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YIHEYOYNH AHAQXH IMEPI MH AOT'OKAOITHX

Befaidve 6t sipat suyypagéug avig g epyaciug kat 61t kade Bonbela v onoiu eiya yw
™MV IpogTolasia me, sivat TMipeg avayvapiopévy Kat avapépetal oy epydcio. Eniong,
€1 uvupEpel Tig Omoteg TyEg and TG onolec ékava xpnon dedopévoy, WBemv i Aééemv, eite
avtég avapépoviat akpiag site tapappacpévec. A6 dnhdve ot avt N ypanti epyacia
TPOETOINGOTNKE UMG EUEVE TPOCONIKA KUl UTOKAEIGTIKA KAl 181K Y10 TV GUYKEKPLLEN
nroylaKk epyacio kat 6t Ba avaddfo TAjpog TIC OLVETELEG £GV N epyacic auth] arodeiyei
611 SgV LoV UVIfKEL.

ONOMATENQNYMO ZIIOYAAXTH AM YHOTI'PAOH
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EYXAPIXTIEX

®a NBera va evyaplotow® Tov eTPAET®V Kadnyn pov k. ABavacio Kobvtpa yia v
ToAVTIUN Pon0eld Tov KATA TN O1dPKELD TG EKTOVNONG TS EPYACING LLOV.

Emiong, evyoapiotd v otkoyéveld pov yoo v ot)pién g Kab'oAn ) didpkela twv
OTOVOMV LoV, GE OTTOLOONTOTE SVCKOAIN AVTIIUETOTICO, KO 1O101TEPA GE TEPLOOOVG
£VTOVOL (YOG,

Télog, Tov ayommpévo pov @iko Dinu Mihai, o omoiog fjtov dimha pov amd ™ TpMdTN
oTyun ko pe fondnce vo Katoldpo mtwg 6Tav TOTEYOLLE TPAYLATIKE GTOV E0VTO
HOG, UTOPOVLLE VOL ETLTVYOVUE TOVG GTOYOVG LLOG.
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INPOAOI'OX

YKOTOG OVTNG TNG epyaciag, ivat va deiove TOG PTOPoVLE Vo SNULOVPYHGOVLE EVal
video game oe éva olokANpouEVO TEPPAAAOV avATTUENG, XPNOILOTOIDOVTAG TNV
BpAoOnKkn SDL.

Emiong, péoa amd avtiv v gpyaocia, Ba dovpe Tt eivor ta video games, Bo kévovpe
avadpopr] otnv otopio tovg Ko Ba eetdoovpe TIC KOTNyopleg OTIC Omoieg
dwkpivovrol. EmumAéov, Bo pedetnoovpe T mpémel va AdPel vmoyn Tov €vog VEOg
developer yia 10 6YedOGUO EVOG TALYVIOIOV KOl TO GTASIO AVATTLENG TOV.
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IHEPIAHYH

To mp®TO PEPOG AVTNG TNG TTLYIOKNG EPYOTING, avapEpeTol oto. video games, TV
otopio kol To €0N TV video games, KoO®OG kol ot dodikacio avaTTvEng EvOg
video game kot 1o Tt givanl amopaitnto va €xel évag game developer 6to PLVoAd TOV
Yo TNV dNpovpyia VOGS mayvidlov.

210 0e0TEPO PEPOC, avapepopacte oty PipAodnkn SDL kot ) xprion g yo v
onpovpyia evég video game. Eniong 0o mapovsidcovpie Ta frjpata yio T dnpovpyio
ToV Tayviolov "Apple Cat".

ABSTRACT

In the first part of this thesis, we will analyze what a video game is, the history and
the different genres of video games, as well as the procedure of a video game
development and all the important steps a developer must follow and think before
creating a video game.

In the second part, we will introduce the SDL library and refer to the advantages it
offers in programming a video game. We will also present the steps of creating the
video game "Apple Cat ".

AEZEIX KAEIAIA

game, video game, Pivteomaiyvidl, video game development, avantuoén moyvidlov,
game developer, SDL, k®dtkog
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EIXATQI'H

Ed® kot apketd ypovia, ta video games, yivovtar 6A0 kot o Snpo@idn. H enoyn mov
N evaoyoAnon pe éva Pvteomaryviol Ntav vwodeon TV TadldyV, ivol wo Tapeldov.
[MAéov, to Prvteomoryvidia, amevBOvovtor kot o€ evilikeg, kepdilovtag OAo kot
peyaAdtepo Kowod. Aev givar ma o «omatdAn» tov eAebBepov ypdvov pog, oA Eva

HEGO Yuyaywyiog.

H taydmrta pe v omoia e&glicoovtat ta video games eivar paydaia, 1 eumelpio mTov
TPOCPEPOLY GTOV TOiYTN YiveTal OO Kot KOADTEPT, OAO Kot O «yeudTn». Agv gival
TVUY010 OTL TOAAG amd To oy vidlo TOv KVKAOPOPOVHV, aviaymvilovrol eraélo aKopa
Kol towvieg oe oplouéveg Katnyopieg, 060 agopd to Pabud wovoroinone. Ia
mopdoetypa to horror games, £€xovv @TAGEL GTO ONUEID VO, TPOKOAOVV £KKPILON
adpPEVAAIVIG TEPIGGOTEPO OO OTL OV KATO10G EPAETE L0l TPOUOTIKT] TOUVICL.

[Tépa Opmg amd Tovg avBpdmovg mov mailovv video games, LITAPYOVV Kol OVTOL TOV
o, onuovpyodv. To game development moidtepa, Mrov "mpovouo" peyOAmV
ETOLPELDYV, YVOOTOV OVOUATOV otnv Prounyavio. XTig HEPEG HOG OU®SG, OAO Kol
TEPLOCOTEPEG AVEEAPTNTES OUAOES M| KO LEUOVOUEVA GTOUO, UTOiVOUV GTOV KOGUO
tov game design kot development.

Me v e£éMEN ¢ TeXvOoAOYing KOl TO O100iKTVO, CNUEPE UTOPEL KATOL0C TOAD TTLO
g0KoAa amd OTL 6T0 TOPEABOV, VO KAVEL TO TPAOTO TOL PHOTO GTOV KOGHO T®V video
games, oG kot 1 TpdcsPacr o€ AOYICUIKA oYedlOoHoD ivar €0KOAN, GueoTt Kot
OLKOVOLLIKY], EVD TO. EpYaLeia oyedlocpoD dypNnoTa.
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MEPOX TIPQTO: H OEQPIA TQN VIDEO GAMES

KE®AAAIO 1: TNQPIZONTAX TA VIDEO GAMES

. | |
JIDED GeMES

Ewova 1: Video Games
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1.1 Tv givon To oy vion

Apyikd, Tptv TpocTaONGOLLLE Vo dOCOVLE 0PIGUS 61O Tt €ivan video game, opeilovpie
va mapadeyTove 6t éva video game eivar £va game, dSniadr| Eva oy viot.

T givan Aoutdv 10 TOYVioL;

[Toyviol etvar  dpactnpiotnta, 1 onoio cuvHB®G TEPAAPPAvEL TOVG TAPBEYOVTES
OeE10TNTA, YVOOT 1 KO TUYT), KATA TNV Ooio. 0KOAOLOOVUE GUYKEKPIUEVOVS KAVOVES
Le oKOTO Vo kepdicove ToV avtimaAo 1 va emAdcovpe €va ypigpo. H dpactnpromta
a1 YIveTot Yia 0100KESA0T Kol OV £XEL OVTIKTLTTO GTNV TPOYUATIKY Hog Con.

"Eva mouyviol €xel mavto ototyeia-cvotatikd kot Kavoves. Ta ototyeia ivor 10 AIKO
(hardware) , ot xovoveg givor 10 Aoyiopko (software). Kot ta dvo kabopilovv to
moyviol. Kot ta dvo pmopodv va vdpyovv aveEaptnta 1o €va amd 1o GAAOo, oAAL
Eexmplotd dev elvor oy viot.

Ta otoeia kot o1 kavoéveg pmopovv va cuvdvactovv. 'Eva civoro ctoyyeimv pmopet
va ypnolponombel pe S10QOPETIKONG KAVOVEG. AVIIGTPOPM®G, £V GUVOAD KOVOVOV
umopel va ypnoponom el pe S1opopeTikd oTotyeia.

1.2 Kpvm)pra mov kKa016To0Vv £va maryviot

Ot kavoveg ®oTOGO, dgV apKovV Yo vo. opicovpe €va moaryviol, aAld sivor pépog
Kpumpiov mov To kadieTovV.

Ta kprmpro avtd eivar:

o  Kavoveg moyvidron
®  X10)0G TOLYVIOL00
e Tlapayovtag oy

o  Aviayoviopog

1.2.1 Kavoveg maryviorov

Onwg avoeépope mopamavm, ol KOVOVEG Kol To cuoTatiK@ Kabopilovv 10 motyviot.
Olo 6c0 mepi€yovtor oTovg Kavoveg elvar pépog tov moyvidlov. Ola 6co dev
neptloppdvovior otovg kavdveg 6ev avikovv oto moryviot. Ot koavoveg eivar ta
oLVopa Kot 1 Kapdld TOv Toyvidlov. Avaeépovior UOVO GTO Tayviol kol Ogv
vapyovv moté EEm amd avto. Ilapodro mov 10 mayvidl £xel Kavoveg mov givol Gov

[15]



TOoVG VOHOULG, To Tayviotr givon eBelovtikd. Omotog mailel éva maryvidl, decupeveTon
OIKEIODEAMC GTOVE KOVOVEG.

1.2.2 X16y0g o vidorov

Ka0e moyvion éxet €va otody0. ['a v enitevén tov, o maiyg tpénel va AaPel vwoyn
Tov dvo mpdypata. Tnv mpobimdBeon N v ocvvOnkn mov Ba Tov emTpéyel va
TPOYUATOTOMGEL TO GTOY0, TPOCEOEPOVIAG TOL £TGL TN Vikn, kabmOg Kot v
OTPATNYIKN TOL OTOLTEITAL VO 0KOAOVONGEL 0 TalyTNG Yo va eTdoel otov (NTodEVO
610Y0.

1.2.3 Mapayovrag TOxM

Av ovykpivoope Oha To péco yuyayoyiag, 0o dwmotd@covps 0Tt avtd TO
YOPOKTNPLOTIKO TO GLUVAVTAUE HOVo ota matyviowo. Kdamotog mov dafaletl Eva Bipiio,
mopoakoAovBel pia tovio 1 akoOEL LOVGIKT, UTOPEL VO ETOVOAGPEL TNV EUmEPia ovA
TAoo oTLYUY], OAAG 1) TopEia Kol TO TEPLEXOUEVO lval TavTa TO 1010.

Avtifeta , pmopovpe vo moiovpe Eva moyviol TOAAEG POPEC Kal 1) TOPEia Yo TV
emitevén tov oTdHYOL, Vo eivon whvTa drapopeTik. Emiong, kabe popd mov Eekivhpe
éva oy vidl 6To 0010 GLUUETEXOVY TTEPIOCOTEPOL O VoV TTaiyTeS, Elval AyvwoTo TO
mo1og Ba kepdicet. H afefoardtra Ko to dyvewoto givol avtd Tov Kavouy Ta Tty vidw
1060 GLVUPTACTIKA KOl EVYAPLOTO.

O mapdayovtag tOyM, mailel peyardtepo N LkpdTEPO POAD, OVAAOYO TO €100G KOl TN
@Vo™ ToV T VIdLY. AT avtdv e€aptdtar To TOS Oa eEeAyBel To mayviol kKGbe popd
nov Eekwvape amd v apyn. H toyn kavetl ta mayviowa anpdPrenta Kot evolopépovta
KoL TPOKOAEL TNV TOpeia TOV Toyvidloh Vo, avamTOCCETOL SIULPOPETIKE KADE QOpA.

Ynrdpyovv d1dpopot TpoémTOL Vo ElGhyovpe Tov Tapdyovta TOYN o€ €va mayvidl. Me
«yevwnIploy  toyoiov aplBumv ((apy), He OlOQOPETIKN KOTACTOON EKKIVIONG
(tpdmovAa), pe eldeun otoryeio (AyvmoTn oTPATNYIKY AVIWTAA®Y), LE TOAD PEYEAO
apOpd emhoydv Kivnong K.o.

1.2.4 Avtayoviopdg

Kd&Be moryvior emdekviel avtayoviopsd. O maikteg avraywviCovral peta&d toug Kot
070 TEAOG LITAPYOVY VIKNTEG Kot NTINUEVOL. AKOUN Kol GE Toyviola Omov ol ToikTeg
epyalovtor ¢ opdoo (cooperative games 1 CoOp games), VRAPYEL OVTAYOVIGUOG.
Ymv mepintmon avty], ol moikteg avtaywvifovior og pia amd T Tpokabopiouéveg
KATOOTACELS, ONAaON Ol Toikteg Tailovv CUVEPYOTIKA EVOVTIOV TOL TOLYVIO10V.
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Axopa ko oe éva moyviolr pe évav povo maiytn (single player game), pmopei vo
VILAPEEL OVTAYOVIGUOC, OOV O ToiyTNG aywVvileTon EVAVTIO GTO TToLyViol 1} TO YpOVo.

1.3 T eivon o video game

H oAnfela givan 611 dgv vrdpyel €vag Kot Hovadikdg OpIGHOG TOL VL OTOVTE GTNV
gpmTNON Tt etvon video game.

Bwreomayvidt givon éva moyvidl mov mailetal ypnOLUOTOIOVTIONS KOVUTLA 1) TANKTPO.
pe ta omoio evalddoovpe ewdveg mov mpoPdAlovror oe pa 006vn.  Eifvar éva
oy vidl 610 omoio YePONOoTE NAEKTPOVIKE, E€KOVEG TOV TOPAYOVTOL OO £va
TPOYPALLO VITOAOYIOTY Kol TPpoBdAlovTal og o 006vn.

Axoépa, video game elvar €vo moyvidt to omoio mailovpe xdpn oe o
OTTIKOOKOVGOTIKY] GLOKELY] Kot To omoio pmopel va Paciotel otV SlodpacTiKn
aenynon wog wropiag. Eivol éva chotnuo 6to omoio o1 moiyTec CLUPETEXOVY GE pid
YNEIKN «GVYKPOUOT», 1| OTOolol OEMETOL AmO KOVOVEG Kol (EPEL EVOL UETPTCLO
OTOTEAECLLOL.

®o umopovoape eniong va opicovpe g video game, £va NAEKTPOVIKO TOLYVIOl TOV
mepopPavel aAANAETiOpaon e poL SIETAPY ¥PNOTN Yo TN ONUOVPYIN OTTIKNG
avadpaong o€ [a cuokevn Pivieo OT®G o 006vn TMAEOGPAONG, VTOAOYIGTY, KIVIITOV
KTA.

2uvovalovtog To ToPaTdvVe, KATAANYOVUE 6ToV €ENG OPIOUO I TEPLYpAPN EVOC video
game. Video game givol éva NAEKTPOVIKO Toyviol, TO0 0moio SEmETOL Omd KOVOVEG Kol
TEPLOUPAVEL TNV OAANAETIOPOOT) LE L0 OLETOPT) YPNOTN, XPNOLOTOLDVTAS KOVUTLA
N TANKTPA Yo T Snpuovpyio Hiog GEPAS EVOAAGOUEVOV EIKOVOV OV TPOPaAlovTol
o€ po 006vn, pe 6Komd TV Yuyoymyio Tov ypnoTh).

Ta video games eEglicoovtal pe OG0 ypnyopovg pvbupovg, mov eivar 0HoKOAO va
dMGOLUE EVa JLAYPOVIKO OPIGUE. ZuveY(DS TPOoTIOEVTAL VEX YOPUKTNPIOTIKE, TOL TO
Kavouv va Byaivouv omd 10 «kaAoOTL» TOV ToPASOGIUKOV TOLVIOLDV.
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1.4 I'woti T video games gival 1660 dnpo@un

Ed® kot apketd ypdvia, ta video games dev amoTeL0VV GTOKAEIGTIKY EVOGYOANON
TV Ty Kot tov epnPov. ITAéov ot evilikeg avtimpocomevovy €va HeYOAo
TOGOCTO TOL TANBVGUOV OV OoYOAEiTAL P TO gaming. AKOUHO KOl TO TOGOGTO TV
yovak®v mov mtailovv video games €xel avéndel. Xnquepa, o kabévag pmopel vo givarn
gamer, oveEaptNTOS VAL N NAkiog. TTown ival OPW®S TO YOPAKTNPLOTIKAE EKEIVO TTOV
KkaBiotovv Ta video games TOG0 EAKLOTIKG GE £val LEYOAO E0POG AMOOEKTMOV;

O Adyog mov to video games givor TOGO ONUOPIAY, €lvarl OTL KOADTTOVV OPIGUEVEC
Baocwéc avOpomiveg emboupieg. Ov embBopieg ovtéc apopovv: TOV OGKOTO, TNV
OVTOUOPT, TNV GLTOVOULD, TNV ONUIOVPYIKOTNTO, TV 1O10KTNGia, TNV KOWVOVIKOTNTA,
TNV TPOCPOPd, TNV GTavVIOTNTA, TO ATPOPAETTO.

1.4.1. Xxomodg

OLot avalnrodpe (o popen vonuatog, £va okomd otn Lon pag, eite £xel ™ Hopen
Opnokeiag, emayyélotoc, owoyévelag 1 otdnmote dAro. 'Etol kot ota video games,
TPOCPEPETOAL GTOV TTAUKTN VTN 1N ovalTnon, oto TAaicto TG emitevéng Tov 6TdYOV,
eite avtdg etvar 1 e£oAdBpevon  tov €xBpov, 1 Onupovpyio HOG KOWOTNTOS 1|
avtokpotopiag, 1N Avon &vog ypipov, 1 yeviKA 1M Kotdktnom £vog vynilotePoL
emtevyparog. Ewdwotepa oe multiplayer games, OOV GUUUETEYOLV TEPIGGHTEPOL
moiyteg, Onuovpyeital KAMpo cvuvepyoasiog Kol opadkoTnTas, mov evBhappvvel v
£vvola o TN OKOUO TEPIGTOTEPO.

>10 game mode "Capture the Flag" tov Team Fortress 2, o1 maiktec yopilovrtal o€ 2
oudoeg, 6mov N kabepio £xel okomd vo TapPeEL TN oot (YaPTOPVANKA) TNG AVTITUANG
oudooG.

1.4.2 Avrapopn

Agv vmapyel KoAOTEpO cuvvaicOnuo, HETA amd dpeg evAcYOANONS TAV®D G £va
avtikeipevo, and to va viobBovpe emtvynuévol. Ivetor va aicBavBodpe 1o 1010
nailovrog éva mayvidy, H amdvinon eivor Betikn. Otav ta video games mpoc@Eépovv
avTopolBés yoo v mpoomdbelr N TNV EMTLYN] OAOKANP®ON MHIOG OTOGTOANG,
1KOVOTTOl0UV TNV avAyKn Tov moaiytn va aicBaviel metvymuévoc. Kdébe 11 mov kepdilet
oTNV TOPElR TOV TOYVIOL0V, €iTe avTO elval KAmolo KaAvTEPO OTAO Yia TV ££OVIMON
Tov €xOpoY, elte emumAéov (N Yoo TOV YOpaKTNPA 6TO game, KAOeTi mov kepdilet
émelto amd ol QVGKOAN TPOKAN O™, TOV PEPVEL va Priial o KOoVTé 6To GuvaicHnua
™G OAOKANp®ONG.
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Y10 mowyvior Planetbase, yio vo KaTOKTNGEL O TOUKTNG TO OPOGN O TOV KAOE TAOVTY,
TpéMeL vo, avantuéel ) PAon He GUYKEKPIUEVT] GTPATNYIKY], MOTE Ol ATOIKOL Vo
emPuooovv paxpoypovie (ce game time), KATL T0 omoio yivetor pécm tng trial and
error pehodov.

1.4.3 Avtovopia

H emBopia va aicBavopacte aveEdptntol 1| va EXOVUE TOV EAEYYO TOV TPAEEDV LOG.
H mopeia mpog v avtovopia gival o Adyog yio tov omoio ot dvBpwmot dev BEAoVY va
VIOBoLV OTL YEPAY®YOLVTAL, O AOYOG TTOV 1 GLAAKION €lval (o LopeT| TIH®PTNG Kot O
Adyoc mov ot dvBpomor vidBovv pia Epeutn avaykn yw e€€yepon Otav vidbovv
okAoPopévol. Avti n avaykn eEnyel yuotl moAAd maryviown Tpoceépovv ehevBepia
KWVOEWV Kol EAeH0Ep®V EMAOYDV.

> oepd moyviorodv Grand Theft Auto, o maiktng, propel vo petakivndetl and to
éva LEPOG GTO GAAO, YPNOLUOTOIDOVTOS OOPOPETIKEG Oladpopés. Emiong, pmopel va
TopaPAEYEL N VO ayVONGCEL TIC KUPLEG OMOGTOAEC Kot amAd vo mepimAovnOel oe
dtapopa uEPN TG TOANG, aAiniemopavtag pe NPCs.

1.4.4 Anpuovpykotnro

Olot ayamape va onpiovpyovue. Etvor avalmwoyovntikd kot teivel va pog Bopilet my
mondikn pog nhkio. Video games mov enTpENOVY vo TPocaprOGOVE TO TEPPAALOV
TOV TToVIdoL, EuTvouv T dnpovpykdTTd pog . Eite mpdkettan yio tnv dnpovpyio
TOV YOPOKTNPO/MPOO PECH OTO TayVidl , €lT€ Yoo T0 oyedooud pg TOANG , Ta
oy vidlo umopovv va givar £vag moAd KaAdg TpOTog va £pBetl 0 TaikTNG o€ ETOET| LE
TNV EGOTEPIKT] TOL ONUOVPYIKOTNTO.

To mayvior Minecraft, mpoceépel v dvvoTdTNTO GTOV TOUKTN VO KOTOOKEVAGEL
KTiplo, QOVTACTIKA 1] AKOUN Kot oo TV Tpoyportikn {on.
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Ewéva 2: Minecraft (ITVpyog Tov Arped)

1.4.5 Iowktnoia

H andéktnon ayabmv 1 thobtov, pog mopéyetl o aictnon suVaUNG Kol VITEPPAVELS.
2T0V TPAYHOTIKO KOOUO, OTOKTOVUE YPNMHOTO, oyopdlovpe KOCUNUOTO, ETITAO KAT.
Ytov K6opo tov video games, 0 TaikTNg Umopel va amokTNoel TpocPacn oe avTtd Le
TN GLAAOYTN EIKOVIKOV VOUICUATOV, oyoddv Kol aKviToOV, dAAE yopig va ypelaoTel
va E0OEYEL TPUYLOTIKE Y PTLOTOL.

>to mouyvior The Sims, o maikng pnopetl va amoktoel 10 omitt TV ovelpwv Tov,
OKOMOL KOU VO TO OYXEOLICEL KOl EMTAMOEL OMMG ekeivog emBupel, aveaptrg
KOGTOVG.
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Ewoéva 3: The Sims 4

1.4.6 Kowvovikotnta

OLot €&rovpe Vv avaykn vo aAAnAemdpovpe pe dAlovg avBpodmovg. Kdamowor to
emBopovv e peyadvtepo Pabud, eved dAior Aryotepo.  AveEaptnto Oumg omd To
1660, 6hot pog eminTovpe Kowwvikn aAinieniopacn. Ta video games eite pécm
EVOC OVTOY®VIGTIKOL TTallyvidolo0 pe GAAovg moikteg, eite péow evog coop game e
eidovg 1M axopa pécw global scoreboard ota solo games, mapéyovv pio PEYAAN
puéBodo vy va a&lomomoel 0 maikTng TV EUELTN avOpOTIYN OvVAYKN TOL Yo
KOWV®OVIKOTOINoM).

Avto emruyybveton mo gvkoio ce MMORPGs (Massively Multiplayer Online Role-
Playing Games), 6nwg to World Of Warcraft, piog kot tov diveton n gvkoupia va
aAANAemdpdoel pe éva peyaAo oplBud SpopeTikdv malkt®v. Mabaivel £tol va
ovvepyaletor pe GAAovg maikteg kot oavomtdoel N eaokel TG KOWWOVIKEC TOL
de&10TNTEG.

1.4.7 Ilpocgopa

e 0Aovg pag apéaetl va vimbBoupe 0Tt £(0VUE oNUAcia Yo TOVG AAAOVG Ko BEAove
va acBavopaote 0Tt cuuPdAiovpe onuovIiKGd oty kowvovia.  To moryvidw
EKTANPOVOVY EDKOAN LTIV TNV OVAYKN, KaBMG 01 TOUKTEC UTOPOVV va. TatEovv pe
¢@iAovg TOVG online Kot vo. GUUPBEALOLY GTNV Opdda, N aKOH Kot OTOV Ol TOIKTEG
aAANAETOpOVV pe avBpmdmovg Tov dev givar mpaypatikoi. TTowyvidia 6mov o maikTng
A pe évav NPC (non-player character), o onoiog tov {ntd va tov Bondnocet va Ppet
OVTO TTOL YAYVEL 1] VO AVAKOADYEL £voL VEO GTOLYETD.
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INa mapaderypo oto mwaryviolr The Incredible Adventures of Van Helsing, o maiktng
ula pe NPCs, ot omoiot Tov avafétouv amocTodég (quests).

Ewova 4: The Incredible Adventures of Van Helsing

1.4.8 XnaviotnTa

Tetvovpe va Béhovpe avtd mov dev pmopovpe va €xovpe. Oco mo ondvio eivor €va
AVTIKEIIEVO N 060 To GVGKOAO £1val VO TO OMOKTNGOVLE, TOGO O EAKVGTIKO YIVETOL.
‘Etot Ko To oy vidio xpnooTolovy auTh TV TTVYN TNG WYLYOAOYIOG Yo VO, oG
tpafrovv to evdlapépov. o mapdderypa, €vo moryvidl pmopel va mopEyel 6TOVG
ToiKTEC TEPLOPIGUEVO aplOUO OTA®VY KOl 0TI CLVEXELX VO, TOVG (NTdEL Vo EKTEAEGOVY
Ho amoGTOA M va EemepAcouy o TPOKANGN TPV UTOPEGOVY VO, GUYKEVTPMOCOLV
neprocdtepa. H embBupia va Eemepaoctel n endpevn npdkinon eivar avtd mov dratnpet
TOVG TOUKTEC TOOLOGLLEVOVG Y10l TO TTOLYViOL.

210 moyyvior The binding of Isaac: Rebirth, o maiktng mpémer va eknAnpdoet
OPIOUEVEC OITOGTOAEC TTOV TKOWVOTOLOVV GLVONKES, TPOKEIUEVOL VO EEKAEIOMGEL VEOLG
YOPOKTAPES KO ovTIKEipeEVa Tov Ba epmAovticovv to gameplay.
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Ewova 5: The Binding of Isaac Rebirth (character menu)

1.4.9 Anpopiento

Olot Béhovpe va paboope 1t Ba ovuPel ot ovvéyew. [Mog Ba tedewdost éva
pobotopnua 1 pioe tovia. Eivor avtd 10 aicOnupo g ayoviag oyetikd pe To
amotéAecpo Tov oG Tpafd mpaypotikd to evolapépov. Ta moryvidwa «mailovv» pe
avtd 10 cvvaicOnua, emeuvidocovtag eknAnéelc. Otav elodyovion véa ototyeia M
epepavifovror véol yapoaktipes, Onuovpyeitar 1o aichnuo g ayoviog Kot Tng
mePLEPYELNG Yoo TO TS B eehybel M wAOKN TOL TALXVISOV, KAVOVTOG £TCL TOV
motytn va 0éAel va ovveyilel va mailet yuo vo avakaAvyet Tt Oa yivel.

Y10 moryvidot The Wolf Among Us, o maiymmg mapaxoiovfel o iotopio va
EKTUAIOGETOL, OTNV OO0l GLUUETEYXEL Kol O 10106, HE EMAOYEC OV €MNPEAOLV TNV
mAokn. Kabog n wotopia mpoywpd, véa otoryeia eicdyovtal otnv vrdeon kabmg kot
véol VmONTOl, ONUOLPYADVTOG TNV TEPLEPYELD. OTOV TOIKTI) VO GUVEXIGEL Yo Vo
AVOKOADYEL TNV oA 0L,
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. andifind whoever did this.

Ewéva 6: The Wolf Among Us

1.5 H wotopia Tov video games

H wotopia tov video games Eekwvd otig apyég g dekaetiog tov 'S0, evd €ywvav
eVPEMG amodekTd TN dekaetio Tov 70 kot tov '80, dtav g0y ONGAV GTO EVPL KOS TA
arcade games, 01 KOVGOAEG TOLYVIOLDV KOl TO, pC games.

Yfuepa to video games &givor OMUOEIANG HOPeN Ol06KESAONG KO HEPOS TOV
TOYKOGUOL TOMTIGHOV. Zxeddv kdbe voukokvpld €xel éva LEAOG TTOL aGYOAEiTOL pE
10 gaming. Eniong, n Prounyavio frvteomoyvididv givor pio amod Tig mo kepdopopes
OTOV KOGLO, TO KEPOT TNG 0TO1aG cLVEXDS awEdvovTat.

Q¢ opdonuo. otV 16TOoPIKY Oladpopr], Ba YPNOYOTOMcOVUE KLPIWS TIG YEVIES
KOVGOAMV.

1.5.1 Aekaetio 1950

Apyikd, va avoaeépovpe 61t 10 1945, KaTooKELAGTNKE 0 TPMTOG HEYAANG KApOKAG
emavanpoypappatiiopevog niextpovikds vmoroyotms, o ENIAC (Electronic
Numerical Integrator And Computer). Avtd 1tV T0 TPMOTO TEXVOAOYIKO Brpa, Yo
TNV UETEMELTA ONUIOLPYIO TOV PIVTEOTOLYVIOIDV.

To 1950, o 6idvpo Claude Shannon kot Alan Turning dpyicav va tpoypappatitovv,
t0 Odonuo emrpoméllo moryvior Chess, oe vmoloyiot|. Tovg mpe apkeTd ypdvo,
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KaBmOG EMPeENE Vo ONUIOVPYNCOVY TEYVNTH VONUOGUVN Yo VO UTopel o maiktng va
moilel povog tov. Tnv 110 xpovid KUKAOQOPMNCAY TO TPOYPULULLO GKOKLOV.

To 1952, o Bpetavdg xkabnyntig A.S. Douglas, vroymeiog yio Ph.D. otnv emotiun
TOV VTOAOYIOTOV, dnuovpynce to matyvior OXO0 1 aAlwg tic-tac-toe, n YVOOTY G€
pog tpidla, o¢ pépog NG OWaKtopikng tov olatpiprg oto Ilavemotiuio Tov
Cambridge. To mayvior avtd "étpeye" otov vmoroyiotmy EDSAC (Electronic Delay
Storage Automatic Calculator).

To 1955, o apeptkavikdc oTpatdg ONUOVPYNGE Eva TOLYVIOL TPOGOUOIMGN G TOAELOV,
10 Hutspiel, oto onoio 1 koéxkivn opdda avtimpocsdneve to NATO ko 1 umie opdoo
v USSR.

To 1956, o Arthur Samuel avémntvée éva mpoOypoappo Yoo To emTpoméllo moyvio
Checkers (Ntdpa), yww tov vmoloywstn IBM 701 (H ocepd IBM 700 éxave
EVKOADTEPOVG TOVG EMGTNHOVIKOVG VIToAOYiopovg). To checkers program Bewpeiton

OpPOCT O TNG TEXVNTNG VO LOGVVTG.

To 1958, o Apepwovog guowog William Higinbotham, ompovpyel to moryvidt
Tennis for two, to onoio yapaktnpiletor and TOAAOVG MG TO TPMOTO HLAIPACTIKO
prvreomaryvior. To mayvidt ypnoiponolel Evav TaALOYPAPo ¢ 000V, VD 01 TOIKTEG
Exovv amd &va LoYAO Le £va KOVUTL Kot £VOV TEPIGTPEPOUEVO SLOKOTTN EMAOYNC.

To 1959, pobntég tov MIT, dnuovpyovv to maryvidt Mouse in the Maze ctov
vroAoyiot TX-0 tov MIT. Ot maikteg ¥pNOHOTOIDOVTOG VA EI0IKO GTUAD LE WG MG
oLOKELN €16000V, ToTOBeTOVGAV TOVS TOiYoVg TOv AaPOpvBov Kot Tig TEAElEG TTOV
avtiotoryovoav oe "tupl" maveo oe pio 006vn tomov aeng. ‘Emerta éva ynoeloko
movtikl Tpoonafovoe va Bpet Ta avtikeipeva (Tupid), Kivoduevo péca oto Aafvpvoo.

Ewkova 7: Mouse in the Maze
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1.5.2. Agkogetio 1960

To 1962, dnpiovpyndnke to mpodto computer based Pvteo moyvidl, To Spacewar,
and éva omovdact tov MIT, tov Steve Russeel. Xto mayvidr avtd ot 600 moiKTES
npoomafovoay vo ektoEehoovy Topmilec 0 €vag oTov dAAO Kot TovTOHYpOvVA VO
aro@Hyovv Vv Bapvtnta Tov ' HAtov mov toug tpapodvcoe mpog tov "Bavato".

Ewovo 8: Spacewar

To 1964, évoc TPOYPAUUATIOTC MAEKTPOVIKOV LTOAOYIOTOV We TO Ovouo John
Kemeny gine: «O kabévag gtvor mpoypoappatiotg». O John, mponv Bonbog Epguvac
tov Albert Einstein, cuv-avontocoel m YA®oco mpoypoppaticpod BASIC mov
EMUTPEMEL TN ONUIOVPYIN PLVTEOTALYVIOIDV LE EVKOALD.

To 1967, o1 mpoypappotiotég tng Sanders Associates, Inc., pe emkepaing tov Ralph
Baer, epnOpav £éva molvpecwkd cvomuo mutliplayer Bivteomaryvidiov, to onoio Oa
umopovse vo morytel og o tniedpaot. Hrav yvootd pe v ovopacio '"The Brown
Box''.

To "Brown Box" yopnynfnke otnv Magnavox, 1 onoio. KOKAOQOPNGE TO GUCTNUO MG
Magnavox Odyssey to 1972.

To "Brown Box" pmopovoe va mpoypappotiotel yio vo moigel didpopa moryvioa,
OM®G TVYK TOVYK, VIQUO kol Téooepa aOANTIKA moyvidia. Xpnoipomolovoe
TPOMYUEVT TEXVOAOYID YO TNV EMOYN TOV, e TPHheTa a&esovdp mov mephdpupavay
éva ehappy Omo Yo moyviot oKomoPoAng Kot €vo €101KO e€ApTnUo. Yo oy viot
YKOAQ.
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1.5.3 Aekaetio 1970

To 1971, Ot Nolan Bushnell koau Ted Dabney, mov apydtepa idpvcav v Atari,
onuovpynoav to Computer Space, éva arcade matyvidl, 10 omoio NTOV TO TPOTO
EUTOPIKO PrvTeomanyviot.

Tnv 1o xpovid, Tpelg portntég amd ™ Mivesota, o Don Rawitsch, o Bill Heinemann
ka1 o Paul Dillenberger, dnuovpyncav to The Oregon Trail yio tov tnAetomo. To
1973, mpocappdletar otov vmoloyiot) kot to 1978 dwavépetal oe dioKETES. XTO
oy viol o maiktng Tagoevet pe v opdda Tov oto Opeykov, evd TopIAANAQ TPETEL
va Tpo@LAdEet Ta péEAN and v metva N 11 appmotieg. To Oregon Trail vanpée éva
oo TO, L0 OMUOPIAT games, EVM 1 To TPOSPATN KuKAopopia Tov ftav to 2011.

To 1972, "yevvOnke" o OpvAog Tov arcade games, To Pong. Ot Tpoypopllatiotés g
Atari, o Nolan Bushnell kot o Al Alcorn avéntv&av 1o emtpoanélio moyvidl mvyK -
ToVYK , yuo arcade punyovn. Molg kokAo@dpnoe, £yive aUESOS ONUOPIAES GE IKPOVS
Kol peydlovg, eved ot pnyovég arcade Eexivnoav va gpeavifovtor e umop,
UTTOOVAVYK KOl EUTOPIKE KEVTPO G€ OAO TOV KOGLLO.

Ewova 9: Pong

To 1973, xvkhopopnce 10 Tp®dTO Prvieomaryvidl, mov emtpénet to multiplayer ce
Eexoprotég 000veg. To Empire, éva turn-based matyvidl otpatnyikng, pe €og kKot 8
TOAKTES, TO omoio dnuovpynnke yw to cvotnua vroioyiot®v diktvov PLATO
(Programmed Logic for Automatic Teaching Operations), éva and ta TpOTO
YEVIKEVIEVO VTTOAOYIGTIKA GLGTHILATO 100G KAAOGS.

To 1974, o Jim Bowery onupiovpynce 1o Spasim, to mpdto videogame pe 3D
VLG HOTIKA YpaPIKd -yio To cvotuo PLATO- pe ™ dvvotdtrta coppetoyng 32
TOIKTOV, 7oL TepleAdufoave 4 TAAVNTIKA cuoThpaTe pHe €mMG Kot 8 Toikteg avd
TAOVNTIKO GUGTI L.

Tnv 101 ypovid, KukAo@opnoe to mpdto first person shooter game, 1o Maze War,
010 omoio o maiktng Kwveitoaw o€ éva AafvpivBo, mpoomabdvtag va Ppet GAAovg
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moikteg Ko va, Toug mupofoincet. O maiktng pmopei va kivnbel umpog, micw, 6e&id
Kat aplotepd (pe yovia teptotpoeng 90 popmv).

To 1977, n Atari kukho@opnoe 10 Video Computer System, yvooto wg Atari 2600,
TV TPOTN KOVOOLO TOLYVIOIOV Yo To onitl. To cvotua ftov tpotonoplakd. Eiye
KOOETEG OTIGC Omoieg Umopovoe O TaikTng vo amobnkeboet  mANpoopieg TV
oy vidlov, €va joystick, ypopoatikny morétta, av&ovopevo opliud ToyvViISudV Tov
umopovoe va "tpéget kot T duvatdHTNTO AAAAYNG EMITESWV SVOKOANG.

To 1978, o Niskikado Tomohiro, onuovynce to Space Invaders, éva video game
nov amotélece opdonuo Tewv arcade games 1t dekaetio Tov '70. To Space Invaders
elye paln amymon, kabmg Mtav TPp®TOTOpo oto. shooting games, 10AYOVING TO
top-down gameplay, O6mov o maiktng mvupoPoiel e£wyNva SGCTNUOTAOWL TOV
enpaviovtol amd To Tive PEPOS TG 000VIG.

Ewova 10: Space Invaders

To 1979, kukhopopNcE Evag amd TOVS O ONUOPIAELS TitTAovg videogames TG YPLONG
emoyng tov arcade games, to Asteroids omd v Atari. 10 moyviot 0vto, 0 TOIKTNG
eAEyYEL €va SOOTNUOTAOL0, KIVOUUEVOS GE €va Tedlo OOTEPOEW®V Omd TO  OMOio
nepvlve mEPLOdIKE 1mTdpevol dickol. TKomdg Tov moryvidol eivor o moikng va
TUPOPOANCEL KOl VO KATOGTPEYEL OGTEPOEEIS Kl WMTAUEVOVG dioKOLS, YmPig Va
ovykpovotel M va ytuornBel amd avtitaia Topd.

1.5.4 Aekaetio 1980

Mu mtitoa amd v omoia Edeune va KOUUATL, £0moe TNV Eumvevon otov Iwatani Toru
va oxedtdoel £vo amd To Mo otdonue Prvteomaryvidin otov kocuo, to Pac-Man.
Yxomog Tov Iwatani tav va dnuovpynoet éva pn Piloto moyvidt mov vo amevBoveton
axoun kKot og Kopitowa. I't avtd kot glye otoyeia dmwg AafdpvBo kot yaprtopéva
QovTocpoTakio ylo exfpotc. Emiong, to cevdplo tov vo amokTdg dvvaun Tpmyoviog,
10 gumvevotnke and tov [omdi! To Pac-Man kvkhopopnce to 1980 and ™ Namco,
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KOTOKTOVTOG TOV KOGHO TV arcade Brvteomatyvidldv, He TG LeYOAITEPES TWANCELS.
Iiveton to mpmdto arcade moryvior mov Pyaler €kdoom vy to Atari 2600 (home
console) Kot TO TPAOTO ToYVIdOL OV €YEL €VOV KIVOUUEVO KOL ETMVLHO KVPLO
yopokTnpa. Avo ypdvia apydtepa KukAopopel 1 Onivkn €kdoon tov, Ms Pac-Man.

210 oy viol, o maiktng kaboonyet tov Pac-Man péca and Eva AapopvBo mov mepiéyet
dpopes kKovkideg, Yvwotég ¢ Pac-Dots, evd 1€60epa TOADYPOUA QOVTAGLOTA TOV
Kovnyodv. O o1dy0g TOL TOoYVISOL Elval O TOIKTNG VO GUYKEVIPOGOEL TOVIOLS
Tpoyovtog OAo to. Pac-Dots oto AafoptvBo, oAoKANP®VOVIOG TO «OTAS0» TOV
TOLYVIO0V, TEPVMOVTOAG GTO EMOUEVO.

12900

Ewkova 11: Pac-Man

To 1981, kvkrhoedpnoe and v Nintendo to Bivteomaryvidr Donkey Kong, to omoio
yivetal éva amd T IO EMTLYNUEVO TALY VIO OA®MV TOV ETOYMV. NUOTOOOTNOE TV
apyn ™G oepdc mayyvidiwyv Mario, gi6dyovtag Tov yapoktipo Jumpman, o 0moiog
apyotepa £yve yvmotdc o¢ Mario.

To 1982 xvkhopopnoe o Commodore 64, évag 8-bit personal computer amd v
Commodore International, o omoiog mpe t0 6voud Tov amd v pvnun RAM 64KB
nmov obete. Me ylddeg tithovg moayviduwv ce Owokéto (6nwg Bubble Bobble,
Turrican, Paranoid «.0.) kot ekotoppvplo toincelg, o PC gaming kdvel ta mpdta
T0V Bpata tpog T 06&a.

To 1983, kvkhopopnoe 1o videogame Star Wars ond tv Atari Inc. To moyvidt nrav
éva first person space simulator, mov mpocopoiwve v eniBeon oto Death Star amod
v towvio Star Wars tov 1977. To moyvidr amotedovtav and 3D dSavvopotikd
Ypapikd. Avamthydnke katd tn Oodpkelo g Xpvong Emoyng twv arcade games
(1978 - 1983) ko Bewpeitar Eva amd T O ONLOPIAT] oY Vidl OAMV TV EXOYDV.

To 1985, n Nintendo xvkAopdpnce v koveora Prvteomaryviduwv NES (Nintendo
Entertainment System) 1 aAl®g Famicom 6nwg ovopaldtav oty lonwvia. To NES
elye Pertiopévo 8-bit ypaeikd, ypopota, Nyo kot gameplay amd T TPONyoOUEVES
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Kovooreg, pe mhvo omd 800 tithovg mouyvioiwv onwg to. Metroid, Megaman,
Castlevania, Legend of Zelda, Ducktales, Mario Super Bros «.o.

To 1988, o0 xO6cL0G TOL TodocPaipov eloNABe 6e videogame, e TV KVKAOQOpPia TOV
John Madden Football an6 v Electronic Arts. To mayvidt mepieiye moAAEG
TPOGOPUOCIUEG TOPAUETPOVS, OTTMG Koptkeég ovvinkeg (Lo, Ppoyn, x1ovl 1 KpLO
Kol Gvepog), ypovikég mepiodot (8, 10, 12 1 15 Aemtd), KOT®ON TOUKIOV,
TPOVUOTICHOL oKtV Ko ovég. Kukhoedpnoe vy tovg 8-bit vmoAoyiotég
Commodore 64 xat Apple 11

To 1989, &exwvd m emoyn tov handheld gaming (@opntod moryvidov), pe v
KukAogopio tov Game Boy and v Nintendo. To 8-bit Game Boy, «elofdArer» oTIg
noAdpeg TV Toktdv, pe to moryvior Tetris. H ovopacio tov moryvidiod mponibe
amod To EAANVIKO TPOOnua "tétpa”, mov onuaivel t€ooepa, KaBDG KL amd TO TEVIC,
ayamnuévo dOAnua tov Pajitnov. To mouyvidt ypnoponolel entd oyfuoato ToupA®V, To
omoia TEPTOLY Ao TO TAV® PEPOG TNG 000VNG, Ywpic otapatnud. O maiktng Kaleiton
va To. TomoHETNGEL e TPOTMO TETO0, DGTE VO, TOPLALOVV KOl VO NV VITEPYOVV KEVA
peta&y Tovg. Otav ta tovPra oynuotilovy TANPELS YPAUIES, TOTE Ol YPOUUESG OVTEC
eCapaviCovror oplovtimg. Av dev yivel avtd kail o1 cuvOécelg and TovPAdKIo £yovv
oLVEYXMG KEVO Y®PO, 1 006V avamdeevkta Ba yepioet Ko to moyvidt Ba tepuatiotel
LE NTTO TOV TOAKTN.

Ewova 12: Tetris

Tnv B yxpovid, wvkhopopnoe to Sega Genesis, o 16-bit  KovooOin
Bwrteomayvidiwv amd v Sega Enterprises, Ltd. H kovoola avtr xvkhoedpnoe
npota oy lomovia to 1988 pe to 6vopo Mega Drive. 'Eva ypovo apydtepa,
akolovOnoe m Nintendo pe v xvkioeopio tng emiong 16-bit kovodrag SNES
(Super Nintendo Entertainment System).
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1.5.5 Aekaetio 1990

H mpoodog mhéov otnv vynAn texvoroyia dev Bo pmopovoe mapd vo. EXNPEACEL T
Bopnyovio moyvididv. Me tov kopd, ol TPOYPUUUATIOTES KEPOIGOV TEPIOCOTEPES
gVKAPIES Yo Vo ONUIOVPYNCOVY Ta OIKA TOVG Toyvidla. Ta idia ta Toyvidla, pe
oEPA TOVG, £ytvav o AemTopepY]. Q0TdG0, OLTN TV HOVO 1 0Py TNG AVATTLENG
YPOPIKAOV GTO, Ty vidta.

To 1990, n Microsoft kvkAopopnoe ta windows 3.0, ta omoio cupmepAdupavay v
nAektpovikn €kdoon tov card game Solitaire, v yvoot| oe pag maciEviCo.
Exatoppopio xpnoteg mov dev glyav 6TV KOTOYN TOVS KOVGOAN ALY VIOIDV, APy
Vo £0IKIMVOVTOL Kot Vo amoAapfavouy oty vidia otov vrohloyiot). To Solitaire &ywve
éva amd to mo OmuoewAn casual Pwvteomoyvidlo Kot TPOCPEPE Vo LOVTELOD
TOLYVIOLOV TAV® GTO 0Toi0 dnpovpyndnKay Tayvido 6Tmg o Bejeweled.

To 1991, xvkhopopnoe to Prvreomaryviot Sonic the Hedgehog, mov éywve onua
katatedév e Sega. 1o moryvidt owtd, To omoio NrTav platform game, o Sonic Ntav
évag umke avlpomOpoppog okatldyopog Tov ETPEXE OMIGTELTA VP Yopa Kot HAleve
Sd0KTUAO. Tnv 101 ypovid KukAoEOpNoE TO ONUOPIAEG Prvteomaryviolt Street
Fighter II ané v Capcom, éva fighting game, mov anewovile 10 aipa 6tav o évag
YOPOKTAPOG YTLMOVGE TOV GAAO, €l0AyovTag TO gore ot Pivieomaryvidlo.

F n_Sl] MG
(T

Ewéva 13: Sonic the Hedgehog

Yy 101 Aoywn gameplay, 1o 1992, xvkiopopnoe to Mortal Kombat anod
Midway Games, 10 omoio pali pe to Street Fighter, amotéAecav Toug To ONUOPIAELG
titAovg fighting maryvidiov.

To 1993, 1 id Software xatackevace 1o Pivreomayvior DOOM ywo to PC. Oswpeitan
€vag amd TOLG MO CNUAVTIKOVS TITAOVS GTNV 16Topia TV PVTEOmaLYVIOIdV, KaOdg
npwtonopnoe ¢ first person shooter game, 6mov onAadn o maiymng PAEmer won
mopoPorel péca amd ta LAt TOV YOPUKTHPO.

(31]



Ewova 14: DOOM

Qo1600 10 Piloo yio v TOTE EMOYN TEPLEYOUEVO TOL, Hall e TV KukAopopio Tov
Mortal Kombat, mov mepteAdufove apatoyvsiec, dnUovpyncoyv mpofAnUATIGHLOVG
omv kowovio, oyetikd pe ™ Plo ota Prvreomaryvida, yeyovog mov odnynoe éva
xpovo apyotepa, To 1994, oty idpvon tov Entertainment Software Ratings Board
and v Entertainment Software Association (mpomv Interactive Digital Software
Association), €vOg 0pyaVvIGHOD Yo TOV KABOPIoUO NG EMTPETOUEVNG NAIKIOG KOl TNV
aE10AOYNOT TOL TTEPLEYOUEVOD TMOV PIVTEOTALYVIOIDV.

H mpaypotikn enavdotaon oto gaming pbe 6tav ta diktoa LAN, kot apydtepa to
Internet, dvoigav tovg opifovteg v multiplayer motyvidwe. To multiplayer gaming
"exto&evoe” v gaming KowotnTo 6€ VEO EMIMEDO, ENELON EMETPEYE GTOVG TAIKTEG VL
avToyovilovtol Kot vo. 0AANAETIOPOLY amd dpOPETIKOVS VITOAOYICTES, YEYOVOS TOV
Beltimoe ™V KOw®VIKN TAELPA TOV TOVIOIOV. AvTO 10 Prua-kAewi £Bece ta
OepéMa Tov 01adpacTiKoh gaming HeYIAng KALokaG mov amoAlaupdvouy onpepa ot
ovyypovol maikteg. Z11g 30 Anpidiov 1993, to CERN (European Organization for
Nuclear Research) £Baie 10 Loyiopkod tov World Wide Web ctov public domain,
aALG Ba Tepvovoay xpovia TpotoL To Internet yivelr apketd 1oyvpd yia va eriogevioet
70 gaming OT®G TO YVOPILOLE GNUEPQL.

To 1994, ) Blizzard xvkhopopnoe to Warcraft: Ores & Humans, éva and ta mpdta
oy vidl oTpoTNYIKNG He Aemtopepelc amootodéc. H oepd Warcraft €ywve n mo
dNpoeng ota massive multiplayer online watyvidla (MMO).

To 1995, pe v xvkhoeopia Sng yevidg 32-bit kovooidv, Onmg To Sega Saturn g
Sega kot to PlayStation g Sony, xkabdg kot v kvkAogopia tov Nintendo 64
(64bit) amd v Nintendo, éva ypdvo petd, dvoigav ot dpopol yio moryviow pe
Tproowdortato ypapikd (3D graphics).

Mia véa yevid moryvioidv £pYETOL VO TPOGPEPEL TPICOLACTOTY] EUTELPIO. GTOV TOLKTN
pe Owdonuovg tithovg, Omwg: Crash Bandicoot (1996, Sony Interactive
Entertainment), Tomb Raider (1996, Eidos Interactive), Final Fantasy VII (1997,
Square), Gran Turismo (1997, Sony Interactive Entertainment), Metal Gear Solid
(1998, Konami), The Legend of Zelda: Ocarina of Time (1998, Nintendo), Medal
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of Honor (1999, Electronic Arts), Silent Hill (1999, Konami) «.o. Axoun,
KUKAOQOPNGE TO MPAOTO TPLodldotato Super Mario mayvidl, 1o Super Mario 64
(1996, Nintendo), evd a&iler va onpeiwbovv axoun, to Half Life (1998, Valve), to
omoio améonace EAPETIKEG KPITIKES Yol To €EuMVO GeEVAPLO Kot gameplay Kot To
Everquest (1999, Sony Online Entertainment), £va massively multiplayer online
role-playing game (MMORPG).

Ewova 15: Half Life

Téhog, dev pumopovpe va mapaieiyovpe 1o mo ddonuo mobile game, to Snake, 1o
omoio KvkAo@opnoe 1o 1997 ota kivntd tmAépmva Nokia.

1.5.6 Aekaetio 2000

To 2000, xvkiopdpnoe 10 moryvior The Sims and v Electronic Arts. To The Sims
etvan pa oglpd simulation Toyvidldv, 10 omoio €yve €va amd T, TO SO KOt LLE
TIG HEYOADTEPEG TTOANOCELG Toryvidwa, KobMG emiong eiye kot peydAn amnynorn o€
Kopitolo gamers. XT10 moyviol ovto, o maiktng €lye 1 dvvotdtTo Vo EMALEEL TNV
EUGAVION TOV YOPOKTNPO TOVL, VO XTIGEL TO OMITL TOL, VO EPYOCTEL KOl VO KAVEL
O1KOYEVELQL.

Alot a&oroyol TitAol TouyvidudV Tov KukAoeOpnoav to 1010 €rog: Spiderman
(Activision), Pokemon Silver Version (Nintendo), Thief II (Eidos Interactive),
Counter Strike (Valve), Diablo II (Blizzard), Hitman: Codename 47 (Eidos
Interactive) k.o.

Tnv 101 ypovid, KukAo@OPNGE M VEL KOVGOLD 61¢ Yevids tng Sony, to PlayStation 2,
to omoio ota 128 bit elye kaAvTEpa Ypapikd and 6t to PC, evd tavtdypova mopeiye
™ dvvatotnta avarapaywyns DVD.

To 2001, n Microsoft kvkAopopnoe 1o Xbox. To Xbox 01é0ete teyvoroyio H/Y o
00pa Ethernet. 'Htav 1 mpdtn KOveOAo PvTEOmatyVIOIDV [LE EVOOUATMOUEVT] LOVADQL
oKANPOoV dioKoL, pHE GKOTO Kupimg TV amobhikevon ™S TPOodOOL TOV TOLYVIOIDYV,
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KaBmg kol mepleyopévov mov iyl Anedei amd to Xbox Live. 'Evag ypnotmg tov
Xbox umopovoe va avtrypdyel povotkn and ta tvmikd CD fyov ctov okAnpd dicko
Kol va TV xpnoiponoinoetl o¢ soundtrack o opiopéva oy viota.

Ewova 16: Halo Combat Evolved

To 2003, n Valve xvkAo@dpnce v ymelokn TAATEOPUO ToLyViSldV, T0 Steam,
dtvovtag v odvvatdtra otovg PC gamers, va "katefdcovv’ kot vo maiEovv
oy vidle 6tov vmoloylot, ywpig v avaykn CD v DVD, xabohg eniong kot va
Kévouv update ta moryvidowe tovg. To Steam, péypt kor onuepa, omoterel
HEYOADTEPN YMOLOKT TAATOEOPUO TOLXVIOUDV, TPOSPEPOVTAS TPOGPacT o€ auéTpnTa
Bvteomatyvidta.

To 2004, swodayoviow oty oyopd 1o Nintendo DS omdé ™ Nintendo kot t0
PlayStation Portable (PSP) an6 ™ Sony, @opntég Kovooreg maryvioimv. Aebetav
EVOOROTOUEVN 006VN, yeptotiplo katl nyela. Onwg ta mponyovueva ypdvia pe v
Kukhopopio tov Game Boy, mpdcpepav otov maiktn TN dvvatdtnto va mailel axopo
Kot 6tav 0ev PPLoKOTOV GTO OTITL, UING KoLl NTOV EDKOAEG OTN UETAPOPE, AOY® TOV
HKpov peyéboug.

Ao T1g apyéc tov 2000, o1 duvatotnteg Tov Internet exkto&gvOnKay kol 1 TeYvoLOYin
TOV ENEEEPYUSTAOV VTOAOYIGTAOV APYLIGE VA PEATIOVETOL LE TOGO YPNYOPOLS PLOLOVG,
pe amotélecua KaBe véa mopTido TOLYVIOIDV, YPOEIKOV KOl KOVGOADV va Pydlet
EKTOC GLVAYOVIGHOD TNV TponyoOuevT. To KOGTOG TG TEXVOLOYiNG, TV S1UKOMGTMOV
(servers) Kot Tov SadKTOOL pEI®ONKE TOC0, MaTe T0 Internet £yve TPOGITO GTO ELPV
Kowd. Mg to mépacua Tov ypovav, to online multiplayer gaming £ywve avomdcTacTO
KOUUATL TNG EUTELPIOG TOV TOUKTAOV.

To 2004, xvkhopopnoe to World of Warcraft and tv Blizzard, éva massive
multiplayer online game, to omoio téccepa ypovia apyodtepa, Bo tacel Tovg 10
EKOTOUPOPLO. GLVOPOUNTES, €KTOEEVOVIAG TO OTNV KOPLPN TOV TALYVIOUOV TNG
KaTnyopiog Tov. Anpovpynce OAOKANPO EKOVIKA GUUTOVTIO Y10, TOVG TOAKTEG
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enavampocdlopilovtoc tov TpOmo pe Tov 0moio mailovv Kol AAANAETIOPOVV O £VOG LE
TOV GALOV, TNV KOWVOVIKN TTTUYN TOL gaming.

To 2008, nepdoape TALOV oV 71 YEVIE KOVGOA®V LE TNV KLKAoPopia Tov Xbox 360
and ™ Microsoft. To Xbox 360 &pepe ta ypagikd vyning avédivong HD (High
Definition) ota moyvidlw, kabdg kot v emavdotacn oto online gaming e
BeAtidoelg oto Xbox Live. To 360 emiong £pepe aploYES 6€ KOVGOAES OTMG TO
Netflix kot To Youtube, koBmdg Kot cvotyuato cuvopidiog pe @ilovg Kot GAlovg
TOUKTES 6TO SLOdIKTVO.

To 2006, 1 Sony kvkAioedpnoe to PlayStation 3, to omoio mapeiye ™ dvvatdTa
otoug ypnotec va mailovv Blu-Rays, towvieg kot povowr). To PS3 pmopovoe va
ouvdebel emiong pe Tic opntég Kovooreg PlayStation kot mpdopepe dwpedv online
gameplay ywpic cuvopoun.

:
_‘\
B
}:\! |
= K
=
T
ﬂ f

Ewova 17: The Elder Scrolls IV

Tnv 10w ypovid, n Nintendo xvkAopopnoe oty ayopd 1o Nintendo Wii, o
KOVeOAD TOv  cvumepAauPave  ThAeyeploTipll  HE  ooOntipeg  Kivnong,
TPOGPEPOVTAG GTOV TTAIKTN po vEa gumelpio oto gameplay, kabmg o moikng yo va
OAANAETIOPAGEL e TO TTOLYVIOL ETPETE VAL KIVELTOL.

IIpog 10 TéhOG TNC Oekoetiog, , To Prvteomaryviown eomAmOnKay o TAATQOPLES
KOWOVIKOV HECMV OIKTO®ONG Omwg 10 Facebook kot Kivntéc oLoKeELEC OTMG TO
iPhone. H tayeia e£€MEN g texvoAoyiag , 1 KuKAOQOpio TV smartphones kol TV
app stores, ekté&evcav 1o mobile gaming. Ta Pivteomaryvidia TAEOV €yovv amnymon
o€ TEPACTIO €VPOC KOOV, EAKDOVTOS OKOUN KOl OVTOVG TOV JEV 0YOAOVVTIOL LE TO
gaming.
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To 2009, xvkiopopnoe oto facebook to Farm Ville and ™ Zynga, éva mouyviol
nmpocopoioong edpupas. Tnv dw ypovid, to Angry Birds xvklopdpnoe ota app
stores am6d v Chillingo. 1o moyvidl ovtd, 0 TOUKTNG €KTOEELE TINVAE pE HoL
oQEVIOVO, [LE OKOTO VO, TETVYEL Yoipovg mov Ppickovrav whveo N HESH GE JAPOPES
KOTOGKEVEC,.

1.5.7 Aekogtia 2010

Ao 10 2010 £m¢ Ko oNueP, O1VOOVUE TNV 81 YEVIA KOVGOAMYV, LIE TNV KLKAOPOpPia
tov Nintendo Wii U 1o 2012, v npd koveora g Nintendo mov vrootnpiler HD
vYpapkd. AxorlovOncav to Xbox One and ™ Microsoft kot To PlayStation 4 and ™
Sony 10 2013. [TAéov 1 €£EMEN TV 3D ypaek®dv oto games givat TOG0 PeYdAT, Tov
o KOVEL vao @aivovtol omicTELTO PEOAIOTIKA, EVA E0AYETOL KOU 1) EKOVIKY
npaypatikdtnto (Virtual Reality) oto games.

Ewova 18: Far Cry 4

To 2016 xvkrhopopnoe to Oculus Rift and v Oculus VR, évoc eEonhiopog headset
EIKOVIKNG TPAyHOTIKOTNTOC. ATtoteAeitan and pio cvokevn pe 006V Kol 0KOVGTIKA,
TNV omoie 0 TAIKTNG POPAEL GTO KEPAAL TOV Kol OO HOYAOVG TOL KPATAEL OTA YEPLOL
He Tovg omoiovg aAANAEMOPA 610 Taryvidl. 'Extote, moAAd moryvidio, evooudtocoy
m ovvatdtrta ypnong &vog Virtual Reality headset. Tithot 6nw¢ to Surgeon
Simulator (2013, Bossa Studios) kot 10 Superhot (2016, Superhot Team),
TPOGPEPOVY GTOV TTaUKTY TNV eumelpio Tov VR gaming.
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Tt axkolovOet;

Agv pumopovpe va. amavtnoovpe pe Pefatdotnto mov umopel vo TAGEL TO gaming 6TO
puéALOV, T0 Hdvo ciyovpo givor 0Tt 660 eEglicaetal 1) teyvoloyia, Oa aglomoteitol amd
TIC etoupeieg kar tovg developers yioo TV ONovpyio KOVOTOMAV, LE GKOTO TNV
KOAAVTEPT) dVVOTN EUTEPIO GTO gaming 0G0 APOPE TO KOUUATL TOL PEAAGLOV Kol TNG
SO PACTIKOTNTOG.

1996 2017

Ewkova 19: Tomb Raider

Ewova 20: Grand Theft Auto
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1.6 Ta gion T@v video games

O ap1Bu6g TV PvTEomToyVISIOV TOV KLKAOPOPOLV GTNV ayopd gival tepdotioc. 'Eva
video game pmopel va avnkel e pia 1 meplocoTePeg Katnyopies (1 vrokatnyopies)
Toyviolov.  Ymapyovv moAAG €idn video games (game genres), To Omoid
KOTNYOPLOTO0UVTaL LE BACT TO YOKTNPLOTIKA TOLG Kol TOLG VITOKEWEVIKOVG GTOYOVS
npog emitevén. Ta €idn, SNADOVOLY TOV TOTO TOV TOYVIOIDOV TOL AVIKOVV GTNV KAOE
Katnyopio. Me awtov 0V TpOTO, diveTon 1 duvoTdTnTo GTOV TAUKTN Vo emAEEEL Eval
Bivteomoaryviotl pag Katnyopiog mov tapldlel TEPIGGOTEPO GTA EVOLAPEPOVTA TOV.

[Moapaxdto Oa egtdoovpe OKTMD YEVIKEG Kot yopies Prvteomaryvidudy, Kabde Kot Tig
vrokaTNyopieg TG kAbe piog (subgenre).

1.6.1 Action Games

Ta woyvidwa dpdong, amotelobv pio amd TIg o dINUOPIAEIC Kot yopieg Tatyvidimy. O
moikIng €xel Tov EAeyX0 Kol TO KEVIPO TNG OpAonG OamoTeEAEITOl OmO (QULOIKEG
TPOKANGELS OV TTpémel va, Eemepdoetl. Enedn oe avtd ta matyvidw mailovv poro ta
OVTOVOKANGTIKG, apKeTEG QopES yperdleTon €£AOKNON TOV o TpLOV KIVAGE®V
LTIV KO YEPUDY TOV TOIKTY, OOTE VO TETVLYEL KAADTEPO OMOTEAEGLO 1) GKOP.

Yy kotnyopio TV action games, aviikovv ot €£1g vokaTnyopies:

1.6.1.1 Platform

[MMpav 10 6vopd Tovg amd 10 YEYOVOS OTL O YOPAKTIPAG TOL TOLYVIOOD GAANAETIOPE
He TAATEOPUES, TPEYOVTOC, TNODVTOS 1 TEPTOVTOS Y10 VAL PTAGEL GTOV TPOOPIGLO TOV,
amoPeVYOVTOG 1 Kol oKoTOVoVTag £x0povs. H yovia e kduepog etvar oyedodv mavta
1N 00, kortdlovtag amd TNV TAAY10 TAELPE TOL YOPOUKTIPOL.

[Mopadeiypata: Super Mario Bros, Bubble Bobble, Oddworld, Tom Raider,
Limbo, Psychonauts, Bionicle Toa Mata game «.o.
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Ewéva 21: Bionicle Toa Mata game

1.6.1.2 Shooters

Emtpénovv otov maiktn va ypnoipomomoel OmAa, pe OkOmO vo. €£0VOETEPDGEL
exfpovc N avtimodovg maiktec. Awokpivovtar og first-person, third-person kot top-
down shooters. Xta first-person shooters, o maikng "BAémel” péoa amd to LATIo TOV
yopaktpa. Zto third-person, o maiktng PAEmel OAOKANPO TOV YOPAKTAPO, 1) OTTIKY
yovia Bpioketar Alyo mo whveo N mico and avtdév. Télog ota top-down shooters, 1
ontikn yovio Bpioketal amd mavm, eved avtd mov o Eexwpilel amd ta third-person,
Exel va kAvel pe v vyeia Tov yopokmmpa. Zta thrid-person wpoPdAietor pe popen
umapac m omoio adeldler M yepilet. Xta top-down, 1 vysio TOL YOPAKTHPA
nmpoPairetTon g Eva oeT amd LméG, TIg omoieg OTav YAoEL Elvon game over.

[Mopadeiypata: Space Invaders, Doom, Half Life, Bioshock, PlayerUnknown's
Battlegrounds «.o.

Ewova 22: Half Life 2 (Fisrt-person), PUBG (Third-person) kot Space Invaders (Top-down)
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1.6.1.3 Fighting

[Moyvidio TAANG TOV EMKEVTIPMOVOVTAL OTIG TEPIGCOTEPEG TEPUTTMOELS GTI LAY XEPL
ue xéptl. Ta meprocoTepa mayviow pudymg yapoktnpilovrol amd €va YapoKTHPo OV
EXEL TIG OIKEC TOV LLOVOOIKES IKOVOTNTEG 1] GTUA TTAANG,.

[Mopadeiypata: Street Fighter, Mortal Kombat, Tekken, Super Smash Bros,
Injustice: Gods Among Us k.o

Ewéva 23: Street Fighter

1.6.1.4 Beat-em up

Eotialovv kot avtd oty mwoAn, oAld avti vo avtipetonilovv évov avtimalo, o
TOLKTNG EPYETOL AVTILETMTOC [LE KOLOTO TOAAATADV EXOp®V.

[Mopadeiypata: Double Dragon, God of War, Castle Crashers, Bayonetta, Devil
May Cry «.o.
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FuarvBAse )

Ewova 24: Castle Crashers

1.6.1.5 Stealth

Ye ovutd to moryvidle o moikng evBoppoveton vo  EemepAcel  TPOKANGELS,
ATOPEVLYOVTOS TNV KATAUETOTO MO0, Ypic ONAad vo yivel avTiAnmTog amd Tovg
ex0povg.

[Tapaodeiypata: Dishonored, Hitman, Alien Isolation, Mark of the ninja, Thief «.a.

i

Eliminata Kalvin Ritter,

I.:'J"ﬂ'ﬂ' the target

iy waw [Em

Ewova 25: Hitman
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1.6.1.6 Survival

[Moyyvidw emPiowong, ta omoia Aapfdvovv yopa ce avorytd meptPdiiov. O maiktng
&xel mpooPaom oe TOPOLS, OTMG TPOPY], OTAN, £pYoAEio KOl KOTAMPOYLO KOl GTOYOGC
etvat va emPrdoel 660 o dSuvatd TEPIGGOTEPO.

[Mapadetypato: 7 Days to Die, Minecraft, Subnautica, Dont Starve, Rust «.o.

CHARACTER

 ll& iwspect

————WEAR ALANT FiBeR Cloriing %4
WEAR PLANT FIBER PANTS:
WEAR PLANTHBER SHIRT: o oo o
= WEAR PLANT FIBER HOOD: . 4
WEAR PLANT FIRER SHOES: +# | &
WEAR PLANT FIBER GLOVES:
1" HIGHLIGHT AN ITEM IN YOUR INVENTORY AND FRESS ~T0 INSPECT |5 @ ZOMBIE KILLS: D 2
& # PLAYERKILLS: 0
|| & DEATHS: 0
4 KW TRAVELED: D.B4 KM
|| 2 [TENS CRAFTED: B
® LONGEST LIFE: MM

ﬁ ACTIVE EFFECTS ]
<>

& I00/i00

o 100/100

Ewéva 26: 7 Days to Die

1.6.1.7 Rhythm

Eivon mayvidia puBuov, mov Baciloviol 6tn Hovsikn Kot TpoKaAoDY TOVG TOIKTES VoL
ovpPadiCouv pe to pvOud evdg Tpayovdlov M evdg soundtrack, moatwvtog Eva
OVTIGTOYO KOVUTL GTO YEPIOTIPLO HEGO GE GLYKEKPIUEVO YPOVIKO TTEPODPLO, Vi Vol
OLYKEVIPMOEL TOVIOVG. Bewpoldvtar amd ta Mo OVGKOAN €101 TOYVIOIDV, UE
e€10e1keLEVO TTEPIEXOEVO, TTOV dgV amevBvveTOL GE GAOVG.

[Mapadeiypata: Beatmania, Intralism, Rock Band, Guitar Hero, Osu! «.o.
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Ewkova 27: Guitar Hero

1.6.2 Action-Adventure Games

To moyvidla dopdong-nepimételag teptlapupdvouv cuvinOmE OmOGTOAEG 1) EUITOSIOL TTOV
TPENEL VO, EEMEPAGTOVV, YPTCLLOTOLDOVTOS OVTIKEILEVO TOV GVAAEYOVTOL KO EPYOAETLQ.
Eotialovv mepiocdtepo oty e€epedvnon, v enilvon ypipov kot v avokdivyn
OVTIKEUEVOV, EVD TO KOUUATL TNG MHAyMG AELTOVPYEl VITOCTNPIKTIKG GTN] GUVOALKN
gunepia.

2y kotnyopio TV action-adventure games, oviikovv ot €€1¢ vTokatnyopies:

1.6.2.1 Survival horror

Ta Tpopoytikd mayviowa emPiwong ypnoomolovy Bepatoroyio KATAAANAN Kupiwg
YL EVAAIKEG, OTMG TO OipLoL KOl TO gore, eV TO TEPIPAALOV eivorl TPOLOYTIKO. TKOTOG
oL ToikTn €ivon vo emPudoel og Eva TEPPAAAOV TOL TEPIAAUPAVEL POVTOGTIKA 1)
VIEPQPLOIKA  oTolelon 7oL  €ivol  TOAD  TPOUOKTIKA KOL  GUYVOL  EVOYANTIKA.
XopaKTNPIoTIKO TOV TOLVIOIDV OVTOV €ivol 0 TEPLOPICUEVOS OPLOLOS GPOIPOV KoL
OMA®V OV UTOPEL VoL BPEL KoL VoL YPNGUYLOTOGEL O TOLKTNG.

[Mapaodeiypata: Dead Space, Silent Hill, Amnesia, Resident Evil, Condemned «.o.
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Ewova 28: Resident Evil Revelations

1.6.2.2 Metroidvania

[MMpav to dvoud Tovg amd Ta matyvidla Ta onoio evémvevsay to €idog, o Metroid kot
to Castlevania. Ta matyviowe tomov Metroidvania eivar cov o Pocikd action-
adventure games, ®6TOGO OgV £ivorl YPOLUKA Kot GLYVE omontodV OTL O TOIKTNG O&V
Ba mpoympnoel, péxpt va Ppet éva cvykeKpEVo otoryeio 1 €01kd epyareio. H
avafaduion Tov Yopokpo pE VEN OTA, WKOVOTNTEG Kol GAAES OLVANELS, TOV
EMTPEMEL VO, ATOKTNOEL TPOSPocn o€ "e1d0kEC” TEPLOYEG TOV TOUYVIO00, AAAL Gyt TPV
and €vo bossfight, To omoio eivan emiong €va oNUOVTIKO YOPOKINPIOTIKO TOV
oy vidldv Tomov Metroidvania.

[Mopadeiypata: Axiom Verge, SteamWorld Dig, Dead Cells, Shadow Complex,
Hollow Knight «.a.

Ewova 29: Dead Cells
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1.6.3 Adventure Games

To moyvidle mwov avikovv cg avt) v Koatnyopio eotidlovv oy mAokn. TToAv
oVYVE amotTovV Od TOV TOUKTY VO GKEPTEL TPV TAPEL U0 ATOPACT] TOV UTOPEL Vo
aAAGEEL TV eEEMEN TG mAokNg. O maiktng aAAnAemidopd pe to mepifdAlov Kai
GAAOVC YopaKTNPES, EMADEL Ypipovg, Tallk KTA. XapokInplioTikd avtoh Tov €100Vg
oy VOOV gtvon 1 EAAely Blog.

Yty kotnyopio Tov adventure games, aviikovv ot €£1g vIToKATNYOpPiES:

1.6.3.1 Text adventures

Onwg dnidvel kot To Ovopa, to gameplay Baciletor 610 Keipevo, TOL oNpaivel 4Tt o
TO{KTNG YPNOUOTOIEL TO TANKTPOAOYLO TOL Yl VO EIGAYEL EVIOAES OAANAETIOPAOTG,
omw¢ "mape to pTVAPL”, "omdce TV wETpa N "mApe to KAWL, A&ilel va onuelmOel
OTL Yl avTd TO €100G TALYVIOUDV OTOLTEITOL APKETOC XPOVOS avamTuéng, Kabdg ot
TPOYPOUUUOTIOTES YpeLaleTon va, AdBovv vTdyn ToVg OAEG TIG TOAVES OTAVINGELS TOV
pmopel va e1ayeL 0 ToikIng.

[Mopadeiypata: Spider and Web, The Dreamhold, Eric the Unready, Seedship,
The Hitchhiker’s Guide to the Galaxy «.a.

Picture I
Erasel Look I
Do I
Burn i all
Call backpack
Drop berries
Enter boat
Examine case
Get Clio
Give costume There are many ways to look in this game.
Look desk looking at, under or inside Clio.
Moon door
Open dragon >look at clio
Full dragon’s tail Clio is a lively goddess who waves her hands a
Fut ne lot when she talks. She is fielding incoming
Read neuspaper calls with the casual efficiency of someone who
Take note has been doing it for a VERY lowng time.
Talk to painting
Throu picture >kiss clio
Undo pitchfork fAs you approach, she blows a bubblegqum bubble
Wait plague that keeps you from getting anyuhere near her
Wear steak lips.
TAgain T ] trophy
fisk [ urench =0

Ewéva 30: Eric the Unready

(45]



1.6.3.2 Graphic adventures

Kabodg ot vmohoyiotég €ytvav Mo wkovol va ONUIOLPYHCOLV YPOEIKA Yo, Vol
vroompiéovv  t0  Kkelpevo, To  mouyvidle  eEeAlyOnkav  emionc.  Apywd
ypNooToOmONKay anAéc €KOVEG Yo va vrootnpiovv to text adventure games.
Apybtepa, kKaBdc T0 movtikt e€ediydnke oe yeploTHPLo, TO TOLKVIo ApyloaV Vo
avTIKaO1oTOOV TIG EVIOAES YpamToy Keyévoy pe v "point-and-click” Aoywn yuo va
OAANAETIOPACEL O TOUKTNG UE EVO OVTIKEILEVO GTNV 000VT).

[Mopadeiypata: Grim Fandango, Indiana Jones and the Fate of Atlantis, The
Riddle of the Sphinx, Deponia, Sam & Max Hit the Road «.o.

Ewéva 31: The Riddle of the Sphinx

1.6.3.3 Visual novels

[dwaitepa Onpoeiny oty lomwvia, ta TeprocdTepa TaL) Vo TOL €100VE ATALTOVV TNV
avafaduion Tov xapoakTpa, OTMS TO CTATICTIKA TOV Kol TO YVOPIGUATA TOV, DOTE VO
eEeMybel oto moyviol. Xvvinbwe vrmapyovv meplocoOTEP amd Eva mbava TEAN, T
omoia kabopilovtar amd 10 TOG AAANAETIOPE 0 TAUKTNG o€ Kabopiopéva onpeia Tov
ALY VIO10V.

[Moapadeiypata: Steins;Gate, Clannad, Mirror, Ace Academy, The Letter «.o.
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Gan I kiss wou

Can we stay |ike this. - S W es, | _—

Ewkova 32: Clannad

1.6.3.4 Interactive movie

To woyvida avtg TG vIoKaTNYopiag TEPLEYOLV TPOKAOOPIGUEVES CKNVES OPACNC N
KivoOpevov eikovov. O maiktng dev eivor pépog g mAokng, cvvnbwe PAETEL amd pio
TPOOTTIKY] TPITOL TPOCMOTOL Kol EAEYYEL TN Opdomn Kotd Tn OdpKe KOUPkdv
onuelwv ¢ 1otopiag, Yo moapdderypo, méCoviag mANKTpO. Yoo vo. Kivnbel o
yapaxtipag 0eEd N aprotepd, 1 mElovtag éva kovumi yio vo «tndnoew €€ and To
dpépo kabmg évag Ppdyoc €pyeton mPog To EUTPOS. XOPAKTNPIOTIKO OVTOV TOV
oy VooV, Ta quick time events, 6oL 0 TAIKTNG KOAEITOL VO TATACEL EVOL TAKTPO 1)
po okolovBio TANKTP@V PECH GE OPIOUEVO LUIKPO YPOVIKO SLAGTN LA,

[Mopadeiypata: The Walking Dead, Until Dawn, The Wolf Among Us, Life is
Strange, Heavy Rain «.a.

Ewkova 33: Until Dawn
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1.6.4 Role-Playing Games (RPG)

Yta role-playing mouyvidia, o moiktng maipvel 1o poAo evOc yapaktipa kot kabopilet
™ poipa tov. XopoKTNPIoTIKO OVTOV TOV TOYVIOIOV €lval Ol OmTOGTOAEG TOV
avarlapupaverl va eépel €1¢ TEpAG 0 maiktng, M otodkacio eEEMENG TOV YOPOKTNPO,
avefaloviag otatiotikd Ommg M eumepion (Xp: experience), Peitidvovtag TIC
wKavOTNTEG TOL YOopoKINPpo pHEco amd €vo skill tree, ©®ocTe vo KOTOTPOTAOGEL
HeyoADTEPOVG £XOP0VS Kot 1 avalnTnon kot Oloyeiplon AVIIKEWEVOV TOV KOVPOAd
KO {PNCILOTOLEL, 0TS OTAN , TAVOTALML, Epyaieio, GIATPO KTA.

Ymv katnyopia twv role-playing games, avijkovv ot €£1G vVToKaTnyOpies:

1.6.4.1 Action RPG

‘Exovv otoyela omd action kor action-adventure games. ‘Eva  koBopiotiko
YopaKTNPoTikd TV action RPG givor o1t péym AapPaver ydpa oe mpaypatikd ypdvo
Kot eEaptdTon amd TV TayHTNTO Kol TNV akpifela Tov Taiktn evéviia otovg £x0povg,
KaBmGg ka1 and 10 TOco avaPabpicuéveg ivor ot 1O1OTNTEG TOL YOPAKTHPO, OTTWOS TO
YOPIGHO Kot TNV MO0t TAL.

[Tapaodeiypata: The Elder Scrolls, The Witcher, Mass Effect, Dark Souls, Fallout
4 k..

Ewova 34: The Witcher
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1.6.4.2 Massive Multiplayer Online Role-Playing Games (MMORPG)

Onwg dnAdverl Kot To dvoud Tovg, TEPIAAUPAVOVV TEPACTIO aplOUd TOKTOV Ol 0TtoioL
aAANAemTOpovV petall Tovg oTov 100 kOGO, 6mov potpdlovtal Tov 1010 1| TapdHolo
010)0. Exatovtddeg maikteg and 6A0 Tov KOGHO, cuvepyAlovTal Yio Vo, TETLYOLY EVal
OKOTO 1 LAYOVTOL EVAVTLO GE GAAOVG TTOIKTEG.

[Mopadeiypata: World of Warcraft, Final Fantasy 14: A Realm Reborn, Guild
Wars 2, Star Wars: The Old Republic, EVE Online «.a

-s'.E BREeNMa TR ARDE
ETY LY Ty [T

Ewova 35: World of Warcraft

1.6.4.3 Rogue-like

O maiktng emAéyel éva YOPOKTAPO LE CLYKEKPIUEVO YOPOKTNPIOTIKG KOl EPOCOV
noAepnoet €x0povg kot Eemepdoet epndota, Tov divetar 1 dSvvaTOTNTO Vo TEPAGEL GTO
emopevo emninedo, 10 omoio onpovpyeitor toyoio (random generated). Koabmdg o
moikng emProvel ko cvveyilel amd eminedo o€ eminedo 6tO0 Moy Vidl, UTOpEl va
avaPabuicer Tov yopoktipo TOL pE ovTikeipevo Ko OmAa. Emiong dAlo éva
YOPOKTNPLOTIKO ivan To permanent death, dnAadn amd ™ GTIyUn TOV 0 TOUKTNG YOCEL
OAeg Tig (wég ko 0 yapaktpos medavel, Ba mpémel va EEKvAGEL ad TV apyr|, od TO
TPAOTO ONANON ETITEDO.

[Mopadeiypata: The Binding of Isaac, Crypt of the NecroDancer, Dead Cells,
FTL: Faster Than Light, Spelunky «.a.
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Ewova 36: Spelunky

1.6.4.4 Tactical RPG

Modlovv pe ta mopadootakd emrpanelio mowyviow, facilovior dnAadn otn Aoyikn
™G GEPdg, OMOV 0 €VOg XUPOUKTNPOS KAVEL TNV KIVNOT TOL KOl GTN GLVEXELDL O
emopevog (turn based), oe éva 1oopetpikd yopiopévo mA&ypa 1 apéva. O kdbe moiktng
Exel TEPLOPIOUEVO apBUd amd oTpatd, OTAN KTA, LLE TO OO0 TPETEL VAL KOTATPOTMGEL
Tov €x0p0.

[Mopadeiypata: Tactical Monsters, The Banner Saga 3, Braveland, Forge of Gods,
Armello k.o

Ewkovo 37: Tactical Monsters
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1.6.5 Simulation Games

[Toyvidle mov elvarl oyedtaopuéva vo, Lovvtol Ty tpayuatikny {on, tpocmadmviog
VO TTPOCOUOIDGOLV UE  OKPIPE KOTOOTACES, EUMEPIEG KOL YEYOVOTO TNG
TPAYLLATIKOTNTOG.

Yy kotnyopio Tov simulation games, avikovv ot €£1g vokaTnyopies:

1.6.5.1 Construction and management simulation

O maiktng onpovpyel kot Swyepiletar KowdTTEG, EMYEPNOES N £pyo Ue
TEPLOPICUEVOLS OLKOVOLKOVG TOPOLG.

[Mopadetypata: Cities: Skylines, Prison Architect, Sim City, Planet Coaster,
Factorio K.0.

Toda 0/8

H Prisoner intake
=0 per daoy

* Your prison is closed ta new

inmates
{5ee the lloke Report)
W Prisoners due for release
34 prisonurs up for pansie
® yisitars (8om - Spm
W durmiies weiling S vt
W Stall Exhausted
12 3ot members are exhasied
15 ore resting]
Hincident Reports
1 in Scktarg Confinement
1 I tockdown

Ewova 38: Prison Architect

1.6.5.2 Life simulation

O maiktng xewpiletor Eva yopakTpa, SLUHOPPOVOVTAG T PLOAOYIKA YOPOKTPLOTIKA
TOL KOl EAEYYOVTOG TIC KWNOEW Kol TIG OVTWPACES TOv, KOOMDC Kot Tnv
oAANAeTiOpac) Tov pe to MEPPAALOV oto omoio Ppioketar. TloAAéc @opég o€
moyviolo T€tolov €100¢ AEVe OTL 0 TAUKTNG AOKTA TO POAO TOL Bg0D.

[Moapaodeiypata: The Sims, Goat simulator, Spore, Second Life, Imvu «.o.
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Ewovo 39: Spore

1.6.5.3 Vehicle simulation

[Moyyvidwo mov €yovv var KAvouv LE TPOGOUOIMOT OYNUAT®OV, OO QLTOKIVIITO Kol
QopTNYAQ , UEYPL OEPOCKAPN Kot dtootnuomAiowa. IIpoceépovv otov maiktn o
peoMoTIKn eumelpia TG Agttovpyiog dtdpopmv oxnpdtov. O maiktng avolappdvet to
pPOAO TOL 00MYOV, EVAD OTO TEPICCOTEPA TOLYVIOlO, KIVEITOL GE YAPTEG TOV EYOLV
oYEO00TEL fACT TPAYUOTIKAOV TOTIWV.

[Mopadetypata: Train simulator, Eurotrack simulator, World of Warplanes, City
Car Driving simulator, Farming simulator «.a

Ewova 40: Eurotrack simulator 2
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1.6.6 Strategy Games

To mouyvie avtig ™G KoTNyopiag. omottovy amd ToV MOikIn Vo avamtHéel o
TPOGEKTIKY OTPOTNYIKN Yo v Eemepdoel mpokAnoels. Ot amopAacels mov Taipvel
emnpedlovv v €EEMEN KOl TO OMOTEAECUO. TOL TOLYVIOW0V. XvVNOwg VIApyoLV
moALOl TPOTOL Yio Vo KePOIoEl, WOTOGO TPEMEL Vo EMAEEEL TOV KAADTEPO OLVOTO
TPOTO Yo TNV KABe TEPITTOOT, avaloyo e TOvg TOPOVG 7OV EYEl JBESUOVG.
Apketd amd ta moyvidlo avtov Tov €idovg eivon turn-based kou Oyt realtime, pe
ATOTEAECO, O TTOUKTNG VO, £XEL TEPLGGOTEPO EAEYYO TNG KATAGTAOTG Kol TOV diveTar M
dVVaATOTNTO VO TPOETOUAGTEL KAAVTEPOQL.

2V Katnyopia twv strategy games, avijKovv ot €51 VITOKOTNYOPIES:

1.6.6.1 4X

Ta mouyvidwe orpatyikng 4X €xovv 1é60epig Pacikods otoyovg: explore, expand,
exploit, exterminate. O maikIng npénel va £EEPELVNGEL GTO YAPTN TIG YOP® TEPLOYES,
va emektobel 6e véa £5G(PT KOl VO ONIIOVPYNOEL VEOUS OIKIOUOVS, VO CUYKEVIPMGEL
KOl VO EKUETOAAELTEL TOVG OBEGLOVG TOPOLS KOl Vo €£0VIMGEL TOVG €XHpOVG.
YuvBmg moyvidle avTod TOLv €I00VC AAUPAVOLV YDPO CGE 1OTOPIKEG EMOYEG TOL
TapeAOOVTOG KOl TPOALYLLOTIKOVG TOALTIGLLOVG.

[Mopadeiypata: Stellaris, Sid Meier's Civilization, Endless Space, Master of
Orion, Europa Universalis «.o.

Ewova 41: Sid Meier's Civilization
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1.6.6.2 Artillery

Turn-based mayvidi oTpoatyikKng, HETAED VO 1 TPLOV TOLYTOV GTO OTOioL 1 Loy
yiveton peta&d Tovk 1 OTPATIOTOV.

[Mapaodeiypata: Gorillas, Worms, Pocket tanks, Warmux, Scroched tanks «.o.

Ewova 42: Worms Reloaded

1.6.6.3 Real-time strategy (RTS)

Ta moyvidw oTpatnyikng o€ TPoyuatikd ypovo, omottodVv omd TOV TOiKTn v
OVAAEYEL Ko vo  dwotnpel TOPOLS, EVM  TOVTOYPOVO VO, OVOTTUGOEL OKOMO
mEPLEoOTEPOVG, KAOMG Ko poymtikés povades. Emutpémovv eddyioto ypovo otov
TO{KTN VO ATOPAGICEL Tl TPETEL VAL KAVEL OE Lo 0£00UEV oTIyU. ATtouteiton ypiyopn
MY AToPAGEDV.

[Mopadeiypata: Starcraft, Age of Empires, Command and Conquer, Company of
Heroes, Stronghold «.a.
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Ewova 43: Age of Empires 111

1.6.6.4 Turn-based strategy (TBS)

Avt n vrokatnyopio vrapyel Yo vo Eeympicel ta mouyvidld GTPOTIYIKNG TOV
Bacilovtar otn oepd, pe avTd 6€ TPAYHOTIKO XpOvo. Xto. turn-based moryvidia, o
moikIng €xel mePOMPLO KATOL0 YPOVIKO OLACTNUO Yo VO ETOOOTEL Kot vo. AdPet
dpdion.

[Mopadeiypata: XCOM, Rome: Total War, Heroes of Might and Magic, Age of
Wonders, Crusader Kings «.a.

Ewova 44: Crusader Kings
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1.6.6.5 Multiplayer online battle arena (MOBA)

Avt n vrokatnyopic. cuvovalel action, roleplaying xkou real-time strategy. Xto
oy vidle Tov €idovg, o maiktng Oev ytilel Pdon ko dev GLAAEYEL TOPOLG, OAAL
avtifeta eAEYYEL £val YOpOKTAPO O pia omd TIg dVO opadeg ko pali pe Tnv opdado Tov
npoonabel va katactpéyel T Pdon ¢ aviimoAng opddag. Ta moyvidiw ovtd
amoutoHv Ol LOVO TOAD KOAY GTPATNYIKY OAAL KO YPYOPO OVTOVOKAOGTIKA.

[Mopadeiypata: Dota, League of Legends, Heroes of the Storm, Smite, Paladins
K.OL.

Ewova 45: Dota 2

1.6.6.6 Tower Defense

Yto. moyvidl ovtd, 0 ToUKING TMPEMEL VO LIEPAOTIOTEL TN Pdon TOv eVAVIIL OE
Kopoto €x0pdv, twv omoiwv m dvokoiio avédvetal. Xpnowomolel THPYOVLS e
SpopeTIKEG 1010TNTEG, O™ poyeia, PEAN, dNAnTAplo KTA. ZKOTOVOVTAG £(OPOVC
avtopoifeTol pe YpRUATO 1 TOVIOLS TOL YPNOIHonolEl Yo v avaPduion tov
TOPY®V TOL 101 LILAPYOVV 1 T dNULOLPYIL VEWV.

[Mopadeiypata: Kingdom Rush, Sanctum, GemCraft, Cursed Treasure, Dungeon
Defenders «.o.
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Ewéva 46: Kingdom Rush

1.6.7 Sports Games

[Moyvidw Tov TPOcOopoIdVOLY aOANTIKE GTop, ad TOSOCPUIPO KOl UTAGKET UEYPL
OKL KOl Oy®VES OLTOKIVTOV 1 okoun kot Olvumoxd obiqpoate. Xovibwog o
avTimahog €ivol 0 VITOAOYIOTHG, MOTOGO O TUUKTNG WITOPEL Vo, ay®VIOTEL EVAvVTIOL O
dAAovg maikteg online.

>V Katnyopio tTwv sports games, aviikovy ot €ENG VITOKATNYOPieS:
1.6.7.1 Racing

Onwg dniodvel kot to Ovopa, €ivor mouyvidlo aydvev toydtrag pe oynuota. O
TOKTNG TPEYEL EVAVTLO GE AAAOVS OVTITAAOVG 1) EVAVTIOL GTO YPOVO.

Mopadeiypata: Gran Turismo, Formula 1, Dirt, Test Drive, Forza Horizon «.o.
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Ewova 47: Gran Turismo 6

1.6.7.2 Team Sports

Ao to mo oAl 10N Ta VIOV, TPOCOUOIOVOLY OUAdIKA oA pata. AAla £xovv
COTVPIKO KOl TO AVAAAPPO YOPOKTAPO KOl GAAL ONUOVPYOVV OGO MO PEAAGTIKA
yivetal v aicnon otov maiktn 0t fpioketal 610 YTESO VOGS TPOYLOTIKOD OLyDVOL.

[Mapaodeiypata: FIFA, NBA, Madden NFL, Pro Evolution Soccer, Arch Rivals «.o.

T R 201 |

Ewoéva 48: Pro Evolution Soccer 2015
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1.6.8 Puzzle Games

Eotidlovv oty eniAvon malA. [Ipokadohv tov maiktn va SOKIHAGEL TIG OLVATOTNTES
TOVL OTNV EMAVOTN AOYIKOV TPOPANUATOV, OAANAOVYIOV 1| AVAYVOPICT TPOTOTW®V. 1€
OpLEV TTayVidLa, 0 ToIKTNG £YEL CLYKEKPIUEVO YPOVO, HEGO GTOV 0moio Ba Tpémet va
TO. KOTAPEPEL, (MOTE VO, TPOYWPNOEL GTO EMOUEVO EMIMEOO 1 OTN GLVEYELD TOV
oL VIO10V.

Yty kotnyopio Tov puzzle games, aviikovv ot €£Ng vokaTNYOpPiES:

1.6.8.1 Logic games

Amoitobv and tov moiktn va emivoel Eva Aoykd mpdPAnua 1 Tald, va tepinynbei og
éva Aafvpvbo, PBpiokovtog v €£000, va emAvoel €va Ypigo Otav tov divovion
pepwkd poévo otoyeion Kth. Optopévo eival eykeQOAIKA moryvidiw mov omoutoHv
OLYKEVTPMOT), EVO AL eivar o amAd, Kadnuepvd mall.

[Tapaodeiypata: The Room, The House of Da Vinci, Portal, Mahjong, The Talos
Principle «.o.

< [NVENTORY OBJECT FOUND %

Ewova 49: The Room

1.6.8.2 Trivia games

Onog ko1 ta yvwotd trivia games mov yvopilovpe, €Tol KOU OTO AVTIGTOL(O
videogames , 0 TOIKTNG TPETEL VO ATOVTIGEL COGTE GTNV EPMTNOT TPV TEAEUDCEL O

YPOVOC.

[Moapaodeiypata: Jeopardy, The Jackbox Pack, Majotori, Fibbage, Buzz! Quiz TV
K.0.
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OF THESE IMAGES, THE ONE NOT CREATED BY
LEONARDO DA VINCI
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Ewéva 50: Jeopardy

1.6.9 Alra aroonueiota €ion video games

1.6.9.1 Casual games

Xapaxtnpifovior amd amAodc Kavoves Kol UEIOUEVES OMAITNOES Oe&loTNTOV. Agv
amoutohV oPOGimoTn Kot eivar 10ovIKA aKOUN Kot Yo, ToV Toiktn mov 0éAel va mailet
TEPIOTOGLOKAL.

[Mopadeiypata: Candy Crash Saga, Plants vs Zombies, Stardew Valley,
Overcooked, Bunny Minesweeper «.o

Ewova 51: Plants vs Zombies
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1.6.9.2 Idle games

I'vootd ko og clicker games, givol amhomompéva moyviolo Tov AmToTovV EAGYLOTN
GUULETOYN OO TOV TTAUKTY], OTMG TO VO KAVEL EMAVAAAUPOVOLEVO KAK GE L0, EIKOVAL.
H avtapopn mov mpocseépouvv HeTd TNV OAOKANP®ON TV 6TdY®V, €ivar avtd Tov
TPOGEAKVEL TOV TOIKTT).

[Mapadeiypato: Clicker Heroes, Space Colonizers, AdVenture Capitalist,
Crusaders of The Lost Idols, Realm Grinders k.o

$000
20 g0

(1 18 400 0000:00

\'14.929.920.00

Copitalism's easy!
Click the lemon or 179159,040.00
the progress bor to

stort.

2149908,480.00

103,680.00 25,798,901,760.00

Ewova 52: AdVenture Capitalist

1.6.9.3 Board/Card games

Onwg poptupd kot t0 Ovoud Tovg, €ivar moryvidie mov mailovtor pe kaptec, site
TPOCOUOI®VOLY emTpamélio Totyvidia.

[Mapadeiyparo: Magic: The Gathering, Pokemon Card Game, Hearthstone, 100 %
Orange Juice, Mysterium .o
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Ewéva 53: Mysterium

1.6.9.4 Programming games

[Toyvidle TPoypOoUUATIGHOD OOV O TalKTNG YPNOoonolel kmoka, onwg C#, Java
KTA, Y10 VO OLOKANPADGEL o TpOKAN oM 1| Vo Eemepacel Eva eUmOd10.

[Mapaodeiypata: Robocode, Codingame, TIS-100, Codehunt, While True: learn()
K.0l

% AsCIl Art

Ewova 54: Codingame
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1.6.9.5 Educational games

[Moyyvidwe mov Asttovpyohv kKuplog mg ekmadevtikd epyodeio. [Ipoceépovv yvaoon
péoo amd Tn SoKESOoN. Zuyvd, WITOPOLV VO YPNOULOTOMBovV 6 S10acKOAN
ponudtov.

[Mopadeiypato: Human Resource Machine, Let's Explore the Jungle, Big
Thinkers, Predynastic Egypt, The Counting Kingdom «.a

Ewova 55: Big Thinkers
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1.7 Anpo@rieic mhat@opueg video games crjpuepo

INao va maiovpe €va video game, ypelalOHOCTE U100 GUCKEVT e Pio 1] TEPIGGOTEPES
LOVAdES €16000V (YEPIOTNPLO, TOVTIKL, TANKTPO, 000VI aPNG KTA) KOl HOVAOEG
e€0dov ewkdvag Kot Nyov (006vn, Myela KTA). YAPYouv 0pKeETEG TAATPOPLES TTOV
vrootpilovv Pvteomaryvidia. [apakdtw Ba dodue Tig o dnuoeireic video gaming
TAQTQOPUEG TOV KUKAOPOPOVV TIV ETOYT| TOL OLOLVOOVLLE.

1.7.1 Personal Computers

Ot mpocwmikol VTOAOYIOTES ivar amd T o Polkég TAATEOPLUEG gaming GNLUEPCL.
Mmnopel va etvar gite emrpanéllol €ite popnroi, evd pe €01KN ETAOYN Ko ypnom
hardware, emtpémovv otovg maikTeg Vo amolaupdvovv to Prvteomaryvidi Tov
emBopovv. Baowéc anattnoelg stvo puo apketd peyain uvnun RAM kot po dvvarn
povada eneEepyaciag ypapikov (GPU), kowvag pia kdpta ypaeikdv. Oco mo 1oyvpn
etvat n képta YpaeIK®V, 1660 KaAVTEPO OBa glval Kol TO YPOQEIKO OTOTEAEGHO TOV
Bwteomayvididv mov mpoPdAaieTan oty 006vn tov maiktn. Emopévmg kaidtepn n
video gaming egumepio. Amopoitnto mEPLPEPEOKE 1N 000V, TO TOVTIKL KOl TO
TANKTPOAOY10. Ot TPoowmiKol VIOAOYIGTES, divouv TN SLVOTOTNTA VO, GLVOECEL O
TOAKTNG EMTALOV LOVAdEG €16000V, OGS TO joystick, mov KaBloTOVV KAAVTEPN TNV
eumepio ToL TOLYVIOOV AVALOY®S TO £100G.

To Betikd T0L Vo EMALEEL KATTOLOG TOV TPOCMOTIKO LVTOAOYIGTH €lvat 1 dvvaTOTNTA
avafaduionc Tov VAKOD avAAoYd UE TIG ATULTHOELS TV KOUVOUPYIOV TOLVIOIDV TOV
KUKAOQOPOUV Kot 1 dvvatotnta yioo multiplayer gaming peydiov €bpovg pHécm tov
SdKTHOV. ATO TNV GAAN TAELPA, M cLVEXNS avaPddon Tov LAIKOV doTE Vo eival
oLUPaTO PE TIC AMOTHCELS TOV BVTEOTOYVIOI®V, KOOIGTA TOV TPOGHOTIKO VITOAOYIOTN
po akpif Thatedpua Yo gaming.

H emioyn tov mpoocwmikod vTOAOYIOTH Yo gaming, cuvioToTol OWUTEPMS Yo
strategy, real-time strategy kot simulation motyviola, eved avtifeto To sports games
dev gival T060 OMOAOVCTIKG GE QLTI TV TAATPOPLLAL.

1.7.2 Video Game Consoles

Ot KOVeOLeG TALYVIOIDV, £IVOL GUOKEVEC ELOIKO GYEOIGIEVES Y10l TNV OVOTTOPOYMYN
Bwrteomayvididv. [lepthopfdvouy pa 1 Kot TEPIocOTEPEG GUOKEVES E1GOO0V, OTTMS TO
YEPLOTNPLO KoL i KVpla povada eneEepyaciag. Aev mepthafdvouy povadeg e£000v,
OLVETAOS GLVOEOVTAL e 00OVEG TNAEOPAOTG.
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Ye avtifeon pe TOLVG TPOCOMIKOVS VTOAOYIGTES, TO VAKO TOvg dgv avafPaduiletan,
®WGTOCO ATOTELOVV OIKOVOLKOTEPT] TAATEOPLLO gaming.

Eivon 1dwaitepa dnpo@ireic oe maikteg mov mpoTovy team sports Ko racing games,
aAAG o1 duvotdtneg Yoo multiplayer gaming stvon meplopiopéveg.

1.7.3 Mobile Gaming Platforms

To mobile games mailovtatl Kupiwg 68 GLOKEVEG KIVIITIG TNAEP®ViaG Kot tablets. Ot
mobile mhatedpueg TAYVIOUOV Eyvav  ONUOPIAELS OTO TEAN TNG TEPACUEVNG
dekoetiog, eved onuepa  ylddeg mouyvidwn elvar Swwbéoyo oe  ALTEG.  XTIC
OLYKEKPIUEVES TAATPOPUES, cLVNOM®G Ta oy vidla elvan dtabéotpa dwpedv 1 EvovTt
eVOGg LIKPOL TOGOV.

O maikteg pmopovv va Bpovv oy vidia kabe €id0vg, Tpdypa mov KahoTd TIG KIVNTEG
OLOKEVEG, Ol TOALD VTOGYOUEVT] TAOTOOPUO ToX VIOV 6TO PEAAOV, KaBMOG MoM
SLBETOLY oY VIO [LE EVTVTTMGLOKE YPOPUKAL.
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MEPOX ITPQTO: H OEQPIA TQN VIDEO GAMES

KE®AAAIO 2: AHMIOYPI'QNTAX VIDEO GAMES
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Ewova 56: Game Design
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2.1 T eivon To video game development

H avémrtuén Bvteomaryvidiov 1 adliwg video game development, sivol 1 dadwcacio
dnpovpyiag evog Prvreomaryvidov. Kaidmrer 6Aa ta otddio mov oyetilovrat pe v
TOPAYOYN, omd TNV GUAANYN NG WE0C, TNV OXESINCT], TOV TPOYPALUATICUO £WG KOt
™V KUKAOQOpia. TOL TEAMKOD TPOiOVTOS 61O KOWO. vVl cuyyxéetar pe tov Opo
design, mov ivo n oyediaomn Kot amoterel povdya HEPOG TG SLadIKAGIOG AVATTLENG.

H avantoén Prvteomaryviduov givar po epmelpio mpdxkinomn. To va divelg (on Kot va
vAomotelg o 10éa etvon pia dnpovpykn kot e0iotikn dadikacio. [ToAlol motevovv
o0tL 10 vo mailelg to moyvidw eivol avtd TOL TPOGPEPEL OOGKEDUCT, OAAG Yo
OPLOUEVOVG avOpOTOVE, TO VO dNUIoLPYElS emTuynuéVa éva TeptPdAlov 6To 0moio ot
dAAot draokeddlovv, lval 1 peYoADTEP TNYN SLOCKESACT KO TKOLVOTTOINOTG.

Tnv tehevtaio dekoeTio, OAO Kol TEPIOCCOTEPES UIKPES aveEAPTNTEG OUAOES, TOL OEV
VKOV dNAOOY OE HEYAAES KOl YVOOTEG €TOPElES AvATTLENG PLvTEOTOLYVIOUDY TOV
&yovv edparwbel otnv ayopd, acyoAlovvior pe to game development. OAo ko
neplocdtepol  véor developers emyelpovv  va  dnuovpyncovv  Prvteomaryvioia,
OpUOHEVOL GVVABWS amd TV aydmn TOLG Yo TO gaming.

Méoo amd To pdTIoL TOL TOAKTY, KATOw Totyvidl Qoivovtal €0KOAM Kol KAmolo
dVoKOAM. AKOUN OU®G Kol 1) avATTLEY EVOC QUIVOUEVIKE aTAOD TTOtVIO00, amottel
oWOT Kot Sounpévn opydvmon amd v TAevpd tov developer.

2.2 Tvnpémer va Lafer vaoyn tov évag véog video game developer

Yxomog evog video game developer eivar va dnpovpynoet Eva Brvteomaryvidt, mov Oa
yoyoymyet Toug maikteg. AveEdptnra and 1o 100G TOL ALY VIS0V, TO AV Elval HKpd 1
peydro, amkd 1 obvheto, 0 Pacikdg 0TOXOG €ival 1 IKOVOTOINGT TOL KOWOL oL O
noiEel To mouyviot. [lpémel Aowmdv 1o Prvreomaryvidt va eival S100KESACTIKO.

Awokédaon eival 10 TPMOTO TPAYHO OV CKEPTETOL KATOL0G OTOV OKOVEL TN AEEN
"video game". Oco amhd kot av akoVyeTOL, TO TL £ivol S0CKESUGTIKO Yo TOV Kabéva,
elvar tedelwg vrokeevikd. Otav évag véog videogame developer amogocicel va
ONUoVPYNGEL Eva oy viol, TPEMEL Vo £YEL AMOJEKTEL TO YEYOVOC, OTL G€ KAmO10vs Oa
apécel, aAld Oa vTdpyet Kol Eva LEPOG TOL KOOV TTOV {0MG dEV EVIVTOGIOGTEL.

[Ipwv wotdéco Eexvioetl 1 ddkasio avdmtuéng evog Prvteomovydoton, vIdpyovV
Kamolo TpAypata Tov TpEnel va AdPel vtoyn tov évag véog developer, ta omoia Oo
Tov fonBncovv va pTaceEL 6TO GTOYO TOV PE HEYOADTEPT EMLTLYICL.
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2.2.1 To €idog Tov video game

Eivor onuavtikd évag developer va yvopiler to €id0og tov Prvteomaryvidlov Tov
TPOKELTOL VO ONUOVPYNOEL, BOTE VO EEPEL TOV OVTAYOVIGHO, KABMG Kot TO Tl EYEL
TPOGPEPEL TO GVYKEKPIUEVO EI00C 6TOVG TTaKTEG PEYPL TN OEdOUEVN EKETvN oTIYUT).

To &ldog moAAEG popéc kabopilel kol TNV TAaTEOpU Yoo TNV omoia B vAoTom el To
Bwreomaryviot. o mapaderypa, ta first-person shooter games, givot Onpo@iAn Kupimg
OTOVG TPOCMOTIKOVS VITOAOYIGTES, KOOMC YpNoomolovy ta tAnKtpa W,A,S ko D ya
v kivnon tov yapokmpo. Ot maikteg eivor e£0KIOUEVOL e aVTO TO YOPOKTNPIOTIKO
Kot €ivatl 0vTo oL TEPIUEVOLY ald TO GLYKEKPLUEVO 100G,

I'vopilovrag to €idoc Tov video game, o developer pmopet va gviomicetl Ta onueio Tov
tomg va yperdlovtal PeAtioon Kol va KAvel 0ALayEC 1 Vo €1GAYEL KOVOTOUIES, Ol
omoieg ®oTOGo de Ba mPémel va amoEEVMOGOLV TOVG TOIKTEG OO TIC YEVIKEG
TPOGOOKIEG KO OTOLTHGELS TTOL £XOVV GYETIKA LLE TO CLYKEKPLUEVO €100C.

2.2.2 To ko0 670 07oi0 amsvOvveTUL

[Towog avapéveton va maiel 1o Prvteomaryvidy, O developer oeeirel va yvopiletl To
KOwO oTto omoio amevfhvetal. Avtd pmopel va givar €0KOAo, otV TEPITTOON €VOC
video game mov avnkel o€ OMUOPNAEIC Katnyopieg, OTmG Ta first-person shooter 1 ta
real-time strategy games. Oco mio moAd mopekkAiver éva Pivteomoaryvior amd To
ocvvndiopéva, 1060 o dVoKOoAO givar Yo Tov developer va evtomicel To KOwd Tov.

Ia va yvopioet to koo tov, Ba mpémel va yaéel eite dwuPalovtag mePlodkd pe
Kptikés, €ite forums oto SwdiKTLO, WlKiTEPA OV TO PrvTeomonyviol EUTEPLEYEL TO
online multiplayer ctoyeio.

Epdcov Bpet 10 kowd o10 omoio amevBvvertal, mPEMEL VO dMGEL TPOGOYN OTIG
nmpocookiec Tov. Tt elvar avtd mOvV 0OPEGEL OTOVG TOIKTEG KOL TL OVTO 7OV
aneyOdvovron 1 Paprovvror. Me avtdv tov tpdmo, o developer Ba mapel pio TpodT™
YEVOT Y10 TO TL TPEMEL KOl TL O)L VO GCLUTEPIAGPEL GTO TOLYVIOL TOV.

2.2.3 H eniyvoon Tov €0vTov TOV

Avto pmopet vo axovyeton Alyo @A0GOQIKO, oAAG Yo va TIAEEL €vo TTouyvidl To
omoio Oa eivor dtouokedaoTikd, ypetdleTon TpaypoTKd va. yvopilel Tov €avtd TOL.
KobBng givar dvokoro va yvopilel mpaypotikd 1o akpootnpld Tov yio vo TpoPAdyet
Tt Bo Bewpnoet d10oKEIATTIKO, TOLAAYIGTOV Vo EEpEL Tt Bempel 0 1010¢ d1ooKESUTTIKO
oe éva video game. Otav mailel éva mouyvidl, mpémel va mapatnpel Kot vo Tpoomadet
va €ENYNOEL 0TOV €0LTO TOV, TTO0 €ivan TO 6TOLYXEl0 EKEIVO TOL PrvTeomatyvidlon Tov
TOV KOVEL VO, YO{pETOL 1] VO YOLOYEADL.
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To emopevo Pruo eivor vo amoviioet yoti avtd mov ovvéEPn NTav  TOCO
dtokedaoTikd. O TpodTOC oL Kiveitan o yapokmpag; H avtapolpn otav Eemepva o
npdxinon; H tehukn vikn; O owdroyog; Ot aAror maikteg oto mouyvioy, Ta malh;
Ol padi;

[Ipénel va Bpet Tov Topiva g O106KESAGNG, VO TOV OVOYVOPICEL KOt VoL TOV EEETACEL
npoypatikd. Enerta, va Bpet €va tpdmo vo Tov epaprOGEL 6TO d1KO TOL Ty viot.

[ToAlol GvBpmmOl dev HTOPOVV VO ATAVTICOLY UE OKpifelo TL glvarl oVTO TOL TOLG
Kével va oaokedalovv. I'vopilovtog ®otd660 TOV €0WTO TOL KATOLOC, UTOpPeEl vo
EVTOTIGEL [LE OVTIKELLEVIKO KPLTPLa, TO AOYO Yio Tov omoio €va Pivreomaryviot Tov
yoyayoyel. ‘Etor n yvoon avt 0o copfdiiel onuoviikd oto vo avamtiéel €va
oy vidl Tov Ba TPOGPEPEL Yuyoywyio Kot 6TOVG GAAOVC.

2.2.4 H npoTotumia Tov video game

Ti givor avtd mov Ba mpoceikvoel 10 kKowod; Mo M 1Wéa mov Ba Eeywpioel to
ovykekpipévo video game ond to vroéAowma tov gidovg; O developer 6o mpémet va
glodyel to otoryeio ekeivo oto Prvreomaryviol Tov, mov Oa TPOGEAKVGEL TOVG TOIKTES
ka1 o Tovg Kaver va "yavi{mBohv" oo oy viot.

[Tpokeévov o developer vo avakoADYeL TO GTOYXEI0 OVTO GTO TaLyVidl Tov, Oa
pémel va EeTAoEL TO KOVOENT TOV £YEL GTO LVAAO TOV KO VO EVIMTIGEL TO GTOLXELO
oL 10 KaB1oTd povadlkd. 'Emetta vo amaviioel 6Tic EENG EPOTNOELS:

e Eivor 6vtog povadikd; 'H pqmog éxer viAomombBel and kdmoiov GAAo oTo
TopeEADOV;

e Eivar mpaypotikd dtnokedaotikd kot Bo mapapeivel Kab'oAn m ddpkela Tov
gameplay;

e To xowd oto omoio amevBOvetan eivon apketd peydio, mote vo a&ilel M
VAOTTOINGN TOV GLYKEKPIUEVOL project;

e Eivot teyvikd vAomomotpo;

To otoyeio avtd dev aPopd amapaitnto To KOUUATL TOV gameplay. Mmopel va etvor
TO YPOPIKO GTUA, 1 LOVGIKY], 1| TAOKN KTA. YTAPYOLV TOAAG TPAYUOTO TTOL UTOPOVV
Vo KIviioouv 1o gvolapépov tov kowvov. O developer mpémel va evtomicel molo givat
OVTO OV KAVEL TO O1KO TOL Ty VidL VO TPMTOCTATEL Ko VoL EMKEVTP®OEL o€ avTd.
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2.2.5 H mpotn gvrimomon

H npdtn evtummon mov divel to video game 6tov moiktn €ivor TOAD onUovTiKY. Aéko
AEMTA OPKOVV Y10 VO ATOQAGICEL oV TOV apéoel | av Ba to mapartnoel kot dgv Oa
EavaoyoinOet pe avtod.

O maikng o0tav Eexwvd €va kavoOpylo mayvidl, €l€pYeTOl o€ €va VEO, GyV®GTO
Kkocpo. ‘Exet povayo pa apnpnuévn 10éa yio 1o Tt svpPaivel. Av oev vapyel Kamoo
otoyeio va Tov Tpafnéel 1o evolapEPov N va Tov BonONcEL Vo KATAVOTGEL TO TAOG
npémel va KivnBel oto mayvidl, elvar moAd mhoavo va 1o TapaTHGEL, HNG Kot OgV EYEL
TPOAAPEL v ETEVOVCEL GLVOLGONUOTIKA GTO TToYVidL, OEV VIAPYEL KATL TOV VO, TOV
deopevet. [ToAhég popég Kamolog otapatd va mailel Eva matyviol amd To TpOTA AETTA,
EMELON OV UTOPEL VO KATOVONGEL TL TPETEL VAL KAVEL.

O developer, mpénel va 16AYEL GTO ALY VIOl TOL TO GTOLKEIO EKEIVO, TOV A0 TO TPATOL
Aentd Bo poyvnticetl Tov moiktn Kot mopdAAnAa Bo tov "ekmandevoel” o TO TL TPEMEL
va KQvet.

Ao Vv dAAN, av 0 moikTng £xel maiEel oto TapeABOV Tapdotla moryvidio Tov idovg,
161€ Ba givar eE0IKIOUEVOG e TOVG PaGTKOVS XEPIGUOVG KOl EMOUEVMG TLO EVKOAO VL
TPOCAPUOGTEL 6TO TEPPAALOV TOVL Prvieomatyvidrov.

2.2.6 O pdéirog ToV TTaiKTY

Olo ta mouyvidlo apopovdv v ekmAnpwon embouiodv. Otav o maikng mailel éva
video game, PETAPEPETAL OTOV KOGLO OVTO HE £VO PAVTIOGTIKO GEVAPLO, TOVL {GMGVA
Nnbere va (Moet omv zmpaypatiky] on. ‘Eva cevdplo oto omoio pmopel va eivor
Baciidg, dSuvaTdg oTPATUOTNG, SIUCTLOG AOANTNG, EMTIKO HE HaYIKES SUVANELS KTA.

Otav o maiktng viober 0Tt €yer dvvaun pe v omoio Eemepvd SVOKOALEG Ko
nmpokAnoels, tote apyiler n dwwokédaon. ‘Etor o developer, mpémel va dnuovpynocet
éva tepIfaiiov 610 oy vidl Tov, 6mov o maiktng Ba avardapel Eva pdio mov Ba tov
Kavel va viooetl duvatd. Elte pe v évvola g cOUOTIKAG dVVOUNG TOV YOPUKTH P,
elte e Tov va €xel 0 TOiKTNG TOV EAEYYO LG KOTAGTAONG.

O developer pnopet va oyedidoet £va KOGHO 0TO TTatyvidl Tov, OOV 01 TPOKANGELS O
Ba eivor ovte gdKoAec, oAAG Ko 0UTe akatOpOmTEG Yo To péco maiktn. Ilpémet o
ToikTNG va Prdoetl TNy TpdxkAnot), aAld va pmopel kot va v Eenepdoet pe emituyio.
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2.2.7 O oePfaocpoc otov maiktn

Kabe developer ogeidel va céfeton tovg maikteg Tov Prvreomoryvidolod Tov Kol vo
elvar evyvouwv. O developer unopel va deiEel Tov 6efacUO TOL AMEVAVTL GTOV TAIKTN
HEG® TOV T VIO00 TOV LE TOAAOVG TPOTOVGS, OTMG:

o Emrtpémovtdg Tov va amoympnoel omd 10 Toyviol OTOLONTOTE CTLYUY, XOPIg
va Yéver v Tpdodo Tov.

e Aivovtdg Tov Vv dvvaTOTNTO Vo EMAEEEL TV EUPAVICT] TOV YOPOKTPO TOL
Kol TNV €AevBepio TOV KIVACE®V MG MPOG TO TMG 0o OVIUETOTICEL TIC
TPOKANGELC.

e FEiodyovrtag EekdBapovg Kavdveg e ocvuvoyn, MOTE 0 TaikTng va yvopiletl Tig
OULVENELEC O TEPIMT®ON omotuyiog, KaBdG kol M dueon dvvatdtnTo Vo
npooTadncel Eava K.a.

Téhog, o developer mpémel va Bopdton 6T 0 TaikINg dev eivan xBpdg Tov. Akoun Kot
po doynun Kprtikn yuo to video game pmopel va Aettovpynoet Betikd ot PeAtioon
TOV TOLLYVIOL0V.

2.2.8 H ayann yw to video game

INo va dnuovpynoet évag developer éva koo video game, Oa Tpémel va TOL apPEGOLY
T Brvteomaryvidia, va ayamd v Wéa evog video game, va ayond to 010 To video
game.

Av dgv tov apéoel avTd OV KAVEL, AVTO Ba EMNPEACEL TNV OVATTLEN TOL TTALYVIOIOV
Kot B eavel 610 TEMKO OMOTEAEGLO, OONYDVTAG G YOUNAT OTNYNOY GTO KOWO. X
TEPIMTOON TOV Y10 TOV OTOLOONTOTE AOYO eV €lval IKOVOTOMUEVOS 0 1d10¢ amd TO
oy viol Tov OMpovpyel, T0TE givan oxedOV Giyovpo OTL dev Ba apécel Kol GTOVG
TO{KTEC.

[Tépa dpme amd v aydnn ywo to video game, o mpémel va ayamd Kot OAGKANPN TV
dwdwoacio avantuéng. No PAémel KAOe ypapun KOS Kol 6TAO0 GYEOAGHOD G
TPOKANGT KOl VO UV OroyonTeuTel 0tav £pBetl avTiUET®OTOC pe eumddla. 1 KATOo10
AaBoc. H avantuén evdg video game, mpémetl va avTLeTOmILETOL OC (ot SNULOVPYIKN
dPaCTNPLOTNTA Kot O)L OC Lo SOVAELY Kot LOVO.

2.2.9 To design document

O developer, a@otov €yet cvAAGPel v 1W€a Yo o0 video game mov OéAer va
avamtOéel, etvar ypnoo va apyicetl vo kpatd onueiwoets. To design document eivor
otV ovoia éva opyovoypappe. Bondd tov developer va Bopdrtat Tt mpénet var kdvet,
KaOdG emiong Asrtovpyel Kol MG NUEPOAIYI0, DGTE avVA TAGH GTIYU Vo UTopel va
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eAEYYXEL TO 0TAd0 NG dradkaciog Kabmg kot Tt £xel vAomomBel uéypt T dedouévn
oTiyun). Xtmv mepintowon ouddoc omd developers, evnuepdvel kot cvvtovilel ta
vrdAOUTO LEAN Y10 TO OTAD10 TNG AVATTTLENG KOl TIG EPYOCIES TOL TPEMEL VAL YIVOLV.

>10 design document, o developer onuel®vel apyikd TG Pacikég TANPOPOPIES TOV
video game mov mpdkelTal va OMovpynoel. Avtég ol TANpopopiec apopodv Tov
TiTAO, TO €100G TOL TOUYVIOOV, TNV TAATEOPUA Yoo TNV omoio. Ba vAomomBei, pio
YEVIKN TEPLYPOPY] TNG UNYXOVIKNG TOV TOLVidoy, TNV TAOKY, TO TPOPiL TOv
YOPOKTN PO, TO TEPPAAAOV 6TO 0moio Ba AapPdvet ydpa to Prvreomoryvidl K.a.

Xt ovvéyew, EedwmAdvel pe  AEMTOUEPEIEG TOL TOPOTAVED — KOUWUATIH  TOV
Bvteomayvidlon, Teptypaeel avoAluTikd 10 kibe 6Tdd10 LAOTOINONG, VO TopdAANAN
Eexva M dadtkacio avamTuéng o€ eninedo mpoypappaticpnoy Kot oyedioong. Mmopet
akopo xkor va (oypoeicel okitco mov va amewoviCovv 1o oG @ovidleTon Kot
embopet va Asttovpyet To oy viot.

Am6 1o onueio avtd ko émetta, o design document, Asrtovpyel ¢ kaBodNYNg, xwpig
avtd vo onuaiver 6Tt o developer dev pmopel va Kaver oAdayéc. Q6TOG0 TO 1UVIKO
elvar n teMk” popeomoinon tov design document vo olokAnpwbOel mpotov 1
dwdwasio avantuéng Tov video game @tacel 6to 50%, M| vo TEPLOPIOTEL GE WKPES
aAAayEG TOV 0V Bo AAAOIDGOLY TOV TVPTVO TOV PBLVTEOTOLYVISIOD.

2.3 Xroyyeia mov dopovv éva video game

Kabe video game mepiéyetl otoryeio Ta omoia To KaB1oToUV Hovadtkd. Xtotyeia 6mmg M
Baown 10éa Taveo oty omoio EESMAMVETOL 1| TAOKY, O KEVIPIKOG YOPOKTNPAS, TO
YPOAPIKA, 1) LOVGIKT], O GTOYOG OV KOAEITAL VO EMLTVYEL O TTOAKTNG KTA.

Yrdpyovv ®ot060 otoryeia, To omoia poipaloviar 6Aa maryvidwn. Ztowyeio mov -av
oyt Olo, TO TEPLOCOTEPO- Elvorl amopoitnTo Yy T omoT  avamtuén  evog
Bteomaiyvidiov.

2.3.1 O yopog
Kd&Be video game Aapfavel yopa oe kdmolo ydpo (space). O ydpog avtdg opiletl ta

dtpopa péPN mov vIdpyovv 6to Toyvidl, To péyebog kabmg emiong v didcTaon
(2D, 3D) kot Ta 6pta. Tov KOGHOL 6Ta omoia pwopel va kKivnBet o maikTng.
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2.3.2 Ta avrikeipeva

‘Evag yopog olywg avtikeipeva (objects) eivor évag kevog yopog. To video game
nmepiapPdvel avrikeipeva. Xoapokmpes, okop, undpo {one, 0,TIONTOTE TOL UITOPEL Vo
Ol Kot OAANAETIOPAGEL O TOTKTNG, AMOTEAEL OVTIKEILEVO TOV TTOLYVIOL0V.

Kabe avtikeipevo €xel éva N meplocotepa yopokTnplotikd (attributes), to omoia
mePAapPavouy TANPOPOPieg OTATIKEG | OVVAUIKES, Yo TNV KaTAoTooTn (state) tov
avtikelnévov. H Béom tov 610 Y®dPO, TO YpOU, 1 TN TOV £XEL Lot SEGOUEVT] GTIYUN
(.. TOYOTNTO VTOKIVITOV) K. 0.

2.3.3 O yepopog

A@opd ta "epyareia” pe ta onoio mailetor to video game. To mAnKTpa mwov Tpémet va
TOTAGEL O TOIKTNG Y10 VO EMTUYEL oL CLYKEKPLULEVN dpdiom, Kovumid-kAewd (keys)
oNAadn mov Ba YPNOOTOGEL MG EVTIOAEG Y10 TO YEPIGUO TOL YOPAKTNPA 1| TOV
EAEYYO LOG KOTAGTACTG GTO O Viot.

2.3.4 H opaon

Amavtd oto gpamuo "Tr pmopel va kbver o maiktng;". Ymépyovv dvo Katnyopieg
dpdiong (action) og éva video game.

H evepyntukn Opdom (operative action), 1 omoio a@opd TG POCIKEG KIVAGES TOV
TOAKTN 0TO ToyVvidt OT®MG TO VO TPOYWPA UTPOCTH, Vo KAvel dApa, vo okOPet, va
KOAVDUTA KTA.

H debtepn eivon n mpoxvntovca dpdon (resultant action), 1 omoio aPopd KIVAGELG TOV
&yovv vomua oe PBaboc ypdvov oto maryvidl. A@opd TOV TPOTO TOL O TOIKTING
YPNOUOTOIEL TNV EVEPYNTIKY Opdom Yoo va TETOYEL éva 6TdHY0. o PUmopovcapE Vo
movpe OTL eivor o aAAniovyio amd evepyntikég OpAcELS, TNV O TOiKING &xel
OTPOTNYIKA EMALEEL VA YPNCUYLOTOMGEL, UE CLUYKEKPIUEVO TEMKO OTTOTEAEGLOL.

2.3.5 Ov kavoveg

Ola ta video games diémovtor amd kovoveg (rules). Eivar OspeMddeg otoryeio, to
omoio opilel TOV YMPO, TA AVTIKEIUEVA, TIC OPACELS KOl TI GUVETELEG TOV dPACE®V,
KaBdg Ko T1g petad oyéoelc OAwv tov otoryeiov evog video game. Kabopilovv tov
TPOTO TTOL O TAIKTNG B CAANAETOPACEL e TOV KOGLO TOV TOLYVIOLOV, T OTKOUMLOTOL
Kot T1G €VBVVEG TOL, KBNS Kot TOV 6KOTO TOV oty vidtov.
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2.3.6 Ta enimedo ko 1] OVOKOAQ

Aopopa ta emineoa (levels) 1 Ta koppdtio oto omoia ympileton to video game. Kabdg
0 TaiKTNG EEMEPVA TPOKANCELS OTO TOUYViOl, TEPVE 6TO EMOUEVO €MIMESO, TO OO0
umopel va oyetiletan 1 Oyl pe o mponyovuevo. Agv givor amapaitnto to eninedo va
etvar EexdBapa dakprtd amd tov maiKTn, LIAPYOVY AKOUO KOl GE L0 GUVEXN PON|
gameplay. Agrtovpyohv ®¢ Tpdodog Tov MaiKTn 6TO TOKVidl, v yapoaktnpilovtol
amod p KApoakoovpevn avénon dSvokoiiog (difficulty) pe v omoio €pyeton
OVTILETOTOG.

2.3.7 H oot ta

To otoyeio g dedvtrag (skill) eotialer otov maiktn. Kdébe video game amortet
amo tov moiktn vo eEaoknoel oplopéveg OeE10TNTEC. YTAPYXOUV Y1AMAdeS SeE1OTNTEG
mov Bo pmopovoav va (nBovv, OCGTOCO UTOPOLUE VO TIG YOPICOLUE CE TPELS
KaTnyopieg:

1. ®vowég deCiomreg (Physical skills): ITleptiapBdvoov dbvoun, avtoyn,
emdeEOTNTO, GLVTOVIGUO. AToutodv omd TOV TOIKTN TOV OTOTEAEGLOTIKO
YEPIOUO TOV TANKTP®V, TOVTIKIOD, LOYAOD KTA.

2. TIlvevpatikég  oe&otmreg (Mental — skills):  Ilepihappdvoov  pviun,
TOPATNPNTIKOTNTA, ETIAVOT YPIPwV/TalA Kol ANYN amopacemy.

3. Kowovikéc de€omnteg (Social skills): Meta&d ahlov, mepthapfavovv
TPOPAEYN  KIVACE®Y KOl  OVTIOpOoNG TOv  aviudAov, UmEPOERO M
OVTITEPICTOGO TOV AVTITAAOL Kol GMOGTO GUVIOVIGUO LLE TOVS GUUTOIKTEG.

2.3.8 H toyaétnta

H tuyootta (chance) agopd kot emnpedlet Tic aAANAETIOPACEIS HeTalh Tov YMpov,
TOV OVTIKEWEVAOV, TOV OPACEDV, TOV KAVOVOV Kol TV deEl0TTmv, oAAdlovTag TV
e€EMEN oL oy vIdloy Kot TNV OAn eumelpio Tov gameplay. Mmopei va givor évog
aAyOplOOG TOL VO KAVEL TOLG GVIUTOAOLG VO Kvouvtol o€ oampoPiento potifo,
EUGAVION TLYOUOV OVTIKEWWEVOL Omd ot Kpuen Alota avikeévov k.o.  Eival
0VoL0OTIKO KoppdTt Tov video game, enedn| elcdyel v afefaidtnta, n afefordotnTo
onpaivel ekmANEEIS Ko o1 EKTANEES GLUPBAAAOVY GTNV O1OKEDOT).
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2.3.9 Ov mapdyovtes TG amoTUYIOG

H oxéyn mg amotvyiog oto video game, mpokoiel £viaom kot €vOOLCIOCUO GTOV
ok, otnv Tpoonadeld Tov va v aroevyel. Ot Tapdyovieg g arotvyiog (losing
factors) maiovv onuavtikd poio 610 T VidL, KOODSC EVNUEPDOVOVY TOV TOUKTY Y10
TIC ovvOnKeg KAt® omd TG omoieg yavel, kaBmdg emiong TOV TOPOKIVOOV Vo
TPOCTOONGEL TEPIGGATEPO KA VO GLYKEVTPMBEL GTO GTOYO.

O mapdyovteg avtol umopel vo givar Evar poAdL Tov HETPE avTioTpoa, Hio Tayida,
po péym pe évayv moAd 1oyvpod avtimoro (boss fight) «.a.

2.3.10 H 006vn @oépTtoong

H 006vn poptoong (loading screen), eivar pia gicoéva mov TpoPaAleTor otov moike,
KaTd TN S1dpKE POPTOONG TV oTolyeimv Tov video game, dnNAadn TOV Y®OPO 1| TO
eminedo (av eivol YOPIGUEVO GE PEPN), TO OVTIKEIUEVA, TA YPAPIKE, TOVG NXOVS KTA.
Mmnopet va delyvel pa eotoypoagio, €vo animation, po. PmApO HE TO TOGOGTO
OAOKANPOONG TNG POPTMONG, KEILEVO LE 00T Yieg Ko tips K.0L.

2.3.11 Ow emAoyéc amodKevoNg KON EYKATAAEWNG

Amapaitnto otoryeio tov video games givar 1 dSvvatdtnTa vo amodnkedoel (save) tnv
TPH0d0 TOL 0 TAIKTNG, MOTE VO, UTOPEL VO GLVEYICEL Amd TO ONUEID TOL GTAUATNOE,
o€ TEPIMTMON OV AMoPAcicel vo eykatoieiyel (quit) to moyviol. H ovvatdotnta
amobfKevLONG WITOPEL VoL YIVEL €1T€ OTOLOONTOTE GTIYWN| O TTOUKTNG TO OMOPUGIGEL, Eite
pe v onmovpyion onueimv eiéyyov (check points) oe Odpopa onueion TOL
oLy VIO10V.

H dvvatdtta va eykataieiyel 1o moyviol omoladmote otiyun 1o embouel, sivon amod
TOL MO ONUOVTIKA oTolyelo evoc video game, KaODC 0 moiktng mpEmel vo. vimbel
erevBepog va amoywproet 6tav to embopei Kot 6yt va "eykiopiotel” oto mayviot.
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2.4 Ov podrot o€ puo development team

O apBuog tov avBpomwv mov amaptiCovv o opddo avdmtvéng video game,
e€aptaton amd 10 péyebog Tov project mov Exovv avardfel vo viorowmcovv. [op'oda
avtd, ot péAoL elvar otabepoi.

"Evag poiog pmopet va avatebel og meplocdtepa amd Eva LEAN TNG ORASOS, AVOAY®G
oV peyébovg Tov project. Avtiotorya, £vo HEAOG pmopel vor avordPel TEPIGGOTEPOVS
amo €vo poOro, OGS Yo TaPAdELyLoL oTNV TEPimTOT €vOg aveEdptntov developer, o
omoiog avarappdvet kot to péro Tov designer.

[Mopakdto Ba dodpe Tovg PpOAOVS TOL KOAOHVTAL VL AvaAGBOLY TOL LEAN OIS OLASOGC
avantuéng Prvreomatyviorov.

2.4.1 Game Developer

O game developer 1 lead designer, civor 10 dtopo mov emefepydletan TIg
AEMTOUEPELEG TOL OYEOOUOD €VOG TaLYVIOWOV, EMPAETEL TIC OOKIUEC TOL Kol
avaBewpel 1o Toyviol, avramokpvopevog oto feedback towv mokTmv.

EmBiénet 10 yevikd oyedoopd tov video game, mpokeyévov va PBeforwbetl 6Tt 0
project o oAokANPwOEL e cuvETELD. vy VE KOAEITOL VO EKTPOGMOTNGEL TO TOLYVIOL ™G
project o opUIMEG Ko TOPOVGIAGELC.

Q¢ emkePoANG ™G opddac, oev acyoieitar o 1d10g oe peydro Pabud pe Tto
OMUOVLPYIKO KOUUATL TNG avATTLENG, OAAG TapakoAoLOEl Kot GuVTOVILEL TNV dOLAELL
TOV VTOAOUT®V HLEADV.

2.4.2 Game Designer

O game designer opilel kot tekunpudvel TOG Agttovpyet o video game. YAomotet
ONAadN TV 10€a, TOLG KEVIPIKOVS UNYOVICHOVS KO TOVS KOVOVEG TOV. ZuyVva givat To
dropo mov divel TitAo oto Ty viol Ko kaBopilel o BEpa Tov. AoyoAeiton pe OAEC TIG
TTLYES TOL TOLYVIO0V UE TIG omoieg aAANAemOpd o maiktne. To potifo tov gameplay,
TO, YOPOKTNPIOTIKO TOL YOpOKINPa, TN (N TOL YUPOKTAPO, TO OWAN, TIG
avaPaduicelc, tovg gxfpovg, o eundota, ta malh ktA. O game designer de&dyet
emiong épevva Kot GLAAEYEL SEOOUEVO TTOV UTOPEL VO YPECTOLY Yo TNV avATTUEY
TOV TOLLYVIOL0V.

To xoppdtt Tov game design apopd 10 peyoldtepo uEPog evog videogame, yi' avtod
KOl TI§ TEPLOCOTEPES QOPES eMUEPOVS To e&eldkevpévol porol avatiBevior oe
TEPLGGATEPO GITOLLL.
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2.4.2.1 Level Designer

O level designer &ivai vrevBvvog Yo oV KABOPIGUO TOV LELOVOUEVMV ETTESMV TOL
video game. [Taipvel ta empépouvg oTorygior TOL TOLYVIOOV TOL TOV TAPEYOLY 0L AAAOL
designers -1n dlemae1] ¥PNOTY, TOLG Pactkohg UNXAVIGUOVG Kot To gameplay- kot to
YPNOOTOlEl Yoo vo dNUovpYNoel to. enimedo oto. omoio. Oa aAANAemOpAcEL O
noikne. Emiong elvor vmevBouvog yio Tov cuvioviopd tov emmédmv Kol @povtilel
wote 10 Pookd gameplay mov avtiotoyel otov TitAo TOL Prvreomoryviolon va
amodi0eTOL KATOAANA®G o€ KAOe eminedo.

2.4.2.2 User Interface Designer

O user interface designer civolr vrebBvvog yio Tov oyedooHd Ko T OdTaEn g
006vng oe O0dpopa onueio tov video game, Kabdg Kol Yy Tov kabopiopud g
Aertovpylog TV CLGKELAOV E160J0V. AvaiauPdvel SNANOT TO KOUUATL TNG OLETOPTG
TOV ¥pNoT pe 1o Pvteomaryvidtl. [a mapdderypa to pevod tov Prvreomatyvidolov, To
HUD (head-up display) otnqv 006vn katd 1 OpKel TOL TALXViSoD  K.o.

2.4.3 Programmer

O programmer c&ivolr VTeEVBLVOG YL TNV EVOOUATOON OA®V TOV GTOWEI®V TOV
oLAAEYEL amd To voAouTo PEAN TNG opdoag katl Pefardvetal tL dAa AEITOVPYOVV
omOTA CLVOETOVTAG TO TEAIKO OMOTEAECO. AVOTTOOGEL 1] BEATIGTOMOLEL TNV UNYAVIKY
Tov oy viowov. Kotaokevdlel 1 ypnoylonotel ta epyareio yioo v ompuovpyio tov
video game. I'papet Tov kdd1Ka TOL EVOVEL ToL KOppATio kot "divel {on" oto mayviot.
Aocyoleiton pe ™ @ULOIKN Kot T0 TEPPAAAOV TOV TToyvidov. Anuovpyet T Pdon
JEJOUEVMV TIOL APOPA YOPOKTNPIOTIKA TOV OVTIKEILEVEOV Tov Toyvidov (hitpoints,
weapon damage K.a.) kot o ototyeia eAéyyov (controls). Ilpoypappatilel mote mpémet
va gvepyomoinBel éva ymtikd o€ N éva cevaplo oto gameplay (trap trigger, enemy
spawn K.0.)

2.4.4 Writer

O writer &ivor vrevBovvog yioo ™ IMuUovpyion TOv EKTOOELTIKOL (tutorial) 1
(QOVTOCTIKOD TEPLEYOUEVOL TOV TTaLyVIooV. AvoAauPavel va YpAYEL TO EICOYWYIKO
VAMKO, TV 1otopia Tvew otnv omoia Paciletar 10 cevaplo Tov video game, TOVG
dAoyovg, To cut-scenes k.o.. O writer 01000, G€ YEVIKEG YPOUUES, OeV KAVEL
texvikd yphwyipo (design document). Avtd 10 avarapfdavel kdmolog amd Tovg game
designers.
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2.4.5 Art Director

O art director 1 lead artist, dwyepileton ™V mapaymyn OA®V TOV ONTIKOV
ypopk®v oto video game. [ToAAG ypa@ikd oTOlXEl0 TOL TOLYVIOOD dNULOLPYOLVTOL
amd Toug game designers, emPAémovion amd Tov developer kot 6T GLVEXELD ATOKTOOV
™V TEMKT TovG popen omd tov art director, 0 omoiog oyedldlel TO OTTIKA YPOPIKA
(visual art), Ta omoia pumopet va eivar kot 3D povtéda. Ta oyéda avtd o1 cvvéy
"KOLUTOVOLV" TAV® GTO AVTIKEIUEVA, OTMG 1| ELPAVIOT) TOV YOPAKTNPL, TOV OTAWMYV,
TOV gY0pwV, ToL TEPPAAAOVTOC, KAODS Kol 01 VPEG TOV OVTIKEIWEV®VY KTA. EmmAéov
avoAapPavel vo oyedtdoel to TAOC Bo QaiveTtor OMTIKA TO HEVOL Kol M 0Bovn
QOPTMONG TOV TOY VIS0V K.OL.

‘Exer otevi] ovvepyoasio pe tov game developer kot poli cvppdiiovv octov
GUVTOVIGUO T®V EPYOCLDY TOV VAOTOLOVLVTOL OO TOL VITOAOITO PLEAT TNG OUAONG.

2.4.6 Audio Director

O audio director avoioppdvel v Tapaywyn akovsTikod VAKOD yio To video game.
Avtd meprhapPdvel v HOVoIKY, TOvg NYovs mepPdAiovtog (ambient sound) , to
MMTIKA €QE, TOVG dahdyovs, v aenynon Kth. O Myog mailel kaBoploTikd poro
OTNV GLVOAIKT] EUTELPTIO TOV TOLKTN TOV AAANAETIOPE [E TO T VidL.

2.4.7 Game Tester

O game tester, dwaoc@oAilelt 0Tt 10 video game Aertovpyel TEYVIKA, KOOMOC Kol
CULLPMOVO, LLE TO TPOTEWVOUEVO GYEA10. AVTO TTeptlapPdvel Sokipuq OA®V TV oToLyEiwV
TOV TEPAAUPAVOVTOL GTOV KOGLO TOL Ty VIO0V, THG CLUPATOTNTOG KTA.

Yxomdg eivar 0 evVIOTIoUOG Ko onueiwon toxov ceaipdatwv (bugs) kot n evnuépmon
tov game developer, o omoiog pe ™ oepd tov Bo avabécer v dOpbwon ota
PO ATOLLO TNG OULAOAG.

O porog tov game tester gival TOAD onpaviikog. Emopévaog, ocvvnbwg avatiBetal oe
EUTEPO ATOUO HE TEYVOYVAOGIO TANPOPOPIKNG KOl OVOAVTIKY 1KOVOTNTO, KPLTIKN
de€ldmrTa. KoL OvToyn, MG Kot omoTeAEl  poe  moAvwprn  Sadkocion  Tov
EMOVOAOUPAVETOL OPKETEC POPES.
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2.5 Ta otaowo avantoéng evog video game

H avantoén evog video game, givor pia dtodikacio avamtuéng AoyiopUiKov, Kabmg To
Bvteomayvidtl eivar otnv ovoia va Aoylopkd pe demagn ypnotn (waiktn), onTiKd
YPAPIKA, MYo Kot aAinAemidpdoeic. AxolovOel o pebodoroyio avdmtvuéng, g
omoiag 1 HopeY| Uopel va dtapEpel avadldyms TV opdda Kot To project.

H avértuén Pwvteomaiyvioo, sivoar pio dadtkacio pe emavoiapPovopeves gacelg
doxkumv, avabBempnong kot emavacyedoopov. Ioapakdto Oo meprypdyovpe To
oTAdw oTO OTTolaL SlakpiveTal.

2.5.1 Arawtioeis (Requirements)

210 apykd ot1ad10 Kabopiletar 0 6TOY0G TOL TPEMEL VoL EMTEVYDEL 0O TNV opdda, ot
dwbéoipor owovopkoi mwopor (budget) kot M muepounvia mapddoone (deadline).
Amopaciletat To £100¢ TOV TOYVIO0D Kol TO Kowvd 610 omoio BELoVY va amevBoveTar.
IMveton avapopd ot yevikn wéa mov €xel o developer 610 pvaid tov yuo to video
game.

2.5.2 IIpodwaypagés (Specifications)

e ovTo T0 6TAO0, cvinteitan pe TEPIOCOTEPEG AEMTOUEPELES, TO TL TPEMEL VAL KOVEL TO
video game, evd cuvtdooetal kot To design document. Onwg eidape oty vIoevoTTA
2.2.9 100 kepaiaiov, oto design document KoTOypdPOVTOL OAES Ol TANPOPOPIES TOV
oy vidoy (Tithog, €idog KTA) kot To otoyeion mov o meprAapPavel To Touyvidl
(tep1PdAroOV, YOPOKTNPES, OVTIKEIHEVO KTA), TNV TAOTQOPUHO Yoo TNV omoio Oa
vAomomBel, TNV UNYaViKY TOL ToLVISL0V, TO GEVAPLO, TIG EMAOYEG Ko puOuicels, to
POAO TOVL TTOAKTY Kot YEVIKA OAOL T EXUEPOVG KOUUATIO TTOV B xpnoipomomBodv yia
Vv onuovpyic Tov ToLVIOow (Ypaeikd, Hovotkry/ Mo, keipevo ktAd). EmumAdov
TEPLYPAPOVTOL OVOAVTIKE Ol lpodIOTNTEG TOV Ot avaldPet kdBe HEAOG TG OHAdOC.

Noa onpeindet, 61t 10 design document pmopei va VTOGTEL AALAYEC GTO TPMTO GTASLN
™m¢ avamtuéng tov video game, ce mepimtworn mov o developer omogacicer va
aALGEeL oToyyeio Tov oLy VIdoD -Tov OU®G OV aPopohV TOV TLuPHVA. OTWS TO 100G,
TNV KEVIPIKN TAOKN 1] TN UNYOVIKN- 1| O TEPIMTMON OV €VTOmicel OTL KATL gival
adVVaTO Vo, VAoTomBel TeyVIKA £T61 OTmG TO £iye PAVTOOTEL.
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2.5.3 Xyeowaopog (Design)

210 016010 aWTd Eekivd mpokTikd 1 onuovpyio tov video game. Kdabe pérog tng
opdoag avarapfPdavel To Koppdtt ekeivo mov tov avaroyet. Ot designers oyedidlovv
70 TEPPAAAOV TOVL TOYVIOLOD, TOV TPOTO WE TOV 0010 0 aikTng O aAANAETOPE pe
avtoév, To gameplay, To EmImEdN TOL TALYVIOOV, TOLG YOPOKTPES KOL OAOL TOL
avtikeipeva mov Ba mepthapPdvel to video game, TV SETOEN HE TO XPNOTN, TOVG
KOVOVEG, TIG LVONKEG emttuyiog N amotvyiog KTA. Ot writers YpApovv Tovg d1aAdYoLG,
T1G 00NYiESG, TO GEVAPLO KOl 0,TIONTOTE GYETICETAL e KEILEVO TOV YPNGIUOTOEITAL GTO
oy viol. Avtioctotya ot art ko sound directors, avoAQUPAVOVY GE ETKOIVOVIN LE TOVG
designers vo OMILLOVPYNCOVV TO, OTTIKA YPOPIKE Kol TOVG NYOVG avTioTola, mov Oa
gloayfobv 610 TOyViol yio va. "viocouv" 10 mEPPAALOV, TO OVTIKEIPEVO KOl TNV
ATULOGPALPOL.

Ye autd 10 OTAd, TAavta o€ emkowwvia pe tov developer, pmopovv vo
mpaypatoimombovv aAlayéc oe oxéon pe 1o design document, Tic omoiec o 1d10¢
emPAEMEL Kou €YKpivel 1| amoppimtet.

2.5.4 Yhomoinon (Implementation)

To ot4d10 awTd aEopd TN onuovPYio KOSKN omd TOVG programmers, OCGTE Vo
vAomomBovv Ao 6ca £yovv oyedtdoel ot designers. To moryviol apyiler va maipvet
TPOYUATIKY popen. 1davikd, mpv n avémtuén tov video game @TAGEL GTO GTASO TNG
vAomoinong, mpénet to design document va £yel "KAEWMOOEL", VO UMV VTOGTEL ONAAON
nepaltépm oAhayéc. Mo kopPikn oAhoyn oto moyvidl, o€ avtd 10 oTdo0, Oa
Yupvovcse TOAAG Pripota miom TV dadtkacio avantuéng, Ba kabBvotepovce ypovikd
TNV OAOKANP®ON TOV ToyVIowoD, PIOKAPOVIOG TO €VOEYOUEVO Vo pnv  givon
TopadOGIHo otV Tpokabopiopévn nuepounvia, evd téAog Ba avéave katd mOAD TO
Kk6otog Tmoapaywyns. BéPata, pikpég devtepedovcag onuaciog aAloyég umopovv
aKopa vo yivouv, Tov Opm¢ vo unv oAAALovV ToV Tupnve TOV Ty vVidloV.

2.5.5 Evooparmon (Integration)

Ye outd T0 0TAd10, EVOVOVTOL OAL TO EMUEPOLS KOopATIor TOL oy vidtov. To video
game mAféov Swutifetor otovg testers yio édeyyo. Tuyov AdOn mov evromicTovv,
ONUELDVOVTOL KOl EVNUEPOVOVTAL TO apuoOdte HEAN Yo TN Odpbwon tovg, Xtn
ouvéyeln 1O Touyviol vmoPdAleton Eevd oe testing, pe Vv dladikacio  vo
emovalopfavetor €og 6tov M opdda PePorwbel O6TL dev vIApyovy AdBn mov Ba
EUTOOIGOVY TOVG TTATKTEG VO, AAANAETIOPACOVV LE TO TTOLYVIOL GE OTOLOONTOTE GNUEID
Tov gameplay.
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2.5.6 Oroxipoon (Completion)

To video game mAéov eivan €tolo yio KukAoeopio otnv ayopd. Amd d® Kol mEPQ
UmopovV vo Tporypotomoinfobv Asttovpyieg cuvtipnong N avaPdduong (tepiocdtepa
emimeda, véol €x0pol KTA) avdroyo pe to €100¢ Tov Toyvidowy kot to feedback twv
TOKTAOV.
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MEPOX AEYTEPO: AIIO TH OEQPIA YXTHN IIPAZEH

KE®AAAIO 3: H BIBAIOOHKH SDL

SD

Simple Directmedia Layer

- a °7_<-°

Ewovo 57: SDL
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3.1 Tveivan  SDL

H Simple DirectMedia Layer (SDL) eivat pia cross-platform BiAio0nkn avémtoéng
AOYIOUIKOV, GYEOGUEVN] VO TPOCOEPEL YoUNAoD emmédov mpdofacn o€ Myo,
TANKTPOAOY10, TOVTiKL, joystick kot VA ypaewmdv pécm OpenGL kot Direct3D. Ot
developers AoyGpKOD 1Tr YPNOYWOTOOVV Ylo. VO YPAWOLV VYNANG amdd0oNG
videogames Kot GAAEC TOAVUECIKEG EPUPUOYES TTOL UITOPOVV va. "TpEEouV" 6€ TOAAG
Aertovpyikd ovotiuoata, 6nwg Android, i0OS, Linux, Mac OS X xot Windows.
Xpnowonotlgiton emiong amd AOYIGHKO avamopoyoyns Pivieo, efopoiwtés kot
ONUoeIAN Tatyvidwa mov cvureptrapupavoviot otov award winning catalog g Valve,
KaOdG ko ToAAG oy vidia 6to Humble Bundle.

H Biprobnkn elvan ecotepikd ypoppévn oe yAdocsa mpoypoppotiopod C, Asttovpyet
e€'optopov pe C++ ko mopéyer API oe C, eved vmapyovv dwwbéoipa bindings  yio
dpopes AAAEG YADGGES, Omwg tv C# kot tnv Python.

Muw demagn mpoypappaticpuov  epoppoyov (API, application programming
interface) eivalr éva 6OVOLO OpIOU®V VTOPOLTIVOC, TPMOTOKOAA®Y ETKOWVMOVING Ko
epyoreiov yoo v dnuovpyio AOYIGUIKOD. Z€ YEVIKEG YPOUUES, TPOKELTOL Yo £Vl
obvoro kaBoplopévav peBddV emikovoviog HETOED TOV O0POPOV GLUVIGTOOMV.
Mio koA API dwevkoldver v avamtuln evOc TPOYPAUUATOS VTOAOYIOTH,
napéyovtag OAo ta Odopkd otoweio, TO Oomoio. OTN CLUVEXEWM GLVOETEL O

TPOYPOUUOTIOTNG.

Kd&Be mhatpoppa £xet To 0o g Tpdmo dnpovpyiag Kot EPEAavions Tapabvpmv Kot
YPAPIKAOV, YEPIGHOD €GOS0V YPNOTH Kol TPOGPOCNG GE OTOLOINTOTE VAIKO YOUNAOD
emMESOL, Kobepia e TIC O1KEG TG W1ouTEPITNTEG Kot oVvvTakTike. H Bipiodrkn SDL
TOPEYEL EVOV OPOLOLOPPO TPOTO TPOSPaong o€ LT TO E0IKA YOPUKTINPIOTIKA
TAateopuoc. Avti m opotopopeio dtevkoivvel tov developer, divovidg Tov 1
dVVATOTNTO VO APLEPDGEL TEPLGGATEPO XPOVO Y10 VO, TPOTOTOMGEL TO 1010 TO oY VioL,
Tapd Vo ovnoLyEl Yo To TAG Ba To KAVEL GLUPATO Y10 U0 GUYKEKPIUEVT] TAATQOPLLAL.

O mpoypappatiopdg video games pmopel var eival apketd SVGKOAOG Kot £XOVTOG WO
BpAoOnKn 6mwg v SDL, xabiotd 1o moayviolr oe Asttovpyio oyetikd ypnyopo. H
duvatdTTo Vo YpayeL Kamolog £va matyviol ota Windows kot 6Tr GUVEXELD VO, TO
kéver compile e OSX 7N Linux pe ghdyioteg 1 kot KaBOAOL 0AAAYEC OTOV KOOKA
etvar eEapeTIKA 1oYVPN KO WOOVIKT Y10 TPOYPOUUUOTIOTEG TOV BEAOVV Vo 6TOYEHGOLV
0G0 T0 OLVOTOV OE TEPIGGOTEPES TAUTPOPUEG TOLYVIOLDV.

H SDL ko816t avtd to €idog cross-platform avantuéng gvkolro. [lapoéio mov n SDL
etval dkpwg amotelecpatikn yw tnv cross-platform avémtuén Aoyiopikov, eivot
emiong (o €EOIPETIKN EMAOYN Yo TN Onpovpyio €vOg Toyvidlov yio pio povo
mAateopua, AdYm TG evkoiiog ypnong Kot g agboviag towv yopaxtnpiotikov. H
SDL éyet po peyddn Pdomn ypnotodv, Ve EVNUEPMOVETOL KOl CLUVINPEITOL EvEPYAL.
[Tpocpépet Eva eopetikd mepIPAALOV Y10 VO EEKIVIOEL KATO10G VO, A0YOAEITOL LE TNV
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avamTUEN ToYVIOIDV, ETITPENOVTAG TOV VO EOTIAGEL OTO 1010 TO TouyViol Kol va
OyYVONGEL TNV TAATQOPLO YO TNV OToie TO aVOTTOGGEL, £mG OTOV &lval AmOAVTMOC
amopoitnro.

Muw ko moapavonon eivor 6tt 1 SDL givon game engine, aAAd ovtd Oev gival
abea. Qotdco, n PPprAodnkn elvar KatdAAnAn vy v dueon onuovpyio
Ty VoY, eved pmopel vo ypnowomomBel €upeca amd engines mov  glval
KOTOGKEVUGUEVES IOV GE OVTH).

3.2 ApyrtekTovik Aoyiopikov g SDL

H PBiprobnkn SDL eivon éva "meprrolypa” (wrapper library) yOpo amd Tig
Aertovpyieg mov oyeTiloVTOL [LE TO AEITOVPYIKO GUGTNLA TIG OToieg yperaletal va £xet
npocPacn 1o moryvior. O povog oxomdg ¢ SDL eivar vo mopéyer éva Koo
framework ywo v mpoOcPaocn o€ ALTEG TIC AETOVPYIES Y10 TOALUTAL AEITOLPYIKAL
ovotnuata (cross-platform). H SDL mapéyer vmoompiEn yo Aettovpyieg 2D pixel,
Nnyo, mpdcPaocn oe apyeia, olayeipton cvpPaviov (events), ypovionod kot threading.
Suyva ypnopomoteitor yio vo copmAnpmnocel tnv OpenGL, pvOuilovrog ) ypagikn
€€000 Ko Tapéyovioag €i6000 TOVIIKIOD Kot TANKTpoAoyiov, a@pov 1 OpenGL
neptlopPdvel poévo rendering.

‘Eva videogame mov ypnoyonotel Simple DirectMedia Layer 6ev Qo extedeotel
avtopoTo o KOs Aeltovpylkd CVOTNUO, TPEMEL VO EPUPHOCTOVV TEPOUTEP®
TPOCAPUOYES. AVTEC OGTOCO PEL®VOVTOL 6TO gAdyIoTOo, kKaBmg 1 SDL mepiéyet emiong
pepikd abstraction APIs yw ovyvég Aettovpyiec mov mpoceépovior omd  Eva
AELTOVPYIKO GUGTNAL.

Mua wrapper library 6mwg 1) SDL, givat pia cuAdoyn amd vropovtiveg (subroutines) 1
KAMIoEG mov ypnolwomoobvtar ywo. v avdmtuén Aoyiopikod. Ot Pipiodnkeg
ekBéTouV TIg dlemapég mov ypnoionotov ot clients g PiPArodnKng Yo v extédeon
poVTVAOV BiAodnk®dv. AmotehovvTon amd Eva AETTO GTPMUN KOJKO TOV LETAPPALEL
™V vdpyovca demapn pag BiProdnine oe po copforr demagn. Avtd yivetol ylo
dLapopovg Adyovg:

e BeAltovel pio averopk®g oxedAcHEVN I TEPITAOKN SlETOPT

o Emutpénel 010V KOOIKO VoL GLVEPYACTEL, 0 0TTO10G OLOPOPETIKA OV UTopet (..
acvUPateg LOPPEG dEdOUEVDV)

e Evepyomoiel T dtoAdettovpykdTnTo HETAED YAOGSOV Ko YpOVOV EKTEAECTC.

To cvvtaktikd g SDL Baciletar oe cvvaptoelg (functions): 6Aeg ot Agttovpyieg
mov mpoypotomolovvior oty SDL yivovtow pe 1 Siédevon mopopéTpOvV  oe
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subroutines. Ewdkéc Oopég YpNOUYOTOOVVTIOL EMIONG Yo TNV AmobnKevLoN TV
OVYKEKPIUEVOV TANPOPOPLOYV oL Ypetdletar va yewpiletoan 1 SDL. Ot functions g
SDL katnyoplomolovvion € apKeTE O1POPETIKA VTOGLGTN AT (subsystems).

Basics

e Initialization and Shutdown (SDL.h)

e Configuration Variables (SDL_hints.h)
e Error Handling (SDL_error.h)

e Log Handling (SDL_log.h)

e Assertions (SDL_assert.h)

e Querying SDL Version (SDL_version.h)

Video

e Display and Window Managemen. (SDL_video.h) - Creates and manages
multiple windows

e 2D Accelerated Rendering. (SDL_render.h)

e Pixel Formats and Conversion Routines (SDL_pixels.h)

e Rectangle Functions (SDL_rect.h)

e Surface Creation and Simple Drawing (SDL_surface.h)

e Platform-specific Window Management (SDL_syswm.h)

e Clipboard Handling (SDL_clipboard.h)

e Vulkan Support (SDL_vulkan.h)

Input Events

e Event Handling (SDL_events.h)

e Keyboard Support (SDL_keyboard.h, SDL_keycode.h, SDL_scancode.h)
e Mouse Support (SDL_mouse.h)

e Joystick Support (SDL_joystick.h)

e Game Controller Support (SDL_gamecontroller.h)

Kd&Be event pmopel va evepyomomBel 1 va amevepyomombel pe tnv function
SDL_EventState ()

Force Feedback
e Force Feedback Support (SDL_haptic.h)

To Force feedback vrootnpiletor oe Windows, Mac OS X kot Linux
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Audio

e Audio Device Management, Playing and Recording (SDL_audio.h)

Threads

e Thread Management (SDL_thread.h)
e Thread Synchronization Primitives (SDL_mutex.h)
e Atomic Operations (SDL_atomic.h)

Timers

e Timer Support (SDL_timer.h)

File Abstraction

e Filesystem Paths (SDL_filesystem.h)

3.3 [Mhateoppeg otig omoieg "tpéyer'’ n SDL
H SDL pmopei va tpé€et og 016popec TAATQOPUEG:
Windows

o Xpnowomnotet API Win32 yw amewkévion, a&lomoiwvtag to Direct3D yia
hardware acceleration
e Xpnowonotei DirectSound kot XAudio2 o 1o

Mac OS X

o Xpnotwponotei Cocoa yia anewoévion Pivteo, aomowwvrog v OpenGL yia
hardware acceleration
e Xpnowonotei Core Audio yia Mo
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Linux

o Xpnowomnotei X11 yi amewovion Pivieo, a&omowwvrag v OpenGL yia
hardware acceleration
e Xpnowomnotelt API ALSA, OSS kot PulseAudio ywa 1yo

iOS

e  Xpnowomnotet UIKit ywo amewovion Pivieo, aSomoiwvrog tnv OpenGL ES 2.0
yw hardware acceleration
e Xpnowonotei Core Audio ywa 1o

Android

e Xpnowomnotel JNI dwovvdécels yoo aneikdvion Pivieo, a&lomoidvrog tnv
OpenGL ES 1.1 kot 2.0 ywo hardware acceleration
e Xpnowomnotet JNI audio callbacks ywa 1o
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MEPOX AEYTEPO: AIIO TH OEQPIA YXTHN IIPAEH

KE®AAAIO 4: H AHMIOYPI'TA TOY ITAIXNIAIOY
"APPLE CAT"

Ewéva 58: Apple Cat game
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4.1 I'evika yopoxtnprotikd Tov waryviowov ""APPLE CAT"

O tithog Tov mayvidiov, APPLE CAT, dnlovet €€ apyng Toug d0V0 TPOTAYOVICTEG
TOV oy VId1o0, TV ydta kot to pnia. O ¥opoKTnpog Tov TayvidoloD ivotl po Aevkn
YAt pe KOKKvN KopdéLa, 1 omoio mewvdel kKot Tpoomadel va mdcel peptkd piia yo
va @del. Xkomdg Tov maiktn givan va kabodnynoet v yata, fondadviag ) va mdoet
T0. A0 TOV TEPTOLY ATd YNAQ.

To APPLE CAT, civou éva top-down casual video game, g0koAo otV KaTOVONON
KO TO YEPIOUO, EVA amevBOVETAL KUPIWG 0€ UIKPOTEPESG NAIKIEC TUKTMV, XWOPIG 0VTO
VO GNULOAVEL OTL OV UITOPEL VO AELTOVPYNCEL YLYOYMYIKA KOl Y10 EVOV EVIALKAL.

O maiktng péoa amd To CLYKEKPIUEVO TTayvidl, £xEL TN dLVATOTNTO VA TEGTAPEL TA
OVTOVOKAOGTIKG TOV, KOOMDG TPEMEL VO UETOKIVEL TOV YOPOKTAPO TPOG TNV
KateLBLVoN TOV TEPTOVY TOL UAC KOl VO, TO TAGEL, TPV avTd ayyiEovv to £60p0G.
[dwaitepa, 660 mpoywpd To emimedo, o pnAa epeavifovrol Le HEYaADTEPT cLYVOTNTO,
KTl TOV TPOGdidEL Eva Pabod duoKoAlag 6To oL VidL.

O maiKTNG OAANAETOPA LLE TO TOLYVIOL LE XPNON TOVTIKIOL Kot TANKTPpoAoyiov. Me to
movtikt pmopel va mepmynbel ota pevod TOL WOYVIOWOV, EVAD T YXPNON TOL
TANKTPpOAOYiOL a@popd To gameplay. YTApyovv TEGCEPLS OLPOPETIKOL MYOl OTO
moyviol. ‘Evag background 1yog, o omoiog axovyetol étav o maiktng Ppioketal otnv
006vn Tov apyuKol peEvo Kot Katd T didpkela Tov gameplay, Eva nynTtikd £p€ dtav n
YaTO TAVEL To. A 1 OTav avTd ayyilouv To £3apog, Eva NYNTIKO €0 e TaAapdKio
O0tav 0 TOUKTNG OAOKANPMVEL e EMTUYIO TO EMIMEDO Kol £vOG OKOUN YOS OTOV O
ToikTNG YAvel OAeg Tic {wég Tov.

4.2 Ileprypagn tov wayviowv ""APPLE CAT"

Otov 0 moikTng TPayUATOTOMGEL EKKIVoN TS EQAPLOYNS, ToV video game dniad,
Bpioketor oty 006v” e TO PevoD TOV oY VidLoD, TOL OMOTEAEL Kot TNV apyikn 006vn
(Ewova 59). Exel &yel dabéoiueg tpelg emhoyég pe ™ popoen buttons. Ot emhoyéc
avtég etvan Play, About ko Exit. Xpnotpomoiwvtog 1o movtiki, umopel va Kavel KAk
o€ Omola amod TIG EMAOYEG AVTEC OENEL.

Edv kével KAk otnv emdoyr About, petapépeton oe pia GAAN 006vn 6mov umopel va
dwPdoel 0dnyieg oyetikd pe 10 oKomd Kot T0 YEPoUO ToL Toyvidov (Ewova 60).
2Komdg, OMMG AVAPEPULE KO GTIV TTPONYOVLEVT] EVOTNTA, Elvan va fondnocel v ydata
va mdoel OA0 To uNAQ, TPV avTd ayyi&ovv to £0apoc. O yeplopdg g ydtog yivetot
ne ta Perdrio Tov TANKTpoAoyiov. ' va emoTpéYeL GTO TPONYOLUEVO HEVOD, UTopet
va kdvel KAk oty emdoyn Back 1 matdvtog to mAnktpo Esc.
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Edv o maikmg 0éher va amoympnoet amd 10 moyvidl, Umopel vo KAVEL KAMK GTNV
emaoyn Exit, n omola kol Oo teppoticel v e@apuoyr|. AlpopeTikd pmopel va
"eEavayKkaoel" OmOlONTOTE GTIYUN TO KAEIGIHO TOL TToy VoD, TATOVING T0 X OTO
napdBvpo g epapproyng (Ewova 65).

[Motdvrag v emioyn Play, Eexiva to gameplay (Ewova 61). X10 kbt pépog g
006vnc, BpiokeTol 0 YopaKTAPOS, TOV 0Toiov TNV Kivinomn eAéyyet o maiktng, eite de&id
eite aplotepd. [Mave apiotepd anewkoviletor To Score, deiyvovtag TOGO UAAL TPETEL
va poaléyel akoua Yoo Vo OAOKANP®OOoEL pe emttuyio To emimedo, evd mave desid
aneikovifovtat pe popen kopdidg ot {még Tov XapaKTNpU TOL £Y0VV amopeivel. Ao
TO TAV® PEPOG TNG 006VNC Kat pe KatevBuvon Tpog ta kdto, epgavifoviot To pnio e
Toyaieg Béoeic apenplag, ta omoia mpénetl va macel o maiktng. Mo kdbe unio mov
TMOVEL LE EMTUYIO, TO OKOP OWEAVETOL KOTA £va, evd Yoo kdBe pnio mov ayyilel to
£€00pog, ot Lwég pewwvovral xkatd pia. Oco avePaivel to okop, T pRAa apyilovv va
enpaviCovton pe peyadvtepn ovyvotro. ‘Etor o maiktng Oa mpémer vo elval
TOPOUTNPNTIKOG KOL TTLO YPTYOPOS GTIC KIVI|GELS TOV.

O maikTng umopel omoladNTOTE GTIYUN VO OLOKOYEL TO TOLYVIOL, TATOVTOS TO TANKTPO
Esc, 10 omoio Oa mpaypatomomoel mavon Tov gameplay, evod petagépetal otny 000vn
paused (Ewova 62), 6mov £xet dabéoyeg tpelg emoyég, Continue, Restart kow Menu.
[Motovrog Continue 1o movyiot cuveyiletal omd To onpeio 6to onoio To giye apnoet
o naiktg. I[atdvrag Restart, yiveton emavexkivinon tov emmnédov. TELOG, TOTOVTOG
Menu, o Ttaiktng EMOTPEPEL 6TV OpyIKT 000vn ToL TToyvidoL (Ewkdva 59).

2V TEPINTOOoN oL 0 TOUKTNG KOTAPEPEL e emttuyio va paléyel Olo To A TOV
QTOLTOVVTOL YLOL TNV OAOKANP®MOY] TOL EMUTEOOV, UETAPEPETOL otV 000VT Victory
(Ewova 63), 6mov emepnpeitor pe éva nymrtikod eeé (molapdrkio) Kot epeavioviot ot
emoyég Restart ko Menu.

2V mepinTmon mov 0 maikTng ydoet OAec Tig {wég, petapépeton oty 006vn defeat
(Ewova 64), 6mov akovyeton Eva mymrtikd €€ Kot epgavifovron ot emioyéc Restart
Kot Menu.
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APPLE CAT

Ewéva 59: Apple Cat menu screen

Help the hungry cat catch all the apples!

Use the arrows ﬂ to move right and left.
@

Don't let the apples touch the ground!

Back

Ewéva 60: Apple Cat about screen

Score: 17/30 m

Ewova 61: Apple Cat gameplay
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Continue

Restart
Menu

Ewéva 62: Apple Cat paused screen

Restart
Menu

Ewéva 63: Apple Cat victory screen

Restart

Menu

Ewévo 64: Apple Cat defeat screen
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APPLE CAY

Ewéva 65: Apple Cat game window

4.3 K®owkag tov maryyviowv ""APPLE CAT"

To video game avtd omovpynnke oto Visual Studio 2015 tng Microsoft, ce
YA®GG Tpoypappotiopod C++, pe ) xpnon g Prpriodnkng SDL.

IMa ™ dnuovpyia Tov KOdKA, YpAPTNKAY TEPLocOTEPa amd Eva source files (.cpp),
vl T omoia dmpuovpynOnkay ta avtictotya header files (.h).

Otav éva project, otnv mpoxkeévn epintwon to video game, givol apketd peydio
060 apopd tov Kodwka, cuvndiletan va ywpiletar oe empépovg source files, yio va
HeltveTon 0 xpodvog mov yperaleton yio to compile. o v odvdeon twv emPEPOVG
aUTOV apyei®wV, MOTE TO KOUUATIL OVTA TOV KOOWKO VO oLVOEGOLV TO TEMKO
amotédeopa, ypnoomolovvtor ta header files. Ta header files (.h), dnidvovv 1o
functions/classes/variables, evd ta avtiytotya source files (.cpp), divovv Tov opiouo.
Me amhd Aoylo évo header file dnidvel 10 moleg eloMGES, KAAGELS, UETAPANTES
YpNoLonoovvIol 610 avtictoyo source file, evd 1o source file dnidvel 10 TAOC
YPNOLUOTOOVVTAL, ONANOT TEPLEXEL TOV KVUPLo KdOKa. 'ETol av yio mopdostypo 1o
Alpha.cpp apyeio yperaleton va karéoel o function and to Beta.cpp apyelo, t0te
umopel anAd va kdvel #include to Beta.h. Enuavico vo onueimdel eniong 0tL KGO
source file mpénel va kdvel #include to avtictoryd tov header.
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4.3.1 K®dwkog '""Main"'

Ye avtd 1o koppdtt tov koowa (Mapdptyuae I), opiCovpue v function main, 1
omoio. amoteAel Kal TNV KOHPLO. GLVAPTNON TOV TOLYVIOOV, N OTolo TEPEXEL O TOL
components tov video game. To source file avtd eivar Kot 10 PdGVO 6TOV KOOIKA LAG,
oL 0ev €xel 01KO Tov header, pag kot 11 cuvapTNoN Main, dev TPOKELTAL Vo, KANOET
amo kovéva Ao source file.

2115 ypappég 9-22 tov main.cpp, opilovtol to OVopo TG EQUPUOYNS, 1 AVAALGT] TNG
006vN g TOoV TOYVO100, KaOMG Kot 01 S0GTAGELS TNG YATOS KOl TOV UAOV.

2116 Ypoupég 29-52, meprypdoovrot ta facikd components tng SDL mov ypnoyonotet
n main. Avtd eivan o SDL_Window, SDL_Renderer ko SDL_Event. Apyikomoteiton
n SDL library pe ™ ypnon ¢ function SDL_Init, ev®d ypnowomnoteital n function
SDL_CreateWindowAndRenderer yia tnv dnpiovpyia tov mapafopov g QopLOYNS
kot tov renderer. Mg t ypnon g function SDL_SetWindowTitle, angwoviCovpe t0
6vopa tov video game ®g Titho 610 TOPdOLPO TG EPAPLOYNC. XPNOYOTOOVUE TNV
SDL_Surface doun yio va poptdcovpe éva icon pécm g IMG_Load, to onoia 6a
opiocovpe ®¢g ewovidlo ¢ epapuoyng pog pe m ypnon e SDL_SetWindowlcon.
Apywcomotovvtar emiong m SDL ttf engine (apopd tig ypoppotoosepés) ko n SDL
sound engine (a@opd TOLG MYovLS). TEAOC meEPlypA@OvVIOL TO. components TOL
oy vidlov, oniadr to gameworld, o yapoktipag (Yéto) Kot To PiAo.

21g ypoppés 54-81, meprypagpetor po cLVONKN, KATA TNV OOl Yoo OGO YPOVIKO
dlotnua N epappoyn Tpéxel, ypnopomoidvtog tv function SDL_PollEvent yia
aviyvevon toxov ocovuPdviov. Av to ocvuPdvia avtd eival S0POPETIKA OO TOV
TEPUATIOUO TNG EPAPUOYNGS, TOTE T avaAapPavel o Kodtkag tov gameworld mov Oa
dove mapakdte. EmmAéov vroloyilet To delta time kot avovedvel Kot ameikoviletl To
gameworld.

Téhog, ehéyyel yia ToXOV cvUPEv TEPLOTIGHOL KOl v oviyvevbel, T0TE e T ypNom
¢ function SDL_QUIT «dver clear O6Aa to components g SDL mov
apytKomomonkay.

4.3.2 Koowkag '""GameObject'

Y10 xoppdtt avtd Tov kddwo (Mapaptnpa II), opilovpe v class GameObject mov
nepiEyel functions yuo ™ onuovpyion evoc TPotHIov opboymdVING TEPLOYNS, TNV OToin
apyotepa B YPNCLOTOMGOVIE TOGO Yo TNV ONovpyia ¢ Yatog, 060 Kot yio T
onuovpyia towv Awv. I'a m onovpyia opboymdviag Teployng, YPNOUOTOIOVUE TV
SDL_Rect, g douny mov mepiéyel tov opopd evog opBoywviov. Ot mapdpeTpot
TOIPVOLV aKEPULEG APLOUNTIKES TIUEG KOl OLPOPOVV TIC GUVIETAYUEVES (X,Y) TNG TAV®
aplotepd yoviag tov opboywviov, kabhg emiong to puikog Kot to mAdtog tov. Ot
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opBoymdvieg avtég meployég Ba eivanr otnv ovoia to hitboxes Tov aviikeluévov Tov
TOLVIOL0V.

2115 ypoupés 5-71 tov gameobject.cpp, meptypdgovtot ot functions mov oyetilovron
pe v opBoymdvia mePLoyn.

>1g ypoppég 11-29 tov gameobject.h, dnAdvovior ot Asttovpyieg avTég, Evd 0T
ypopuun 32, ypnowwonoiwvrag tn oopr] SDL_Renderer, g omoiag o porog sivar va
avarapel To rendering, opileton po eikovikn function ywo to rendering, m omoio Oa
KOst apydtepa amd Tic classes Player ko Apple.

4.3.3 Koowag '"Player"

Ye auto 10 Koppatt tov kmowke (Mapaptype III), opifovpe tic petafintég mov
a@opPovV TIG Ol0OTAGELS TOV YOPOKTHPA TOV TALYVOL0D, ONAMST TNG YATOG KOl TOVG
dtvovpe tipég. Emumdéov, opiCovpe v class Player kot pdiicto g Buyoatpikny g
GameObject. H class oavt) mepiéyet functions ywo ™ Omuovpyio g yaTOC.
Xpnoworotovpe v doun SDL_Texture yio va giodyovpe eikoveg mg texture mov Oa
"vihoouv" Ta avTiKeipeva pog.

e ypappés 3-14 tov player.cpp, xdvoupe rendering to texture tov moikTn,
QopT®VOLUE dNAadT TV &wkova player.png ¢ texture, opilovpe TIG TWES TOV
TOPOUETPOV TNG 0pHoydVig eMPAveLng TOV B KAADTTEL, EVD OPYIKOTOIOVLE KOl TOV
TPOGOVUTOAGLO TOV YPOPLKOV.

Y115 ypoupég 16-23 opilovpe Tov constructor yia T dnupovpyio g YATOG, EVO OTIG
ypoppéc 25-30 opilovpe tov destructor yio TV daypapn Tov texture [e T ¥pNon e
function SDL_DestroyTexture.

2115 Ypopupég 32-45 meptypdeeTol 0 KMOOKAS Yo TNV EUEAVIOT TNG YATOG 6TV 000V,
TPOAYLLOTOTOLDVTOG EAEYYO Yo TO av £xel popTmOEel TO texture mptv yivel To rendering,
KaBmG Ko ov ypeldleTal vo EQAPUOCTEL dAAOYT TPOCAVATOMGHOD TOV Ypaplkov. [
Tov TposavatoMopd ypnoiponolovpe v SDL_RendererFlip n omoio arapiBuet ta
flags mov pmopovv va ypnoiwomomBodv yio v mopauetpo flip g function
SDL_RenderCopyEx. Ta flags pmopei va eivar SDL_FLIP_HORIZONTAL,
SDL_FLIP_VERTICAL xo1 SDL_FLIP_NONE kot dnA®vovv avtictoryo optldvtia
oAy TPOGOVOTOMGHOV, KdOeTtn 1 kabBoAov. T To rendering ypnoyomoteital n
function SDL_RenderCopyEx, n omoio avtiypdeet 10 texture 610 GUYKEKPLULEVO
avtikeipevo (ydta) mov kdvovue render kot e@oppdlel mEPIGTPOPN KOTA Ywvia M
aAAayT| TPoGavVATOMG OV Kotd To Tmg opilel ) SDL_RendererFlip.

Téhog otig ypappég 47-71 meprypdoetal 0 KOOKAG Yoo TNV kivnon ¢ ydtog Av m
katevBuvon elvol Tpog Ta aploTEPd, TOTE M YATO Kveitol TPOC TO OPlLoTEPM,
TPAYLLOTOTOLDVTOG EAEYYO MOTE va. Unv EePuyel amd T aplotepd Opto. TG 00o6vng,
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EVD TO YPOQIKO OAAGLEL OVTIOTOWO TPOGAVATOMGUO TPOS To OoploTepd. Av 1
katevBouvon eivor mpog T 0eCd, TOTE M yata Kiveltow TPog To  OEEd,
TPAYLLATOTOLDVTOG EAEYXO DOGTE Vo v Eeuyet amd o de&1d Opta TG 006vng, evd 10
YPAPIKO aALALEL OvVTIGTOLYO TPOGAVATOAIGUO TTPOG TOL SEELA.

4.3.4 Koowag ""Apple"

Ye auto 10 koppdatt tov Kodke (Mapdaptnpa IV), opifovpe tig petafintég mov
aPOPOvV TIC JCTACELS TOV UQAOL Kot Tovg dtvovpe tés. Emumiéov, opilovpe v
class Apple og Bvyatpwn g GameObject. H class avtn mepiéyet functions yio
dnuovpyict TOL UHAOV.

Yng ypappéc 3-12 tov apple.cpp, xévovpe rendering to texture Tov pNRAOv,
eoptdvovpe dnAadn v ewkdvo apple.png g texture ki opilovpe TG TWES TOV
TOPOUETPOV TNG OpOOYDOVING EMPAVELNG TTOV ol KAAVTTEL.

>t ypoupég 14-21 opifovpe tov constructor yio T dnpovpyio TOL UAOD, EVA GTIC
ypappég 23-27 opilovpe tov destructor yio TV daypoen Tov texture.

211 ypappég 29-36 meptypApETaL 0 KOSIKOG Y10 TV EUOAVIOT TOL UNAOL GtV 006V,
TPOYUATOTOIDOVTOG EAEYYO Y10 TO av EYEL POPTwOEL TO texture mpwv yivel o rendering.
I"a 1o rendering ypnoonoteiton 1 function SDL_RenderCopy, 1 omoia avtrypdeet
TO texture 6To CLYKEKPIUEVO avTikeipevo (UAo) Tov Kavovpe render.

Téhog otic ypappéc 38-42 meprypdpetot To fripo Kivnong tov pAov atov a&ova y.

4.3.5 Koowkag '"TextEngine'

10 kKoppdtt avtd tov kodka (Mapaptnpa V), opiovue v class TextEngine mov
mepiEyel  functions oyeTikd pe TNV YPOUUOTOGEPE TOL  KEWEVOL 7oL B
YPNOLUOTOU|COVLE GTO TTOLYVIOL.

Yrc ypoppés 29-37 tov textengine.h, onAdvovror ov dopég SDL_Renderer,
SDL_Surface, SDL_Texture, SDL_Rect ko1 SDL_Color. H doun SDL_Surface
TEPLEYEL TANPOPOPIEG OYETIKA pE Ta pixel, evd n Asttovpyio TG ivor mapopoln pe
v ooun SDL_Texture, wot6c0o M devTEPN MEPA OO TO Vo "KpATd" TANPOPOPIES
pixel evoc otoyeiov, emmAéov tic avanapactd. H SDL_Color givor po dopn yio tv
OVOTOPAGTACT) YPOUATOV.

>1ig ypappéc 17-25 tov textengine.cpp meptypdgeton 1 function size mov vmoAoyilet
7O HEYENOC TOL KEWWEVOL KOl TO €100G TNG YPOLUATOCELPAG.
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21g ypopupég 27-41 meprypagetor m function draw m omoio oyedialel, ameikovilel
oniadn 1o keipevo. Ko 1 size kot m draw @optd®VOLV TNV YPOUUATOCEPE TNG
EMAOYNG pag, Tnv robotoc.ttf pe ) ypnon g TTF_OpenFont.

211g ypapupég 43-53 neprypdgovton ot functions wov pog ETITPETOVY VoL AALAEOVLE TO
YPOLO TOV KEWWEVOV, VM TEAOG OTIS YPOUUES S5-75 meprypdopovtor ol functions mov
KAVOLV GTOiYIoN TOL KEWWEVOL 0ptlovTIa Kot KADETA.

4.3.6 Koowag '"'Button"

1o koppdtt avto Tov kMoK (Mapaptnpe VI), opilovpe v class Button, n omoia
nepéyel functions yi v Onuovpyic e€vog mpotvmov button, To omoio Oa
ypnowonomBel and v class GameWorld yio v mpocappoyn twv buttons mov
ypelONaoTE GTO O Vit

Y1 ypappés 3-24 tov button.cpp, opifovpe tov constructor yia Tn dnpovpyio TOV
button, apyuomolovvtol ot member petafintés, v opilovpe Ko Tov destructor yio
TNV JypaPT TG EMPAVELNG KOl TOV texture.

211 ypappés 26-63, meprypdeeton 1 cuvaptnon render mov oyedidlevaneucovilel To
button otnv 006vn. Ze avtd T0 KOPUATL dnpovpyeital n opboymvia meptoyy| mov Ho
katalopfPdaver to button, pvOuiletor to blend mode pe ™ ypnon NG
SDL_BlendMode 1 omoie omapiBuei to blend modes mov pmopovv va
xpnoonomBodv amd v function SDL_SetRenderDrawBlendMode. Avté pmopet
va  eivan SDL_BLENDMODE_NONE, SDL_BLENDMODE_BLEND,
SDL_BLENDMODE_ADD o1 SDL_BLENDMODE_MOD 10 omoio dni®vouv
avtiototya no blending, alpha blending, additive blending kot color modulate. Emiong
oyxedidleton to background kot To mepiypappo Tov button, pe tn ypnon Tov functions
SDL_SetRenderDrawColor, SDL_RenderFillRect wou SDL_RenderDrawRect. H
SDL_SetRenderDrawColor dnimver TiG TOPOUETPOVG TOV  YPOUATOS, 1
SDL_RenderFillRect "yeuilel" v opBoydvia meproyr| Tov button pe to emtheypévo
ypoua, evdd n SDL_RenderDrawRect cyeoidler 10 meplypappo yopm omd tnv
opBoydvia meployn mov KaAvmtel To button. PoptdveTOL 1 YPOUUOTOGEPE TOL O
YPNOLLUOTOUCOVLLE Y10 TO KEIUEVO, EVA ONUOVPYEITAL 1) EMLPAVELX TOV KEWEVOL LE TN
xpnon g TTF_RenderText_Solid kot to texture pe tv ypnon g function
SDL_CreateTextureFromSurface, | onoia onpiovpyei texture amd v VIAPYOLGO
emoavela. Me t ypnon mg TTE_SizeText, Aappdvetor to péyebog tov KeEWEVOL TOL
yperaleTal vo oxedlaoTEl, EVO TEAOG KEVIPAPETOL Kot GYESALETOL TO KEIUEVO HEGO GTO
button.

Y ypopupés 65-70, meprypdoeton n function isClicked, 1 omoio eAéyyelt av ot
CULVTETAYILEVES TOV kKEPTGOpa Bpickovtar péca oto button.
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Téhog, otic ypauuég 72-84, meprypagpovrtor ot functions mov opilovv 10 background
kot border color.

4.3.7 Koowkog ""GameWorld"

e avtd 10 koupdtt Tov kooko (Mapaptnpa VII), opileton n class GameWorld,
oV omoia TEPLYPAPOVTOL OAO T EMUEPOVS GToLyEin Tov divovv (N 61O ToyVidL.
Ed® omuovpyodviar 6leg ot 086veg mov cuvBétovv 1o video game, to buttons,
EGAYETOL 1) LOVGIKT], TOL TANKTPA XEIPIGLOV KTA.

>1c ypoppés 17-43 tov gameworld.h, opifovpe 11g TYES 6TIG S1AOTACELG TG YATOG
Kot Tov pnAov. Emiong opifovpe kot divovpe Tég oe emmAéov meEPLEYOUEVO TOV
ToLVIO00 OTMOC TO TEAIKO OKOP OV TPEMEL VoL PTAGEL 0 TaikTNG, TS {wéC mov €xet,
KoOAdG Kol TG doTAcES TG Kapdldg mov Ba amewcoviler 11g {wég, o emimeda
dVOKOATNG KABMG KoL TOV apyKd ¥POVO TOL TPEMEL VO TEPAGEL Y1 TNV EUPAVIOT] VEOU
uqAov oty 00ovrn. Télog yiveton amoapibunon TOV KOTOCTACTE®V TOL TOLYVIOIOV
(gamestate). O1 kataotdoelg avtég eivar oi: START, PLAY, PAUSE, WIN, LOSE,
ABOUT, ot omoieg avtiotiyohv oty apytkr] 000vn He To0 KEVIPIKO HevoD, TNV 0006vn
nov SadpappatiCetal to gameplay, v 086vn madong Tov Tayvidlov, Ty 006vn oe
nepintwon vikng, v 006vn oe mepintwon omotvyiog Kot TV 000vn pe TIg 00nYyieg
TOV TOLLYVIOL0V.

>1ic ypappég 3-113 tov gameworld.cpp, meptypdeetal o kddkag Tov constructor yio
™ dnuovpyia tov gameworld. And ™ ypouun S émg 42 apyucorotove to member
data tov gameworld. ®optdvovpe emiong Ta €£Ng textures: TNV KOV TOV ATOTEAEL
T0 POVTO TOV GKNVIKOV KOTA TN d1dpKela Tov gameplay, To pOVTo otnVv apyikn 08ovn,
mv ewovo oty o06vn about, kobdG kol TO €Kovidlo TG kopowdc. Emiong
(QPOPTMVOLLLE TNV HOVGIKN ypnoiponmoldvtag v Mix_LoadMUS kot ta nynrtikd epé
(Aov,vikng kot arotvyiog) ypnowonowwvtoag v Mix_LoadWAV. And ) ypouun
44 ¢mg 105 onuovpyodue 6Aa ta buttons mov Ba ameikovicovpe oto moryviolr. Ta
buttons avtd eivan ta: Play, Exit, Restart, Menu, Continue, About kot Back ta onoia
avtiotoryo odnyodv Tov TOiKT otV ekkivnon tov level, otnv £€£odo amd TNV
EQOPLOYT, oTNV EnaveKKivnomn tov level, 610 kevIpKd HEVOD, GTNV EMGTPOPT] GTO
gameplay petd amd mavon, otnv o06vn pe TIg 0dnyieg Kou mio® otV apyk 006vn
(opoimg pe to menu). Ztnv ypopupr 108 kdvovpe seed tov random generator o omoiog
Ba ypnowomomBei apyotepa omd v function getRandom yia tn dnpovpyio Tvyaiov
apOpov. Téhog omv ypouuny 111 ypnowomowdvroag v  Mix_VolumeMusic
aArdlovpe TV VOO TNG LOVGIKTG.

Y1 ypapués 115-147, opifovpe tov destructor tov gameworld,6mov daypdgovpe to
movta. omd v pvaun. Ta  textures, NV HOLCIKN  (YPNOUYOTOLOVIOG TNV
Mix_FreeMusic), to myntiké €pé tov pniov (xpnoponoidvrag v Mix_FreeChunk),
v ydra, To pnia, tnVv textEngine kot ta buttons.
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211g ypopupég 154-174 yiveton €heyyoc yio 10 v 0 ToiKTnG motd 10 aplotepd 1 To deéi
Berdkt oto mAnkTpoAdylo ypnoponowwvrag v function SDL_GetKeyboardState n
omoio, eEVNUEP®VEL yloL TNV OEGOUEVI] KOATAOTOGY] TOL TANKTPOAOYIOL, OV TOTIETAL
ONradn kdmoro TANKTPOo). Av mati€tor To aplotepd Pehdkt, T0Te N Ydto Kiveitol Tpog
T OPLOTEPQ, VO OV Ttatietal To 0e&t Peddkt, 1 ydTa Kiveiton Tpog ta de&id.

Y1 ypoppég 176-196 yiveton €heyyog yuoo to av mpémel va dnpovpyndet véo pnio,
KoOAdG KOl Yo TO OV 1KOVOTOIEITOL 1) GLUVONKN Yo TV oAAaYY| TNG SVGKOAIOG TOV
emmédov, OToL T pNAa Ba epaviCovial pe pHeyaAdTePN CLYVOTNTA.

>1c ypoppég 203-256 yiveton €Aeyyog yio to av vrapyet collision peta&d g ydTog
Kol Tov PRAov N av 1o piAo ayyiler 1o €dapog. Xpnowomoteitor n function
SDL_IntersectRect, 1 omoio vroroyilel To onpeio Topng 0o opHoyWVIOY TEPLOYDV.
21V mEpInTmon mov 10 UNAo "cuykpovetal” pe ) ydrta, to pnio eEapaviCetat, mailetl
TO MYMTIKO €PE TOV UAOL KOl TO GKOP OVEAVETOL KATA £val. AV TO GKOP TOL TO{KTN
100VTOL [LE TO TEAKO GKOp, TOTE 1) KATAGTAOT TOV Totyvouov aAlalel oe WIN, mailet
TO NYMNTIKO NG VIKNG EVAO GTOUATA 1] LOVGIKT. AV T0 unAo ayyi&etl 1o £dagog, Tote TO
o eapaviCetal, mailel To yMTIKO TOL UNAOL Ko 0 TTOUKTNG Yavel pa Con. Av 1
Con tov moikTn 1600ToL HE TO UNOEV, TOTE 1| KATAGTACY] TOV TAYVIdoV OAAALEL o€
LOSE, maiCet To nyntko @€ g amotuyiog Kol GTOUATH 1| LOVGIKT).

Ytg ypoppés 258-340, meprypdoeetor M Ompovpyion Ko ameikdvion e o0ovng
avaAoyo HE TNV KOTACTOCY] TOV TorVidloh. AV 1 KOTAGTOON TOL moyvidol eival
START, 161¢ ancwovileTor 1 €1KOVO OHVTOL TOV AVTIGTOLYEL TNV HETAPANTY| cover,
kaBdg emiong kot to buttons play, about kot exit. Av 1 KOTAGTAOT TOL TOLYVIOIOV
elvar PLAY, PAUSE, WIN 1 LOSE, aneikovietot n eikéva pOHVTOL TOL avTIoTOLYEL
ot petafinti background, kabdhg eniong kot to okop Tov TaiKT dTWS Kot ot {WES
Tov. Av 1 kotdotaon eivar PLAY, 16te emumAéov aneikoviCetan 1 yarto kabmdg Kot To
uia. Av i katdotaon eivar WIN 1 LOSE,161e aneikoviCovton ta buttons restart ko
menu, kaBmg kol To pvopa "victory" 1 "defeat" avtictoya. Av 1n KaTdoTOON TOVL
moyviowov eivar PAUSE, tote amewovileton to pjvopa "paused”, kabod¢ kol to
buttons continue, restart kot menu. Télog, av 1 katdotoon sivor ABOUT, tote
aneikoviletar 1 ewodva OVTov mov aviictoyel ot petafinty aboutCover, Kabnhg
Ko To button back.

>1c ypoupés 342-483, meprypdpovtol to user input events, 0tov OMAAdN 0 TOIKTNG
OAANAETIOPE LEG® TOL TANKTPOAOYIOL 1] TOL TOVTIKIOD GE SLAPOPES KATAGTACELS TOV
oy vidov. Xpnowomoteitar ) dopury SDL_Event, n onoia elvan o mopivag OAmv tov
event handling otnv SDL. And 1t ypauun 344 £¢og 373, neprypdgpovtol To events
otav o maikng matd 1o mANktpo Escape oe kdéBe pio amd T1g KotaoTdoES TOL
moyviowov. Iivetoan €heyyoc av matiéton kamolo mAnktpo (SDL_KEYDOWN) kot
otV ovvéyxela ov avtd to mAnktpo eivar 10 Escape (SDLK_ESCAPE). Egpocov
TATIETAL, TOTE:
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Av 10 mayvidl Bpioketar oty Katdotaon PLAY, n xotdotaon aAldalel oe
PAUSE kot ctapotd n povok.

Av 10 Touyvidr Bpicketor oy Katdotaon PAUSE, n katdotaon aAldlel o
PLAY kot EgKva 1) LOLGIKT.

Av 1o ayvior Bpioketor oty kataotacn WIN 1 LOSE, n| katdotoon
aAralel o PLAY, xaAeiton n function reset (Ga dodue v Aeitovpyio tng
TOPOKOT®) Kol EEKIVA 1 LOVOIKN.

Av 10 moyvidl Bpioketor oty katdotaon ABOUT, 1 katdotaon ailalel og
START.

Amo ™ ypapun 375 fmg 483, meprypdpovrol To events OTOV O TOAKTNG TOTA TO
aprotepd mANktpo oto novtikt (SDL_BUTTON_LEFT). Epdcov matiétar, 11!

Otav to moyviotl Bpioketon oty kotdotaon START:

Av matdet to play button, 1 katdotaon oArdlel o PLAY, kaAeiton n) function
reset Kot EEKIVA 1) LOVGIKN.

Av matdel To about button, 1 kotdotaon aArdlet ce ABOUT.

Av matdel To exit button, teppatilel n epoapuoyn.

Ortav 1o moryvidr pioketon oty katdotoon PLAY, dev cupPaivel amoddtwg timota,
KaBmg dev vapyovv buttons.

Ortav 10 moryvidr Bpiokerar oty kotdotacn PAUSE:

Av matdel 1o restart button, n Katdotaon aAraler oe PLAY, koAeiton m
function reset Kot EeKvd 1 LOVGIKT).

Av motder To menu button, 1 katdotaon aArdler oe START, xoAegiton 1
function reset Kot EeKva 1 LOVGIKT).

Av matdel To continue button, 1 katdotoon aArldler oe PLAY kot Eekvd 1
LOVGIKT).

Ortav 10 maryvidr Bpiokerar otnv kotdotacn WIN 1 LOSE:

Av matdel to restart button, n katdotoon oArdler oe PLAY, kaAeitor 1
function reset Kot EeKvd 1 LOVGIKT).
Av motder To menu button, 1 katdotaon aAraler oe START, xoAegiton 1
function reset kot EeKVA 1) LOLGIKT).

Orav 10 moryvidr Bpicketar otnv kotdotacn ABOUT:

Av matdet to back button, ) katdotaon aAlalel oe START.
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Yrg ypoppés 503-511, meprypdoeton m function pushApple vy dnuovpyia
Kawvovpylwv pMAev oe toyaio 0éon otov dfova x. Xpnowomotel T PonOntikn
function getRandom (ypapupég 527-531).

Y1ig ypopupég 513-525, neprypdoeton 1 function reset, n omoio dtav KaAgitor, KAVeEL
reset OA®V TOV TOPAUETPOV TOV apopovV To gameplay, 0nwg v Béon ¢ ydtog, 1o
oKop, 11§ Lmég, TNV SuoKOMa KTA.

Téhog, otig ypauuéc 533-583, neprypdopovion functions mov a@opohv 10 GYEOIACUO
KEWEVOL oToV 006VN, TV Kapdidv mov ancikovilovv tig (wég Tov maikn, functions
YL TOV €AEYYO TNG LOVOIKNG, KoBmG kot functions mov aAAALOVV TI KATAGTAGELS TOV
oLy VIO10V.

4.3.8 Koowkag '"DeltaClock"

>10 xoppdtt owtd tov kddwo (Mapdptnpa VIID), opilovpe v class DeltaClock,
o amAr kAdon mov kdvel track v delta time. Xpnowomnotweiton n function
SDL_GetPerformanceCounter, 1 omoio. AopBdvel v TpéYovca Ty TOL HETPNTY
delta, kaBwg ka1 n function SDL_GetPerformanceFrequency, n omoia petpdet v
oLYVOTNTO TOV LETPNTH.

4.4 Yopnepaopora

Méoo oand avt v gpyacio, UTAKOUE OTOV LIEPOYO KOGHO TV video games.
MdaBape O0tL Ta moyviolw Oev givorl amAd po. dpacTNPOTNTO Yoo Tadld, OmmG
motevetan. Ta videogames mpoGPEPOVY O OAOKANPOUEVT] LOPPT] YLYOY®YING, LE
HeYOAN ToKIMa TITAWV 6TV ayopd, akoOuUn Kot Yo ToVG 7o amatntikovs. Emiong oe
QLTI TNV €PYACI0, UMNKOUE CTNV JAOIKOGI0 VO LEAETCOVUE TTAOS dnpovpyeiton Eva
video game, KaO®OC KOl VO ETYEIPCOVUE VO OVOTTOEOVIE TO SIKO HOG Oy viol, Ue
mv xpnon g Pprodnikne SDL, n omoila mapéyel gvypnoteg functions kot dopég,
€0KOAEG OTNV KOTOVOTNGT AELTOVPYIOG TOVG, TOV HOG EMLTPETOVY VO ONULOVPYHCOVLE
éva cross-platform video game.

[101]



4.5 MeALOVTIKEG EMEKTAGELS

Melhovtikd, Ba pUmopovcav Vo EQOPUOCTOVV KATOEG O1opldcels/PeATIOOEL GTO
video game APPLE CAT 6nog:

Anpovpyia buttons mov Bo Kdvovuv mute TV LOLGIKT KoL TO NYNTIKA EQE
[Teprocotepeg emAoyEg avaivong Tov window TG EQOPLOYNG.

[Tepiocotepa emineda, to omoion B eiyav to 01Kd TOLVG EEYWPLOTO EHVTO,
KaOdg eniong Oa aAlale ypdpa 1 Kopdéia TG YaTog.

AALoyn TG ELPAVIONG TOL KEPGOPA ATAV KAVEL mouse over 6€ va button.
Anpovpyia evog devtepov gameplay mode, to endless mode, 6mov To pnia
dev Ba otapatovoav moté va epeavitovral, g 6Tov 0 TaIKING YAoEL OAEC TIC
Cwéc tov. Xe avtd to mode to eminedo dvokoAiog Oa avEaveTon pe GOEOS
peyoAvtePo puouod K.o.
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ITAPAPTHMA I: '""Main" k®owkog

main.cpp

main.cpp™ +#

1 - <SDL.h>

2 #include <SDL_image.h>

3

4 #include "player.h™

5 #include "apple.h™

6 #include "gameworld.h”

) #include "deltaclock.h™

8

<) // APPLICATION INFO

1@ const char *applicationMame = "Apple Cat";

11

12 // Screen Resolution

13 #define SCREEN_WIDTH See

14 #define SCREEN_HEIGHT 480

15

16 // PLAYER INFO

17 #define PLAYER_WIDTH 64

1 #define PLAYER_HEIGHT 64

15

28 // APPLE INFO

21 #define APPLE_WIDTH 32

22 #define APPLE_HEIGHT 32

23

24 Elint main{int argc, char **argv) {

25

26 bool quit = false;

27 DeltaClock deltaclock;

28

29 // Basic SDL components

38 SDL_Window *window = nullptr;

31 SDL_Renderer *renderer = nullptr;

32 SDL_Event evt;

33

34 // Initialize SDL (window, renderer)

35 SDL_Init{SDL_INIT EVERYTHING);

36 SDL_CreatelWindowAndRenderer (SCREEN_WIDTH, SCREEN_HEIGHT, @, &window, &renderer);
37 SDL_SetWindowTitle(window, applicationName);

38

39 // Change application's icon

46 SDL_Surface* icon = IMG_Load(“applecat.ico™);

41 SDL_SetWindowIcon(window, icon);

42

43 // Initialize the sdl ttf engine

44 TTF_Init(});

45

46 // Initialize the sdl sound engine

47 Mix_OpenAudic(22@5@, MIX DEFAULT FORMAT, 2, 4896);
43

49 // Game components

58 GameWorld world = GameWorld(renderer, SCREEN_WIDTH, SCREEN_HEIGHT);
51 world.getPlayer()->setPosition(4@®, SCREEN_HEIGHT - PLAYER_HEIGHT);
52 world. pushApple();

53

54 Bl while { !quit } {

55

56 // Detect Window Events (Keyboard, Mouse)

57 =] while ( SDL_PollEvent(&evt) !=8 } {

58

59 // Check for quit status and let world handle the rest of the input
58 quit = evt.type == SDL_QUIT || !world.handleInput(evt);
61

62 | 3

63

64 // Calculate the actual delta time ( in milliseconds )
65 double delta = deltaclock.tick();

66

67 // set black for the background color and clear the screen
68 SDL_SetRenderDrawColor(renderer, @, @, @, 255);
69 SDL_RenderClear(renderer);

7@

71 // Update and render world (the actual game)

72 world.update(delta);
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73
74
75
76
77
78
74
a8
81
82
a3
a4
85
86
a7
88
84
98
9l
92
a3

world.render();

// Swap to window rendering
SDL_RenderPresent(renderer);

// Fixed to 6@ FPS
SDL_Delay(leas / 68);

i

// Stop and free SDL
SDL_FreeSurface(icon);
SDL_DestroyRenderer(renderer);
SDL_DestroyWindow(window);
SDL_Quit();

TTF_Quit(};

Mix_CloseAudio();

return @;
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ITAPAPTHMA II: ""GameObject' k®oikag

gameobject.h

I El#ifndef  GAMEOBIECT H

2 #define  GAMEOBIECT H__

3

< #include <SDL.h:

5

6 Flelass GameObject {

7

8 public:

9

1@ // Functions to set the object’'s position
11 void setPositionX(int x);

12 void setPositionY(int y);

13 vold setPosition(int x, int y);

14

15 // Functions to get the object's position
16 int getPositionX();

17 int getPosition¥();

18

19 // Functions to set object's size

28 void setWidth(int w);

21 void setHeight(int h};

22 void setSize(int w, int h};

23

24 /{ Functions to get the object's size
25 int getWidth();

26 int getHeight();

27

28 // Function to get the entire rect

29 SDL_Rect getRect();

38

31 // A pure virtual function for drawing
32 virtual void render(SDL_Renderer *renderer) = @;
33
34 protected:
35
36 5DL_Rect rect;
37
38 B
39 |
4@ #endif
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gameobject.cpp

gameohject.h gameohject.cpp R

1 Elinclude "gameobject.h™

| #include "apple.h™

Elwvoid GameObject::setPositionX(int x) {
this-»rect.x = x;

}

11 Eweid GameObject::setPositiony(int y) {
13 this->rect.y = y;
15 1

17 Flveid GameObject::setPosition(int x, int y) {

19 this->setPositionX(x);
2e this-»setPositionY(y);

22 1}
24 Flint GameObject::getPositionX() {
26 return this->rect.x;

28 13

3@ Flint GameObject::getPosition¥() {

32 return this->rect.y;

34 }

36 Ewoid GameObject::setWidth(int w) {
37

38 1

a4 Fweid GameObject::setHeight(int h) {
42 this-»rect.h = h;

44 L}

46 Flweid GameObject::setsize(int w, int h) {

48 this->setWidth(w);
49 this->setHeight(h);

51 L}
55 [=lint GameObject::getwWidth() {
55 return this-»rect.w;

57 L}

59 Fint GameObject::getHeight() {

6l return this-»rect.h;

63 |3

65 [-1SDL_Rect GameObject::getRect() {

67 return this-»rect;
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ITAPAPTHMA III: ""Player' k®owkog

player.h

EN= RS player.cop

1 [ifndet  PLAYER H

2 #define  PLAYER H__

3

4 E#include <SDL.h»

5 #include <SDL_image.h>

6 | #include "gameobject.h™

7

8 // PLAYER INFO

£y #define PLAYER_WIDTH 64

18 #define PLAYER HEIGHT 64

11

12 Flclass Player : public GameObject {
13

14 public:

15 Player(SDL_Renderer *renderer);
16 Player();

17 ~Player();

13

19 // Draw the player on the screen
28 vold render(SDL_Renderer *renderer) override;
21

22 // Move the player

23 vold move(int dir, int limitleft, int limitRight, double delta);
24

25 =] enum {

26 DIR_LEFT,

27 DIR_RIGHT

28 L }

29

30 private:

31

32 // Player's texture

33 SDL_Texture *texture;

34

35 // Player's flipped orientation (true when player's moves to the left)
36 bool isFlipped;

37

38 1'}s

39 |

4@ #endif
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player.cpp

player.h player.cpp +

1 ginclude "player.h”

2

3 EIPlayer: :Player(SDL_Renderer *renderer) {

4

5 this-»rect.x = 8;

6 this->rect.y = 8;

7 this->rect.w = PLAYER_WIDTH;

8 this-»rect.h = PLAYER_HEIGHT;

9

1@ this->texture = IMG LoadTexture(renderer, "assets/player.png");
11

12 this-»>isFlipped = false;

13

14 1

15

16 EIPlayer: :Player() {

17

18 this-»rect.x = 8;

19 this->rect.y = 8;

28 this->rect.w = PLAYER_WIDTH;

21 this-»rect.h = PLAYER_HEIGHT;

22

23 '}

24

25 ElPlayer: :~Player(} {

26

27 // Free the texture

28 SDL_DestroyTexture(this-»texture);

29

30 1}

31

32 Elvoid Player::render(5DL_Renderer *renderer) {

33

34 /f Check if texture is loaded before rendering

35 if ( this->texture == nullptr )

36 return;

37

38 /f Check if flip needs to be applied

39 SDL_RendererFlip flip = this->isFlipped ?

48 SDL_RendererFlip::SDL_FLIP_HORIZONTAL : SDL_RendererFlip::SDL_FLIP_NONE;
41

42 // Render the player

43 5DL_RenderCopyEx(renderer, this->texture, nullptr, &(this-»rect), @, nullptr, flip);
a4

45 |}

45

47 Fwoid Player::move(int dir, int limitleft, int limitRight, double delta) {
438

a3 g if ( dir == DIR_LEFT) {

58

51 // Move the player to the left (check if out of bounds)
52 = if ( (this-»>rect.x -= static_cast<int>(8.68 * delta)}) < limitLeft ) {
53 thiz-»rect.x = limitLeft;

54 | }

55

56 // Change player's orientation

57 this-»isFlipped = true;

58

59 = } else if ( dir == DIR_RIGHT ) {

68

61 // Move the player to the right (check if out of bounds)
62 = if ( (this-»rect.x += static_cast<int>(@.68 * delta)) > limitRight ) {
63 this-»rect.x = limitRight;

64 | -

65

66 // Change player's orientation

67 this-»isFlipped = false;

68

69 O

e

71 |}
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ITAPAPTHMA 1IV: "Apple" k®dkag

apple.h

1 E#ifndef _ APPLE H_
2 #define _ APPLE_H_|
3
- El#include <SDL.h>
5 #tinclude <SDL_image.h»
6 | #include “gameobject.h™
7
8 // APPLE INFO
9 #define APPLE_WIDTH 32
180 #define APPLE_HEIGHT 32
11
12 Flclass Apple : public GameObject {
13
14 public:
15 Apple(SDL_Renderer *renderer);
16 Apple();
17 ~Apple();
18
19 // Draw the apple on the screen
28 vold render(SDL_Renderer *renderer) override;
21
22 // Step apple's position on axis ¥
23 vold step(double delta);
24
25 private:
26
27 SDL_Texture *texture;
28
24 b
38 )
3 trendif
apple.cpp
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apple.h apple.cpp + X

1 finclude “apple.h™

2

E: HApple: :Apple(SDL_Renderer *renderer) {
4

5 this-»rect.x = @;

6 this-»rect.y = 8;

7 this-»rect.w = APPLE_WIDTH;

8 this-»rect.h = APPLE_HEIGHT;

5

1@ this-»>texture = IMG_LoadTexture(renderer, "assets/apple.png");
11

12 |}

13

14 FApple: :Apple(} {

15

16 this-»rect.x = @;

17 this-»rect.y = 8;

18 this-»rect.w = APPLE_WIDTH;

19 this-»rect.h = APPLE_HEIGHT;

28

21 1

22

23 ElApple: i~Apple() {

24

25 SDL_DestroyTexture(this-»texture);
26

27 |}

28

29 Ewvoid Apple::render(SDL_Renderer *renderer) {
38

31 if ( this-»texture == nullptr )

32 return;

33

34 SDL_RenderCopy(renderer, this-»texture, nullptr, &(this->rect)});
35

36 }

37

38 Flwvoid Apple::step(double delta) {

39

48 this->rect.y += static_cast<int>(8.2 * delta);
41

42 L}
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ITAPAPTHMA V: "TextEngine'' k®dikog

textengine.h

ICAEL LRI S textengine.cpp
Elfifndef _ TEXTENGINE_H

2 | #define _ TEXTENGINE_H

3 1

4 Bl#include <string>

5 #include <SDL.h>

6 #include <SDL_ttf.h>

? 1

8 Flclass TextEngine {

S

1@ public:

12 TextEngine(SDL_Renderer *renderer);

13 ~TextEngine();

15 // Funtion to calculate the size of specific text and font

16 void size(const std::string& text, int fontSize, int& width, int& height);
17

13 // Function to draw some text

19 void draw(const std::string& text, int x, int y, int fontSize);
28

21 // Functions to change the color

22 void setColor(SDL_Color color);

23 void setColor(Uint8 r, Uintd g, Uintd b);

24

25 // Helper functions to align text

26 int getVerticalAlign(const std::string& text, int fontSize, int width);
27 int getHorizontalAlign(const std::string® text, int fontSize, int height);
28

29 private:

38

3 SDL_Renderer *renderer;

32 SDL_Surface *surface;

33 SDL_Texture *texture;

34 SDL_Rect rect;

35 SDL_Color color;

36

37 1}

38 [

39 #endif
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textengine.cpp

textengine.h engine.cpp R X

#include "textengine.h™

2

3 —ITextEngine: :TextEngine (SDL_Renderer *renderer) {

5 this-»renderer = renderer;

[ this-»color = { 255, 255, 255, 255 };

7

s [}

=]

18 —|TextEngine: :~TextEngine() {

12 SDL_Freesurface(this-»surface);

13 SDL_DestroyTexture(this->texture);

15 1

17 lvoid TextEngine::size(const std::string text, int fontSize, intdk width, int& height) {
18

19 TTF_Font *font = TTF_OpenFont("assets/robotoc.ttf”, fontSize);

28

21 TTF_SizeText(font, text.c_str(), 8width, fheight);

22

23 TTF_CloseFont(font);

24

25 1

26

27 —lvoid TextEngine::draw(const std::string& text, int x, int y, int fontsSize) {
238

29 TTF_Font *font = TTF_OpenFont("assets/robotoc.ttf”, fontSize);

38

31 this-»surface = TTF_RenderText_Solid(font, text.c_str(), this-rcolor);
32 this->texture = SDL_CreateTextureFromSurface(this->renderer, this-:surface);
33

34 SDL_Rect messageRect = { x, v, @, @ };

35 TTF_SizeText(font, text.c_str(), &messageRect.w, &messageRect.h);

36

37 SDL_RenderCopy(this-»renderer, texture, NULL, &messageRect);

38

39 TTF_CloseFont(font);

40

a3

42

43 —lvoid TextEngine::setColor(SDL_Color color) {

s
S

;

this-»color = color;

=l m o

B

oo

—lvoid TextEngine::setColor(Uint8 r, Uint8 g, Uint3 b) {

®

this-»color = { r, g, b };

[N )

3

—lint TextEngine::getVerticalAlign(const std::string® text, int fontSize, int height) {

=l

int textWidth = @;

o O O Y, IR NN, R, BT R Y I IV, Y, - S - .y
3 &b 3

8 int textHeight = @;

9

e this-»size(text, fontSize, textWidth, textHeight);
2 return (height - textHeight) / 2;

3

4 [}

65

B6 —lint TextEngine::getHorizontalAlign(const std::string& text, int fontSize, int width) {
67

68 int textWidth = @;

69 int textHeight = @;

78

71 this-»>size(text, fontSize, textWidth, textHeight);
72

73 return (width - textWidth) / 2;

75 }
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ITAPAPTHMA VI: "Button" k®dikag

button.h
button.cpp

Si#ifndef _ BUTTON_H__

1
2 #define _ BUTTON H__
2
4 H#include <string>
5 #include <SDL.h>
6 #include <SDL_ttf.h>
7
3 Feclass Button {

g

public:

// Constructor & Destructor
Button(const std::stringd caption, int x, int y, int w, int h, int fontSize, int r, int g, int b);
~Button();

// Function to draw the button inside the window
void render(SDL_Renderer *renderer);

// Function to ckeck if button was clicked
bool isClicked(int x, int y);

// Function to set the background Color
void setBackgroundColor(Uint8 r, Uint8 g, Uint8 b, Uintd a);

// Function to set the border Color
void setBorderColor(Uint8 r, Uint8 g, Uint8 b, Uint8 a);

private:

sSDL_Surface *surface;
SDL_Texture *texture;
SDL_Rect rect;
SDL_Color color;

34 SDL_Color bgColor;

35 SDL_Color borderColor;
36 std::string caption;
37 int posX;

38 int posY;

39 int width;

48 int height;

41 int fsize;

42

43 [

44 L

45 #endif
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button.cpp

button.h button.cpp +
include “button.h"

1

2

3 [ElButton::Button{const std::string& text, int x, int y, int w, int h, int fontSize, int r, int g, int b) {
4

5 // Initialize members

6 this->caption = text;

7 this-»posX = x;

8 this-»posy = y;

] this->width = w;

18 this-rheight = h;

11 this->fSize = fontSize;

12 this->color = { r, g, b };

13 this-»bgColer = { 255, 255, 255, @ };

14 this-»borderColor = { 255, 255, 255, @ };

15

16 L3

I

18 [ElButton: :~Button() {

19

28 /! Free everything

21 SDL_FreeSurface(this->surface);

22 SDL_DestroyTexture(this->texture);

23

24 L}

25

26 [Elvoid Button::render(SDL_Renderer *renderer) {

27

28 // Create button's rect

29 SDL_Rect buttonRect = { this->posX, this->posY, this->width, this->height };
38

31 // set blend mode for alpha channel

33 SDL_SetRenderDrawBlendMode(renderer, SDL_BLENDMODE_BLEND);

33

34 // Render the background

35 SDL_SetRenderDrawColor(renderer, this-rbgColor.r, this-»bgColor.g, this-»bgColor.b, this-»bgColor.a);
36 SDL_RenderFillRect(renderer, &buttonRect);

37

38 // Render the border

39 SDL_SetRenderDrawColor (renderer, this-»borderColor.r, this-»borderColor.g, this->borderColor.b, this->borderColor.a);
48 SDL_RenderDrawRect(renderer, &buttonRect);

41

42 /! Load the font

43 TTF_Font *font = TTF_OpenFont("assets/robotoc.ttf”, this->fsize);
a4

45 // Create the surface and the texture

46 this-»surface = TTF_RenderText_Solid{font, this->caption.c_str(), this-»color);
47 this->texture = SDL_CreateTextureFromSurface(renderer, this-»surface);
48

49 // Get the size of the text we need to render inside the button
56 int textWidth = 8;

51 int textHeight = @;

52 TTF_SizeText(font, this->caption.c_str(), &textWidth, &textHeight);
53

54 // Center and render the text inside the button

55 int textX = this->posX + (this->width - textWidth) / 2;

56 int textY = this->posY + (this->height - textHeight) / 2;

57 SDL_Rect messageRect = { textX, textY, textwWidth, textHeight };
58 SDL_RenderCopy(renderer, texture, NULL, &messageRect);

59

60 // Close the font

61 TTF_CloseFont(font);

62

63 |}

64

65 Elbool Button::isClicked(int x, int y) {

66

67 // Check if mouse coords are inside this button

68 return (x »= this-»>posX) &8 (y »= this-»posY) &8 (x <= (this-»posX + this-»width)) & (y <= (this->posY + this->height));
69

70 1}

71

72 Elwoid Button::setBackgroundColor(Uint8 r, Uint8 g, Uint8 b, Uint8 a) {
73

74 /{ set the color

75 this->bgColor = { r, g, b, a };

76

77 3}

78

79 Elwoid Button::setBorderColor(Uint& r, Uint8 g, Uint8 b, Uint3 a) {

ge

81 /1 set the color

82 this->borderColor = { r, g, b, a };

83

84 }
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ITAPAPTHMA VII: "GameWorld" k®dwkag

gameworld.h

_ GAMEWORLD H__

#define _ GAMEWORLD H
3
4 El#include <string»
5 #include <vector>
6 #include <cstdlib>
7 #include <ctime>
8 #include <SDL.h>
] #include <SDL_image.h>
1@ #include <SDL_mixer.h>
11 #include <SDL_ttf.h>
12 #include “player.h™
13 #include “apple.h™
14 #include "textengine.h™
15 | #include "button.h™
16
17 // PLAYER INFO
18 #define PLAYER_WIDTH &4
15 #define PLAYER_HEIGHT 64
28
21 // APPLE INFO
22 #define APPLE_WIDTH 32
23 #define APPLE_HEIGHT 32
24
25 // GAME LOGIC CONSTANTS
26 #define TARGET_SCORE 3@
27 #define MAX_LIFES 3
28 #define HEART_WIDTH 32
29 #define HEART_HEIGHT 32
38 #define MEWDIFF_ROUNDS 3
31 #define INIT_ROUND TIME 26806
32
33 // Game state enumerations
34 Flenum class GameState : unsigned char {
35
36 S5TART,
37 PLAY,
38 PAUSE,
39 WIN,
48 LOSE,
41 ABOUT
42
43 B
a4
45 Elclass GameWorld {
46
47 public:
48
49 // Constructor and destructor
5@ GameWorld (SDL_Renderer *renderer, int screenWidth, int screenHeight);
51 ~Gamekorld();
52
53 J/ Functions to update, render and handle user input
54 void update(double delta);
55 void render();
56 bool handleInput(SDL_Event evt);
57
58 // Functions to set/get player/apple
59 Player* getPlayer();
68 Apple* getApple(int index);
61 std: :vector<Apple*> getApples();
62 void pushApple();
63
64 // Function to reset the game
65 void reset();
66
67 private:
638
69 // Game state
78 GameState state;
71
72 // The main renderer (where to draw)
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73 SDL_Renderer *renderer;

74

75 [/ Textures

76 SDL_Texture *background;

77 SDL_Texture *cover;

78 SDL_Texture *aboutCover;

79 SDL_Texture *heart;

a8

81 // Rects for each texture (position and size)
82 SDL_Rect backgroundRect;

83 SDL_Rect coverRect;

a4 SDL_Rect aboutCoverRect;

85 SDL_Rect heartRect;

86

87 // Basic game sprites

83 Player *player;

89 std::vector<Apple*> apples;

S8

91 // Something to help us draw text easier and faster
92 TextEngine *textEngine;

93

94 // Sound components

95 Mix Music *backgroundMusic;

96 Mix_Chunk *hitAppleSound;

97 Mix_Chunk *winSound;

93 Mix_Chunk *loseSound;

99

186 // Game logic variables

181 int skidth;

182 int sHeight;

183 int score;

1e4 int targetScore;

185 int lifes;

186

107 // Helper function for random numbers in range
103 int getRandom{int min, int max);
189

11e // Functions to draw text on the screen
111 void drawScore();

112 void drawResultMessage(std::string text);
113

114 // Function to draw the hearts on the screen
115 void drawHearts();

116

117 // Function to control music
118 void playMusic();

119 void stopMusic();

128

121 // Functions to switch between game states
122 void winGame();

123 void loseGame();

124 void playGame();

125 void pauseGame();

126

127 // Buttons

128 Button *playButton;

129 Button *exitButton;

138 Button *restartButton;

131 Button *menuButton;

132 Button *continueButton;

133 Button *aboutButton;

134 Button *backButton;

135

136 // Apple creation timer

137 double appleTimer;

138 int roundTimer;

139 int roundCounter;

148

141 | 3

142 |

143 #endif
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gameworld.cpp

gameworld.h gameworld.cpp # X

lude "gameworld.h”

- Gamekor1d: :Gamelorld (SDL_Renderer *renderer, int screenwidth, int screenHeight) {

5 // Initislize members
[3 this->background = IMG_LoadTexture(renderer, “assets/background.png”);

7 this->backgroundRect.x = 8;
8 this->backgroundRect.y = 8;

9 this-ybackgroundRect.w = screeniidth;
18 this->backgroundRect.h = screenHeight;

11 this->cover = IMG_LoadTexture(renderer, "assets/cover.png”);
this->coverRect.x = 8;

this->coverRect.y = 8;

this->coverRect.w = screeniidth;

this->coverRect.h = screenHeight;

this->aboutCover = IMG_LoadTexture(renderer, "assets/about.png”);
this->aboutCoverRect.x = 8;

this->aboutCoverRect.y = 8;

19 this->aboutCoverRect.w = screenilidth;

28 this->aboutCoverRect.h = screenHeight;

21 this->heart = IMG_LoadTexture(renderer, "assets/life.png”);
22 this->heartRect.x = @;

23 this->heartRect.y = 18;

24 this->heartRect.w = 32;

25 this->heartRect.h = 32;

26 this->skidth = screeniidth;

27 this->sHeight = screenHeight;

28 this->score = @;

29 this->targetScore = TARGET_SCORE;

EL this->player = new Player(renderer);

31 this->state = GameState::START;

32 this->renderer = renderer;

33 this->backgroundMusic = Mix_LoadMUs("assets/loop.wav™);
34 this->hitAppleSound = Mix_LoadWAV("assets/hit.wav");
35 this->winSound = Mix_LoadWAV("assets/claps.wav”);

36 this->loseSound = Mix_LoadWAV("assets/lose.wav”);

37 this->playMusic();

38 this->textEngine = new TextEngine(renderer);

39 this->lifes = MAX_LIFES;

a0 this->appleTimer = 8.8;

a1 this->roundTimer = INIT_ROUND_TIME;

a2 this->roundCounter = @;

// Create the play button

int playButtonWidth = 140;

int playButtonHeight = 5@

int playButtonX = (screenWidth - playButtoniidth) / 2;

int playButtonY = 128;

this->playButton = new Button("Play”, playButtonX, playButton¥, playButtonWidth, playButtonHeight, 36, 255, 255, 255);
this->playButton->setBackgroundColor (255, 125, 35, 195);

51 this->playButton->setBorderColor(255, 125, 35, 255);

52

53 // Create the exit button

54 int exitButtonWidth = 120;

55 int exitButtonHeight = 50;

56 int exditButtonX = (screenWidth - exitButtonwidth) / 2;
57 int exitButtonY = 23@;

58 this->exitButton = new Button(“"Exit”, exitButtonX, exitButtonY, exitButtonWidth, exitButtonHeight, 36, 255, 255, 255);
59 this->exitButton->setBackgroundColor(255, 125, 35, 195);
[ this->exitButton->setBorderColor(255, 125, 35, 255);

62 /! Create the restart button

63 int restartButtonWidth = 140;

int restartButtonHeight = 50;
int restartButtonX = (screenWidth - restartButtonWidth) / 2;
int restartButtony = 175;

on R

67 this->restartButton = new Button(“Restart”, restartButtonX, restartButtonY, restartButtonWidth, restartButtonHeight, 36, 255, 255, 255);
68 this->restartButton->setBackgroundColor(255, 125, 35, 195);

69 this->restartButton->setBorderColor(255, 125, 35, 255);

70

71 // Create the menu butten

72 int menuButtonwWidth = 120;

73 int menuButtonHeight = 58;

74 int menuButtonX = (screenWidth - menuButtonWidth) / 2;

75 int menuButtony = 238;

76 this->menuButton = new Button("Menu”, menuButtonX, menuButtonY, menuButtonWidth, menuButtonHeight, 36, 255, 255, 255);
77 this->menuButton->setBackgroundCelor(255, 125, 35, 195);

73 this->menuButton->setBorderColor(255, 125, 35, 255);

79

L // Create the continue button

81 int continueButtonkidth = 168;

82 int continueButtonHeight = 58;

83 int continueButtonX = (screeniiidth - continueButteniidth) / 2;

84 int continueButtonY = 128;

8s this->continueButton = new Button(“Continue”, continueButtonX, continueButtonY, continueButtonWidth, continueButtonHeight, 36, 255, 255, 255);
£ this->continueButton->setBackgroundColor(255, 125, 35, 195);

87 this->continueButton->setBorderColor(255, 125, 35, 255);

83

89 // Create the about button

90 int aboutButtonWidth = 168;

91 int aboutButtonHeight = 58;

92 int aboutButtonX = (screenWidth - aboutButtonWidth) / 2;

93 int aboutButtonY = 175;

94 this->aboutButton = new Button("About”, aboutButtonX, aboutButtenY, aboutButtonidth, aboutButtonHeight, 36, 255, 255, 255);
95 this->aboutButton->setBackgroundColor(255, 125, 35, 195);

96 this->aboutButton->setBorderColor(255, 125, 35, 255);

97

98 // Create the back button

99 int backButtondidth = 168;

100 int backButtonHeight = 58;

101 int backButtonX = (screenWidth - backButtonWidth) / 2;

102 int backButtenY = 375;

103 this->backButton = new Button("Back”, backButtonX, backButtonY, backButtonWidth, backButtonHeight, 36, 255, 255, 255);
104 this->backButton->setBackgroundColor (255, 125, 35, 195);

105 this->backButton->setBorderColor(255, 125, 35, 255);

106

107 // Seed the random gemerator

108 std::srand(std::time(8));
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189

118 // Change music volume

111 Mix_VolumeMusic(5@);

112

113 }

114

115 =Gamelorld: :~Gamelorld() {

116 ‘

17 E= // Clear everything

118 // Free textures

119 SDL_DestroyTexture(this->background);

120 SDL_DestroyTexture(this->heart);

121 SDL_DestroyTexture(this->cover);

122 SDL_DestroyTexture(this->aboutCover);

123

124 // Free sound components

125 Mix_FreeMusic(this->backgroundMusic);

126 Mix_FreeChunk(this->hitappleSound);

127

128 // Free the player

129 delete this->player;

138

131 // Free the apples

132 for ( auto apple : this->apples )

133 delete apple;

134

135 // Free textengine

136 delete this->textEngine;

137

138 // Free buttons

139 delete this->playButten;

148 delete this->exitButton;

141 delete this->menuButton;

142 delete this->continueButton;

143 delete this->aboutButton;

144 delete this->restartButton;

145 delete this->»backButton;

146

147 3}

148

149 [Elvoid GameWorld::update(double delta) {

158

151 if ( this->state != GameState::PLAY )

152 return;

153

154 E /7 Check if left/right arrow key is pressed

155 // We move the character here and not on event listening
156 // because we need to avoid the initial delay and eventually
157 // move the player smoother

158 const Uint8* keystates = SDL_GetKeyboardState(NULL);
159

168 // Left/Arrow arrow keystates

161 bool isLeftArrowDown = keystates[SDL_SCANCODE_LEFT] == 1;
162 bool isRightArrowDown = keystates[SDL_SCANCODE_RIGHT] == 1;
163

164 E if ( isLeftArrowDown ) {

165

166 // Move player to the left

167 player->move(Player: :DIR_LEFT, @, this->sWidth, delta);
163

168 E } else if ( isRightArrowDown ) {

17e

171 /I Move player to the right

172 player->move(Player: :DIR_RIGHT, @, this-»>sWidth - this->player->getwidth(), delta);
173

174 1

175

176 // Check if it's time to create a new apple

177 E if ((this->appleTimer += delta) > this->roundTimer) {
178

179 // Create the apple

188 this->pushapple();

181

182 // Reset the apple timer

183 this->appleTimer = 8.8;

184

185 // Increase round counter and check if it's time to change the difficulty
186 = if ( (this->roundCounter += 1) >= NEWDIFF_ROUNDS ) {
187

188 /I Create new apples faster

189 this->roundTimer -= 115;

198

191 // Reset counter

192 this->roundCounter = @;

193

194 }

195

196 3

197

198 // Update the apples

199 for ( autoR apple : this->apples ) {

208 apple->step(delta);

201 ¥

202

203 =] // MNow check for collisions

204 // if apple collides with the player

205 SDL_Rect inter = { 8 };

286 = if ( this->apples.size() > @ 88 SDL_IntersectRect(&(this->player->getRect()), &(this->apples.front()->getRect()), &inter) == SDL_TRUE ) {
207

208 // Remove this apple

289 this->apples.erase( this->apples.begin() );

218

211 /{ Increase score

212 ++(this->score);

213

214 // Play hit sound

215 Mix_PlayChannel(-1, this->hitAppleSound, @);

216
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}

if ( this->score >=

is->targetScore ) {

// Switch to win state
this->state = GameState::WIN;

/4 Play win sound
Mix_PlayChannel(-1, this->winSound, 8);

// Stop background music
this->stopMusic();

H

// If apple get to the ground, player loses life

if ( this->apples.size() > @ 8& this->apples.front()->getPosition¥() > (sHeight - this->apples.front()->getHeight()) ) {

// Remove this apple
this->apples.erase(this->apples.begin());

// Play hit sound
Mix_PlayChannel(-1, this->hitAppleSound, 8);

if ( (this->lifes =1) =@ ) {

// Switch to lose state
this->state = GameState::LOSE;

1/ Play lose sound
Mix_PlayChannel(-1, this->loseSound, 8);

/4 Stop background music
this->stopMusic();

Elvoid GameWorld::render() {

if ( this->state == GameState::START ) {

/! Render cover

SDL_RenderCopy(this->renderer, this->cover, nullptr, &(this->coverRect));

// Render play button
this->playButton->render(renderer);

// Render about butten
this->aboutButton->render(renderer);

// Render exit button
this->exitButton->render(renderer);

}

if ( this->state == GameState::PLAY || this->state == GameState::PAUSE || this->state == GameState::WIN || this->state == GameState::LOSE ) {

// Render background

SDL_RenderCopy(this->renderer, this->background, nullptr, &(this->backgroundRect));

// Render the score
this->drawscore();

// Render life hearts
this->drawtearts();

if (this->state == GameState::PLAY) {

// Render the player
this->player->render(this->renderer);

// Render the apples
for (auto apple : this->apples) {
apple->render(this->renderer);
}

if ( this->state

// Render the result message

GameState::WIN || this->state == GameState::LOSE ) {

this->drawResultMessage(this->state == GameState::WIN ? "VICTORY" :

// Render restart button
this->restartButton->render(renderer);

// Render menu button
this->menuButton->render(renderer);

}

if ( this->state

GameState: :PAUSE ) {

/4 Render the result message
this->drawResultMessage("PAUSED");

// Render continue button
this->continueButton-srender(renderer);

// Render restart button
this->restartButton->render(renderer);
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}

// Render menu button
this-smenuButton->render(renderer);

}

if ( this->state

GameState::ABOUT ) {

// Render about cover
SDL_RenderCopy(this->renderer, this->aboutCaver, nullptr, &(this->aboutCaverRect));

// Render back butten
this->backButton->render(renderer);

=/boel GameWorld::handleInput(SDL_Event evt) {

[ —— 1]

if ( evt.type == SDL_KEYDOWN ) {
if ( evt.key.keysym.sym == SDLK_ESCAPE ) {
switch { this->state ) {

case GameState::PLAY:
this->state = GameState::PAUSE;
this->stopMusic();
break;

case GameState::PAUSE:
this->state = GameState::PLAY;
this-splaytusic();
break;

case GameState::WIN:

case GameState::LOSE:
this-»state = GameState::PLAY;
this->reset();
this->playMusic();
break;

case GameStat ABOUT:
this-»state = GameState::START;
break;

}

} else if ( evt.type == SDL_MOUSEBUTTONUP && evt.button.button

SDL_BUTTON_LEFT ) {
switch ( this->state ) {

// If the game is on start screen
case GameState::START: {

if ( this->playButton-»isClicked(evt.button.x, evt.button.y) ) {
// Start the game
this->state = GameState::PLAY;
this-sreset();
this->playMusic();

} else if ( this->aboutButton->isClicked(evt.button.x, evt.button.y) ) {

// show about screen
this-»state = GameState::ABOUT;

} else if ( this->exitButton->isClicked(evt.button.x, evt.butten.y) ) {

// Exit the game
return false;

}

break;

}

// If the game is on play screen
case GameState::PLAY: {

// Do nothing, no buttons on play screen
break;
// If the game is on pause screen
case GameState::PAUSE: {
if ( this-»restartButton->isClicked(evt.button.x, evt.button.y) ) {
// Restart the game
this-»state = GameStat

this->reset();
this->playMusic();

PLAY;

} else if ( this-smenuButton->isClicked(evt.button.x, evt.button.y) ) {
/! Go to menu
this->state = GameState::START;
this->reset();
this->playMusic();
} else if ( this->continueButton->isClicked(evt.button.x, evt.button.y) ) {

// Continue the game
this->state = GameState::PLAY;
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}

this-»playMusic();
}
break;
/{ If the game is on win/lose screen
case GameState::LOSE:
case GameState::WIN:{
if ( this-»restartButton->isClicked(evt.button.x, evt.button.y) ) {
// Restart the game
this->state = GameState::PLAY;
this-sreset();
this-splaybusic();
1 else if ( this->menuButton->isClicked(evt.button.x, evt.butten.y) ) {
// Go to menu
this-»state = GameState::START;
this-sreset();
this->playbusic();
}

break;

}

// If the game is on about screen
case GameState::ABOUT: {

if ( this->backButton->isClicked(evt.button.x, evt.button.y) ) {

// Go to start screen
this->state = GameState::START;

}
break;
}
}
}
n true;

Player® Gameorld::getPlayer() {

}

ElApple* Gamelorl

}

}

}

}

ret

n this->player;

getapple(int index) {

return this->apples[index];

[Istd: svector<Apple*> Gameiorld::getapples() {

return this->apples;

Elvoid Gamelorld: :pushApple() {

// Add a new apple
this->apples.push_back(new Apple(this->renderer));

// Move it to a randem X position
this-sapples.back()->setPositionX(this->getRandom(8, this->sWidth - this->apples.back()->getitidth()));

Elwoid GameWorld::reset() {

// Reset everything
this->player = new Player(this->renderer);
this->player->setPosition(4@@, sHeight - PLAYER WIDTH);

this->apples = std::vector<Apple*>();
this->score = @3
this-»>lifes MAX_LIFES;

this->appleTimer = 8.8;
this->roundTimer = INIT_ROUND_TIME;
this->roundCounter = @;

int GameWorld::getRandom(int min, int max) {

}

return min + (std:irand() ¥ static_cast<ints>(max - min + 1));

void GameWorld::drawScore() {

stdiistring text = stdi:string("Score: ") + std:ito_string(this->score) + std:istring("/") + std::to_string(this->targetScore);

this->textEngine->setColor(255, @, 8);
this->textEngine->draw(text, 18, 18, 24);
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void GameWorld::drawResultMessage(std::string text) {

}

Elvoid GameWorld:

}

int x = this->textEngine->getHorizontalAlign(text, 48, this->suidth);

this->textEngine->setColor(255, @, @);
this->textEngine->draw(text, x, 38, 48);

drawHearts() {

for ( unsigned i = @; i < this->lifes; ++i ) {

// talculate x position

this->heartRect.x = this->sMidth - (3 * 32 + 18) + (i * 32);

// Draw the heart

SDL_RenderCopy(this->renderer, this->heart, nullptr, &(this->heartRect));

void Gameworld::playMusic() {

}

if ( Mix_PlayingMusic()

8){

Mix_PlayMusic(this->backgrounddusic, -1);

Elvoid Gamelorld::stopMusic() {

if ( Mix_PlayingMusic() != @ ) {

Mix_HaltMusic();

[122]



ITAPAPTHMA VIII: "DeltaClock" k®dikag

deltaclock.h
deltaclock.cpp

Si#ifndef  DELTACLOCK H__

(NI N

#define _ DELTACLOCK_H__
4 #include <SDL.h>
5
6 // A simple class to keep track of delta time
7 -lclass DeltaClock {
8
9 public:
18
11 DeltaClock();
12
13 double tick();
15 private:
16
17 Uinte4 currDelta;
18 Uints4 lastDelta;
19
20 b
21
22 #endif

deltaclock.cpp

deltaclock.h deltaclock.cpp ® X

include "deltaclock.h™

2

3 —|PeltaClock: :DeltaClock() {

5 currDelta = SDL_GetPerformanceCounter();
[ lastDelta = @;

7

8 h

=

18 —ldouble DeltaClock::tick() {

12 lastDelta = currDelta;

13 currDelta = SDL_GetPerformanceCounter();
15 return ((currDelta - lastDelta) * 1888 / static_cast<double>(SDL_oetPerformanceFrequency()));
16

17 3
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