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H noapodoa epyocio amoterel mvevpatikn 1010KTNG10 TOL QOITNTH (KOLYYPAPENS/OMULOVPYOSH)
OV TNV EKTOVNGE. LTO TANIGLO TNG TOALTIKTG AVOIKTNG TPOGPACTC O GLYYPUPENS/INUOVPYOS
exyopet 610 EATL pn amokAelotikn Gdga ¥p1ong ToL SIKOLMLOTOS VTP Oy MYNGC,
TPOGOPLOYNS, ONUOGIOV SOVEIGHOV, TAPOVGINOTG GTO KOO Kol YNOLaKNG S1YLOTG TOVG
OeBvdG, 6 NAEKTPOVIKT LOPPY| KOl GE OTOLOONTOTE HEGO, Y10 SLOOKTIKOVG KOl EPEVVITIKOVG
OKOTOVG, AVEL OVTOAANLYLLATOG KOt Y10 OAO TO YPOVO SLUPKELNG TMOV SIKOLOUATOV TVEVLOTIKNG
wokoiag. H avowt mpdcfacn 6to TANpeg KEILEVO Yoo LEAETN Kot avayvaon gV onpaivel
K00’ 01OVONTOTE TPOTO TAPUYDPNCT SIKOUMUATOV SLOVONTIKNG 1010KTNGI0G TOV
OLYYPUPEN/ONUIOVPYOD 0VTE EMTPEMEL TIV AVOATOPAYDYT, AVAS|LOGIELGT, AVTLYPOPT|,
amofNKeLOT, TOANGT), EUTOPIKN YPNON, LETAOOGT, SLAVOLLY, EKOOCT, EKTELEGT), KUETOPOPTOCN
(downloading), «avaptnon» (uploading), HeTGppPOCT), TPOTOTOINGT LE OTOLOVONTOTE TPOTO,
TUNUOATIKG 1] TEPIANTITIKA TNG EPYaCiag, X0pig T pNTN TPONYOOUEVN £YYPAPT GLVOIVEST] TOV
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ovyypapéa/onuovpyod. O cuyypaeéac/onuovpyog dtatnpet To GHVOLO TV NOKOV Kot
TEPLOVGIUKMV TOV SIKOLOUATOV.
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Ewooyoyn

Avtikeipevo g SIMAOUATIKNG epyaciog etval 1) Onpiovpyio vOC NAEKTPOVIKOD ALY VIS0 LE
JLdpaoTiKEG Asttovpyieg euPvbiong. Apykd yivetrot ) avaivon og Bepntikod 6Tdd10. XN
ovvéyewn yiveton | meprypaen g peBodoroyiog avaTTuENG oY VIO00 Kot TG TEPTYPUPNC TWV
MNTIKOV cevapinv og éva maryvidl. TéAog oto 5° kepdrato, dteEdyeTon e€orywyn cuUTEPACUATOV
KOl TEMK®OV TOpOTNPCEDV

Avt n epyacia £xel OC GTOXO TNV ONOVPYIL KOl ETEEEPYACTO MYNTIKAOV EPE KO YEYOVOTMOV Y10
oy vidlo Kot 100 pacTIKEG EQUPLOYEG LEGM TOV AOYIGHIKOD WWise GE ¥pNoT Le TN Uyovn
mayvioov Unity 3D. Zkomdg avtig TG £pyaciog eival 1 avAALGON TOV SVVOTOTTOV Kol
AeLTOVPYLOV TOV AoYlokoy Wwise Kot Twg Umopel vo PEATUDGEL TNV OKOVGTIKY EUTELPIO TOL
maiktn Ko Oa yivel 60ykpion pe Ao avtictoya tpoypdupata dtafécipa oto gpmopio. Ta
assets Tov Unity 3D kot ta nymrikd apyeio yio Adyovg gvkoriog eivon dtabéoita 6to dradiktvo
kot M PAoypaeia givar Stabéciun. Ta TPocIOKMUEVO ATOTEAECUATO TG OUTAMUATIKNG
gpyaoiag etvar n onpovpyio evog maryvidlov demo mov Oa wepthapPdvet Tig Asttovpyieg Tov
TPOYPALLOTOS Kot 1) €YY GUUTEPAGUATOV GYETIKA e TNV OAN dtadikacio.

H dumopotikn pov epyacio diepeuvd Tig SuvatdTNTES TOV YOV oTo TTotyvidla. Q¢ AATpns TV
Brvteomayvididv, ekPpalm To EVOLPEPOV LLOV VO XPTCLLOTOLD KOVoVpYLa EpYOAEID TTOV
KUKAOQOPOUV Y10, VO SNUOVPYNGO GLVOPTACTIKA TPAYLOTO Kot Vo Ttelpapatifopot Téve o
aTd.

Aégerg — Kiewowa

Aporotikdg yoc-Mnyavn moaryvidrov-I1pocavatoMopoc-Atadpactikdg M0
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Introduction

The purpose of this thesis is to create a video game with interactive, immersive features. The
thesis begins with a theoretical analysis. This is followed by a description of the game
development methodology and the audio scenarios in a game. Finally, in Chapter 5 (Adlapoo,
2023), conclusions and final observations are drawn.

The aim of this thesis is to create and edit sound effects and events for games and interactive
applications using Wwise software in conjunction with the Unity 3D game engine. The purpose
of this project is to analyze the capabilities and functions of the Wwise software and how it can
enhance the player’s audio experience, and to compare it with other similar commercially
available programs. For convenience, the Unity 3D assets and audio files are available online,
and the bibliography is provided. The expected outcomes of this thesis are the creation of a demo
game that will showcase the program’s features and the drawing of conclusions regarding the
entire process.

My thesis explores the possibilities of sound in games. As a video game enthusiast, [ am
interested in using new tools that are released to create exciting things and experiment with them.

Keywords

Surround sound—Game engine—Orientation—Interactive Sound
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Evyoprotieg
®a NBera va evyopiomom v Kvpia ZotnpomodAiov yio thv evkaipio wov pov 666nke vo

OAOKANPAOO® TO UETATTUYLOKO TPOYPOLLLLLOL KOL TIV OTKOYEVELD LLOV Y10l TNV oTNPLEYN TOVG.

Emiong toug kafnyntég Tou HETAMTLYLOKOD TPOYPAULOTOS TOV e Boridncay va KaTovoom To.
OKOVGTIKA QOIVOLEVO TTOV EIVOL YPNCLLO Y10, TNV ETOYYEALATIKN TOPELQL OV, TNV VITOLOVY] Kol
TNV ETUOVI TOV £0€1E0 GTO UETOTTVYLOKO.

SOUTEPAGUATIKA, EKQPAL® OAa Ta. ATOUA TTOL AVOPEPONKAV TOPATAV® KOONDC Kol 6€ OGOVG
oLVEPBAAAY TNV OAOKANP®ON TNG SIMAMUATIKNG epyaciag pov. H vrootmpién cog pe fordnoe
GTO VO TNV OAOKANPOC®.
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1. Avadivon

270 KEQAANL0 OWTO EEKIVAEL e UioL CUVOTTIKT AVOOPOUY] GTNV 16TOPia TOL POAOL TOL YOV GTA
Bvteomayvida. X1n cuvéyeta Oa mapovciactel 600l 1 TEPLYpaPn TOL POAOL TOV YOV GTO
Ty viol pe avéAlvon evvolmv oyetikd pe to interactive audio (binaural audio, spatial audio,
randomized sound) .

1.1 Iotopwki] avadpoun

O "Myog o610 Toyviol tpmtospupavictnke to 1972 oto maryvidr Pong tov Atari pe to
YALPOKTNPLOTIKO “boop” oL KAVEL 0 ¥TOTOC 0md 10 pumordkt. H povsikn vrdBabdpov 1 adiundg
background music ékave apydtepa TV gpeavion g oto wayvidl Super Mario Bros tov 1985
7oV EUEAAE vaL Yivel éva amd Ta O avayVOPIGILO KOUUATIO OADV TV ETOYOV 6€ Prvteomatyviol
OV PLAGGGETAL GTO EOVIKO UNTPDO KaToypapndv TS PipAodnkng tov koykpécsov (O’ Dell,
2023), ko TtopdAANAa £yve N LETAPAOT) TPOS GTO LOVOPMOVIKO MYO OV TaPEl)E 0 ENeEEPYUCTNG
Ricoh 2A03 mov 61é0ete t0 NES. Koatd ™ petdfoaon and m dexoetio tov 80 otn dekaetio Tov
90 éywe 1 petaPaon ota 16-bit 6oV 01 KOVEOAEG UTOPOVGOV VO, AVOTAPAYOVV TTLO TOAAG
YPOUATO KO SIEOETOV TLO TPOYOPNUEVA TGUT NXOL OTLMG Y Tapadetye o YM2612 FM mov
ypnooromdnke oto Sega Mega drive Kot Tapniyaye mo o&EVg Nyovs (YM2612: The chip that
powered music on the Mega Drive, 2021) kot tov Sony SPC700 nov ypnoiponombnke 6to
SNES kot maprjyaye mo opynotpikovg 1xovs. Ot cuvBéteg elyav v duvatdtnto va GuvhEcovy
710 6UVOETOVG KOl EKPPOAGTIKOVS NYOVS XPNOLOTOIDVTOG cvvlecdilep OmmG Yo Tapaderyo M
povoikn Tov Sonic the Hedgehog. Méoa ot dekaetia, o ontikdg diokog 1 aAlidg CD éxave v
TPAOTN TNG EMLTLYNLEVT EUTOPIKT ELPAVIOT otV KovodAa Playstation 1 mwov enétpene v
oLVOeoN KOADTEPTG TOLOTNTAG LOVGIKT| TOV Bl GUYKPIVOTAY LE TNV LOVGIKT] VITOKPOLGT) TMV
TOVIDV, LEYOADTEPT] YOPNTIKOTNTO TTOV YOPOVGE NYNTIKA EQPE KOl QOVNTIKES YPOUUES. ZTNV
dekaetio Tov 2000, dpyroe vo vioBeteiTon TO SVVOUIKG GLGTUOTO YOV TOV TPOCAUPUIGTE TN
LLOVGIKN KO TO NYNTIKA EQE GE TPOYUATIKO XpOvo Le o Tig evépyeteg tov maiktn. To dolby
digital kaBiep®Onke ®G oTAVTOPVT SLVATOTNTO KOVYOVTOS TO, LT TOL YOPAKTIPA, OGO
peyaAmvay Ta oy vioto o KAIpaKo T000 o Tepiteyva YIVOTOV 1) LOVGIKN GTO ToyVidlo e
0PYNOTPIKES GVVOEGELS KO dVVATEG EPUNVETLES YOUPUKTNPWV OTMG Yo Tapdoetypa oto The
Witcher 3. H epupdavion tov Middleware 6mtmg yio mapaderypo 1o FMOD kot to Wwise
oLVEPaAE otV duVOIKT cVVBEST OV GE PeYAAeg 0G0 Kat o€ LIKPEG opddes avamtuéne. To VR
N OAAMGDG EIKOVIKN TPOYHOTIKOTNTO divel peydAn Papvtnta atov Nxov mov Oa mpénel vo
TPOCAPUOLETAL Y10 VO TPOCPEPEL KAOMAWMTIKY EUTEPIO GTOV TOLKTY KO 1] YPNOT| TETOLOV
EPYOAEI®V KPIVETOL EMTAKTIKY. XTO LEALOV OVOUEVETOL VO EPOPLOGTOVV TEXVOAOYieg Al ko Ray
tracing yio KaAvTePT amdd0om (wvtavol 1YoV 6To Tty vidia.
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Iyyn: https://en.wikipedia.org/wiki/Yamaha YM2612
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1.2 "Hyog T®Vv maryvior®v

O My0¢ TV ToLYVIOIDOV KATOTAGGETOL GLVIOMG GTIS KATNYOPIES: OUALNG, NYOV/NYNTIKOV £QE Kol
povotkne. H opdia avagpépetatl 6Tov ynTikd 10 ToL Toyvidloy oV TPoEPYETAL Omd Evay
YOPOKTPO TOV ToyVidlov. Avtd mepthapPavet tov yopaxtipa waiktn (PC) kat Tovg yopoaktmpeg
nov dev mailel o maikg (NPC). Ot nyoypaphcels avOpodTveov @ovaV amoTEAOVV THV MO
ocvvnoiopévn Tyn yo v opidia, oAAd 1 opdio propet emiong va cuvtedet. O Myog/epé
OVOPEPETOL YEVIKA GE MNYNTIKA GTOTXELD TOL EIvO UN) TEPLOOTKA KOl LT LOVGTKEL, GUYVA
EUMVELGUEVO, OO TPOLYHOTIKE NMYNTIKG EQE, OT®G 1| TVPOPOAIGLOL 1} O AvepOg Tov cPVPIletl oTa
dévpa. Ta otoryeia yov/eé umopovv eniong va etvor apnpnuéve Kot TeXvnTa, OTms T0
«yovaka-yovoko» Tov Pac-man, o oG Tov Mario mov mnddet, 1 £va amdd MynTikd onpa dtov
natiéton éva kovpuni H telikn katnyopia tov yov oto moyvidio ivat 1 LOVGIKY], Kot GE QVTHV
eotidlovpe.

Av ka1 0 0p1opdg TG KULOLGIKNG» efvarl ap@Aeyopevo JTnpa, ¥PNGUYLOTOLOVE TOV OPIGLO TOV
Luciano Berio yia tn povoikn og otidnmote npoopiletot vo eivot LOVGIKT).

Ievikd £yl oVYKEKPIUEVT] TOVIKOTNTO, KO KATOL0 TOKTIKY] YPOVIKT d10ipecT], GAAG ovTd Tl
YALPOKTNPLOTIKA deV gfvon amapaitnta. Eivar onpovtiko va onpeliwdel oti, evod ot daympiopol
OLUATOG/MYOV/ LOVGIKNG EIVaL YPTGLLOL Y10 TV TEPLYPOAPT] TOV NYNTIKOD TEPLEYOUEVOL GTO

oy viola, ot dloywpiopol ovtol givat meprypagikol Kot Oyl KavovieTIKol, Kot Ta Opto. petalhd
AVTAOV TOV KATNYOPLDV dgv etvan apetdPfinta. Ev oAlyolg, eved meplopilovpe to medio pog ot
LOVGIKT T®V TOLYVIOIDV, VIOOETOVUE U0 TEPIEKTIKT) TPOOTTIKY WG TPOG TO Tl AMOTEAEL LOVOIKT)
TOLYVIOLDV.

(Cale Plut, 2020)
1.3 Tomor ektéheong HOVGIKIG

1.3.1 T'eveTikn] koL TPOGAPROGTIKY] LOVOIKN

H mo cvvnBiopévn ypnon g Lovcikng ota moryviola eivat 1 avamopoymyr] EVOS YPULUIKOV,
GLVOETIKOD LOVGIKOL KOUUOTION KATE T O18pKELN TOL oy VIdo0. e TOALY TTaryvidia, 1
LLOVGIKT] GLUVOEETOL GUEGA LE TO TPEXOV EMIMEDO 1)/KOL TNV KATAGTACT] TOL TTALYVIO0V. XTIV
TEPIMTOON NG YPULULUKNG GUVOETIKNG LOVGIKNG, 1) OVOTOLPOY®YT) TOV LOVGIKOD KOUUOTION
EeKva OTaV POPTAOVETAL TO OVTIGTOLYXO EMimedo. Otav 1 LOVGIKT PTAGEL GTO TEAOG TOV
Koppatiov, eravorapfaveral. Otav poptoveTon £vo vEo ninedo, N LOVGIKT gite aALAlEL
amoTopa gite ofvel ypryopa Kot avtikafictotot omd T Lovotkn Tov oyetileTat pe to vEo
eminedo.

AvTti 1 ¥pNoMN TG LOVGIKNG GLVOEETAL GLYVA UE TOANLOTEPQ TTOY VIO AAAL EEakoA0VOET Va
YPNOLOTOIEITOL OKOT KOl GT|LLEPOL
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H ypoppikn povoikn cvvheon pmopel emiong va ypnoiponombel xopig copeig dlompioong
emméd®v. Kabdg n pviun 1ov vrorloyiotdv £xel Yivel o evpOympN Kol Ol TEXVIKEG
TPOYPOUUATIGHOD ENLTPETOVY TV ATPOCKOTTI POPTOGCT TEPLEYOUEVOV, TO. TToyvidta Pacilovtot
AMyotePO 08 GOQEIS S10®PIoUOVE EMTESDV HETAED TOV KOTAGTAGE®V TOV oty vidtov. To €1dog
ToV «ovorytov Koouov/Open World» amotedel mapdderypo avtov, [e T Totyvidlo ovoryTon
KOGLOV VO, EAOYIGTOTOLOVV N VO, EEAAEIPOVY EVTEAMG TIC OLOYWPIOTIKEG YPOUUES LETAED TV
emmédmv. Tétown matyvidln eEakoAoVO0VY GLYVE Va EX0VV GUPELS SLOYWPIOTIKES YPOUUES LETAED
TOV KOTAoTAcE®V TOV Totyvidrov. H mo cuvndiopuévn adiayn katdotaong sival avt g
LETAPOONG OO «UAYNG» KOL KTTEPUTAAVIOT.

Yrhpyovv 000 PACIKEG TEYVIKES Y10 TNV EXEKTOON TNG YPULUIKNG, CLUVOETIKNG LOVGIKNG 0T

oy violo. H Tpdtn teyvikn — 1 TPOGUPUOGTIKY LOVGIKT — QPOPEL TN YPOLLLUKT XPTOT TNG
povoikne. H mpocappootikn povoikn ovoudletol LepkEG POPES «OLOOPACTIKT] LOVGIKN Ko
etvat LovGik” oV avtidpd TNV KATAGTAGT £VOC oy vidoloV. H mpocapootikn povokn propet
VL TPOGPEPEL LEYAAO £DPOG LOVASIKNG LOVGIKNG OO TEPLOPICUEVO LOVGIKO TTepleyduevo. H
TPOCUPLOGTIKY] LLOVGIKT) GUVOEEL AUECH TO LOVGIKE YOPOKTNPIOTIKA [E TIC LETAPANTES TOV

oy VIO00. AVTd Ta YOPUKTNPIOTIKA Lopovv va epthapfdvouy v tpocsOikn 1 apaipeon
0pYAvV®V, TNV GAANYT] TOVL TEUTO, TNV TPOSONKN 1 apaipeon eneepyacioc, Tnv aAloyn TOV
VYOVG TOL NYOV K.AT. AVTEG 01 OAAALYEC GTNV TPOGOPLOGTIKY LOVGIKT) GLVOEOVTOL GUEGO LLE TIG
HETAPANTEG TOL TTOYVIOLOV.

H mpocappootikdtnta Tng LOVcIKNG propel va yivel katovont g pia didotact. Ta younid
eMineda TPOoUPLOCTIKOTNTAG UTopel va Tposaprdloval Lovo o€ Eva ikpd cUVOAO
HETOPANTAOV EVTOC TOL ALY VIS0V, EVED TO VYNAOTEPQ EMTESN TPOGAPUOGTIKOTITOG UTOPEL VO
TPOGapUOLoVTOL GE OEKAOEG 1 EKATOVTAOEG LETAPANTES EVTHG TOL TTALYVIOLOV.

H dAAn teyvikn — n yeveTikn| LOVOIKY| — apopd T dnpovpyio Tov 1810V TOV LOVGIKOD
nepleyopévov. To peyaddtepo HEPOG TG LOVGIKNG cuVTifeTaL amd va ATOHO 1 Lo OpAdoL
avOpomveov cuvietdv. H vrodoyiotikn dnuovpywkdtnta givor Eva medio mov depeuva v
OLTOLOTOTTOINGT TV SNUOVPYIKDY EPYACSUDY, EVA 1) LOLGIKY petadnovpyio (MuMe) amoteiet
TOPUKAAOL TNG VTOAOYIGTIKNG ONUOVPYIKOTITOG TTOV OLGYOAEITAL LLE TNV CWTOLOTOTOINGCT TNG
dnpovpyiag g povotkng. H yevetikn povokn eivat Lovsiky| mov onpovpyeitor pécm
GLGTNUIKNG OVTOLOTOTOINGNG Kol LEPIKES POPES OMOKAAEITOL KO (O O10OIKOGTIKTY] LOVGIKT,
HOVGIKT peTadnuovpyia 1 adyoptOuiky) povotky|. Avtoi ot Opot eivatl o¢ eni 1o TAgicTov

GLUVAOVLLOL KOl LTTOPOVV VAL ¥PNGLUOTONO0VV eEVOALAKTIKA, aALd Oa xpnoloTomGovE Tov 6po
CYEVETIKN LOVGIKT» Y10l AGYOLS OTAOTNTOG.

H yevetikn povowkn pmopet va mpoc@Epet oTeAeimTn LOVAIIKY| LOVGIKT G€ va oty vidt Kot
umopel va givol TpocopprocTtikn o€ ToAd Pabitepo eninedo amd T GLVOETIKY TPOCAPUOGTIKY|
LLOVGIKY, TOPEYOVTAG LOVGIKY| TOV ival eEATOUIKEVIEV OTIG EVEPYELEG TOV TTOUKTN OE £val
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noyviol. [Hopd ta mhové opéAN o T, 1) YEVETIKN LOVGIKN OgV €Yl akOUN EMITOYEL EVPEiR XPHOT
ota Prvteomaryvid.

1.3.2 Ta o@éin ™S aryoprtOpikic HovoIKIG

Ta meprocodTEpO MOy Vidla S1a0étovy soundtrack S1dpKelog HEPIKMOV ®PDV, AALL O YPOHVOG
TOLVIOL0L UITopEl Vo Kopaivetal amd 6 £mg Kot v amd 100 dpec. Avtd cuyva £xel o
OTTOTEAEG O, O TOUKTNG VO AKOVEL TO LOVGIKA KOUUATI VO ETovOLapBdvovTot ToAAEG popéc. Evad
N EMOVAANYTN €Ivol GNUOVTIKY GTI LOVGIKT, N VIEPPOAIKT| EXAVAAN YN umopel va dtatapdEetl Tnv
euPovdion ko va yivel evoyintikn yio tov moikm. ‘Evog mapdyovtag mov copaiiel otnv
EMOVAAN YT TNG LOVGIKNG GTa, oy vidta eivat To KOGTOG, dNAdN €GV TO Toy VIOl £l OPKETES
DOPEG LOVOSIKNG LOVGIKNG TOTE T KOGTY peAomoinomg avédvovot.

"Eva o0 o YEVETIKNG LOVGIKT|G (generative music) Umopel v TPocsOEPEL TOGOTNTA
TEPLEYOUEVOL IOV EEMEPVA KOTA TOAD TIG SLUVOTOTNTEG EVOG GLUVOETT, e TOAD YOUNAOTEPO
KOGTOG 0vhL AETTO LOVGIKNG. AVTd Bl EMETPETE GTOVG GYEINGTES EVOG LEYAANG GE EKTAONG

oy vidl va yepicouv kat Tig 60 dpeg moyvidlol He HOVAdIKN LOVGIKY], Le KOGTOG TOAD
YOUNAOTEPO amd T0 KOGTOGC 60 WPV GLVOETIKNG povotkng. H yevetukn povokn pmopet axoun
Ko VoL xpnoipomotn et ylo va mopEyel EMmAEOV LOVGIKN 0Pig dnpovpyio 6 TPAYUATIKO YpOVo
— évog oVVOETNG UTOPEL VO YPNOUYLOTOGEL TN YEVETIKT LOVGIKN Y10 VO SNULOVPYNGEL i LEYOAN
BBA0ONKN LOVGIKTG Y10 [0 TPOGAPLOGTIKTY TOPTITOVPO

H yevetikn povowm emrpénet eniong otov maiktn va mpocsoprolet Kot vo eE0TOUIKEVEL TN
HoVG1KN Tov. H TposaplocTikn LOVGIKT EMTPENEL GTI LOVGIKT VO GLVTOVILETOL O GTEVA LLE TIG
evépyeleg evog 0100pacTKoD TTaryvidlon, Kot £xel amoderyfel 0Tt £xetl peyolvtepn emnidpacn oy
évtaom mov PLdver 0 TiKTNG 6€ GUYKPION UE TN YPOUUKT LOVGIKY 0AAG, 1| TPOGOPLOGTIKT
HOVGIKT dgv umopel amapaitnto va ovtarokplfel oto e€opetikd evpd PAcHA TOV OLVATOTHTOV
10V oy vidrov. H yevetikn povoikn propel va cuvtebel oe mpaypatikd xpovo kabadg o moiktng
OAANAETIOPA e TO Ty VidL, EMTPEMOVTAG TNG VO TPOGAPUOLETAL TTLO TANPMOG OTIG EVEPYELES TOV
oK.

Téhog, n yeveTkn povoikn umopet va evouvapdoet kot va fondnoet Toug avOpmmivoug cuvhETeC.
Evo o mepropiopoi otn onpiovpykt| ehevbepia cuyva, TapaddEms, EMTPETOVY HEYOADTEPT
onpovpywdTNTa, 01 LITEPPOALKOL INLOVPYIKOT TEPLOPIGHOTL UTOPEL VAL TPOKAAEGOLV
OTOYONTEVOT] GTOVG GLVOETEG KOl VO, TEPLOPIGOLY TO EKPPACTIKO TOVG EVPOC.

O1av cuvBETovV Y100 TPOGAPUOGTIKY] LOVGTKY|, 01 GLVOETEC TPEMEL va. dStacParilovy OTl
0TO10GONTOTE OO TOLG THAVOVS GLVOLAGLOVG LOVGIKNG TOL UoPEl va TpoKOWyEL Ba akovyeTaL
AmodEKTOG GLVOMKA. AVTO Tepopilet o€ peydro Pabud To mBavo ekEPAcTIKO £0POG TOV
ovvBétn. H yevetikn povoikn| pumopet va emrpéyel 6Tovg GLUVOETEG VO EGTIAGOVY TNV TPOGOYN
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TOVG OTIG KOAMTEYVIKEG TTTUYES TNG VUVOEGNC LOVGIKNG KOt Ol OTIG TEXVIKEG AETTOUEPELES TNG
TPOETOLOGLOG TNG LOVGIKNG Y10 TPOGAPUOCTIKOTNTA. AvTO Oa emTpéyel peyaddtepn
ONpovpyikn ehevbepio 6TOVG GYESNGTEG TALYVIOIDV, TOVG GYESUGTEG YOV KOl TOLG GLVOETEG.

(Cale Plut, 2020)

1.4 Ap@uoTikog 1yog

H 1¥éa miocw amd v teyvikn e frvavpikng nyoypdenong ivon n e€ng: H elcodog oty akon
amoTeAETOL OO SVO CTLLOTA TTOV TO KOOEVO OVTIOTOKEL GE MYNTIKN Ttieon o€ kdbe Eva amd ta
toumava. Edv avtd nyoypaenBovv ota autid evog akpoath) Kot avamapoyfodv akplBdg 0nwmg
nrav, 10te Bewpeitatl OTL avamapdyeTot 1 TAPNG KOVGTIKY EUTELPi0, CLUTEPILOUPBAVOUEVOY
TOV NYOYPDOUATOG KOL TOV YOPIKAV YUPAKTNPIGTIKAOV. O Opog «Pvavpikr| nyoypaenon»
AVOPEPETOL GTO YEYOVAS OTL 01 0V0 E1GOS0VE TOV OKOVGTIKOV GUGTNHLOTOS OVATOPEYOVTOL COOTAL.

H nyoypaonon pnopet vo mpaypatomromBet pe pkpd pikpo@mva Tomofetnéve 6Toug auTiong
TOPOVG VOGS 0KPOTH, 0ALL CLVNOMG YpPNoLoTOoLEiTaL £va opoiwpa avOpdOTIVoL KePaAloD. To
opoimpa £xetl To oYU EVOS LEGOV avOpAOTIVOL KEPAAL0V, GLUTEPIAOUBAVOUEVTG TG LOTNG, TOV
0POOAUIKAOV KOYY®V, TOV TTEPLYIMV KL TV OVTLOV TOPWOV, EVAO LEPIKES POPES TO KEPAAL Efvar
QKON KoL GUVOESEUEVO e Eva opoimpa koppov. Emiong, Hepikéc popég mpocopotmveToL M
OKOVGTIKTY OVTIGTOGT TOL TVUTAVIKOD LUEVA. Me v axpipn avamapaymyn evog avlpomvov
KEPOALOV S1acQaAileTanl OTL TO NYNTIKA KOLOTA TTOV PTAVOVY GTO KEPAAL, VOIGTOVTOL TV 1010
LETAO00N KATA TN O100POLY| TOVG TPOG TOLG OKOVGTIKOVG TOPOVG, GOV VO EPTAVOY GE £V
Tpaypatikd akpoatn. Eva avtiypago tov avlpdmivov ke@oilov ovoudletotl Texvntd KEQAAL,
KOUKAQ KEPAAL0D, TPOGOUOIMTNG KEPAALOV 1, oTa Yeppavikd, Kunstkopf. Avtol ot 6pot £xovv
EUTVEVGEL EVOALAKTIKOVG OPOVG Y10 TV TEYXVIKT] TNG GTEPEOPMVIKNG NYOYPAPNONG: TEYVIKY|
NYOYPAPMNONG UE TEYVNTO KEPAAL, TEYVIKT KOVKANG kKe@aAov kot Kunstkopftechnik.
Xpnowonoteitol miong 1 EKEPACT| TEYVIKT GYETILOUEVT LE TO KEQAAL.

Kémoa apeiotikd pikpdemva Aappdvouy vrdyy Kot TiG SIGTAGELS KoL TO GO TOV
TPOGMTOV KOl TOV 6TNOOVS EENYDOVTOS TVYXOV SIUKVUAVGELS GTOV OUPLOTIKO YO Ao
SPOPETIKOVS OvVOpOTOVG.

2K0mOG TOL KAOE LKPOPMVOL £ivol va KAToypaWEL XOLS e TNV 1d10 YOPIKN oyéon, kdoe
MYNTIKO ONLLOL EYEL CYETIKES OLUPOPES LETAED TOV OKOVGTIKMV YPOV®V, ETITEOWDV KoL
nyoxpoudTmv Tov Ba eiyav ta 600 avtid evog avBpdmov av Bpickoviav otny o1 BEon pe to
apELOTIKO Ke@AAL. Ta akovoTikd Tailovv TOVE NYOVG TOL TAPAYOLY TO LIKPOPOVO EEXMPIGTA
010 ké0e avti. O gyképarog pag umopel va epunvedoet yopikd epedicpota péca 6Tig
NYOYPUPNOELS Y10 VO SNULLOVPYNGEL VAL TPLEIAGTATO NXOTOTIO HEGH GTY] GLVEIONON OGS ETEON
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avTikatonTpiletl To Sk pag aKovoTIKO cVGTNUA. OTME Kot 6TA VT VO AUPIOTIKO KEPAAL
KATOYPAPEL NYOVG amd OAES TIG KATELOVVOELS GTOV YDOPO OAAG Kat Tuy®V BopHPovug

(Mgller, 1992)

Eix. 1-3 Mixpopwvo mporoun(dummy) Neumann KU 100.

IInyy: hitps://en.wikipedia.org/wiki/Binaural_recording
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Eix. 1-4 Mixpopwvo kepalng Head and Torso Simulator (HATS) Type 4128D

Inyn: https://www.bksv.com/en/transducers/simulators/head-and-torso/hats-type-4128d

(David Murphy, 2010)
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H ocvvaptnon HRTF (Head-related transfer function) ypnoyonoteitol 6to ympikd Nyo.
Xoapaxtnpiletor amd TNV NYNTIKN AVIIANYN TOL 0KPOOTH GE o Ty YOV GTOV YMPO Kol TWV
eMUEPOLG YopakploTikdV (Evtacn, cuyvotnta kot ypdvog). POAo oty avtiAnyn tov fyov
oilovV TO YN TOV KEPOALOD KO TV EXUEPOVG GTOLXEIMV (UNKOG CTOUATIKG KOIAOTNTOG Kot
QLTIOV).

Yrdpyovv 000 €10 cuvaptnoeV peTacynuatiopov Fourier yio apeiotiky mopaywyn, o€
AVIYOIKO KOl GE EIKOVIKOD YDPOL TEPPAAAOV .

e avnyowd neptPdirov:
yL(t) = x(t) * HRTF.(¢)
yr(t) = x(t) * HRTFR(t)

%(t)

~hyl) hp(t)

2ynua 1-1 Aweikovion oovepTnong yio. OUPIOTIKY TOPAYOYI G AVIYWIKO TEPIELLoV
Inyn: https://en.wikipedia.org/wiki/Head-related_transfer function

g ewovikd meptPaAlov:

y () = x(t) * hy (t) * HRTF,(t)
Yr(t) = x(t) * hg(t) x HRTFg(t)

(Xatinavtwviov)
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1.5 "Hyog surround

O Myog tomov Surround amotehel pia TeXVIKN vioyvong tov BaOovg Kot TG TGTOTNTAG TOV YOV
YPNOLOTOIDMVTAG TOAAATAG KOVAALL YOV amd NYElR TEPLTPLYLPICUEVA YOP® OO TOV AKPOUTY].
Ta nyeia eivon €161 Tomobetnpéva £161 doTe 0 BeaT va ExeL TNV avTiAnym TG YwpoBETnong
Nyov. H dapopd tov fxov Surround o€ oyxéon pe to Stereo givar Tt to Stereo ypnoiponolel 000
nyela tomobetnuéva aptotepd kot de€1d evad pe to Surround woAlomAd nyeio Tov Tailovy amd
TOALEG 01ELOVVGELG ONUIOVLPYDOVTOS PEAAGTIKOVG 1OVE.

To cvotipota Nyov surround ¥PNGLOTOLOVLY OKOVGTIKA £pediopota Yo vo ETnpedcovy TV
avTiAnym Tov avOpAOTIVOU EYKEPAAOV GYETIKA pe TN BEom Kot TV omdoTacn HECH
ApOPANCTPOE®V £pefIGUATOV Kot TNG TPOGEKTIKNG TomoBETNONG TV NYElwV G Evav
ECMTEPIKO YDPO, DGTE VO, ONULOVPYNCOLV 1oYLPE Q€ eUfvBiong.

O 1yog surround dnpovpyei Eva epuPfodiotind nyntikd tedio, Tpocaprdloviag TIC TUPUKATD
TOPAUETPOVS GTO GHVOLO TV NYEL®V:

e ZUyYpPOVIGLOG NY®V Kot BopVPmv

e  Hymtw wooppomia kKot dvvapikn évraor kdbe mnyng nyov
o Aentég SIOKLUAVOELG OTO NYOYPOLO LE KIVOVUEVOVG NXOVG
e Avtiinmtn B€om TV YOV GTOV YOPO

O 1My0g Ta&evEL 6€ OO TO SWUATLO Y10 VO, ONILLOVPYNGEL £VOL TPAYLLATIKO NYNTKO TeptBdAlov
7OV ppeiton To apykd oKNVIKo yio mapadetypa o€ pio tovia 1 éva oy viol. EmTPETEL GTO KOO
VO VIOOEL KATL Topamtave and pio amin 0€aon towviag oav va Bpicketor 6Tov 1010 YOO He
QUTV.

O apBuog Tov cvotiueTog NYov Surround amoteleiton amd Tov apBud Tv Nyeiov mov tailovv
TOVG NYOLG Ot omoiot eivan avtidnmrol amd to avOpamivo avti, Twv subwoofer Tov mailovv Tig
YOULUNAEG GUYVOTNTES TOV NY®V Kl TOV NXEl®V oL glvar TomofeTnpévol o VYOG, avticToLyo
Om®G TapakdTm oto drdypappa. Eyxovpe 10 kavovikd nyeio kot 2 subwoofer.

H teyvoroyia avtn ypnoipomoteitor Kupimg 6TOVG KIVIUATOYPBAPOLS Kot APYLoE VO EpapuoleTan
Kol 6€ 014.P0pa KATAVOAWDTIKA 0yofd OO OKOVGTIKA Kol TNAEOPAGELS OAAGL KOl GUYYPOVES
KOVGOAEG TTOLYVIOUDV TPOGPEPOVTAG GTOVG TOIKTES YPNYOPOTEPOLS XPOVOLG AVTIOPAONG,
StEAEVOT YOUNANG KaBVOTEPTONG KOl GUVOPTUCTIKEG EUTEIPIEG TOLYVIOIDV.
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UPPER LEFT UPPER RIGHT

LEFT C. CENTER RIGHT C.

LEFT SURR. RIGHT SURR.
LEFT RIGHT

LEFT SUB RIGHT SUB

LEFT POINT SURR. RIGHT POINT SURR.

CENTER SURROUND

.. 1-5 Mcypopya drarolng 10.2 surround sound

Ewx. 1-6 Dolby Atmos
Inyn: https://'www.dolby.com/

(Dolby, 2025)
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1.6 AwwopacTIKOC 1)0G

O dwdpaotikog Nyog (interactive audio) givait 0 YOG TOV TO SLVOUIKE YOUPAKTNPIOTIKA TOV
aALalovv avaroya pe TNV 16080 TOL ¥PNOTN N TIG AAAAYEG TOVL TEPIBAAAOVTOG, OMLLLOVPYDOVTOG
KaONAoTIKEG epmelpiec og mayvidln Kot S1adpacTIKES Qapuoyés. 'vetal pécm
OAANAETIOPACEDV OVOPOTOV-VTOAOYIGTY, OTOLONTOTE £16000G ival Liot GLCKEVT] OTTMG Yol
TOPASELY LD £VaL LUKPOQ®VO 1} £va KIvTO TNAEP®VO TTOL 01 TANPOPOPIES XPNCLOTOIOVVTOL Y10
TNV UETAPOAN] YOPUKTNPLOTIKMOV KOl GCOUTEPIPOPDOV NYOV. MEGU GE TPIEOAGTOTO EIKOVIKEL
nepPaAlovta, 0 NX0g OAAALEL avAAOYOL LLE TIG EVEPYELEG 1 TAL GUUPAVTO TOV EVEPYOTOLOVVTAL.

To mawyvior Rez Infinite amoteiet éva amd T To onuavTiKd Topadelyato 6ToV d10dpacTIKO YO
AOY® TOV GVVALGHNTIKOV YOV OOV 1| LOVGIKT KO 0 0S¢ GVVILALovTat poll Le To EQE,
dnuovpyovtog pio atpodseapa. Exet o dtadpacticdg fyog mailel peydin onpoacio émov kabe
BoAn kot yTomnue otov £x0pol cupPAAAEl 6T LOVGIKY ScPaAIlovTag OTL 0 YOG AVTIOPA
duvapkd oto puOud ToL TAiKTY.

Eix. 1-7 XZryyuotoro and to maiyvior Rez Infinite

IIyyn: https://store.steampowered.com/app/636450/Rez_Infinite.

Aumhopatikn epyocio 13
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1.7 MIDI

To MIDI amote)el Eva mpwtdKoALd TOL KabiepmOnke To 1983 OV S10GVVIEEL LTOAOYICTES KO
NAEKTPOVIKE LLOVGIKE OPYOVOL Y10 VO ETIKOIVMOVOVV HETAED TOVG Kat yopaktnpileTal amd v
evkoAia otnv enelepyacio TG LOVOIKNG, TNV eveMEia ko To pikpd péyebog tov apyeiwv. To
MIDI Aertovpyel 0tav matiétol Evoa TANKTPOo amd pio cvokevn 1 adiidg MIDI device
ovvoedepévo pe USB 1 koddoto 5 pin kot oTéAveL €va ofjua 1) pio 6epd amd odnyieg extédeong
ONUOTOC GTOV VITOAOYICTY| AVTL TOL NYOYPAPNUEVOL MOV Ko TEPIAUUPAVEL TANPOPOPIES TOV
oNUaTog OGS S1dpKeLn, TVYOV OALOYEG GTNV EVTAOT KOl TOVO.

MIDI Out uUsB

MIDI In

AUDIO

MIDI In
MIDI Out

A 4 MIDI Thru

aeouoﬁv (SReTererore
LN vo UOG“QO

Eix. 1-8 AiGypopyo 010.060v0e0nS NAEKTPOVIKDV LLOVOLKDY 0PYAVDYV L DTOAOYIGTH

anyn: https://samplified.us/blogs/news/what-is-midi?srsltid=AfmBOoqv9k 470zCgvF5UGms7SM231UYsMn4maSf1X-
f14P_No4icB2L

Aumhopatikn epyocio
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1.8 DAW - Digital Audio Workstation

To DAW (Digital Audio Workstation) givon pio Katnyopio A0yiGHKoD TOV ¥PNGILOTOLEITOL GTNV
nyoypdenon, kot oty dnovpyia kot eneepyacio apyeiov Nyov. Mmopel va mdpet tnv popoen
elte LoY1IoKoD €lT€ GUVOAO OTO NAEKTPOVIKE LOVGIKE OPYaVa GUVOEOEUEVD GE VAV
vroAoyioth. E@apuoletar oty nyoypdenon HovGikng, Tpayovdion, podcasts oAl kot nynTik®v
epé. KukAopopoiv mapa ToALY TETO0 TPOYPAULOTO GTO EUTOPLO OTTMC Yo Topddetypo To FL
Studio ka1 Ableton aAAd ko avorytod k®oKa O6Tmw¢ To Audacity.

Ex. 1-9 Audacity.

Inyy: https://www.audacityteam.org/
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1.9 Kwmowomomtig 10v

"Evog kmotkomomtig Nyov lval pia GuokeLn 1 Eva TPOYPOULO VITOAOYIGTY] IKOVO VO KOOTKOTOLE
N va. amok®oKomotel Eva ymelokd pevpa ded0UEVOV (KOSIKOTOMTHG) TOV KMOKOTOEL 1)
OTOK®OIKOTOIEL MX0. XTO AOYIGHIKO, £VOG KMOTKOTOINTHE NYOL £vail Eva TPOYPOLLO VITOAOYIOTN
7oV eQapUOLEL Evav adyopBpo Tov GuUTIECEL Kot AmOGLUTIECEL YNOLOKA OEGOUEVO YOV
oLLP®VO LE £va 0edoUEVO apyeio YOV 1 HOPPT] K®OKOTOINGNS YOV HEG®V pong. O 6TdY0g TOV
alyopifuov givorl vo avamopioTd To Yo YOV VYNANG TeTOTNTOG LE TOV EAAYIoTO ap1Buo bit,
STNPAOVTOG TOPAAANAO TNV TOLOTNTA. AVTO UTOPEL VO LEIDGEL OTOTEAEGLATIKA TOV
amoONKELTIKO YDPO KoL TO €XPOG LMVNG TOV ATOLTEITOL Y100 TN LETAOOGT TOV ATOONKEVILEVOL
apyeiov Myov. Ta TeplocOTEPH KMIKOTOMTIKAE AOYIGUIKOD VAOTO00VTOL 00¢ BPAto0nKeS TOV
dtaovvdéovTat Le Evay 1 TEPICCOTEPOVS TOAVUEGTKOVS TaikTeg. O1 TEPIoGOTEPOL GVYYPOVOL
alyopBpotl cvpmieong Nyov Pacilovial 6TV KOIKOTOINGOT TPOTOTOMUEVOD JLOKPLTOD
cuvnutévov (MDCT) kot oty ypappkn tpoyveoTtikn kowdwonoinon (LPC).

370 VAKO DTOAOYIGTY, O KMOIKOTOMTHG YOV OVAPEPETOL MG L0 LELOVMOUEVT] GUGKELT TTOV
KOOKOTOLEL AVOAOYIKO X0 GE YNOLOKE GTLLOTO KO ATOKMOTKOTOLEL T Ynlokd oot Eova
o€ avaroyikd. Me dAda Adyia, Tepi€yxel TG0 Evav avaroykd-ynelakod petatponea (ADC) 6co
Kot Evay ymelako-avaroyikd petatponéa (DAC) mwov Aettovpyovv pe 1o 1010 oNpe pOAOYL0V.
Xpnowonoteitat, yo Tapddetypa, o Kapteg xov mov vrostpilovv 1060 16060 66O Kot ££000

Nyov.
(Audio Codec, 2025)

1.10 SDK

To SDK 7} aAlumg Software Development Kit anotedeiton and po cuAloyn| epyoreimv
avATTLENG AOYIGUKOD GUYKEVIPOUEVAOV GE VA EVIOLO0, EYKOTAGTAGILO TOKETO. AIELKOAVVOLY TN
Onpovpyia EQaPUOYOV, KOOMOG TEPIAAUPAVOLY LETOYAMTTIOTT, EPYUAEID OTOGPAALATMOONG KO,
eviote, mAaic1o avanTvENG Aoyiopikov (software framework). Xvvn0wg, apopodv
GLYKEKPLULEVOLG GLVOVAGHOVG TAATOOPLLOG DAKOD Kol AEITOVPYIKOD cuothuatog. ['o
ONpovpyia EQUPUOYDV LE TPONYUEVES Aettovpyies, OTwS 1 TPoBoin dtapnicewy, ot
€100TOMGELS push K.4., 01 TEPIGGOTEPOL TPOYPOUUATIOTES EPAPLOYDV XPNCUYLOTOLOVV
e€edkevéva TaKETO OVATTLENG AOYIG KOV
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1.11 Xvvoyn 1°° keparaiov

€ aVTO TO KEPAANLO EYIVE M TEPLYPAPT] TOV TEYVOAOYLDV TOV £YOLV GYECT UE TNV OUTAMUOTIKN
gpyacia e ava@opd oTnVv 16Topio TOL YOV 6Ta NAEKTPOVIKG oty vidta. Kdmoleg amd avtég sivat
OVEPYOUEVES KO LTTOPOVV VO YPNCILOTOIN 000V 610 LEAAOV
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2 Xyeowaopnog

270 KEQAANLO OTO YIVETOL 1] AVAAVGT] TOL POAOL TWV UNYOVAV TOLYVIOLDOV GTIV OUOIKAGTOL LLOG
¢ évo TpOTEVOV epyoreio pall pe optopéva TapadelyLaTo SNIUOPIADY UNYOVAOV TOLVIOUDV. XN
OCULVEYELD TEPLYPAPETAL 1] GYECT] LETOED NYOV LE TIG UNYOVEG TOLYVIOLDV e TV YP1oN
SpopeTIK®V epyalreimv. TELog meptypapetor n pebodoroyia avamtuéng evog moyvidlov.

2.1 Mnyoavég Horyviorwv

Ot unyoavég maryviduwv (Game Engines) amotelovv £va OLOKANP®UEVO Kol
ETOVOYPTCILOTOM GO TAAIG1I0 AoYioUKoy TTov mapéyetl amdooor(Rendering), puowkn (Physics),
TEYVNTA VONLOSLVN, NY0, KivoOueva oyédto Animation) Kot GAAQ, TOPEYOVTOS £VA EVOTOINIEVO
TEPPAALOV Y10l TNV EMTAYLVGT KOL TNV ATAOTOINGT NS ovATTLENS PrvTeomaryviddy Kot Oyt
LoVo Gg OAEG TIC YADOOEG Ko TAATQOpES Yo Tapddetypa to Unity kot to Unreal Engine. (Arm,
2021)

2.1.1 Unity

To Unity ivat pro omd T1g mo S1donueg UnyovES Tayvididv 6Tov KOGHO AOY® OTL eivat
TPOGPAcin, EVKOAID GTNV XpNomn e epyoreio onTikov kmowKa (visual scripting tools) émwg to
bolt kot vrootpilet v aviikepevooTpaPng YA®Goa Tpoypappaticpod C#, puéyaro apBpd
ypnotav (Userbase) kot dmpedv mpdoPacn péow tov mAdvov “Personal”. Emiong mapéyet
VROGTNPLEN G€ TApa TOAAEG TAaTEOpLES Ommg kivnTd (Android kot 10S), kovooreg (Playstation
5, Xbox series S/X ka1 Nintendo Switch 2) kot cvokevég ewovikng mpaypatikotntog (Meta
Quest ko Valve Index VR). H Unity mapéyet £va peydro aptBpd suvatotitov Kot TpocheTmv
(Packages) ommg unyavéc puoikng (physics engine), epyoaieia oyediacuov motdv (Probuilder)
Kol punyoaves nyov (wwise, fmod).

2.1.2 Unreal Engine

To Unreal Engine tg Epic Games givot ewiong Onpo@iAn punyovi oy violdv Adym ott etvon
dWpeAV GTNV XPNoN VIO Evay GPo OTL AV TO TOLYVIOL CLYKEVIPOVEL KEPOT EVOC EKATOUUVPIOL,
naipvel mpounBeta 5%, mapéyetl peaMoTIKA YPOUPIKE, POTIGUO KOl VOEG TOPAYOVTOS VYNANG
TIOTOTNTAC POTOYEVT OMOTEAEGUOTOL, YPOLUOTOLEITOL KOl GTNV OPYLTEKTOVIKT] KOl GTOV
oyxedlacpd Kot mapéyet To Blueprints mov emitpémovv oy avamtuén oy vididv yopic KOS,
Apxketd moyviowa mov £xovv avartuybei pe To Unreal Engine £yovv onueimaostl epmopikn
emrvyia 0nwg to Fortnite, to Hogwarts Legacy kat to black myth wukong.

Noa avagépovpe 6Tt 01 VO TOPATAVE® UNYOVES EELTNPETOVY OOPOPETIKES OVAYKES OTMGS Y10 TTLO
‘duvartovg tithovg’ Kot KoAvtepn mototnta Kaivntel to Unreal Engine v yuo prototypes,
€UKOAT E1GAYMYN GTNV OVOTTLEN TOYVIOIDV Kol 1o eEAappei TitAovg KaAvmtel To Unity.

O AO6yog mov emAéyxOnke to Unity elvan 0Tt givon amd TIc o 010000 UEVES KO TPOGITEG UNYAVESG
TOLYVIOLDV GTOV KOGHO LE PEYAAT KOWOTNTO TPOYPUUUOTIOTOV TOL Popel va pag fondncovv
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o€ k60e mpOPAN L OV TPOKVYEL Kot PEYAAN cvuPatdtnrta pe dtdpopes TpOcHETES TEXVOLOYiES
ov BonBovV GTNV KAALY TOV OVOYK®OV LOG GTO TAOIGLO TNG SUTAMUATIKNG EPYOGTOG LLOG.
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2.2  Evowapeco royiopiko yov (Middleware)

To evdidpeco hoyiopukod fyov 1 oAb Audio Middleware givat Aoyiopuko tpitov mov
YEQUPMVEL TO YAGHO LETAED UnyovedVv Touyvidldv 6mwg to Unity pe 1o vAcpukd nyov (Audio
Hardware). Emitpénet tn onpiovpyio ko puién nywv, dueon epappoyn cuvieTtmv, SUVAUIKOV
nyotomiwv, Kot cHVOEST SLUSPAGTIKOD YOV LEWDVOVTOG TNV ££APTNON OO TOVG
npoypoppatiotés. Eniong fondd ot dayeipion tov poimoloyiopol tmv 6ed0UEVOV X0V
TAPEXOVTOG TPONYUEVES EMAOYES GUUTIECTG KOl LOPPOTOINGNG, LELOVOVTAS TO POPTO EPYACIOG
otnv CPU kot ™ pviun.

2.2.1 Wwise

To Wwise gtvan éva mpdypappa g etanpiog Audiokinetic mov dpactnplonoteiton GTov

SO PACTIKO NYO KoL TPOGPEPEL EMeEEPYTio YOV GE TPAYHOTIKO YPOHVO, EVIOC ALY VIS0V,
TPOTYLEVOG YOPKOG YOG, OLOPACTIKA LLOVGIKA cLoTata Kot fadid eveoudtmon g pe
punyovég oy vidmy. Yrootpilel OAEG TIC GVYYPOVES KOVGOAES PIVTEOTOLYVIOUDV Kol UTOPEl va
ouvoebel pe unyavég moryvidiwv(Game Engines).

2.2.2 fmod

To fmod &ivot éva dAAo avtictoro AoyiopKo Tov Kdvel eneEepyacio Nyov yia woyvidia. Eivol
€0KOAO otV Ypnomn, umopel va kévet piEn o€ Tpaypatikod xpovo e GAAOVS YOVG TOLYVIOLDOV
aALG vTooTNPilel povo Tig dV0 YvmoTég unyovég maryviduwy (Unity kot Unreal Engine).

) celeste_audio.fspro* - Mixer
Fi t Create View Window Scripts FMOD.o Help
Routing VCAs Snapshots Mixing Desk | Selected Buses

a- Group Group Group Group Group Group
stings tunes rename_piano  worldm..whoosh  rename_verb _design_tools  gameplay_sfx
char/madeline/stand

char/badeline/stand S c
char/madeline/summit_areastart

char/madeline/summit_flytonext

char/madeline/water_dash_out
char/madeline/water_in
char/madeline/...x_move_general
char/madeline/...r_move_shallow
char/madeline/water_out
char/theo/yolo_fist
» [ classic
WURRR BRR  AOERNURERRNURRNARRGARNRNN AWANNRRRUNAPNARCE OUONEAN NUNR MR AR
419 wtz]

bse ]
: )
e 9 © @

» 23 worldmap_whoosh K —
(pr2as vJl[ o Ji[ on <Ji on i or ]

Multiband EQ

Rt rename_verb

New Group| [New Ret:

Eix. 2-1 [lapdBopo tov Loyiouixod fimod

IIyyn: https://www.fmod.com/
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2.2.3 Atmoky

atmoky

trueSpatial

Eix. 2-2 Aoyororo atmoky trueSpatial

Lnyn: https://atmoky.com/products/ears/

To atmoky amoteAel pio oAokANpoUEV GoviTa GVVOESTG TOV ¥PNGIUOTTOLEITOL GTNV GVVOESN
AUPIOTIKOV YOV Kot SNUovpyio peaMoTiKOV mepBdAloviov Myov yia matyviowe. Mmopel va
evoopatmdel otig unyoavég maryviduwy Unity kot Unreal Engine kot vrootnpilet T o0yypoveg
KOVGOAEG TTOULYVIOLDV.

H dwapopad eivar 6t1 10 fmod €yet mo amAn diemapn ypnot mov powalel pe DAW kot
angvBhveTan o pkpég opdoeg (indie) evd 1o Wwise €xetl mo eEgidtkevpéva mapdbopa epyaciog
LE GVGTNUA LEPAPYNONG TTOVL KAOIGTA TLO KOTAAANAO Y10 LEYAAEG OUADES OVATTLENC TTALYVIOIDV.
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2.3 Xdaprteg gpmepiog ypfiotn (UX Maps)

Hymtucog oyedracpdg yio moryviolo Kot StodpacTiKES EQAPUOYES
eupodiong

O ydpteg UX (UX Maps) meptypdpouvv 014popeg TTuyés Kot dtadkaciec mov oyetilovrot pe v
EUTELPLOL TOL YPNOTH GYETIKA e pio vnpecia N Eva TPoidv, delyvovtag TG TPAEELS, TIG EVEPYELEG
Kol To. cuvansONuoTa Tov ¥PNoTN o€ KABE 6Tdd10. Tapovstalovtag Ti§ . [lapakdtm divovion ot
TEPLYPAPES TOV TEGGAP®V TRV Yaptv Ul

Xapmg eunaderog (Empathy Map): Kataypdeet Tt EEpovpe Yo Tov TOTO YPNOTH EVOG
TPOLOVTOG Y10l VO, ONILLOVPYNCOLV it KON avTiAnym Kot v fondncovpe 6t AMyn amopicemy.
Xopiletor og TE0OEPQ TETOPTNUOPLO, TL CKEPTETAL, TL AEEL, T KAVEL Kot T VIMOEL.

EMPATHY MAP Example (Buying a TV)

Do they What is
1Es think I'm best for
expecting Why is this stupid? me?
something What do Where 2 e
different you think? should | Too many
start? acronyms
| want
What What else something
brand do am | awesome
you like? missing?
| o What size Wasting
wan ; "
something Is best? too much ma}rbe'
abla time? this isn‘t
re the best
SAYS (O) THINKS
DOES FEELS
JAMIE
Fear
Checks Lists
the web- pros/cons Over-
site whelmed
Compares Inade-
Makes More products quate
small research Excited
decisions
Usure who
Observes Asks to trust Anxious
Postpones in store friends
big
decisions
NN/g

Ewx. 2-1 Hopadesryua dioypdupazog yaptn surndbsiag (Empathy Map)

ITnyn: https://'www.nngroup.com/articles/ux-mapping-cheat-sheet/
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Xapmg ta&drov tedldt (Customer Journey Map): eotidlel otnv aAinAenidpacn evog
OLYKEKPIUEVOL TTEAAT e Eva TPoToVv 1| o vanpecio. Kataypdoeet pio oelpd omd otdyovg o€
YPOVOLOYIKT Loppn. Xmpiletal o€ TE00EPIC OTNAEG: PAGELS, OPAGELS, CKEYELS KOl GUVOLGOHN LT

CUSTOMER JOURNEY MAP Example (Switching Mobile Plans)

JAMIE EXPECTATIONS
@ Scenario: Jamie needs to switch her current mobile plan. ¢ Clear online information
JA'AN She wants a plan that can save her money without having * Ability to compare plan breakdowns
to sacrifice usage limits. ¢ Friendly and helpful customer support
DEFINE COMPARE NEGOTIATE SELECT
1. Review current p|an 3. Watches commercial on 6. Calls current carrier to 8. Decides on a new p|an
v tell them she is shopping and calls customer service
2. Define parameters for around to switch service
new p|an 4. Researches companies
and offers on consumer 7. Calls competitors to
reports website see what they can offer

5. Uses current carrier
website tool to compare
options

NN/g

Eix. 2-2 [opdoeryua droypauporog yoptn taciorod meidary (Customer Journey Map)
nyn: https://'www.nngroup.com/articles/ux-mapping-cheat-sheet/
Xapteg epmepiog (Experience Map): Ontikomotel tnv OAN dwodiakacio and dkpn oe dikpn 6mov
évag ‘“yevikog’ meAATNG TEPVAEL Y10 VO OAOKANPMOGEL évav 6tOY0. H gumeipia eivon aveEdptnn

amd £vo GLYKEKPUYEVO TPOLOV N emyeipnon. XpnoOTOoLEiTal Yo TNV KATOVONGT) TNG YEVIKNG
avOpOTIVIG CLUTEPLPOPAG.
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EXPERIENCE MAP Example (Pregnancy)

TRIMESTER 18T 2ND 3RD
ANXIETY Positive Pregnancy Tests Fetal Development and
LEVELS + Gender Deteminaton ~ ~ ~ ~ ~ — — — T~ — T T T 7 — >
3D Ultrasound
COMMON Urine ana|y5is ——————— > Fetal Heartbeat Monitoring —————————————— >
TESTS
Maternal Serum Alpha-fetoprotein screening,
Chorionic Villus Sampling hCG, estirol, inhibin
Glucose Tolerance Te5ts _______________ 9

Fetal Non-Stress Tests

SHARING Partner Other Friends/Work Obvious in Public
Close Friends/Family

PLANNING Name Generation Maternity Leave Plans Birthing Classes
Nursery and Supplies Prep Baby Shower + Hospital Bag

PHYSICAL
EXPERIENCE

NN/g

Ex. 2-3 Hopaderyuo. diaypduuarog yaptn euneipios (Experience Map)
IInyn: hitps://www.nngroup.com/articles/ux-mapping-cheat-sheet/
Xaptng vanpeciov (Service Blueprints): Eivat mapopotot pe tov xdpt epmepiog arid
KOAOTTOUV GUVOETO GEVAPLO TOV KOAVTTTOVY TOAAG onpeia eraens. To ddypoptpa ametcovilet
pio aAAnAovyio xpdvou petald epyacidv mov gival epapyikes. Xmpiletar o€ 1€66ep1g 0prlOVTIES
OTNAEG: EVEPYELEG TEAOTAOV, EVEPYELEG GTO TPOCKINVIO, EVEPYELEG GTO TOPUCKN VI Kol O1001KOGIEG
vrootpigng. (Gibbons, 2017)
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SERVICE BLUEPRINT Example (Appliance Retailer)

TIME 5-25 mins Jeuresassrrerusensmansnsnnnnnas 2050 Ming sessssnansensesnsennsensennsense 1 5.12 35 20-32 mins
days seconds
EVIDENCE Website Retail location Employee’s name tag Credit card Appliance
Store signage Product description Store reciept Delivery reciept

Appliance signage Price tag

CUSTOMER

Visits website  —  Visits store, Discusses features, Makes purchase Notified of Appliance
JOURNEY browses - pr_i:e, availability, - g delivery ETA dt;'ijvereci
appliances + with salesperson
sales N
1 N
LINE OF
INTERACTION — — — |- = == =7 r------r-"~"=""-=-"="="="=-""=--"7°r-~"""="-"-- -
v J/ |
"RONTSTAGE
Welcomes to Checks inventory Provides |
EMPLOYEE store and delivery times delivery time
ACTIONS I
N 4 4
Automated I
TECHNOLOGY Support chat call with date |
of delivery
|
LINE OF |
VISIBILITY
|
BACKSTAGE |
ACTIONS  Respondsto Inventory manage- _y - Point of sale Fulkillment Accounting I
chat questions ment system system queue
A N !
LINE OF I
INTERNAL — = o o o oo oom oom o oom oom oo omm oom oon oo e o o o oe o e oem =) o o=m == == o= - e = = - — -I- -
INTERACTION
i
Analytics logs Foot traffic Payment Appliance 3rd party
SUPPORT visitor scanner process distributor delivery service
PROCESSES

Eix. 2-4 Hopdoeryua oroypauuorog vanpeoiog (Service Blueprint)

IInyn: hitps://www.nngroup.com/articles/ux-mapping-cheat-sheet/

2.4 Avalvon akpoatnpiov

H avéivon axpoatnpiov mepthapfavetl Tov mpocdloptod ToV Kool Kot TV TPOCUPHOYT HUI0G
olAMOG oTo EVOLOPEPOVTA, TO EMIMEDO KATAVONONG, TIG OTAGELS Kol TG temoldnoelg oto kowvd. H
V10OETNON OIS TPOGEYYLIONG TOV EMKEVIPMVETAL GTO KOO EIVOL GNUOVTIKY, O10TL 1|
OmOTEAECUATIKOTNTO £VOC opAnT B BeAtiombel edv n mapovcioon onpovpyndel ko mopadobel
pe Tov KatdAnio tpémo. O Tpocdlopioidg TOL KOWVOU HEGM EKTETAUEVNG EPEVVOG Elval GUYVE
d0OKOAOG, OTOTE N TPOGAPUOYT 6TO KOO PacileTon cuyvd oTnv VY XPNON TNG POVTAGIAG.

Onwc cvppaivel pe moAdd moAdTIH EpyaAeia, N VAADGT TOV KOWVOU UTopel va xpnoyomom et
o€ vepPoikd Pabud. H mpocappoyn pog optiiog 6to kowvo dgv glvat to 1010 pe 1o va Aéte
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amAd 6To Koo avto mov BELEL va akovsel. H avaivomn tov kotvov dev onpaivel «emdeikvoon» 1
«OTOKACELG» 6TO KOWO. AvtiBeta, 1| Tpocappoyn kabodnyel T ETAOYEG GTLA KO TEPLEYOUEVOV
TOV KAVEL £VOIG OLUANTNG Y10, pia Topovsiaot). H Tpocappoyn 61o Kotvd cuyva cuvemdystot o
TOAD AETTH Ypapp|] LETAED VIEPPBOAIKTG KOl AVETAPKOVG TPOGAPLOYNG — L1 O1AKPLoT TTOV
umopel va KT 0el KaADTEPA LLE TV KOTOVONGT TOV YEVIK®OV GTOLYEI®V TG TS 0e&10TnToC.
O1 porot mov mailovy 6TV avalvom akpoaTnPiov ival ol TPOGOOKiEG TOL KOOV, 1| YVMGN GE
éva 0pa, N Tpocyyion Tpog o€ Eva BEua, To puéyebog kovov, To TEPIPAALoV dteaymyng, Ta
ONUOYPAPIKE Kot 0 EYMKEVIPIOUOG TOL Kotvov. (Audience Analysis, ¥.%.)

2.5 Kvkhog avantong maryviorov.

"Eva oy vidr maipvel moAld xpovia Ko amacyorel LeEYAAeS OUAOES KO EMTVYYAVETAL LLE TTOAD
peydio koot (budget). Avtictoryeg pebodoroyieg mov ypnoIonTo0HVTAL GE TEPITAOKO
AOYIOUIKO YPNOLUOTOLEITAL KOl GE Ty VISl AOY® TNG TEXVIKNG TEPITAOKOTNTAG TOVG.
AmoteAeitan kupimg and tpia otdadwa, g [po-napaywyng, Mapoywyng kot HeTd TV TOpay®y”n:

o [Ipomapaywync(Pre-production): Exel kataotpdvovat 10€eg Kot oxédta, Eekvael n
TekUnpimon, opdades suotinvovral kot kabopilovtor to k6cTog(budget) Kot
YPOVOOIIAYPOLLLLLOL

e [lapaymyng (Production): To peyaAdtepo 61dd10 g ddpketa. Exel o1 10éeg
TPOYUATOTOLOVVTOL LETA atd S1OPKNG avATTVED, oYedaoUod Kat BerTioon).

e  Metd v mapaywyn (Post-Production): I'iveton n mpo®dOnon kot | cuveyng vmootpién
TOV TTOLLYVIOL0V.

Kot o avoivtikd:

o Xyedlacpov (Planning): Ao ta mo onuovtikd otado. [paypatomolovvrol oyxédia yo
TNV KUKAOQOPia TOL oy ViS00 Ko AElOA0YOUVTOL 10EEG GYETIKA LLE TO TToy Vit Kot
yivetan n 60GTOGN TOV OUAS®V OVATTUENC.

o Ilpo-mapaywyng (Preproduction): I'tveton o apyikdg oxeSOGLOS TOL ToL VIS0 KOl 1|
dnuovpyia Tpocyedimv oe O18Popa EMUEPT OTOLYEID OTTMG TV 1GTOPIN TOV Kot
TPOTOTLTO, KO ATOPoGilovTot ot 10€eg Tov Ba EPUPULOGTOVV.

e [lopaywyn (Production): To mo ektevég 6TAd10 6TV avATTTLEY €£vOG oy vidwov. [ivetou n
oLVTAEN TOV KMOOKA, 1 YPOPY TNG TAOKNG, 1| ONUIOLPYIL TWV OTTIKMV GTOLEIWDV, 1|
oVLVvBeoT TOV NYOV KoL TNG HOVGIKNG GTO TOL VIOl Kot 1) NXOYPAPNON TOV YPUUUDV TOV
YOPOKTPOV.

o Aoxég (Testing): Amotedeiton amd Eva eKTEVES GTAO0 TOV YivovTol Ol SOKIUEG GTO
oy Viol i1 0TO AEITOLPIKO TOWEN E1TE GTOV OMTIKO TOUEN E1TE GTNV EKTEAEST] TOV.

e Tlpw v kvkroeopia (Prelaunch): I'iveton n tpo®Onon tov pésm demo, trailer ko
TOPOVCIACELS Kol EMOEIEEIS GE EKONADGELS.
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e Aavodpiopa (Launching): To moyvidt BpickeTor Kovid otnv nuepounvia dtdbeong Kot
yivetan 10 TEMKS YuaAopa, dtopBovavTat Tuydv bugs | AaBN oToV KMIK Kot UToivouy
01 TEMKEG TTIVEMEG OTA OTTIKA GTOLYEIR TOV TOLYVISLOD

e  Metd v xvkhoopia: (Post Launch). Mraivel tpdcsbeto mepieyopevo gite péow
avaPaduicewv, tpdcbetwv (DLC), enekteivetal n vroot)pi&n Tov Kol yivovtotl EmmAEov
dropbmoelg kot tpocOnkes. (GameMaker, 2023)

2.6 Epyoieio oravouns KOOKa

To epyoieio S10VOUNG KMOTKO OTOTEAOVVTOL OTO KOTAVEUNUEVO CLGTHLOTA EAEYYOL EKOOGEMYV,
oxeOOGUEVO VAL YEWPILETOL TO TAVTA, OO LIKPE EMG TOAD peYOAo Py KMOKO, LE TOYVTNTO Kot
amoteAespaTikOTNTO. Tor 300 KUpLo GuoTHOTA EAEYYOV £Kdoomg kddka eivar To Git Kot To
Unity Version Control.

To Git etvar to KOpro cvoTNHO drarxeiplong £kdooNg KAOK avoryToD KMOKH TOV
YPNOLOTOIEITOL GTNV TOPAKOAOVONGT aALOyDV Kot S1opBdcemv Tov Kddka (codebase) og
YPOVIKY| GEPA, TNV GUYKPLON KOl EVOOUATOOT] O10POPOV GALXYDV GE TOPAKAGOL0 TOV KMOOLKO.
To Github &ivar 1) o didonun TAATEOPLA TOL KAVEL TNV EAEVOEPN Stovour|, TNV GUVEPYAGIO LLE
GALOLG Yo TV GUVTOEN KMOKO Kot TNV Tapakorovnon airayov. Baciletat oto Git. AlatiBeton
Kot og Tpdypappa vroroyiotn (Github Desktop) mov dievkordver Tov yepiopd tov Git.
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= J; PuI.I orlgln

"':] desktop n file-status-too... &171%2 i

Changes 3 History rc\u t\section-list.tsx
3 changed files
app\src\ui\lib\list\section-listtsx  [=]
ii\lib\tooltip.tsx =

tooltipped-content.tsx [=]

onRowKeyboardFocus?: (

@J Stashed Changes >

+
+
+
+
+
+
+
+

Bring ‘onRowKeyboardFocus' to "Se

@sergiou87 @tidy-dev

Commit to file-status-tooltip

Eix. 2-5 HopdOvpo Github Desktop

nyn: https://github.com/apps/desktop

To Unity version control givat to evoopotopévo epyaieio Katavepunuévov eA&yyov €kdoong
Koo ov avartvydnke and v Codice Software ko Tp€xel o€ O TOL AEITOLPYIKE GLGTHUATO
(Cross-platform). [Tepthapfaver 6169opa GLGTATIKA OTWS YPALLUY| EVIOADV, TEPPAALOV XpIoTN
web kot 6€pPep. Mmopet va eveopatwbel oe GAleg UNYovEG TOY VOOV, VO POPTMOGEL YPIYOpa
apyeio Kot peyaieg deEapeveg (repos) KMOTKO Kol VoL GUVEPYAOTEL Le BALOVS TPOYPULUATIOTEG
péom epyareimv devops.

(Unity, 2026)
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R Unity @ myproject M 22 83 P pecaming @8

Dashboard AN
DevOps
Projects

Products

Overview On-Prem Seats

Explore repositories nizat
Administration
Version Control
New experience © On-Prem seats ¢ Edit seats
All decrement changes will be reflected
in the next billing cycle. Current billing cycle

DevOps
Repositories
$418.00
o pay
Seats
Pricing:
I $38/seat/month
cove Next billing cycle
On-Prem Start date

Permissions

Settings License for On-Prem License token (

uves

License file
Build Automation

Unity Cloud Drive Valid until August 1, 2025
Usage

and place the file in

folder.

Consult the d 1 (2 for more
information on On-Prem licenses.

Help and support

Eix. 2-6 IlopdBovpo Unity DevOps

Tnyn: https://unity.com/features/version-control

2.7 Xovoyn 2°° keparaiov

g auTd TO KEPAANO EYIVE 1) TEPLYPAPT] KOL 1] GVYKPLIOT] TOV SL0POPMOV TPOYPUUUATOV
Aoylopkod kot pefodoAoYLdV TOV ¥PNGILOTOIOVVTOL GTHV AVATTUEN TOV TOLYVIOIDV.
EmnéyOnie to Unity yio v eukoria Tov kot tnv tAnbodpa tov tpdsbetwv mov fonbovv otnv
avamtuén Tov ToyvidoL kot to Audiokinetic Wwise yiati ypnopomoteiton otnyv fropnyovio
(Industry Standard) kot £yer TAnOmpa epyareiwv.
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3 Avamtoén moyviolov

To moyvidl mov Ba pTidEovpe Oa eivon eumvevopévo amd ta top down (ITpofoin kéToync)
shooter 6mmg Yo mopaderypa o Brotato mov o yapaktipog Oa £xel éva dmho kot Oa
e&ovdetepdvel xBpovc 6ToL 0 YOG aKoVYETAL AVAAOYA e TNV KatehBuven TG ceaipag. 1o
KEPAAOO avTO Ba YiveL N TEPLYPAPT| TOV YOPOKTNPIOTIKAOV TOV ETUEPOVS EPYOULEI®V KOL M
dradkacio Katd tnv avartuén tov motyvidloh cuvodevdpeva omd Screenshots kot mivokeg
TEPLYPAPNS TOV GCLVOPTHGEMY KL TOV GVOTATIKAOV Y10, KOADTEPT KOTavonon.

Eiwx. 3-1 Brotato

nyn:hitps://store.steampowered.com/app/1942280/Brotato/

Mai&ipo

'E€000C

Ex. 3-2 Apyixn 006vy moryvidiod
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3.1 Unity

Select

X 10.762 Y 333.436 Z 31.591
X0 Y 90 zo
X1 Y1 1
@ NinjaRig.Climbing o
o i

B Bone Renderer

B - Rig Builder

N 3 » Q Q Q . . - () Add Component

Eix. 3-3 IlopdBQovpo mepifarlovroc Unity

Inyy: hitps:/funity.com/releases/2019-3/editor-tools

3.1.1 Avtikeipeva maryviorov (GameObjects)

To avtikeipeva moyvidoro oto Unity avamopiotodv S1dQopes OVIOTNTES ATOTEAOVLEVES OO
ovotatikd (Components) akdn Kot AEITOLPYIEG KMOKA LT 0paATEG GTO oY Vidl LEGM TOV
MonoBehaviour. [1pofdAilovion pécm g oknvig (Scene).

Emiong ta Prefabs ypnoipomotodvrol g Kevpikd avTiKeilevo yia va oploTel To apyiko
OVTIKEILEVO OV TOL TOPEY®Ya TOV UTOPOLV Va Yivouy emelepyacia TpochEToviag VEEG 1010TNTES
N aArlalovtog Tic TapapéTpovg Tov. Ot aArayEG LTOPOVV Kol Vo YUPIGOLV GTO Tapdy®yo
OVTIKEILEVO.

To avrikeipeva mov ivan suykevipouévo oy kaptéla Project tov Unity Editor Aéyovton ko
Assets ka1 suvndwg opyavmvovtot pe faomn to gidog g my Kddikag, poviéla, apyeia nyov.

3.1.2 Ao k®owa Unity

H pnyovn moyvidwwv Unity givor ypappévn oty YA®coao mtpoypoppatiopod C++ 6mov
yapoxtnpiletor amd queon emukowvovia pe to hardware, peyodlvtepo édeyyo oty €nidoon Tov
TOLYVIOL0V KO YP1YOPO XpOvo ektéheong(runtime) oALA TO PLEOVEKTNLLA TOL Eivor 1) SLOKOAN
oTNV €yKaTAoTOoN VOGS dlepunvéa (compiler), evd 1 diemaen xpnotn sivor ypapupévn oe C# mov
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yapoktnpiletor amd TNV evKoAia 6TV eKUAON O™ TG, LEYOAVTEPT KOWVOTNTO TTPOYPOALUUATICTMV
Kol peyodvtepn eveMéio

O mo onuovtikég cvuvaptnoelg eivarl to Awake, Start kon Update.

To void Awake() ypnolpomoteitol 6TV apyIKoToinoT TV HETARANTOV TPV Kav EEKIVIOEL
To void Start() tpéyel poévo pia opd Tptv omd T TPAOTO KAPE

To void Update() tpéxet kéBe devTEPOLENTO TNG SLAPKELOS TOV TTALYVIOLOV.

To void FixedUpdate() ypnoiponoteiton 6Toug VToAOYIGHOVS TG PUOIKNG TOV AVTIKEIUEVOV

oL VIO Kol UITopel vo KaAEGEL TOAAEG POPES OV KOPE SEVTEPOAETTOV KADIGTOVTOGC
KATAAANAO Y10t VTOAOYIGUOVS PVGIKNG OV TPEMEL VO TOPALEIVOVY 6TOOEPOT Kot VIETEPUIVIGTIKOL
o€ ovykpion pe v cvvaptnon Update() mov kadeiton povo pia opd yro KaOe kopé
OEVTEPOAETTOV.

Ta cvotatikd Taryvidod (Game Components) AsrtovpyoHv pe Tov 1010 TpOTO OTMG KAAOVUE Eval
aVTIKEILEVO GE POl AVTIKEWEVOSTPOPNG YADGGH TPOYPOUUOTIGLOD.

Ta avtikeipeva oto Unity Bacifovtatl oto avtikeipevo MonoBehaviour mov meptypdget tov
KOKAO (NG TOVG OGS PAivETOL GTO SLAYPOULLO TOPAKAT.
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Legend
( Usercalback )

(C Avake —

(C OnEnable )

Reset s cal hen th ot atached and ot n payrode

Start is only ever called once fora given script. [ Start )
The phy e may h th Y m—
e physics cycle may happen more than once per frame N
the fixed time step i less than the actual frame update time - FixedUpdate )
Internal animation update BT IO
([ OnStaleMachineEnterBxt )
ProcessGraph
( Fire animation events )
(_stateMachineBehaviour callbacks
( OnAnimatorMove. )

Internal physics update

Internal animation update

( onTriggenxx )
( oncaisonxx_) -

((yield WaitForFixedUpdate )

( OnMousexxx )

(C Update )

( yield null )

If a coroutine has yielded previously butis now due o yield WaitForSeconds |
resume then execution takes place during this parl:;’;:a:e ¢ Jiod www )
(_ yield StartCoroutine )

st animaten waste [ Samashineupdate | y N
( oOnStateMachineEnter/Exit )
ProcessGraph

( Froanmaimowns )
(” SiteMachineBenaviou calbacks )
( OnAnimatorMove )

ProcessAnimation

( OnAnimatorlk )

WriteTransform

( LateUpdate )

(__OnwillRenderObject )

( OnPreCull )

( OnBecamevisive )

(_ OnBecamelnvisble |

( OnPreRender )

(_ OnRenderobiect )

(_ OnPosender )

(_ OnRenderlmage )

OnDrawGizmos is only called while working in the editor.  (_ OnDrawGizmos )
OnGUI is called multiple time per frame update [ OnGUI ),

( yield WattForEndOfFrame )

OnApplicationPause s called after the frame where the ¥ —
pause occurs but frame before iypausing | )

NS —

(_ onapplicationQuit__ )

OnDisable is iptwas disabled during - N
the frame. OnEnable will be called if it is enabled again OnDisable )

OnDestroy

——

Hymtucog oyedracpdg yio moryviolo Kot StodpacTiKES EQAPUOYES

eupodiong

Initialization

Editor
Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering

GUI rendering

End of frame
Pausing

Decommissioning

Zynuo. 3-1 Korklog (owng kadiko MonoBehaviour
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Eniong vrdpyet n duvatdtta ontikov kodiko (Visual Scripting) aAAd 1o petovéKTna To givort
apyo og enidoomn o€ oxéon e TNV GOVTOEN KOJKO Kot OV TPOTEIVETAL Y10l TV OUTAMULATIKN
gpyacia.

(Unity, 2026)

3.1.3 Avtikeipeva (Assets) warviolon

To Unity Asset Store mapéyet avtikeipevo Toryvidlov dmpedy Kot i TANPOUN XPNCLA Yo TV
ekmdvnon g SmAmpatiknig pog epyacioc. Eva and avtd sivar to Polygon City Pack tng synthy
OV TEPIAAUPAVEL YOPAKTNPES KOL AVTIKEILEVA YOUNANG OVAALONG TTOADYOVAOV TTOV OTOTEAEL TO
KOPL0 TOKETO QVTIKEUEVAOV Y10 TOV KOGHO Tov oy vidto. Ta animations pmwopodv vo
eveouatmBovy e0Kola 6 avToVE ToV Yopaktnpes. H dwoyeipton tovg yivetan péoa amd to

napdBupo Project Manager mov mapéyet ko emmAéov 101K epyoleia péocm tov Unity Register
evo to amodnkevpévo Assets fpiokovtol oo My Assets.

Eix. 3-4 synty polygon city pack

nyn:hitps://assetstore.unity.com/packages/3d/environments/urban/polygon-city-pack-art-by-synty-952 14
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by Unity Technologies

Il; Unity Re
[
R Built-in

Eix. 3-5 HopdBOopo Package Manager

H wotoceAida kenney.nl/assets mapéyet 1oy d160140TATO KO TPIGOIACTATO LOVTELD ETOLOL
TPOG YPNON OE OTOLAONTOTE UNYOVT] TOLYVIOUDV OWPERY TO 0010 OGS OLEVKOADVEL KATH TOAD TNV
dradkacio avamTuENG oLy vidlov.

[N v emioyn tov Animation, ypnciponomOnke To mixamo to omoio TapEyel SAPOPES
EMAOYEG OYETIKA pe TNV Kivnon, Tig oknvég Kapé(framerates), Tov TOTO apyeiov Kot tnv
coumepiinym 1 un Tov 4éppatog yio to mockup(skin).
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AERO UPDATE

UPLOAD CHARACTER

QUFIND ANIMATIONS

Eix. 3-6 Mixamo

anyn: https://www.mixamo.com/

w Games  Tools  Assets  Starter Kits Donate (8

Q Search

20 30 Ul Audio Pixel Textures

Upcoming | Feed

Sortby Latestupdate v
W T
o ~

St -

Pirate Kit Mini Dungeon Modular Space Kit Modular Dungeon Kit
30 30D - Mini 3D - Modular 30 - Modular

Car Kit Retro Textures 1 Platformer Kit Development Essentials
3D - Transport Textures - Retro 30 Textures

Eix. 3-7 Kenney assets

nyn:kenney.nl/assets
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Shop 250+ top new assets — all 50% off

?®AssetStore

3D 2D Audio Tools VFX Templates Al  Add-Ons Essentials Industry  Verified Solutions  Sale

¥ Over 13,000 top-rated assets Y Rated by 85,000+ customers &2 Supported by 100,000+ forum members © Every asset moderated by Unity

50% OFF 250+ TOP ASSETS

FRESH
ASSETS SALE
WINTER 2026

Discover the newest, top-performing assets
on the Asset Store - from tools and VFX to
environments, characters, and frameworks.

SHOP 50% OFF

@ = (3] & % a ® fed &a &
30 20 AUDIO TooLs VEX  TEMPLATES Al ADD-ONS ESSENTIALS INDUSTRY

Y, YOO POy Sy

Eiwx. 3-8 lopdBOvpo Unity Asset Store

Ewx. 3-9 Tpiodidoroto uoviélo yoportipa (Unity)
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Eix. 3-10 Tpiodidoraro uoviélo Cwtikod (Unity)

3.1.4 Yhka (Materials)

To Materials 1 oAM®dG vAIKA elvar avTikeipeva Toyvidov mov epappolovtal o GAAa TAEY T
(meshes) 1 aAAMOC TPLESIAGTATO LOVTEAD [LE GTOYO TNV EUPAVioT Tovg. [lepthapPdvet didpopeg
W0 TEG OTTMOG M avtavakAaon, ELEpaEn(pudpilet T1g oKIEC POTIGHOD GE ECMTEPIKES EGOYES) Kot
VYOG AETTOUEPELDV HECH TMV YopTdV (Maps).

To Shaders givon pia oelpd 0dny1dV oL divoviar oto Unity Yo va dnpovpynfodv véa VAIKA Yo
TO OVTIKEIIEVO, EAEYYEL TG TO AVTIKEILEVO AVTIOPE GTOV POTIGUS, TOGO YLOMGTEPO PaiveTal N
LOVVTO Kol €0V eMTICETAL 6TO GKOTAOL.

To Textures 1 0AM®OS VPEG elvar E1KOVEG TOL £paprolovTal og £va LAKS Y10 va TpocHEoet
PO, AETTOUEPELES KOl EWOKA EPE. MTTOPOUV VOl AVATOPAGTICOVY AETTOUEPELES EMLPAVELOGS
oG Ypopa, Adpyr kot kavovikoi xdptec (Normal Maps). Eniong emtvyydvovv pealiopd oe
EQOPLOYT VAIKDV.
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@

¥ Edit. =

Metallic Alpha

Detail Inputs

Ex. 3-11 IlopaBvpo Inspector yio vAiko

3.1.5 Xeipropog yopaoktipo

I'o Tov yepiopd Tov yapaktipa, ypnoyoromdnke to npdcsbeto Player Input. To Player Input
kaBopilel 0 xepiopd Tov maikTn avAAoya e T cLoKELN 16050V Ty [TANKTPOAOYLO 1)
Xeptompro moryvidrov. Ot petafAntég mov d€xovtal eivar to mapddvpo 16600V dpdoemv,
ocvotnpa Event yia Ul, kapepa moryvidiod Kot GOUTEPLPOPE TOL GLVOIEVEL TNV £1G050.
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s Player Input

Open Input Settings Open Input Debugger

Eix. 3-12 Kaptédo Player Input

>to avtikeipevo script CharacterInputActions, BAEmove TIg EVEPYELEG TOL GLVOSELOVTOL OO TOL
KOVUTLA 1] TO TANKTPO Kot TOV KBOopIopd TV GLGKELAOV 160500V Yo TV ekTéAeon Tovg. [
TAPASELY IO GTNV KiVNOT| TOV YopakTipa uropovpe va kabopicovpe ta kovumd 1 to Inputs yi
v ektéleon tov pe 10 WASD oto mAnktpoAddyto 1 to Stick o610 yepiotipio oe kébe kivnon
EEYMPIOTA OTMG TTPOG GTO. TGM®.
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Action Maps Binding Properties

Player
(8]
Right
ntrol scheme
a8

Eix. 3-13 Hapabvpo CharacterlnputActions

3.1.6 Evoopotmpévog 1)y0g

H pmyovi mouyvidwwv Unity wapéyet érotpo audio framework pe svkorMa otnyv yprion o€ oyéon
pe Ao framework mov KukAo@opovv 6to eumodpro. Yrnootpilet pia yrdpa apysiov nyov yo
EL0AYOYN NYWOV.

['a va tpocopoldoet Ta amoteléopata g Béong, to Unity amattel o1 ot va tpoépyovror amd
TNYES YOV oL elvar cuVIEdENEVES e avTikeipeva atyvidotov(Gameobjects). Ot 1ot mov
EKTEUTOVTOL 0T GUVEYELD GLAAAUPAVOVTOL ATd Evay AKPOATH YOV TOV £Vl GUVOEIEUEVOG UE
éva A0 avTikeipevo, cuvnbwg v kupla kapepa. To Unity pmopei 6t cuvéyeia va
TPOCOUOIDGEL TO, ATOTELECLLATO, TG OMOGTACONG Kot TG BEomg Hiag TynG omd TO aVTIKEINEVO
OKPOOTN KOl VO TO, OVATOPAYEL ovAAoya. Mmopobpe Emiong vol YpNGLULOTOCOVE TN GYETIKN
TAYOTNTO TOV AVIIKEWEVOV TNYNG KOl AKPOATH) LEGE TNG TPOGOUOIMGNS TOL PALVOUEVOL
Doppler yio peyoddtepo peaiiopo.
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To Unity dev pmopet vo, bToAOYIGEL TIC YD ATOKAEIGTIKA Od T YempeTpio TS oknvig (Scene),
oAAG popet va Tpocsouolwbel mpocsBitovtag gidtpa fyov ota avikeipeva. I'a mopdoetyua, o
Nxog and péca otnv omnAld Bo LToPOLGATE VO EQAPLOCTEL PLE TO GIATPO NYD. L€ TEPIMTMOCELS
OOV TOL AVTIKEILEVO, LITOPOVV VOL KIVOUVTOL LEGO KOt €M amd £vaL YOPO Le EVTovn MO, WITopel
va wpootedel po {ovn avtnynong otn oknvn. [ tapdderypa, 1o motyviol pmopei va
neptlopPavel avtokiviTo Tov 00NYoUV pésa amd Eva TovveL. Av tomobetn el pia {dvn
avVTYMONG LEGA 6TO TOVVEA, O1 YOl TOV KIVIITHPOV TOV VTOKIVIT®OV apyilovv va avinyodv
kaBdg eroépyovtatl. H nyd eagaviletor kabdg ta avtokivnta Byaivouy amd tnv GAAn TAgvpd.

[Mopakdto eivar pio AMota and ta avikeipeva (Components) yov mov wapéyet to Unity ko
dtvetan évag mivakag e TNV TEPLYPOPN] TOVC.

Add Component

a, audio

Mew script

Eix. 3-14 Aiota ovotatikav yia tov fyo oto Unity

Yvototiké (Component) Ieprypaen
Audio Chorus Filter Anpiovpyel éva «xopmotaKod» pé
Audio Distortion Filter [Mapapopedvel Tov Nyo and pio Tyn

(Source) nyov M Mot TOL PTAVOLY GTOV
Axpoartn (Listener)

Audio Echo Filter Eravolappdvetr Evav o petd amd pio
dedopévn kabvotépnon, eEacbevilovtag Tig
gnovanyelg e Bdon tov Adyo amosvvlheong.

Audio High/Low Pass Filter Epappoler Yynronepotd/Xapniomnepatod
@iATpo omd pia Tyn Nyov
Audio Listener Ag1tovpyel ®g cLoKELT) TOV POLALEL LE

Ukpoemvo. AaufBdvel i6odo amd
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OTO10ONTOTE OESOUEVT TTNYN YOV OTN CKNVN
KOl ovoropayel NYovg péom tov nyeiov. I'a
TIG TEPIOGOTEPEG EPAPLOYES vl AOYIKN 1
ovvdeon tov akpoatn (Listener) otnv Kvpia
Képepa g oxknvng. Edv évag axpoatng nyov
Bpioketon eviog tov oplwv pag {ovng
AVINYNONG, N OVTYMNOT £QPaPUOLETOL OE
OAOVG TOVG BIKOVGTOVG NYOVG BTN GKNVN.
Emumiéov, ta @€ yov pmopolv va
EQOPUOCTOVY GTOV OKPOATH 6€ OAOVE TOVG
0KOLGTOVG NYOLG GTN GKNVY).

Audio Reverb Filter Aappavel Eva mymrikod KAIT Ko T0
TOPOUOPPAOVEL Y10, VO ONLLLOVPYNOEL £Vl
TPOGAPUOGUEVO EPE OVTIYNONG.

Audio Reverb Zone [TpocOétet peoMo o NYOTOTIOL GTN GKNVY
ELEYYOVTOG TOV TPOTO LLE TOV OO0 0 YDPOG
evog Tpiodidotatov teptPdAlovtog umopet va
EMNPEAGEL TIG WOLOTNTES TOV NYOL OV avVTNYEL
OTIG EMPAVELEG.

Audio Source Avamapdyet Eva mymTikd KM 6T 6KV Ko
TOPEYEL EMAOYEG Y10 TNV TPOCOUPUOYN TNG
GUUTEPLPOPAS OVATOPOYOYNS TOV

Iivoxag 3-1 Hivoxag weprypopns ovotatikdv Audio tov Unity

3.1.7 Axopnto copa (Rigidbody)

To Rigidbody eivar éva cuoTatiKd mov eAEyyeL TNV BECT EVOG AVTIKEILEVOL TTOLYVIOOD HLECH
TPOGOUOIGNG PUOTKTG.

H npocOnkn evog otoryeiov Rigidbody oe éva avtikeipevo moyvidiod Oa Bécetl v Kivnor tov
VIO TOV EAEYYO TNG UNyovng euotkng g Unity. Akdpa kot xopig tnv mpocsOnkn kmowa, Evo
avtikeipevo Rigidbody Oa édkeTon mpog ta Katw omd ) Papvtnta kot Bo avTdpd o€
OLYKPOVGELS LLE EICEPYOUEVA OVTIKEIIEVA EAV VITAPYEL KOL TO CMGTO GTOLYEID GVYKPOLOTG
(Collider).

AwBéter emiong éva API scripting mov emTpEnel TNV EQOPLOYT OLVALEDV GTO OVTIKEILEVO Kot
TOV EAEYYO TOL UE Evav QUOIKE PEAMOTIKO TpOTO. ['lar TapAdety oL, 1| GLUTEPLPOPA EVOG
OLTOKIVITOL Umopet va kaBopiotel e BAon Tig SUVALELS TOL AGKOVVTOL OO TOVS TPOYOVG,.
AgSOUEVOV OVTOV TOV TANPOPOPIDV, 1| LNYOVT] QLGIKNG UTOPEL VO YEIPLIOTEL TIG TEPIOGOTEPES
GAAEC TTVYEG TNG KIVNONG TOVL ALTOKIVITOV, EMOUEVMG BaL EMTOYLVEL PEOAMGTIKA Kot BoL avTidpdL
CMOTA GTIG GLYKPOVGELS.

X éva oevdplo, n cvvaptnon FixedUpdate cuvictdtonr o¢ to onueio Epapproyns duvapemy Kot
aAAdayng Tov puBuicewv tov Rigidbody (oe avtifeon pe to Update, o omoio ypnoipomroleiton yuo
TIG TEPIOGATEPESG AALEG Epyacieg evnuépmong TAaiciov). O Adyog Yo avTd eivar 6Tt ot
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EVNLEPDOEL PUGIKNG EKTEAOVVTOL GE HETPNUEVA YPOVIKE PLLOTO TTOV OEV GLUUTITTOVY pE TNV
evnuépmon mharciov. To FixedUpdate kodeiton apécme mpv amd kabe evUEP®OT PUGIKNG Kot
£T01 TVYOV aALayEG TOL YivovTon ekel Oa voPdAloviat og Gueon enelepyaaia.

"Eva cuvnOiopévo mpoPanua pe ta Rigidbodies givar 0t1 1 puoikn Tov moyvidiov gaivetol va
Tpéxel og "apyn kivinon". Avto o@elleTO GTNV TPOYUOTIKOTNTA GTNV KAILOKO TTOV
ypnopomoteitat yio to povtéda. Ot mpoemiheypuéveg pubuiceig fapvntog vrobétovy dtt pia
LOVAd0 KOGHOV OVTIOTOLXEL G éval LETPO amOoTaoNC. ME T U1 UotKA oy vidia, dev £xel
HEYAAN dtapopd av ta. povtéda £xovv OAa prkog 100 povdoeg, aAld dtav ypPNGYLOTOLIOVVTOL
apy€G PLOIKNGU apa Ba avtipetonilovtal g ToAD peydia aviikeipeva. Eqv ypnoyomomdel
HEYAAN KAIpOKO Y10 avTIKEILEVO TTOV LITOTIOETAL OTL Elvan puKpd, Oa paivovtal vo TEQTOVY TOAD
apyd - M unyovn euotkng vopilet ott etvo oA peydda avtikeipeva mov TEQPTOVV Omd TOAD
peydro Hyog. (emopévarg, £va avtokivinto o Tpémel va givar mepimov 660 4 povddeg = 4 uétpa,
v topdostypa). (Unity, 2026)

3.1.8 Xvykpoveeig (Collisions)

Ta Collision 1| aAM®G GLYKPOVSTEG GLUPATVOLY OTOV dVO AVTIKEIIEVE TOLYVIOOD GUYKPOVOVTOL
petadh Tovg kot cLVNOMG AVTE TATPVOLV TO GYNLLOL TOV AVTIKELEVOD UE SLOPOPETIKO TPOTO Eite
etvar tprodidotata gite diodidotarta kot eivar adpata. To kabéva Eeywpiotd (2D ko 3D)
TPEXOVV GE JAPOPETIKA GLGTHLATO TPOGOpOiwoNS PLGIKNS. To pnéyebog Tov oyNuatog uropet
va Tportomon el amd Tov YpNoTh.

Yrdpyovv dvo tomot Collider, ta otatikd kot to Rigidbody. Ta otatikd Collider dev ackobv
Kaopio dvvapun opd dev drabétovv Rigidbody, evd ta Rigidbody ywpilovtar cg dvo, Ta duvapkd
Kot To Kivnpotikd. Evao propodv va Aettovpyncovy og apetpieg (Trigger) mov dev mpokoiovv
ovYKpovoElg Tapd uovo Eexvdve pia evépyeta péca oto moryviol. Evepyomotovvron pe v
emoyn isTriggered.

Yndpyovv ovo tomotl cuvoptioemy oty C# mov oyetiCovron pe ta Collisions mov cuvodehovron
ue Enter, Stay ko Exit oto 1éAhoc, to OnTrigger.. mov kaAeiton 6tav £vog Collider emkaAdmter
évav aAro Collider kot to OnCollision... dtav givar og emaen pe évav dalov Collider péom
GVYKPOLONG.

(Unity, 2026)
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lider

ﬂ Capsule Collider 20

O Circle Collider 2D

Eix. 3-15 Aioro ovoratikav yia ta. Colliders oro Unity

INo tapdodetypa Exovpe éva GameObject mov avorapiotd emmAéov {on yia Tov Taiktn 6mwg
aneikovileTon TapaKatm apol e&ovdetepdvel Evav exBpo kot Aettovpyel wg Trigger. Otav £pbet
o€ €MLY LLE TOV TOiKTT), TOTE KEPOILEL emmAéov (N Kot d1oypAPETOL TO OVTIKEIUEVO.

Eix. 3-16 IopaOvpo avureiuévov GameObject Pickup

3.1.9 Kivnon (Animation)

To cvompa Kivnong tov Unity amoteieitat amd to Animatior kot to Animator. To Animator
etvan éva gidog punyavng katdotoaong (State Machine) mov kabopilet Tig petafdoeic peta&y
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JLPOPETIKOV KATACTACEWV (states) kot To Animation ov givot évo KA Tov amoteleitot amd
&vay OKEAETO LLE £VOL LOVTELO KO £VOL YPOVOOLAYPOLLLLO TTOV OVATOPIOTA TIG KIVI|GELS GTOV
OKEAETO.

Y éva Animator, vapyovv dtdpopeg pubuicelc ko apepieg (Triggers) yio v petdfoon amod
éva animation clip oe éva dAro. Ta triggers oTi¢ LETAPAGEIS LITOPOVY VO TTAPOVY TNV LOPPN
Boolean, Float, Trigger 1| Integer mov eAéyyovion pésm g tpdsPfaong oto opdvopo Component
(Animator) otov kddka , Otav vrdpyovv states Tov 0dNyoHv oe AAAN KPIVETOL ETITOKTIKN M
avayKn yuo TEPLoPIcpod ot petafacelc mov Aéyovtal Mute kot Solo. £to Mute anevepyomomroat
pio petapaon kot 6to Solo mailel pdvo avtv v petdfaon. Otav Kot Ta dvo givar
evepyomomuéva, tpoPadioua £xet to Mute.

Ye ka0e Animation Clip pmopovpe va opicovpe Event oe éva timestamp pio cuvaptnon 1 pio
petafanty.

M L]

Eix. 3-17 HopdBQovpo Event evog Animation Clip
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Eix. 3-18 Kaptéda Animation oo Unity.
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Auto Live Link

Character [die

Character Shooting

Eix. 3-19 Mnyavn kotaoraons Animator oto Unity

(Unity, 2026)

3.1.10Kapepa mwaryviorov

H kdqpuepa Aertovpyet og pio Guokev| Tov 0 TaikTNg PAENEL TOV KOGLLO.

"Eva onpueio oto ydpo g 006vng opiletar o€ swovootoryeia (Pixels). H kdtw apiotepn yovia
g 006vng etvai (0,0)' n mhvo de&ud yovia etvon (pixel Width,pixelHeight). H 6éon z exopdleton
o€ Povaodeg KOopov pe Baorn v Kdauepa

"Eva onpeio 6to y®po tov mapafupov tpooing eivol KOVOVIKOTOMUEVO KOl GYETIKO LE TNV
Képepa. H kdto apiotepn yovia g Kapepog givar (0,0) ko n mwévo de€id yovia etvan (1,1). H
0éon z exppaleton og povadeg koopuov arnd v Kdpepa.

"Eva onpeio oto ydpo tov kocpov opileton o€ mpokabopiopéves (world) cuvtetayuéveg (yio
napddetypa, Transform.position).

Xpnoipormombnke to Cinemachine ywati fonBdet 6tov KahdTepo EAEYYO TG KAUEPOS TOV
mayvidoL oto Unity yopic v avaykn yio tepimhoko KdOKa.

To avtikeipevo VirtualCamera kovovilet Tig Aettovpyieg Tov 6mmg axkorlovdio maiktr, opiopog
eumodinv Kapepag pe v ypnon tov Collider kot €deyyog kataoctdcewv (States) mov opilovv v
Kivomn Kot TOV TPOGAVATOMGUO TNG KAUEPOGS.
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O éheyyog Tov avtikelpévou oy vidov (GameObject) VirtualCamera yivetatl 6to avTikeipevo
™G Kapepog pésm tov otoryeiov VirtualCamera Brain.

v  VirtualC

ag Unta

Transform

# Cinemachine Camera

tus: Live

Round Robin
Mothing

Follow
Mane

Maone

(select)

P
Fo

L% ~ Cinemachine Confiner 3D

Bounding

Eix. 3-20 IopaOvpo ororyeiowv (Components) tov avukeiugvov VirtualCamera.
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3.1.11Xknvég (Scenes)

Mia oknvn oy violon TePEXEL 0EG0UEV, OVTIKEIPEVO TTOLY VIS0V KOl UTOPEL VO ATOTEAEGEL Ko
¢ ToTa N Levod € KAmolo mayviol. Mia Bacikn oknvi meptéyet pio KOplo Kapepa Kot Tnyn
QOTIGHOV. MTopolue va dnpiovpynocovpe pio oknvh omd Eva prefab 1 amd v apyn.

-
-
-
-
-
-
-
-
-
-
-
-
-
~

Eix. 3-21 Xxnvij waiyviorod

3.1.121IpaxTopes (Agents)

[Na va eleyBel n kivnon tov gxBpdv mpog Tov Taiktn, ypnoyonomonke n PpAodnkn NavMesh
7OV eKTEAEL YOPIKE EpOTAHOTA, OTWS OOKIUES EVPESNG LovoTaTioD Kot Batdtnrag. Enttpénet
EMIONG TOV OPIGHO TOV KOGTOG EVPEGTG LOVOTATUDV Y10 GUYKEKPLUEVOLS TUTTOVG TEPLOYDV KO
TNV TPOTOTOINGN NG KAHOAKTG CUUTEPIPOPES TNG EVPECTG LOVOTATIOV KO TNG OTOPLYNG.

[Mopakdto diveton o mivakag twv cvotatikav (Components) tng Piprtodnkng

Component [Teprypapn

Nav Mesh Agent Emitpénel tov yopoaktipa vo Kveitor 6ty
GKNVI Kol 0pileTOn MG TPAKTOPOS

NavMeshObstacle "Exet kohMvopikd oynpo kot pmopet vo Kveiton

YOpw amd TV emeaveln Tov NavMesh pe
KaBopiopévn tayvuTTo. ATO TPOEMAOYT, TO
eundo10 Ba emnpedoEl LOVO TN GLUTEPLPOPA
OTOPLYNG TOL TPAKTOPO, KO OYL TNV EVPEST
ddpounc. Avtd onuaivel 6TL o TpdKTopag Ha
OLYVOT|OEL TO EUTOJI0 OTAV GYEOALEL Eval
povomdaTt, 0AAG Bal TO TAPAKAUYEL EVD
KIVElTOL Katd uiKog tov povomotiov. Edv to
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oKAAMGO glval EvEPYOTOUEVO, TO EUTOSI0
Ba dnuovpynoet po tpocwpivy "tpdma 6To
NavMesh. H tpona 0o avayvopiotet and tov
EVIOTIOUO TOVL LOVOTOTION, ETOUEVMS Bl
oYE01LGTOVV LOVOTIATLAL Y10l VO, ATTOPELYOEL TO
eundo10. Avtd onuaivel Ot €dv, yio
Tapadeypa £vo epmdO1o PTAOKAPEL EVOL GTEVO
yéouo, To povomdtt Oa avalntnoet po
EVOALOKTIKY] O100popT| TPOG Tov 6TdY0. Xmpig
okdMopa, o Tpdktopog Oa kotevBuvOel Tpog
TO KEVO, 0AAG Oev Ba pmopel va tepdoet péypt
va EekaBopioel To EUmoO10.

NavMesh Surface Avamoplotd pio mweployn Yo TEPTATLLOL Yol
évav ovuykekpipévo tomo npaktopo NavMesh
Kot opilel évo TN TG OKNVAS 6TtoL o
TPEMEL va. Kotaokevaotel Eva NavMesh
Iivaxag 3-2 Iivaxac ovotatikaoy tov NavMesh

+  Floor

ag Untagged ayer Default

Transform

 MavMesh Surface

Humanoid

Walkable

Render Meshes

Clear

Add Component

Ex. 3-22 IopdBOvpo NavMesh Surface
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h NMAMEMIZITHMIO
2ty kaptéia tov NavMesh surface BAémovpe Tig mapapétpovg mov opilovv v emedvela Tov
Oa TaTNoEL 0 TOTKTING, TOV TUTO, TNV YPNOT TNG YEWUETPIOG Kot TV Kabopiopuévn meployxm

+ + Nav Mesh Agent
Humanoid

High Quality

50

1 v
v
Everything

Eix. 3-23 Ilapdabtvpo NavMesh Surface
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3.1.13’Exdoon (Build)

&8 Build Profiles

1 St
Add Build Profile

Open Scene List

Intel 64-bit
Local Machine

Add Build Profile
Build Build And Run

Eix. 3-24 Iapabtvpo Build Profiles

"Eva mpo@ik éxdoong 1 aAlmdg Build Profiles eivar éva chvoro puBpicemv dStoapdp@wong mov mov
YPNOLUOTOIEITOL TNV SNUIOLPYIO TNV EPAPUOYTN OE L GUYKEKPLULEVT] TAATOOPLLAL.
Xpnoiponowdvrog 1o mapdbvpo «IIpoeid ékdoone» dnpovpyovpe TOAAE TPOPIA Ekdoong yia
K60 TAaTEOpua 6TV omoia epyalOUACTE, ATOONKELOVTAG OLUPOPETIKES OLULUOPPADCELS Y0
€KO00ELS KUKAOQOPTag KoL avATTUENG

Yndpyovv 600 tomotl mpopid drabéotipot 6to mapdbvpo Ipoeid KatacKeELNG, Ol TAATPOPLES Kot
TPOYIA.
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Y10 mapdBupo «IThateopuecy epgaviCel pia AMloTo Pe TIG TPEYOVCES EYKATECTNUEVEG TAATQOPES
nov vrrootnpilel o Unity. 'Eva mpoid mAat@oppog mepthapuPavel optopéves Kowveg pubuicelg
TOV 16YVOVV Yo OAEG TIG TAATEOpLES. [t Tapddetypa, av gvepyomomoete T pHOuIoN
Kataokevn avamtuéng yuo éva mpogik mhateopuag, To Unity Bo evepyomomoet ) pvbuion oe
oA Ta SraBéaipa TpoPik mhatedpuoc. Ot mhatedpueg potpalovtal emiong to idta dedopéval
GKNvNg

Y avtifeon pe Tig TAATEOpUES, Ol pLOUICELS TOL OmOBNKEVOVTAL GTO TPOPIA KATAGKELNG OEV
KOWVOTO0UVTOL GE OAEG TIG TAUTPOPLES. MTOPEITE VO OVTIOTOLYICETE GUYKEKPIUEVEG OKNVEG OE
Ka0e TPoeid kataokevng. Ta TPoPid KaTaoKELNG EMTPETOVY TV amobKevon aveEdpTnTV
SLLOPPDOEMV KATAOKEVNC. MTopov e Vo omonKencovLEe OGA TPOPIA KATAGKELNG
APEWLONACTE, YPNOLLOTOIDVTOS £VO TPOGAPUOGHEVO Ovopa Yo kKaBe mpoeik. To Unity
amoONKevEL TO TPOPIA KATAUOKELNG G 0pYEl0 GTOLYEIOV TOL Elva £TOLHO YO XPNOT LE TOV
ELeyyo ek0OGE®V

(Unity, 2026)

3.2 Wwise

g auThv TNV vIoevoTTa Yivetar 1 e€Nynom Tev vItopepols TUNHATOY Tov Wwise yio KaAdTepn
Katavonon kot e€owkelwon to onoio Agttovpyel Oetikd €1¢ TEPaAG TNG VAOTOINONG TNG
SmAlopotikng. OAo To ETYUEPOVG AVTIKEIUEVO, TTOV AVAPEPOVTOL TOPAKAT® KAHMG KOl O EIKOVES
KOLL TOL GYESOYPALLOTO TOPATEUTOVY 6TV nionun tekunpioon (Documentation) tov Wwise.

H evoopdtmon tov yivetan apyikd pécw tov Launcher tng Audiokinetic kot cuykekpyéva otnv
KapTELQ TNG LTOSTNPILOUEVNG UNYAVIG TTOLXVIOLOV LE TNV EMAEYUEVT €kd0ooT Tov Wwise Ko
HETA TNV apeTnpio TG 6TV KopTtéda Twv Projects.
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# Audickinetic Launcher — O
E:- Audiokinetic Launcher @ e ? m
Home RECENT PROJECTS Q Open Other B Zip Other Projects

BS Projects
Wwise Adventure Game

Open in Wwise 2023.1.4.8496 - o O v

Wwise | 4 2023.1.4.8496 | | Ow License RSYA4457 |
Plug-ins

WwiseProject | 4+ 2025.1.3.9028 | | ©% No License Key Open in Wwise 2025139039 o & v
Unity

Unreal Engine
Strata
Samples

Learn

Eix. 3-25 [apabvpo exxivions Audiokinetic Launcher

LWJwise

Eix. 3-26 Audiokinetic Wwise

3.2.1 "Hyou mayviolov

[No v emioyn Tov YOV Yo To Toyviol ypnoipomodnke n TAateoppa Soundly Adym g
TOLOTNTOG TV YOV, TOPEYEL LeYOIAN TotKiAla yov pécm cloud kot pmopet ebkoAa vo KOYEL
Kaveig €va pkpd Koppdtt amd to apyeio Myov Kot vo evempatwdet ebkola oto Wwise. Eniong
&xovv ypnoomomBel ko yovg mov dratibevton dwPedy av Ko 1) TOIOTNTA TOLG OEV Elvar 1
WOOVIK).
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Birds, Songbird. Willow Warbler, Singing, Chirping, Mountain Air, Mjolfell ..~ 3:52

a
-
=
&
-
Y
@
a
a
a
&
a
a
o
a
&
@
a
a
@
a

Eix. 3-27 [apabvpo Soundly.

[No v eoptwon tev Nyov oto Taryvidt, xpnoorotovvtatr Events, oto mapdBvpo Event Editor
yiveTal n TPoGONKN TV NYNTIKOV EPE OTMG Y10 TOPASELY LA YOUNAOTEPATE KOl VYNAOTEPATA
@IATpa 6TOVG NYOLG Kot poptdvovtal 6to Unity pécsm tov Component AkEvent 1 Tov
AkAmbient. ' va yiver ) ekkivinon yio mapddety o Tov fxov Tov 0mTAov, Oa ypelactel ekkivion
TOV TTOiKTY 0TV TVpoPorel, Onradn to katdAinio AkEvent.

v AkEvent

Trigger On: Start

Play
Stop All

Play_Gunsound

Eix. 3-28 AkEvent Component
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Eix. 3-29 Ilapdavpo Event Editor oto Wwise

"o v onpovpyio TV MOV TOV TEPATOV GTO TaLKVioL, onovpyndnke éva Event Random
Sequencer mov avanapdyst toyaio o cepd Tovg Myovg nali pe enelepyocia yo vo emtevydel
€va o PUGIKO OTOTEAEG LA

3.2.2 Avrtikeipeva moryvidov (Game Objects)

To avtikeipeva moaryviolov gival 1o Kupiwg avtikeipevo oto Wwise, £nelon kabe couPdv mov
gvepyomoleiton otV unyavn oxetiletal pe £va avtikeipevo moryviolov. 'Eva avtikeipevo
TOLYVIOOD OVTITPOGMOTEVEL YEVIK( VO CUYKEKPLUEVO OVTIKEILEVO 1) GTOLXEIO GTO Tl VidL oag
OV UTTOPEL VL EKTEUTEL YO, CLUTEPIAAUPAVOUEVAOV YOAPAKTIP®V, OTA®V, OVTIKEILEVOV
ePPAALOVTOG, OTMC OTAM, K.AT. X& OPIGUEVEG TEPUTTACELS, WOGTOCO, UTOPEL VO AVTIGTOLYOVV GE
avTIKEIPEVO TOY VIS0 GE SLOPOPETIKA PLEPT VOGS oToLYEIOVL TOV TTOYVId10V. ['lar Tapddetypa,
UTOPEL VO OVTIOTOLYIGEL £VOL SIOPOPETIKO OVTIKEILEVO TOY VIS0 GE SLOPOPETIKA UEPT EVOG
YLYOVTLOEOL OPOKTPO, £TCL DGTE OL YO TOV PNUATOV Kot 1] G®VY| TOV YOPOKTNPL VO
TPOEPYOVTOL OO OAPOPETIKEG BEGEIS EVTOG TOL TPLGOACTATOV MYNTIKOV YDPOV.

['a kéBe avtikeipevo tov moyvidrod, 1o Wwise amodnkevetl pia totkidio TAnpogopidv mov Ha
xpNoomonBodv yia va kabopicel Tov TpOTO avamapay®yng KEOe 1xov 6To moyvidt.
Omno100MmoTE Amd T TOPAKATO EIOT TANPOPOPIDV LITOPEL VO GUCYETIOTEL L€ TO AVTIKEILEVO TOV
oLy VIO10V:

e ®¢om kot TpocavotolMopds 3D.
e [IAnpogopiec cuyypoviopol Toryvidron, copureptrhappfovouéveov kataotdoewy, Switches
kat RTPC (Real Time Parameter Controls).
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o [lepParrovTikd @é.
o  Eunddio kot amdkpuymn Tuy®dV EUTOSimV.

XPNOUOTOUDVTOG OVTIKEILEVA TOLYVIO0D, 1] OLOXEIPIGT TOV X0V ATAOTO01E TAL, KOOMC
aKoAovBoHVTOL LOVO T OVTIKEIEVO TOLY VIOV KO Ol Ol LELLOVMUEVOL TYOL.

MoMg dnpovpynBovv Ta. avTIKEILEVO TOV O VIS0, Ol TPOYPOUUATICTEG TPETEL LLOVO VO,
dNUOG1ELGOVY Ta. GLUPAVTA, VO PUOUIGOVY TOVG GLYYPOVIGHOVS TOV TALYVISLOD,
SLUTEPIAAUPOVOUEVOV TOV SLOKOTTTAOV, TOV KataoTdoemy Kot Tov RTPC, kaboc kot ta
nepPaAlovTa evtog Tov oy VooV, O CLYKEKPIUEVES AETTOUEPELEG GYETIKA LLE TO TTOLOG YOG Ot
avamapoydet kol Tog B avamapaydel kabBopilovion amd tov oyediactn Nyov oto Wwise.
XPNOHOTOUDVTOG VTV TNV TPOGEYYIoT], e£0KoVopEiTal ¥pOVOS OTOV Ol TPOYPUUUATIOTEG
acyorlobvTal pe T0 TAN00G TV MYV 1oL oYeTIlovTal e TIG SLAPOPES OVIOTNTES EVTOG TOV
TOLYVIOL0V.

(Audiokinetic inc., 2025)

To Wwise mapéyet kot dtapopa npocheta (plugins) 6mwg yio mapddetypa to Reflect mov
YPNOLOTOIEITOL GTNV SNUIOVPYIN AVAKAAGE®V GTOV YDPO UE PAoT TNV €YyOTNTO TOL OKPONTT GE
EMPAVEIEG OIS TOTYO1, OATEdA KOl 0POPES, OAAG Ol ddELes Yo TO KaBEva kooTilovv EETpa Kot
Eepehyouv amd TOLG GKOTOVG TNG SIMAMUATIKNG EPYACIOS.
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& =3 | B [| Reflect_ThirdPerson x| EeRBO -0 X

Reflect_ThirdPerson ‘. nclusion

Metering | @ ITh\rdPerson

Reflect | RTPC | States L=
' Atenustions > | @ [| ATT Radic Moving

|Im... | Game Ob... | Texture(s) | Distance | Diffr... | Displ... | Attenua & || Properties | Curve |4 ]| Name | Value [
M| S | Ak.. Radic.AK.. Wood 1754762 0.000 0.000  ATT Ra X [ Distance Volume Use Attenuation  ~ Speed of Sound 20000 .
M]S| Ak.. Radio.AK.. Wood mrE OO I ST X Distance Low-pass Filter Use Attenuation  ~ Distance Warping o
M| S | Ak.. Radio.AK.. Wood 1889676 0000 0.000 ATT Ra X [ Distance High Filt Use At . - Diffraction Warpi 5
M| S | Ak.. Radio.AK.. Wood 1520419 0000 0000 ATTRa i e ARG =
M]S| Ak.. RadioAK.. Wood 1467578 0.000 0000 ATT.Ra R e = e R IEET TG —
(M| 5| Ak.. RadioAK.. Wood, (Edge) 3797.171 41049 0000 ATTRe X [ Distance Spread Use Attenuation  ~ Smoothing Type IR -
X M Diffraction Volume Use Attenuation = Threshold Mode Continuous ~
X [ Diffraction Low-pass Filter Use Attenuation  ~ Pitch Threshold I
X || Diffraction High-pass Filter Use Attenuation = Distance Thresheld
X _| Diffraction High-shelf Filter v | | Image Source Fade Time 500 o
Flag | NoFlag =
[a]
HPF, LPF, Valume
|
Crffraction % e
[i]
E
o 2 wHEE
F] ¥ | X ¥ Max Distance 9600

Eix. 3-30 Iapdatvpo Wwise reflect

nyn: www.audiokinetic.com/en/wwise/plugins/reflect/
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@ WwiseUnityDemoScene - WaiseDemaScans - Windows, Mac, Linux - Unity 6.2 (60002.602) <DX11> - 8 X
Fie Edt Heip

Eix. 3-31 Iapabvpo Unity Editor

Ed® BAémovpe 10 TapdOvpo tov Unity 6 mov Tpéyel T0 SOKIUAGTIKO project yio T SuvaToTNTES
tov Wwise. H Audiokinetic mopéyet pia oeipd and padnpota yo my xpnomn tov Wwise pe
duvatdHTTO AmOKTNONG TioTonoinong pe e&etdoels. 'Eva and avtd eivar to Wwise 301 yuo v
evooudtoon tov Wwise 6to Unity mov pog fonfdet otnv KaAdtepn katovonon va
evooudtoong tov Wwise oto Unity adAdd yperdleton e10kn dosta (License) yio va dovAéyet
Kavovika 1o Tpotlekt. To dokipactiko moyviolr Aéyeton “The Wwise adventure game”. e avtd
70 VoBETIKO oy vidt Evag maiktng Ppicketon g Eva ymptd kot mapEyetor pio AMloto amod
exmAnpoocelg (Quest) mov mpémetl va ekmAnpwBovv. Mropet ko o waiktng va tnAepetapepOet kot
o€ GQAAeg TomoBeoies.
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Eix. 3-32 Ewcovo. The Wwise adventure game

wnyn: hitps://'www.audiokinetic.com/en/blog/wwise-301-certification-is-live/

3.2.3 Tpamnelec Nymv (Soundbanks)

To Wwise mapéyet évav TpOmo GYETIKA e TNV dlaElplomn TV NY®V 6€ va oy viol Kot AEyovtat
Soundbanks. Yndpyovv 0o tomot, to Initialization (Init) bank kot to Soundbank. To
Initialization (Init) bank givon €161k Tpdmelo oL dnpovpyeital CLTONATA KOTA TNV
OPYIKOTTOINGT) TOL project Ko TEPLEYEL TANPOPOPIES GYETIKA e TNV tepapyio Tov Bus, Tig
Kataotdoelg (States), toug dtokomteg (Switches) kot ta RTPC, eniong pmopel va amodnkevost
dedopéva ocvokevmv Nyov (Audio Device Sharesets). ®optdvetat pio @opd otV apyn Tov

AL VIS0V,

(Audiokinetic inc., 2025)

Eva ta Soundbanks givar apygio mov mepiéyovv mAnpopopieg yeyovotog, apyeio nyov Kot
LLOVGIKNG Kot 0€00UEVA OOUNG KIVNoNG, POPTMOVOVTOL KOl EKPOPTOVOVTOL GE SLOPOPETIKA oTueio
TOV O VISLoD Yo KaAVTePN a&lomoinen ™G LVIUNG TG TAUTPOPLLOG.

H enelepyaocia ko n droyeipion tovg yivetonr péow tov mapadvpov “SoundBank Editor” émov
TOPOKATO YiveTon 1 eneénynon Tov Asrtovpyldv o Kaptéeg (Tabs)

o IIpocHnin (Add): Epeavifer povo ta npaypatikd Events(Zoppdvia), tig tepopyies
avTikelnévov, tTig Movadec Epyacioc(Work Units) kat tovg pakéAlovg mov mpoctédnkay
oto SoundBank. Onowadnnote avtictoya Buyatpikd avtikeipeva mtov mpootifevron
emiong avtopata oto SoundBank gpgavifovtatl pdévo oty kaptéra Edit (emeéepyacia).
Yy kaptéra [IpocOnin, kabopilovtat oot TVTOL TANPOPOPIDV 1)/Kotl TOAVUECOV
neptroppdvovior 6to SoundBank avéd epapyicd ctoryeio.
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e Game Syncs: Eppaviet pio AMiota States(Kataotdoeic), Switches(Ataxdnteg) kot
Triggers(Evepyomomtég): oyeTilOUEVEG LE T YEYOVOTO KOl QOLES YOV TTOL £XOVV
npootedel otV KopTELD TNG TPOSONKNG.

e Emneéepyacia (Edit): Epgavilerl pia Alota yio kéBe Eexmpioto yeyovog (Event), dopeg
OVTIKEWEVOV KoL apyeiol LEC®V GUUTEPIAUUPOVOUEV®DVY OADV TV BuyaTpiKDV
AVTIKEUEVOV oYeTICOpEVa e To. oTolxela Tov Project otnv koptéda tposOnkng(Add).
EmumAéov minpoopieg eppaviCovtar 0Tmg popen apyeiov nyov, péyedog apyeiov Kot
pLOUGS derypatToAnyiog.

o Acntopépeteg (Details): Epeavifet avaivtikéc mAnpopopieg oxetikd pe 1o péyebog tmv
SPOPETIK®V oTotyeiwv péca amd 1o emieyuévo Soundbank kabmg kot Tvydv apyeio mov
Aeimovv 1 £xovV avTIKOTAGTAOEL.

= B[] Levell x & e x
Levell
Add | GameSyncs | Edit | Details
Hierarchy Inclusion Events Structures | Media Q
@ || \Containers\Footsteps* “
@ | ‘\Containers\Minigun®
@ || \Containers\MYC Ambience*
v

*: Manually added

Eix. 3-33 IapdaQvpo Soundbank pe v koptédo Add.

Tnyy: https://www.audiokinetic.com/en/public-library/2025.1.4_9062/?source=Help&id=managing_soundbanks

[Mopakdto PAETovuE Eva TapdBupo TOL PUTOPOVLE VO KAVOLLLE EmeEepyacio GE Evav N0 KoL Vo
pvOuicovpe daPopeg TAPAUETPOLS OTMG KAUTOAN EEB®PLAGHATOG Kot OPOUOAOYOT|
oxetillopevn pe v Béon Tov aKpoarty).
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% | ZombieSounds2 x
s ZombieSounds2

SOUND SFX RTPC S 5 EFF 5 \ETAD
Modified ©

ZombieSounds2 ZombieSounds2.wav
I * Sound SFX I General ~Routing  Cenversion

Source
Positioning Advanced I Sources All

~ General
Voice Volume

Voice Pitch

Voice LPF

Routing
Override Qutput Bus [
k1]

Make-Up Gain Duration MNotes Sound SFX

SFX Add Source >>
T Initial Delay
2.000

ZombieSounds2.wav ) 0
Stream

Mame Audio File

sl ZombieSounds2

Loop

CONTENTS

~ |LIVE 0:00:55.424

Voices Graph

(]

T 7O Y S I e 1P O Y

Ex. 3-35 IopdBQopo profiler
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3.2.4 Aiavirog1yov (Bus)

Amoteleitan amd pio OpAd0 OVTIKEILEVMV TOV GLVOEEL TNYEG YOV GE TPOOPIGUOVS TOL UE
EVOOUATOUEVO OeikTn TTOV YiveTon 1) emelepyacio Tov oV péow tov Wwise. Xmpiloviot og 600
katnyopieg to. Audio Bus kot ta Auxillary Bus.

To Audio Bus (AiawAot 17%0v) ¥pNGUYLOTOI0VVTOL GTHV OLOOOTOINCT) TV OOUNUEVOV
AVTIKEWUEVOV YOV GE EVa oL ViotL.

Ta Auxillary Bus (BonOntikoi dicvAot) ypnopomotovvrot yia Ty poopion g évraong, g
SLUOPP®OTG TOV dtavAoV, NG BEong kat Tov RTPC, kabm¢ kat yio tnv epapproyn €pé N
KOTOGTACEWMV TPV amd TNV EXOTPOPT G€ Evav Yoviko dlavro Myov. Ot pvbuicelg Ducking, HDR
Kot WENS eovng dev gtvar duvatég og Evav fondntikd dicwvAo.

Eix. 3-36 Hapabvpo Audio Bus

3.2.5 T'eyovota (Events)

Ta Events givon pio 6eipd amd yeyovota mayviolon mov 1o Kaféva cuvovalovton pe Eva
avtikeipevo Nyov N pe éva Bus. Ot dpdoelg mov emdéyovtat kabopilovv mota avTikeipeva Tov
Wwise Oa ekteAécovy, otapatinoovy 1| Katt dAro. [ mapaderypa dnpovpyeiton £va yeyovog o€
éva ayviol foiav (Shooter) e évav maiktn mov ckotOVETAL. B0 TOYTEL TO YEYOVOS TOL O
moiktng mebaivel kot o CTAUOTACEL VO EKTEAEITAL TO AVTIKEILEVO TNG OCTIO0 TOV TOUKTY).
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Object

—— % Diet

h NANEMIZTHMIO
Event Actions
Event A 1. Play
2. Stop

— —ﬁ EnergyShield

Zynua 3-2 Eyedidypopua yeyovorog Event ato Wwise.

Lnyn: https://www.audiokinetic.com/en/public-
library/2025.1.5_9095/?source=WwiseFundamentalApproach&id=understanding events

e éva GAAO YEYOVOG OTav 0 TAIKTNG ETOTPEPEL TIOW® GTO HEVOV, EKTEAEITAL Pidt GEPA EVIOADV.
[Moilet To avtikeipevo Nyov, LEWOVETOL 1] £VTAGT TOV LOLGIKOV bus Kot GTOUOTAVE TO, VTOAOUTO.

bus.

Event Actions Object
EventB 1. Play “ EnterMenu
2. Set Volume ] Music Bus
3. Pause All Except
£ Music Bus
£ Menu Bus

Zynuo: 3-3 Zyedidypogiuo. yeyovoTog yLo. Ty EXIGTPOPT] TOV TOIKTI] 0TO UEVOD

IInyn: https://www.audiokinetic.com/en/public-
library/2025.1.5 9095/?source=WwiseFundamentalApproach&id=understanding_events

Yndpyovv 0o TuTOl YeyovaTmV 6to Wwise, Tng dpdong (Actions) mov eKTEAOVVTOL TO YN TIKA
€QE Ko TOV SAGYOL OV TTAPEYEL Ko OEVTPO amoPicewV e Kataotaoeig(Decision tree) kot

dwakomteg (Switches).
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INo Tapdderypo og £va yeyovog dpdiong, o Taiktng puraivel o€ pio 6TnALd, GTOUOTAEL TO
nepeyopueva (Container) twv Nywv tov OOV Kol TOV avER®V Kot Toilel avTd TV voxTepidmv
KOL TOV GTOYOVOV VEPAOV OO TOVG GTAANKTITEG OTMG POIVETOL TOPAKAT®D GTO OBy POLLLLLOL.

In Game

Sound

N Y y [y v 7 Y Y -
.-" }T‘t- f s _“\\! !:_‘ll I ""\\ “ g i " ol i ""'-\ "'f_r Ty 4 f A
1 F o \I.-'I i.f" v " ! e
\ §] ( -l - i 3 EL
av ] \ 4 A A
| g\ | :.'f {,.f?l'.\'.\:_‘ < A%
| I ! \\ I ).
|I | ..'f"| |I | h-'—g', |[ .| __J:_-' \III , ) i"'\\l:
LW SR G- I G | I [ Al YN A AW
Game Calls f Event Actions Objects “Cave”
“Woods™ Ambient Sound Play
Ambient Sounds
Play
) Ambient )
Animals  Winds “Cave” Bats  \Water Drips
- Container . o
E HH 3 1. Stop HH
LOniainer
¥ ¥ ¥ ¥ 2. Stop e ¥ ¥ ¥ ¥
'
Container
Container
4. Play ater Drips
Legend M\
Il Event | l

Random Container

2ynua 3-4 Hopdderyuo. yeyovorog dpaons ato Audiokinetic Wwise

IInyn: https://www.audiokinetic.com/en/public-

library/2025.1.5_9095/?source=WwiseFundamentalApproach&id=understanding_events

210 TOPAOEY L YEYOVOTOC O10AOYOV, OTAV EVAG TAIKTNG GOLTAPEL KOl GKOPEPEL, O GYOAMOGUOG
K60 opd mpémel va. avTIoTOLXEL 6TV EVEPYELX TOL Tty vidloL. [ va puBuicete Tig
SpopeTIKEG duVATOTNTES Kot T amoteAéspata 6to Wwise, Oa ypelactel va dnpovpynoete
Sopupavta Atohdyov yio maikteg, evépyetles, petapdoelg kat ovtm kabeéng. Kabe Eva amd avtd to
Svupdvra mepiéyet €vo chvoro avtiotoryov TiH®V Katdotaong Kot 010K0mnG Yo TO oy viot.
Anuovpyeiton pa dStadpoun Katdotaong/Atakonmng mov opilet kdBe ocuvOnkn 1 amotélecpo Ko
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OTN GLUVEXELD VO AVTIGTOLYEL VOl KATAAANAO oVNTIKO OVTIKEIEVO o8 Kdbe dadpoun
Katdotaong/Awakonng. Katd t didpketa Tov moyvioov, to moyvidl o aviictoyicet Tig
tpéyovoeg Tinég Katdotaong/Atokomng pe Tig 1adpopég mov opiotnkoy 1o Wwise yio va

kaBopicel Tolo eVNTIKO avtikeipevo Ba avamoapoaydet.

N

Lt W - e
= - = e 1
L f-’. -Q’_-’ .:ﬁ é‘? ;-".‘_\/; # mn .,-.
M ,’.h Sy T 4 i
. I-I:‘_;, L (-\.f HH |
et R =)
L
Play-by-Play
Cross ‘ shoots and scores!

In Wwise

% Player & Action & Transition & Action
O Player Name O Action © Transition 0 Action
Passes [ At Fasses
Patrick To Shoots
Sova Scores

Play Play Play Play
€y Cross By Shoots [ gy and 1 [ By Scores
Legend

© State 0O Switch “ Dialogue Event ) Sound Voice

2ynuo. 3-5 Hopaderyua yeyovorog dialoyov ato Wwise

IInyn: https://www.audiokinetic.com/en/public-

library/2025.1.5_9095/?source=WwiseFundamentalApproach&id=understanding _events
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3.2.6 'Eleyyoc mapapétpov o€ ntpaypatikoé ypovo (Real-Time Parameter
Controls - RTPC)

O éheyyor mapopétpov oe mpaypatikd ypovo (RTPC) etvar yprioyot yio tov EAeyyo oTiC
1010 TEC O10POPMV AVTIKEWEVDV TOL Wwise (101, KOVTEVEP, SLOAOL EAEYYOV, EQE K.AT.) e
Baon T aAAayég TopaUETP®V TOV GLUPAIVOLY GTO TToY VIOl GE TPAYLLATIKO XPOVO.

O Mot awtol pumropoHv va TorobenBovv Tuyaio o TOAAG Nyeia, va ypnoyoromfel kdduo
Tuyaiog toroBétnong yia va 0dnyndet to RTPC oty apeioTiky mavopapukn tpofoin tomv
TPLGOACTATOV YWV TOL 0pilovTal amd TOV YPNOTN, OVl TOV TPOKAOOPICUEV®V O1UOPOUMDY TOV
&yovv dnuovpyndet oto Wwise.

O oyedlaotig oL opilet Ta OVOLOTO KoL TO EDPT) TOV TOPAUETPMOV TOV ToyVIdoy 6to Wwise
Authoring. Ot oyedrootéc opilovv eniong tig kapmdriec RTPC. H tyun pog mapapérpov tov
oy VIO100 avTitposmrevEL Tov dEova X pog kapmving RTPC kot to Tomo avtikeipevov og
dEova Y.

A@ob 0 6Yed0GTNC NYOL OPIGEL TIC TAPAUETPOVS TOL TOLYVIOOV Kot T1§ kKapumvAies RTPC oto
Wwise Authoring, To motyvidt ypetdletat LOVo Vo EVILEPMDCEL TNV TIUT TOV dOPOPOV
TOPAUETPMOV TOV TOYVISIOV KATA T SdpKELD TOV oty vidtov. H punyoavi yov voioyilel tnv
T TG Widttag aSloloymvtag v KapmvAn RTPC yua v tpéyovsa Tiun g mapapéTpov tov
EMUEPOVG GTOLYEIOV TOV TTALY VIS0V,

Ynrdpyovv 0vo €idn petapfintav, ot kaBoiucoi (Global) kot o1 Tomucoi (local). Ot kaBoiikoi
napapetpor opilovv THES mov emnpedlel GAOVS TOVG YOV GTO ALY VIOl OLOIOLOPPA KOl O
TOMKOL TAPAUETPOL Y10 EVOV ETLUEPOVS AVTIKEILEVO GE VoL TOLYVIOL.

Ot evoopat®pEVOL TaPAUETPOL Etvar Ot

HopapeTpog Ieprypaoen

Distance (andctaon) H andotoon petald Tou ovTikellévon tov
TOLVIOL0V KOl TOV OKPOOLTH. ZE TEPIMTMON)
OV GTO OVTIKEILEVO TOL ALY VIS0V EYOVV
OVTIOTOL(IOTEL TEPLGGATEPOL A0 EVOG
aKPOOTEG MY/ Kot TEPLoGOTEPES amd o Béoerg,
1N T wov AapPavetal veoyn ivor n
LKpdTEPN amdoTAoT HETAED OAMV TV
GLVOVACUMV 0KPOUTY Kol BEGMC MY0vL.
Azimuth (AQuov6io) H yovia, oe poipeg, petald tov akpootn Kot
TOV OVTIKEUEVOL TOV TTOLYVIOIOV, OTTMG
poPdaAletar oto opilovtio enimedo. Mo Tiun
0 popov vrodnAmvet 6TL 0 NYO¢ Ppioketan
aKpIP®Og UTpoctd and Tov akpoarn, -90
poipeg 0tL 0 Nyo¢ Ppiokerar apiotepd, 90
noipeg 611 Bpioketon de€1d kan +/- 180 poipeg
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OTL 0 YOG PpiokeTal akpimdg Ticw amd Tov
aKpooTY).

X mePIMTOON TOL GTO OVTIKEILEVO TOV

ALY VIS0 £YOVV AVTIGTOLIGTEL TOAAOL
aKpoatéC Koy BEcELS yov, N TN Tov
Aoppdvetan givor n yovia HETaEL Tov
axKpoatn Kot tng 0€omg Myov mov Bpiokovton
O KOVTA UETOED TOVG

Elevation (Avoymon)

H xotaxopven yovia, ce poipeg, mg Tpog Tov
opifovta (d&ova XY), pneta&d Tov aKpootn
KOl TOV OVTIKELEVOD TOL TTaltyvidlov. Mia
T 0 Hopdv vTodNAMDVEL OTL 0 YOG
Bpioketon 610 1010 0p1ldvTIO EMinEdO LE TOV
akpoot: pia T 90 polp®mv vTodNAmVEL OTL
0 Nog Pploketon akpPadc and Tavm, evd -90
Hoipeg vTOdNAMVEL OTL 0 YOG PpiokeTon
aKpIPOG amd KATO.

Yg TePINTOOT TOL GTO AVTIKEIIEVO TOV

ALY VIOI00 £YOVV AVTIGTOLIoTEL TOAAOL
aKPOOTES KAV BEGEIC YOV, 1 TN TTOV
Aoppdvetan givor n yovia HeTa&d Tov
axpooty| Kat tng B€omg Mxov mov Ppickovral
o KOVTA LETAED TOVG.

Emitter Cone (K®vog exmounng)

Avtimpoconevetl T yovia 3D peta&d tov
OLOVOGLOTOG TTPOGAVATOAGLOV TOL EKTOUTOV
Kot Tov S1vOGLOTOS TOoV oynuotileton amod
v gvbeia peTa&d 1oV eKTOUTOD Kol TOL
axpoot]. Mia tipn 0 popdv vrodnAdvet Tt
0 ekmopumog Ppioketon akpiPag anévavtt omd
oV aKkpoatr, eve pa tiun 180 popmv
VTOONAMVEL OTL 0 EKTTOUTOC PplokeTan
axpidg oV avtifetn katebBvvon amd Tov
aKpoaT.

21NV TEPITTMOT] TOL GTO AVTIKEILEVO TOV
ALY VIS0 £YOVV AVTIGTOLIGTEL TOAAOL
aKpoatéc Kav/n BEcelg Nyov, n TN Tov
Aoppdvetan givor n yovia HeTa&d Tov
axpoatn Kot tng B€omg Mxov mov Ppiokovton
0 KOVTA LETOED TOVG.

Obstruction (Epm6o10)

Yg TEPIMTMGN TOL GTO OVTIKEILEVO TOV
TOLVIOL0V £YOLV AVTIGTOL(LOTEL TOAAOL
OKPOOTES, M TY TOPEUTOIIONG TTOL
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AopBdvetan givat avt TOL €Yl AVTIGTOL(IOTEL
GTOV 0KPOOTY| LLE TNV TANGLEGTEPT TPEYOLGA
B€omn Nyov.

Occlusion (Amdxpoyn)

Y€ mePIMTMOON TOL GTO OVTIKEILEVO TOV

ALY VIS0 £YOVV AVTIGTOLIGTEL TOAAOL
aKPOATES, 1| T aTOKPLYNG TOV AapPdveTot
glval auT oL £YEL AVTIGTOL(IOTEL GTOV
aKpoaTn LE TNV TANGIESTEPT TPEYOVTO BEOT

7

NYov.

Listener Cone (K®vog axpoatn)

AvTimpocsmnevEL T TPLodo1doToT Yo vio
Heta&l Tov SLOVOGLOTOG TPOCAVATOMG OV
TOV OKPOOTN Kol TOL S1oVOGLOTOG TTOV
oynuatifetar omd v vbeia peta&h Tov
EKTOUTOV Ko TOV axpoatr). M tiun 0
LOPAOV LTOOMADVEL OTL 0 aKPOOTIS PplokeTon
aKPIPOG AmEVAVTL OO TOV EKTOUTO, EVO
T 180 popdv vwodnAdVEL OTL 0 AKPOUTNG
Bpioketon akptPadg oty avtifetn katevOvvon
om0 TOV EKTOUTO.

2V TEPIMTMOOT TOV GTO AVTIKEIEVO TOV
ALY VIS0 EYOVV AVTIGTOLIGTEL TOAAOL
aKPOOTES K/ BEGEIC YOV, N TYUN TTOV
Aappéveton gtvon n yovia HeTaEd Tov
axpoatn Kot tng B€ong Mxov mov Ppiokovton
0 KOVTA LETOED TOVG.

Diffraction (ITepiBiaon)

Me dopdtio Kot TOAES, TO AVTIKEILEVOL
TOLVIOL00 EKTOUTNG AapBEvouy piol T Tov
oyetiCetan pe ™ «Enp1» dBAacn Tovg: ™
yovia ardokAong, o€ poipec, amd po gvbeia
Swdpoun peta&h Tov EKTOUTOD Kot TOV
axpoatn. Ta avtikeipeva moryvidlon
dmpatiov mov £xovv katoywpnOel ecoTEPIKA
and 1o Spatial Audio AapBdvovv eniong pa
T 61a0Aaomg, n omola Opwg oyetileTon pe
™ «Vuyp1» dbAact Toug — T O1dBAac™ TOV
ed1oV O1dYVTNG KPATNOMG TOV NYW®V TOV
Bpiokovton péoa oto dmpdrtio. H vypn
duabAaon elvar  yovio amdKAIoNS, 6€ LOIPEG,
amd v kdBeto TPOg To dvorypa pog ITHANG.

Ye mePINTOON TOV VIAPYOVY TOAAAUTAEG
[ToAeg 1| TOALOTTAEG SLOOPOUES TOV PTOPEL VL
aKOAOLONGEL 0 YOG Y10, VL PTAGEL GTOV
OKPOOTY], EMAEYETOL 1) UKPATEPT) YOVIQ
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SuabAaoNg Heta&d TV S1oPOp®V SLOOPOUDY.
H 1y 6140haong pumopel va kopaivetor omd 0
¢wg 100, n omola avTimpocwmeveL Eva
T0600TO 01GOAMoNG, avTi Yo poipeg.

Amottel evepyomoinon Aettovpyiog LETAGOONG
o10 Property Editor.

AmoAelo LETAG00NG H ondAeia petddoong vworoyiletal yio tnv
axtiva Tov cvvdéetl amevbeiog Tov Toumd Ko
tov akpoatr). H andAeia petddoong g
yveopetpiog opiletal omn yeopeTpio evo M
ATOAELO LETAOOONG T®V dwpatiov opileTon
ota dwpdtie. H Ty g andAetog kopoaivetot
ano 0 €mg 100.

H vymAdtepn tipn| ypnowonoteitol oe Ol to
O®UATLOL TOV TTOUTOV KoL TOV 0KPOOTH, KOOmG
Kol 6€ OAEG TIC EMPAVELES YEOUETPLOG TOV
duyéouv.

ivoxag 3-3 Hivoxag evowpatwuévov (Built in) mropouétpwv RTPC tov Wwise

[Mopakdto PAEmovue éva mapadetypa petafint RTPC oe éva doyeio (container) Nywv, 6060
LEYOADVEL ] ATOGTACT] LETAED TOL TTaiKTn KOt TOV €X0p0ov, TOGO AYOTEPO AKOVYOVTOL KO HITopEl
va ypnoonomel o kEpoopag Yo va Tai&el 0 NY0G. TNV GLVAPTNON
distanceRTPC.SetValue(gameObject, distanceToPlayer), to avtikeipevo distanceRTPC opiletan
0 NYOG omd TNV AITOCTOCT TOL TTaiKTn Ao Tov x0pd. Mmopovpe va opicovpe Kot GAAEG
peTAPANTEG Yo vo 00V E TG O AELITOVPYNGEL GTO T VioL.
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tance_Parameter

Name

v

Eix. 3-37 Iapdoeryua perafiintig RTPC

3.2.7 IIpo@ik (Profiler)

Y10 mapdBvpo “Profiler” tov Wwise BAEmOLILE TOVG NYOVS TOV EKTEAOVVTOL KOTA TNV SLOPKELL
NG EKTEAECTG TOL TTALY VIS0V GE YPOVIKEG GTIYUEG IE TNV OELpd, TNV emidoom g CPU (kevtpikn
povada emeepyaciog) Kot Tic TANPOPOPIES TV GLGKELMV OV cLVOLovTal. [1a va evepyomom el
10 Profiler, 0a npénet mpmta To Remote Platform va cuvoebel pe tov vroloyiot ko
GUYKEKPLUEVA LLE TNV UNYOVT] ALY VOO0 TToL eKTEAEITON TO oY vidL Tov kadel To API tov Wwise.

(R st s S War iroc: BN || Vokestragh Voces Bumses Sends GamedefedSends Wamay) Steane SvesmngDevers P

Tmestamp Type Dascripton Vivdse Object Game Object Pool Name: Reserved | Used Rannu-sm Max Free flock | Afocs  Frees | Cur, Allocs | Peak Used

Eix. 3-38 Ilapdbvpo Profiling tov Wwise
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IIyyn: https://www.audiokinetic.com/en/blog/profiling-troubleshooting-and-debugging-using-wwise/

To profiler amoteAeitat and Evav mivaka enidoong (Performance Monitor) mov mapakoAovdei To
@optio Tov CPU, tov apBpd tov ovov (Loikés Kot GLVOAIKES) Kot TNV £viacn tov Output(ce
Decibel)

3.2.8 Ilieon kol amoovpmwicon apyeiov Nyov

Ta apyeio MoV TOV TOYVISI®V eiyov Tavo TV avaykn yio cvourieon. Oesideton 6Tt dev emapkel
0 Y®POG G6TO HIGKO 1| GTN UVIAUN Y10, VO GUUTEPIANPOEL GAO TO NYMTIKO TEPPAALOV TOL Be®POLE
WG AKOTEPYOOTO, 1] CUUTIEGUEVO YNTIKA OEIYLOTAL.

KéBe kodkomon g yov €Yl To TAEOVEKTILATO KO TO, LELOVEKTNUOTA TOL. Agv givon TdvTa
TPOPOVEG TOL0G KMOTKOTOTNG TPEMEL VO, Ypnotpomonbet o ke mepintwon. To TpdTO TPdypa
7OV TPEMEL VOL ANEOEL VTTOY IV glvar OTL dev LILAPYEL Hid Kot LOVOOIKT] COGTN EMAOYT Y10 OAEG TIG
TAATEOPUEG OGS OV VTTAPYEL KOV LioL KO LOVOSIKT GOOTH EMAOYN Y10 OAOVS TOVG TOTOVG YDV
o€ o Kot Hovadiky TAATQOPLLOL.

To Wwise vrootnpilet 4 kmokomomntég Aoyiopkov: PCM, ADPCM, Vorbis kot Opus. Yrdpyet
éva KOPLo TAEOVEKTILLAL GTT YPTOT| QVTOV TOV KOOKOTOTMV, TOV £ival 1) GuVETELD LETAED TMV
TAATEOPUGV. Oa £xovv akpiPmg TV 1010 To1dTNTA, GYETIKN amOS0GT KOl CUUTEPLPOPE GE OAES
11§ TAATEOpuES. OAot vrootnpilovy T TANPES GHVOAO YOPOKTNPIGTIKMY Tov WWise Yyl TnyEg
NYOV, KATL TOV SEV 1GYVEL Y10 TOVS KOIKOTOMTES VAIKOV.

EmnAéov, kéBe kovodLa Taryvidudy mov dnpiovpyndnke cuvodevetal amd Evay eneepyootn
NYOV LAKO OOV TO KaBEVA £XEL SLAPOPETIKEG dVVATOTNTES, OL OTOlEG deV £ival 1600VVOLLEG
peTaEL TV mAateopumv. To Wwise vmootnpiletl TNV anokwokomoinon VAIKOD GUUTIECUEV®V
TNYOV Kol LEPIKES POPEG TEPIOTOTEPT eMeepyasio VAIKOV, dtav eivon dabéoun oty
TAATOOPLLOL.

O Aoyog ovumigong etvar amAd 0 AOYog Tov TeEMKOV peyéBoug Tov apyeiov TPog 10 apyko
péyebog tov apyeiov. I'ia Tovg KMOKOTOMTEG X0V, CLUTEPIAAUPAVETOL GTOV VITOAOYIGUO LOVO
TO TUNHO TGOV OELYUAT®V YOV TOL apyeiov, OnAadn ympic to koviévep WEM 1 toug deiktec.
EEapovvran emiong toydv mponyovpeveg vodetyatoinyies. O mapakdto Tivakos cuykpivel
TNV OTOTEAEGLATIKOTNTO cuuTieong Kabe kwouorom . ['a Toug kmdtkomomtég LeTaPANTIG
TOLOTNTOG, TO TEPLEYOLEVO NYOL Kot o1 puBpicelg tailovv avapeifoia tepdotio poOLO ot

OTOTEAECLLOTAL.
Kodwomomig fxov Adyog ovpmicong 1:1[)5(;::612 l:::;g}):‘r]gﬂap 05
PCM 1:1 >t00epdc
ADPCM 4:1 2tafepog
Vorbis 2:1 -~40:1 >t00epdc 1 MetaffAntoc
Opus 2:1-~60:1 >t00epdc

Iivoxag 3-4 [ivoxag vrootnpi{ouevwv KwotkowonTy fyov yio. Wwise
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O mopakdto wivakog deiyvel TNV amdO06N TOV KOOKOTOMTAOV AOYIGHUIKOD, 6GOV apopd T
dwakivnon dedopévawv. Me dAha Ady1a, ivorl 0 péy1oTog aplOog podv Tov UTopovV vo.
ATOKMOKOTON 00UV 6€ TPpayHoTikd ¥pdvo, o Evav Tupnva. O aptBpdg ovtdg teptAapufavel povo
TOV {010 TOV OmOK®AKOTOMTY|, YWPig EMavadelypatoAnyia, emPdpuvon drayeipiong ewvig,
SloKomEG, cLUPOPT T OlHAOL uvung KA. Ev oAlyotg, o amokwdukomomg elvat
OTTOLLOVOUEVOGS OTIG KOADTEPES duvaTéc cuvOnKkec. O okomdg elvar va dobel pua 10€a Tng Péylotng
amdd0oNC, 0ALA To avdTaTa Opta etvar amibBavo va emttevyBolv o Eva mpaypatikd meptPdiiov
oy vidov. H amddoon pmopel va cuykpifel pe tig péyioteg vmoompllOUEVEG POEG Y10 TOVG
KOOKOTOMTES VAKOL (Tapakdtm). ['a o Vorbis kat Opus, ot 3 apiBpoi aviietoryoldv otig
pLuOuicelg YapInAOTEPTG, TPOETIAEYLEVIG KOl VYNAOTEPTG TOLOTNTOGC, OIVOVTOG TO TANPES PAGLLOL
™g amdO0oNC.

To Vorbis ivat éva TANPOC ovorytod, | 1010KTNTO, XOPIG TOTEVTES KOl SUKOMLOTOL, YEVIKNG
xpNoNG ovumespuévo format yov yio Y0 Kot LOLGIKT HESNG £¢ VYNANG oot tag (8kHz-
48.0kHz, 16+ bit, toAvemvikd) pe otabepd ko petafAntd bitrates amd 16 g 128 kbps/kovat.
Av16 tomobetel o Vorbis otnyv id10 avToy®vieTiKn Katnyopia pe GAla tpdTuma 1oL OTmg To
MPEG-4 (AAC) ko givor mapoporo, oA e vymAodtepn anddoon and to MPEG-1/2 audio layer
3, 10 MPEG-4 audio (TwinVQ), to WMA «at 1o PAC.

To Opus &ivat évag avotyTog, xmpig SIKOMUATO, EENPETIKA EVEMKTOG KMOKOTOINTHG YOV, Elval
LLOVOSPOLLOG Y10t O100PACTIKT LETAOOGT OUAOG KO LOVGIKNG HEC® TOV AadIKTHOV, OAAG
npoopiletar emiong yio epopproyEg amodnkevong Kot streaming.

Vorbis (yopnini- WEM Opus
Hhateoppa ADPCM pecaio-vynin (ropm-pecaio-
o TNTO) VYA TO0TNTA)
Mac(ue Mac M1) 10700 7500 - 5900 — 3100 1600 - 1200 — 700
Mobile(pe ARM64
Cortex A9) 8600 5200 - 4300 —2100 1100 - 800 — 500
PClue Intel Core 17 95 5700 - 4600 ~ 2300 | 1300 - 1000 — 500
tov 2018)
Playstation 4 3200 1200 - 1000 — 500 300 - 200 — 100
. 5900 - 4700 - 2500
Playstation 5 7600 (SW) 80 (HW) 80 (HW)
. . 200 - 150 - 100 (SW)
Nintendo Switch 2000 600 - 500 — 300 20 (HW)*
Xbox One 10000 1000 - 3400 — 1200 300 - 200 —100
Xbox Series X 9200 6900 - 5400 — 2800 300 (HW)
[Tivaxog 3-5 ITivakxog ooumieong 1yov ava TioTopuo.
PCM

To PCM eivon éva, amAd pun GOUTIEGUEVO HEGO, TTOV TO LOVO TAEOVEKTNIA TOV €ivor 1 TovTNTO
KOl TO PELOVEKTNLO Eivat Tt KaTOAOUBAVEL TOAD XDPO GTO HIGKO Kot 6T VI, 0e00UEVOD OTL
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dev gtvar cvpmiespévo. H povn suviotauevn gpnon eivat yuo youg mov ¥pnoLoTotodvIot Guyva
0€ TAATQPOPUEG LE AYOTEPEG OVVOTOTNTEC. XNUEPO, OEV YPNCILOTOLEITOL EKTEVEGTEPO EVD
VILAPYOLV AAAEG EMAOYEG KMOTKOTOMTH.

ADPCM

To ADPCM egival yvootd 610V KAAS0 TV BVTEOTOVISIOV G £VaG 0O TOVS TPMTOVS
TPoc1tovg kKmotkomomtég (amd droyn CPU) otig maég kovoorec. ‘Eyxel otabepd Adyo
ocvumieong 4:1 kot amokmduomoteitan ToAH ypryopa. To kOplo petovékTd Tov givatl n aff€foun
oot Ot Y01 He epeav HeTaPatikd eavopeva 1 ToAD VYNAEG cuyvotnTeg Ha
TaPOLGLALOVY AKOVGTA TEYVNTA PovOLEVa. Q6TOGO, AVTEG 01 TEPMTMGELS OEV Elval 0 KOVOVaG
ka1 0 ADPCM g&akorlovBel va ypnoiponoteitor cuyvd.

Vorbis

[Tpdkertan yio Evay KOSKOTOMTY] YUYOUKOVGTIKNG YEVIKNG YPNONG, TOV COIVEL OTL
YPNOLOTOEL TIG 11TEPOHTNTEG TOL AVOPOTIVOL OTIOV KOl EYKEPAAOD Y10 VO GUUTIEGEL TOV 1)YO,
EAAYLOTOTTOLDOVTOG TOVTOYPOVA TO TEYVNTA GTOLYEIDL. AVTOC 0 K®OUKOTOMTNG E16MYON opyLkd
GTOV KOGUO TOV TOLYVIOI®V AGY® TNG KOANG TOdTNTAG YOV KoL TNG KOANG GUUTIESNG apyEiwV
mov TpocPépel. O AOYog cvumieong ivor ToAD petafAntog Ko eaptdror amd To NYNTIKO GY|LLOL.
Mmropel va kopoaiveton amd 2:1 (vymidtepn modTTo YOV, € onpa evpeiag Ldvng) wg 40:1
(xopnAotepn mordtNTO, 0 oNpa otevig Lovng). H epaployn Kodikomomt mov ypnotonotel To
Wwise €yetl Bedtiotoromet emaverinuuéva ko 1o péco k6ctog CPU eivon tdpa mepimov 1,5
£€m¢ 3 Popég VYMAGTEPO amd avTd ToL Kodikormomt ADPCM.

To Vorbis givan évag kmdtkoromn g petafAntod pubuov bit, mov onuaivel 0Tt 0 Adyog cvumicong
eEaptatal amod 1o mePEXOUEVO TOL apyeiov. ['evikd, 660 mo BopvPmong eival o yog, T0G0
Mydtepn cvumieon pnopel va emtevyel. Emiong, 1o k6ot0¢ CPU cuvoéetan ueca pe tov
TOPAYOVTO TOLOTNTOG TOV XPNGLLOTOLEITAL: TEPIGGOTEPT TOLOTNTA CGNUOLVEL TEPLGGATEPT YPT|OM
CPU y10 TV amok®otKonoinon.

Avti 1 popen amortet Evav wivoka avaltnong yio vo umopel va ektedel Asttovpyieg
avaltnong, va vrootnpilel v emAoyn «ATd 10 XpOVO OV EYEl TOPEADEL) TNG EIKOVIKNG
(QMOVNG KOl TO GUVOAO YOPOUKTNPIGTIKAOV TNG O1OPACTIKNG LOVGIKTG.

Eniong, vrapyet éva pikpd emmAéov KO6TOG LETAOEOOUEVMY GE TN TN Lopen. Emopuévmg, moid
pkpd apyeio Ba enmnpeactovy and avtd. Katd kavova, nyot pkpdtepot amd 50 ms pmopet va
elval peyoAdtepot amd 1o amapaitnro.

Opus

To Opus &ivor n KaAdtePN Aom o€ 0,TL APopd TNV TO1dTNTO 0 YT He To pEYedog Tov apyeiov.
Eivat o d1é400)0g Tov Vorbis kot erm@eleitor amd onpaviikés PEATUOGES 6TOV AOYO GUUTIECTG.
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H avtiinmnm motdtta eivar Ehappdg vyniotepn amd avty tov Vorbis, cOp@va LE
VTOKEUEVIKESG OOKIUES akpoatdv. Emopévmg, pmopel va emtdyel KaAbtepovg Adyovg amd 1o
Vorbis, dtatnpmvtog tapdriinia Ty modtra. 61060, £xel yYNAo k6ctog CPU, cuviBwg 5 émg
10 popég o apyd and to ADPCM.

Qc1000 dev eivar 10aviKO Yia pukpd apyeio. O alyoplOuog ypeldleTor LEPIKA YIAMOGTA TOV
OEVTEPOAETTOV BEGOUEVAV Y10l VO pUOLIGTEL cWGTA, EMOUEVOC Tpoatifevtal tepimov 80 ms 1yov
010 apyeio. Emopévamg, eival oratdin va ypnoyoromdel to Opus yio pikpd KOPUATIo Yov
nepimov awTov Tov uNKovs. Katd kavova, av o nxog etvar pukpodtepog amd 200 ms, amhd
ovviotdrot to Vorbis 1 to ADPCM.

(Jean, 2023)

3.2.9 Evoopatoon tov AudioKinetic Wwise pe to Unity

Onwg avagépape mapondve, o Wwise mapéyet vrootpin o€ 0149Popeg UNYOVEG TOLYVIOLDV EK
v onoimv to Unity. H eykatdotaon kot 1 evemopdtmon tov yivetor pécsm tov Launcher g
AudioKinetic

["a va yiver n emkovovia tov, Ba wpénet to Unity va cuvoebei pésm Remote Platform oto
Wwise yia tov cuyypoviopud tov Soundbanks.

Remote Connections

Available | Histon,

Refresh Connect To IP... Connect To File...

Profile and Edit (Sync All Modified Objects) - ¥ Start capture on connect

Ex. 3-39 IopdOvpo Remote Connection tov Wwise.

1o moapdBvpo Project Settings tov Unity ko cvuykekpipéva oto Wwise Integration, PAEmovpe T1g
dradpopég apyeiwv mov givon amodnkevpéva ta apyeio Soundbanks ce oyéon pe 10 TpdHTLEKT TOL
Unity kot tnv dtevbvvon [P ko mHAn mov cuvdéeton pe 1o Remote Connection tov Wwise
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erformance Wwise Integration

Eix. 3-40 Iapabvpo Project Settings Wwise Integration

[Mopakdto elvar £vog mivakag omd To KOpla cuctatikd (Components) Tov y¥p1GLLOTOOVVTOL GTO
Unity ota avtikeipeva moryvidrov (GameObjects). Mmopet eniong va evoopatwBoiv Kot 6tov

yaio koo Tov oy vidlov. To kupo avtikeipevo matyvidov mov dayelpiletor ovtd eivar To
WwiseGlobal.
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 WwiseGlobal

ag Untagged ayer Default

Transform

selnitializationSs

GameSoundbank

Add Component

Eix. 3-41 Hapabvpo WwiseGlobal

Component Heprypaen

AkAmbient XPNOGYOTOLEITAL GTOVG ATHOGPALPIKOVS
Nyovs (Ambient). Mmopet va
ypnooromBovy oe moAlamAd onueio o
éva ovTIKEIEVO 1 TOALATTAN avTIKEILEVDL
o vidloL amo éva prefab e Tov 110 Mo v
eEowkovounomn otnv CPU. Mropei va.
pvOuotei n axtiva eEacBévnong Tov Nyov
AkBank Doptdrver ko Eepoptmdvet pio tpdmela
Nyov(SoundBank) vd cuykekpluéveg
cuvOnKeg Kot yiveTol 1 kwdkomoinon Kot
OTTOK®OIKOTO{N G TOVG.

AkEnvironment Xpnoponoteitor otny SIUOPPMOT YHOPOL
avVINYNONG LEGA GE Eva Ty Viol

AkEvent [TpocBétet yeyovota Nyov o€ avTikeipeva
O VIO100.

AkGameObj Emwowwmvet 10 avtikeipevo mayvidorol pe ta

avtikeipeva tov Wwise.
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Aklnitializer AcyoAeital e TNV apyIKOTOINGT KOt TIG
aAhayEG oTa KapE TNG Unyovng fxov Wwise.
[Mopapéver vepyod yuo 6Ao tov KOKAo {ong
TOV TTOLY VIOV KOl GE OAEG TIC OKNVEC.

AkMicrophone Emutpénet v oAAnAenidpaocn Hkpopmvov-
VTOAOY1oTH. MTmopet va puBuietel o puOudg
derypatolvyiog.

AkState KaAel n ocvvaptnon SetState tng punyovng

NYov ooy evepyomomBel Eva yeyovog my
GUYKPOLGN UE v GALO OVTIKEIUEVO.
AkTrigger... Xpnoonoteitor og KKivnon gvepyomoinong
TOV OVTIKEIPEVOL YOV GTO ToyVidL eite pe
EMOEN LE AALO avTIKEILEVO oY VIO0V glvart

amo eVEPYELN TOLKT).
Iivoxag 3-6 Ilivoxag mepiypapns ovatatikwv tov Wwise ato Unity.

3.3 Avaokonnon 3°° keporaiov

Ye avTO TO KEQAAOLO £Y1VE EKTEVIG OVAALGT TV TTPOYpapLdTev Aoyiopkod (Unity kot
Audiokinetic Wwise) mov ypnoipomodniay yio tnyv avamtuén tov matyviowo e ta Zombie.
211 GUVEXELD EYIVE 1) OVOADOT) TOV KMOTKO KO TV EXUEPOVE GTOLYEIDV TV TPOYPUUUATOV LE
EUPaoT otV OAANAETIOpaoT) TOV YopakTpa Le TOVG £xOpovS Kkat Tov Nxo. TéAog €ytve avapopd
OTNV CLUTIEST] TOV YOV KL TOV POLO TNG OTIG TAATQOPLES TALYVIOIDV.
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4 Amoteliopata

H a&loldynon amoteAel onpovtikd 6tdolo yio tnv Aqyn TANPOQOpI®dY KOTAE TNV S1OPKEL OAAL
KoL PLETA TO TEPOG TNG dtodikaciog. Alvetal n duvatdtnta va agloroynfovv edv cupaiiet
emtuyd¢ to Audiokinetic Wwise Kol 1] EVOOUATOOT) TOV HE TV U0V ToLVIO100 KOTA TNV
YOPIKN OVTIANYN TOV YOV GTO Ty VioL.

"Eva onpovtiko koppdtt yio v avantuén evog matyvidlov amotedel 1 aEloAdynon amod
dokipaotéc. Bonbdetl oty Beltioomn tov TeEMKOV amoTteAEGLATOC, TUYOV EVIOTIGUOC AaODV TOL
Exouv EEPVYEL KATA TNG OLAPKELD AVATTVLEN TG Kol SIEEQYMYT CUUTEPAGLATMV.

H e&aywyn tov ypaenudtov nyov (Voice graphs) kot tnv €nid0cn 100 VTOAOYIGTH YiveTtal HECW
0V TapaBvpov profiler 6to Wwise kot yio k4O avTiKeILEVO YOV YOPIGTA Kot EXioNg TNV GEPd
TOV AVTIKEWEVOV YOV TOV EKTEAOVVTOL KOTA TNV OLAPKELD TOV TOLYVIOOV.

| IIIIIHIHII

b | ||.|‘n“m_r L '\'I‘ J'.‘ln_ n,\lig-ln.”.ul_ 'R TR

,N‘Hp B

LNAFINE £l
\ \

Eix. 4-1 IlopdBOopo profiler

4.1 A&wlroynon

H a&toldynon tov moyvidrov tpaypatoromOnke omd tpio dtopa, To omoio dokipacay
Agrtovpyio TOL POPMOVTOG OKOVGTIKA, MGTE Vo £€TAGTEL 1) GLUPOAN TOV CUPIOTIKOV YOV GTNV
eumepia epPfodiong Kot ot yopikn avtiAnymn. Kot ot tpeilg coppetéyovteg avépepay ott
UmopovGav vo avTiAneOovv v kotevBuven amd TV omoia TPoEPYovTay ot PacIKES MYNTIKEG
my£éc, Omwg ot £xHpoi, ot TupoPoAGHol Kat 01 GUYKPOVGELS, Kol OTL 0 110G Tovg foridnce va
avTdpovV ota yeyovota tov moryvidrov. [apdiinia, a&loddynoav Betikd tn petafoir g
évtaong avdioya pe TV andoTacT] Kot T GuVoyn HETAED TOV NYNTIKOV GUUPAVTOV Kol TOV
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evepyelmv oty 006vr. Q6T6G0, EToNUAVONKE OTL GE OTIYHES TOVTOYPOVIG AVATOPUYMDYNG
TOAAGDV MOV 1] S1AKPLoT OPICUEVEOV TTNYDV YIVOTOV SUGKOADTEPT), YEYOVOG TTOV VITOJEIKVEL TNV
avaykn mepatépw E160pPOTNONG TNG MIENG Kot pOOUIONG TOV EMTES®V £VTAONG. VUVOMKA, M
dokiun €6ei&e 0TL M a&10moinoT TOL AUPIOTIKOV YOV evioyvoe TNV aicnon mapovciog Kot
VIOGTNPIEE TOV TPOGAVATOAMGO TV TOUKTOV HECH 6TO EIKOVIKO TtepiBdiiov. [Tapdtt Ta
aroteAéopata eivol evOOpPLVTIKA, TO HIKPO SEIYLO TOV TPLOV ATOUMV OEV EMTPEMEL TN
YEVIKELON TOVG Kol KPIVETOL GKOTUN 1) LEAAOVTIKY] 0ELOAOYNON UE TTEPIGTOTEPOVG
CUUUETEYOVTEG KO TUTOTOUNUEVO EPMTNUATOAOY1O.

4.2 Ilpopmpata

Katd v oelaywyn g SImA®UATIKNG OVTILETOTIGOUE SLAPOPO TPOPAN LT OTTMG Yol
TOPASELYLLOL TV EVPECT] KATAAANA®V apyel®V YOV Yo cLYKEKPIUEVA oevapta. Xto Unity
avTipeToTicope Suokoria ebpeong TV KatdAlnAov Assets and to Unity Asset Store Loyw
KOGTOVG KOt TUYOV SUGAELTOVPYIES TOV TPOKVYAVE GE GYECT] LLE TNV EVOOUATMGN TOV
Audiokinetic Wwise kot LeydAovg ypOovoug pOpTIoNG TOL project Tov Hog ETPAPLVE Kot
emPpdovve TV dtodikocio.
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5 Xvumepaopoato

2KOTAOC OVTNG TNG LETOTTUYLOKNG EpYaciog NTav va, avamtuydel Eva SOKIHOGTIKO Totyviol Tov
dokpalet Ta VTOVOKAACTIKG YOV TV TOKTOV. ['la va emttevyBel 0 oKomdg ovtdg
YPNOLOTOMoaE TO LoVTELD peBodoroyiag avamtuéng Agile mov yapaktnpiletot amd v
TayOTNTO KoL TNV EKTEAECT] LIKPOTEPWOV PNUATOV Yo TNV ETiTELEN TOV GTOYOV.

To amoteAéopata g a&loAdYNoNG Amd TOVG TPEIS GLUUETEXOVTES OEYVOLV OTL 1] EVOOUATOGCT
TOV AUPLOTIKOD 1X0V GLVEPAAE OVGLUOTIKA 6TV EMitELEN TOV Pac1KOD GTOYOL TNG EQPAPUOYTG.
Ot doKipaoTéc pmopesav vo eviomilovy v Katehivven Pactkdv NynTik®v mnyoy, 0Tms ot
exBpoti, o1 TupoPoriGol Kot 01 GLYKPOVGELS, EVD 1 LETAPOAT TNG EVTAONG GE GUVAPTNOT UE TNV
ATOCTOGCT VTOGTNPIEE TOV TPOCAVATOAMOUO Kot TV £YKOLPT) OVTIOPOGT TOLG GTO, YEYOVOTO TOV
oy vidlov. H avtietoiyion tTov nntikdv copaviov pe tig evépyesleg otnv 006vn evioyvoe
eMiong T cuVoYN TNS EUTEPiag KoL TV aicOnon Tapovsiog 6To KoviKd TEPIPAALOV.
[Mopdiinia, n SuoKOAOTEPN SLAKPIOT EMUEPOVS TNYDV GTAV OVOTOPAYOVTAY TOAAOT YOl
TOVTOYPOVA OVOIEIKVOEL TNV aVAYKT TEPUTEP® EEIGOPPOTNONS TG MENG, pOOLIoN G TV
EMMEOMV EVTAOTG KO KOADTEPNG LEPEPYNOTG TV CNUAVTIKOV NYNTIKOV GUUPBAVTOV. ZVVETMS, N
xpron Tov Wwise g suvdvacud pe to Unity kpiveTon AEITOVPYIKY Kot KATAAANAT Yo TNV
AVATTLEN S1AOPAGTIKOD YWPLKOV MOV, YWPIG OLMS TOL ELPNUATO VO LTOPOVV VO, YEVIKELOOHV
AOY® TOL TEPLOPIGUEVOD JelYaTog. Mo LeALOVTIKT a&loAOYNON LE TEPIGGOTEPOVG
CUUUETEYOVTEG, TUTOTOINUEVO EPOTNLOTOAIYIO KOl GUYKPLTIKT SOKIUN LE KO YOPIG AUOIOTIKN
eneéepyacio Oa Propovoe va TPOGPEPEL AGPAALETTEPO KO TOGOTIKA TEKUNPLOUEVOL
ovumEPAoUATA.

[Ipocmmikd £peva IKOVOTOMUEVOGS LE TO ATOTEAEGILO KOt TV O1001Kacio TG AVATTUENS TOV
TOLVIOL0L KOl LE TOL VEOTEPQ EPYOAELD, LEUDVETOL O YPOVOG KO OVEAVETOL 1 TAPOAYOYIKOTNTOL
KaTA TNV avantuén moyvidwov. H eveoudtmon tov yoptkod Myov oto moyviolo aroteiel Eva
Ot0 TIC O EVIVTIMGLOKEG AEITOVPYiEG oTa PrvTeomatyvidle mov UTopel vor amoTeAEoEL .

5.1 MegArlovTIKa TTAAVA

H epyacio avt propel va aroteAéost for)Onpo Kot EPTVELGN Y10 TOVG TPOYPULUATICTEG
TOLYVIOLOV TOL OEAOVY VO EUTESMGOVY GTO KOUUATL TOV O10OPAGTIKOD MOV, EVOS OVEPYOLLEVOL
eSOV TOV KAGAOOL TNG OKOVOTIKNG TOL 6T0 HEAAOV Ba cuvavinOel 6 oAoéva Kol TEPIOGOTEPQL
oy vidlo Kot S10d0pacTIKEG EQAPHOYES.

211 onuepVN ETOYN, 1 AVATTVEN TOV TOLYVIOLDV EYEL YIVEL TO TPOGLTY OO TOTE UE PIKPOTEPEC
OULAOEG TTALYVIOUDY VO XPTCUYLOTOLOVV TPOYMPNUEVA EPYOAEL Y10l TNV dNUIOLPYID OAOEVA KOl TTLO
GLYYPOVOV TOLYVIOIDV HE YOUNAO KEPAAALO.

210 PEAAOV, OVOUEVOVTOL VO ELPOVIGTOVV VEEG TEXVOLOYIES TOV Bl KAVEL TNV YNOLoK)
JOKESUGT TLO GLVOPTOGTIKY EWOIKA GTNV EIKOVIKT] TPOYLOTIKOTNTO KO 1] TEXVNTY] VOILLOGUVT|
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Ba umopet va oyedAGEL S1UPOPETIKOVG NXOLG AOLOVTAS ¥POVO OO TOV TPOYPOUUUATIOT KoL 0o
TOV GUVOETN HELDOVOVTOG TOV XPOVO aVATTLENG TOV ALY VIS0V,

To apyeio Tov maryvidov Ppioketor otnv €ENG d1evHOLVON:

https://drive.google.com/file/d/1 Xx3hxcM971VM7Dpo_008vx_9ii-0S16E/view?usp=sharing

6 Biphoypo@ikéc ava@opég
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Hopaptnuo A: Apyeto Kodiko Tov maryviorov

CountdownTimer.cs

using UnityEngine;
using TMPro;
using UnityEngine.InputSystem;

public class CountdownTimer : MonoBehaviour
{

public float timeRemaining;

public bool timerIsRunning = false;

public TMP_Text timeText;

public PlayerHealth playerHealth;

public PlayerInput playerInput;

private void Start()
{
timeRemaining = Random.Range(60f, 3001);
timerIlsRunning = true;
playerInput = GameObject.FindGameObjectWithTag("Player").GetComponent<PlayerInput>();
playerHealth = GameObject.FindGameObjectWithTag("Player").GetComponent<PlayerHealth>();

void Update()
{

if (timerIsRunning)
{
if (timeRemaining > 0)
{
timeRemaining -= Time.deltaTime;
DisplayTime(timeRemaining);
}

else

{
playerHealth.Die();
}
H
H

void DisplayTime(float timeToDisplay)
{
timeToDisplay += 1;
float minutes = Mathf.FloorTolnt(timeToDisplay / 60);
float seconds = Mathf.FloorTolnt(timeToDisplay % 60);
timeText.text = string.Format("{0:00}:{1:00}", minutes, seconds);
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public void AddTime(float amountToAdd)
{
timeRemaining += amountToAdd;
Debug.Log("Added " + amountToAdd + " seconds! New total: " + timeRemaining);

}

BulletBehavior.cs

using UnityEngine;

public class BulletBehavior : MonoBehaviour
{
[Header("Wwise Settings")]
public AK.Wwise.Event fireSound;
public AK. Wwise.Event explodeSound,;
public AK.Wwise.RTPC azimuthRTPC;
public AK. Wwise.Event impactSound;

public GameObject explosionParticlePrefab;
public GameObject player;
void Start()
{
player = GameObject.FindWithTag("Player");

}

void Update()
{
float distanceToPlayer = Vector3.Distance(player.transform.position, transform.position);
azimuthRTPC.SetValue(gameObject, Mathf. Atan2(player.transform.position.y - transform.position.y,
distanceToPlayer));
H
private void OnTriggerEnter(Collider other)
{
if (other.gameObject. CompareTag("Building") || other.gameObject.CompareTag("Tree"))
{
Vector3 hitPos = other.ClosestPoint(transform.position);
PlaylmpactAudio(hitPos);
Destroy(gameObject);
H
else if (other.gameObject. CompareTag("Barrel"))
{
explodeSound.Post(gameObject);
GameObject particleInstance = Instantiate(explosionParticlePrefab, gameObject.transform.position,
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gameObject.transform.rotation);
Destroy(particlelnstance, 3.0f);
Destroy(gameObject);
Destroy(other.gameObject);
H
H

void PlayImpactAudio(Vector3 position)

{
GameObject tempAudioObj = new GameObject("TempImpactAudio");
tempAudioObj.transform.position = position;

AkGameObj akObj = tempAudioObj. AddComponent<AkGameObj>();

impactSound.Post(tempAudioObj, (uint)AkCallbackType. AK_EndOfEvent, (cookie, type, info) => {
Destroy(tempAudioObyj);

IR
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EnemyBehavior.cs

using System;

using UnityEngine;

using UnityEngine.Al;

using System.Collections;

using UnityEngine.Serialization;

public class EnemyBehavior : MonoBehaviour
{
public NavMeshAgent agent;
public GameObject player;
public Animator enemyAnimator;
public bool isDead;
public int health = 25;
private CapsuleCollider capsule;
public GameObject gameManager;
public GameObject[] Pickups;
public int points = 20;

[Header("Wwise Settings")]

public AK.Wwise.Event enemySound;
public AK.Wwise.RTPC distanceRTPC;
public AK.Wwise.RTPC azimuthRTPC;

void Start()

{
isDead = false;
GetComponent<CapsuleCollider>().enabled = true;
gameManager = GameObject.Find("GameManager");
agent = GetComponent<NavMeshAgent>();
player = GameObject.FindGameObjectWithTag("Player");
enemyAnimator = GetComponent<Animator>();
AkBankManager.LoadBank("GameSoundbank", false, false);

void Update()

{
if (isDead) return;
if (player == null) return;
float distanceToPlayer = Vector3.Distance(player.transform.position, transform.position);
enemyAnimator.SetFloat("playerDistance", distanceToPlayer);
distanceRTPC.SetValue(gameObject, distanceToPlayer);
azimuthRTPC.SetValue(gameObject, Mathf. Atan2(player.transform.position.y - transform.position.y,

distanceToPlayer));

if (agent != null && agent.isActiveAndEnabled && agent.isOnNavMesh)
{

agent.SetDestination(player.transform.position);
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}

private void OnTriggerEnter(Collider other)
{
if (other.gameObject. CompareTag("Bullet"))
{
enemySound.Post(gameObject);
TakeDamage(5);
Destroy(other.gameObject);
}
f
public void TakeDamage(int amount)
{
health -= amount;
Debug.Log("Enemy hit! Health remaining: " + health);

if (health <= 0)
{
EnemyDying();
H
H

void EnemyDying()
{

gameManager.GetComponent<GameManager>().AddPoints(points);

gameManager.GetComponent<GameManager>().IncreaseKills();

isDead = true;

enemyAnimator.SetTrigger("OnDying");

agent.isStopped = true;

GetComponent<CapsuleCollider>().enabled = false;

float prob = UnityEngine.Random.Range(0f, 1f);

if (prob > 0.6f)

{
GameObject healthPickup = Instantiate(Pickups[0], new Vector3(transform.position.x, 2,

transform.position.z), Quaternion.identity);

AkUnitySoundEngine.RegisterGameObj(healthPickup);

H

else if (prob > 0.8f)

{
GameObject timePickup = Instantiate(Pickups[1], new Vector3(transform.position.x, 2,

transform.position.z), Quaternion.identity);

AkUnitySoundEngine.RegisterGameObj(timePickup);

H

AkGameObj wwiseObj = GetComponent<AkGameObj>();

if (wwiseObj != null)

{

wwiseObj.enabled = false;
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H
Destroy(gameObject, 3.0f);

}

/*private void OnCollisionEnter(Collision other)

{
if (other.gameObject.tag == "Player")

{

/
P
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HealthBar.cs
public class HealthBar : MonoBehaviour

{

public Slider slider;
public Gradient gradient;
public Image fill;

public void SetMaxHealth(int health)
{

slider.max Value = health;
slider.value = health;

fill.color = gradient.Evaluate(1f);
H

public void SetHealth(int health)
{

slider.value = health;

fill.color = gradient.Evaluate(slider.normalized Value);

}
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PlayerMovment.cs

using UnityEngine;
using UnityEngine.InputSystem;
using UnityEngine.Serialization;

public class PlayerMovement : MonoBehaviour
{
public PlayerInput playerInput;
public CharacterController characterController;
public Animator characterAnimator;
public float speed = 5f;
private Vector3 playerMovement;

[Header("Mouse positioning")]
private Vector2 mousePosition;
private bool _isFiring;

public Transform bulletSpawnPoint;
public GameObject bulletPrefab;

[Header("Shooting Settings")]

public float bulletSpeed = 20f;
private float timeBetweenShots = 0.2f;
public float fireDelay = 1f;

[Header("Wwise settings")]
public AK.Wwise.Event footstepEvent;

public PlayerHealth playerHealth;
public CountdownTimer countdownTimer;
private float lastFireTime;

void Start()

{
playerInput = GetComponent<PlayerInput>();
characterController = GetComponent<CharacterController>();
characterAnimator = GetComponent<Animator>();
AkBankManager.LoadBank("GameSoundbank", false, false);

void Update()
{
Move();
RotateToMouse();
UpdateAnimation();
/*if (_isFiring && Time.time >= lastFireTime + timeBetweenShots)

{
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Shoot();
lastFireTime = Time.time;
v
}
void Move()
{

Vector3 playerMove = new Vector3(playerMovement.x, 0, playerMovement.z);
characterController.Move(playerMove * speed * Time.deltaTime);

void RotateToMouse()
{

Ray ray = Camera.main.ScreenPointToRay(mousePosition);
Plane groundPlane = new Plane(Vector3.up, transform.position);

if (groundPlane.Raycast(ray, out float distance))

{

Vector3 worldPosition = ray.GetPoint(distance);

Vector3 direction = worldPosition - transform.position;
direction.y = 0;

if (direction.sqrMagnitude > 0.001f)
{

Quaternion targetRotation = Quaternion.LookRotation(direction);
transform.rotation = targetRotation;

}
}

void UpdateAnimation()

{
bool isMoving = playerMovement.sqrMagnitude > 0.01f;

characterAnimator.SetBool("isRunning", isMoving);
characterAnimator.SetBool("isShooting", isFiring);

}

private void OnMove(InputValue value)

{

Vector3 input = value.Get<Vector3>();
playerMovement = new Vector3(input.x, 0, input.z);

H

private void OnLook(InputValue value)

{

mousePosition = value.Get<Vector2>();
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}

private void OnClick(InputValue value)

{

_isFiring = value.isPressed;

}

private void OnTriggerEnter(Collider other)
{
if(other.gameObject. CompareTag("Pickup™))
{
Debug.Log("Player has gained health");
Destroy(other.gameObject);
playerHealth.GainHealth(10);

H
else if (other.gameObject. CompareTag("TimePickup"))

{
Debug.Log("Player has gained remaining time");
Destroy(other.gameObject);
countdownTimer.AddTime(10);
H
H
void Shoot()
{
GameObject bullet = Instantiate(bulletPrefab, bulletSpawnPoint.position, transform.rotation);
Rigidbody rb = bullet.GetComponent<Rigidbody>();
rb.AddForce(bulletSpawnPoint.forward * bulletSpeed, ForceMode.Impulse);
Destroy(bullet, 3f);

void PlayFootstepSound()

{
footstepEvent.Post(gameObject);

}
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Instantiate.cs

using UnityEngine;
using System.Collections;

public class Instantiate : MonoBehaviour

{
public GameObject[] enemyPrefabs;

public GameObject player;

void Start()
{
if (player == null)
{
player = GameObject.FindGameObjectWithTag("Player");

H
InvokeRepeating("EnemySpawn", 1.0f, 2.0f);

}

void Update()

{
if (player != null && player.GetComponent<PlayerHealth>().isDead)
{ Cancellnvoke("EnemySpawn");
H

H

void EnemySpawn()

{
Vector3 randomSpawnPosition = new Vector3(Random.Range(-25, 15), 0, Random.Range(-30, 30));
GameObject randomEnemy = enemyPrefabs[Random.Range(0, enemyPrefabs.Length)];
Instantiate(randomEnemy, randomSpawnPosition, Quaternion.identity);
AkUnitySoundEngine.RegisterGameObj(randomEnemy);
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PlayerHealth.cs

using UnityEngine;
using UnityEngine.InputSystem;
using UnityEngine.Serialization;

public class PlayerHealth : MonoBehaviour
{

public int maxHealth = 100;

public int currentHealth,;

public HealthBar healthBar;

public GameObject gameOverCanvas;

public bool isDead;

public PlayerInput playerInput;

public CapsuleCollider playerCollider;
public GameManager gameManager;

[Header("Wwise Settings")]

public AK.Wwise.Event pickupSound,;

public AK.Wwise.Event hurtSound;

public AK.Wwise.Event deathEvent;

public AK. Wwise.State deathState;

void Start()

{
playerInput = GetComponent<PlayerInput>();
playerCollider = GetComponent<CapsuleCollider>();
playerCollider.enabled = true;
isDead = false;
deathState.SetValue();
currentHealth = maxHealth;
healthBar.SetMaxHealth(maxHealth);
AkUnitySoundEngine.RegisterGameObj(gameObject);

private void OnCollisionEnter(Collision other)

{
if(other.gameObject.CompareTag("Enemy"))

{
Debug.Log("Player hit enemy");

TakeDamage(20);

H
H

void TakeDamage(int damage)

{
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currentHealth -= damage;

healthBar.SetHealth(currentHealth);
hurtSound.Post(gameObject);
if (currentHealth <= 0)
{
Die();
H

public void GainHealth(int Damage)

{

}

currentHealth += Damage;
healthBar.SetHealth(currentHealth);
pickupSound.Post(gameObject);

public void Die()

{

GameObject enemies = GameObject.FindWithTag("Enemy");
GameObject spawner = GameObject.FindWithTag("Instantiator");
isDead = true;

if (playerInput != null)
{
playerInput.enabled = false;

}

PlayDeathSound();
GetComponent<Animator>().SetBool("IsDying", true);
gameOverCanvas.SetActive(true);

Cursor.lockState = CursorLockMode.None;
Cursor.visible = true;

Destroy(enemies);

Destroy(spawner);

gameManager.SetHighScore();

void PlayDeathSound()

{

H
}

deathEvent.Post(gameObject);
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Explodable.cs

using UnityEngine;

public class Explodable : MonoBehaviour
{
public float explosionRadius = 5.0f;
public int explosionDamage = 50;
public LayerMask enemyLayer;

[Header("Effects & Audio")]

public GameObject explosionParticlePrefab;
public AK.Wwise.Event explosionSound;
public void Explode()

{
if (explosionParticlePrefab != null)

{

GameODbject particleInstance = Instantiate(explosionParticlePrefab, transform.position, transform.rotation);
Destroy(particlelnstance, 3.01);

H
if (explosionSound != null)
{
explosionSound.Post(gameObject);
H

Collider[] collidersToDamage = Physics.OverlapSphere(transform.position, explosionRadius, enemyLayer);

foreach (Collider nearbyObject in collidersToDamage)

{
EnemyBehavior enemy = nearbyObject. GetComponent<EnemyBehavior>();
if (enemy != null)
{

enemy. TakeDamage(explosionDamage);

}

H

Destroy(gameObject);

H
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Hopaptnpa B: Avaypappoato moryviorov

Character Idle

"4

Character Running

Character Shooting

Any State

Y

DyingAnimation

Ex. 0-1 Aiaypopuo. Animator mwoirrn

Eix. 0-2 Aaypopuo. animation eyGpod
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