NEPITPAMMA MAGHMATOZ

(1) FENIKA

IXOAH | Mnxavikwv

TMHMA | HAektpoAdywv Mnxavikwyv kot Mnyxavikwy YmoAoylotwv

EMINEAO ZMOYAQN | Mpomtuxlakd

KQAIKOZ MAOHMATOZ | 0811.8.025.0 | EEAMHNO ZMOYAQN | 8°

TITAOZ MAGHMATOZ | rxediaon kat Avamtuén Nayvidlwv

AYTOTEAEIZ AIAAKTIKEZ APAZTHPIOTHTEZ EBAOMAAIAIEZ NIZTQTIKEE
QPEZ MONAAEZ:
AIAAZKAAIAT
Alaé€elg kal Aoknoetg Npaéng 4 3
Epyaotnplokég AoKNOELG 1 1
JYNOAO 5 4

TYNOZ MAGHMATOZ | ElSikol untofaBpou / Koppoul

MNPOANMAITOYMENA MAOHMATA

FAQEZA AIAAZKANAS kat |
ESETAZEQN v
TO MAGHMA NPOIEPETAI ZE |

OOITHTEZ ERASMUS

HAEKTPONIKH ZEAIAA

MAGHMATOS (URL) https://eclass.hmu.gr/courses/ECE173/

(2) MAGHZIAKA ANOTEAEZMATA

Ma6nolakd AntoteAéopata

SKOTOC ToU paBrpatog eival n e€olkeiwon Twv GoLTNTWV/TPLWV UE TOV OXESLAOUO KAl TV OVATTTUEN
maviSlwyv kot eldikotepa coPapwv-ekmaldeutikwy. Ta 2oBapd MNayvidia eivat matyvidia mouv dgv
g€xouv Puxaywyia wg KUpLo okomd OAAA UAAAOV eKMOLSEUTIKO, gualoBnTomoinong, Kataptiong,
Stadnuong i aAou "coBapol” okomol ou wdeAel and to mepBAAAOV EUTAOKNAG TTOU TTAPEXOUV Ta
mavidla yla va mopakLvioouy Toug Xproteg. Ta cofapd matyvidia xpnotpomnolovvrat cuviBwg otnv
AQuuvVa, OTNV UYela, otnv Kotaption otnv ekmaideuon, otnv evépyela Kat AAAOUC TOUElc mou
Spaotnplomoleital £Vag LNXOVIKOG .

OL poutntég Ba mepdoouv and OAa Ta BrApata TG avantuéng evog matxvidlol, emiléyovtag Th Ea
Kol SgopelovVTIAG TNV HE padnolakoUC OTOXOUG OTNV avamtuén Kol SOKLUN TOU TMPWTOTUTIOU
natyviSlov oe éva meptBariov mou Sev amaltel HOVO MPOYPAUUATIOTIKEG Se€LOTNTEC. TO MPOYPAUUA
omoudwv Ba emtpéPel oToug pHadnTEG va katavorjoouv tn Sladikacio W6eallopou, oxedlacuou,
QVAnTtUENG, SOKLUNG Kal TopAadoong evog matyvislou.

O otoxog Tou pabnuatog elval va emitpéPel otoug Habntég va Katavorjoouv tn Stadikaoia tng
cUAMNUNG TNC LB€aG, Tou oXedLlacpol, TNG AVATTUENG, TNG SOKLUAG Kal TG mapadoong evog coPapol
matyviSiov.

310 TéA0¢ Tou pabnuartog, ol padntég Ba eival og B€on va:

= Katavoouv TIC BaocilkéG €vvoleg TNG KOUATOUPOCG TwV Talyvidlwy Kot Tng Bewplag twv
UndLakwv mayvidiwy

= AvaAUouv Ti¢ ta€lvopieg mayvidlwy Kal va tpoadlopilouv ta e8IKA XOPOKTNPLOTIKA KABE
tumou mayvidlou

= AvaAlouv, oxeblalouv, avamtiooouV, EKTEAOUV SOKLUEC KOl KOTAYpAPOUV TIG AVAYKES TWV
XPNOTWV KAl Va T LETATPETOUV O€ coBopd malyvidia

=  Edapuolouv otnv mpaén tig £vvoleg ou oxetilovtal Pe To matyvidt, TN pon TwvV MALXVLOLWV
KOl TLG SLaSpaoTIKEC adNYNOELG UE OTOXO TNV AVATTTUEN EVOC «€BLOTIKOU» TtaXVLSLoU

= Aflohoyouv ta kUpla epyaleio maxviblwy (game editors, game engines) mou eivat Stabéotpa
yla Thv avamtuén mayvisLwy, TpokeLEVOU va evTomi{ouv To KaAUTEPO yla KABe mepintwon.




Fevikég Ikavotnteg

Mpooappoyr) o0& VEEC KATAOTAOELG

AMn anodpacswv

Autovopun Epyaoia

Opadikn Epyaoia

Ixedlaopuog Kat Alaxeiplon Epywv

Epyacia og Slemiotnuoviko reptBaiiov

MNpoaywyr tng eAsUBepnC, SNILOUPYLKAC KAL ETAYWYLKNC OKEYNG

(3) NEPIEXOMENO MAGHMATOZ

Evotnteg Oswpntikwv AlaAé§ewv
Evotnta 1: Elcaywyn

lotopiki Avadpopn

JUVOTTTIKN LoTopla TNG OMTIKOAKOUOTLKNAG adrynong (Batpo, {wypadikr, dwtoypadia, KOULK,
Kwnuoatoypadoc, Kivoupuevo oxedlo, tnAedpacn). Awbntikd kwnuota. H egEEAEn tng
adrynong otov Yndlokd koopo(Bepatikd mapka,role playing games,multimedia games)
Baowkég ApXEG OmTiKoakouoTikig Adrynong

H yAwooa tou kKivnuatoypddou Kal ot pete€elifelg tng otn mapaywyr tou Video game design.
Boolkég apxeg oknvoBeoiag. Baolkég apyEC ouvOeong elKOVOG. BAOIKEG apXEC MOPAYWYNC.
Yevaplo,breakdown, Storyboard, Pre & Post Production. Sound design

Evotnta 2: AvaAuon - 2xediaon - Art-Production

GAME WORLD DESIGN
World Design,
Environment Design,
Multi-player Design,
Concept Artists
Creative Directors
STORYLINE DESIGN
Level Design
Mission Design
CHARACTERS DESIGN
character artist,
combat systems design,
animator,
motion capture artist, and
character rigger.
LOOK AND FEEL
Cinematics Design or FX artist (effects artist)
Game Manual
CONTENT — GAME - SCRIPT WRITING
understanding the narrative and incidental writing needs of the game,
collaborating with mission designers to fuse their ideas with the storyline,
proofreading and rehearsing with actors and directors, and
communicating directly with the cinematics department.
SOUND OR AUDIO DESIGN (recording and crafting audio to sync with animations in a game)
sound effects,
music,
ambient sound, and
voices
QUALITY ASSURANCE DESIGN
Performed by:
= game testers,
= design analysts,
= software quality assurance engineers,
=  beta game testers, or
=  video game testers




To discover and document:
= defects,
=  bugs, or glitches with game software.
Evotnta 3: Mpoypappatiopog Kot YAonoinon
= Game Algorithms and Logic Programming
= Epyaleia kot FPAwooeg uAomoinong mavidlwy
= [lawvidounyaveg,
= AELTOUPYLIKA CUCTAUATA KAl UAOTIoLnon matyvislwy
= Avamrtuén navidiwv diaxutou umoAoylopou (AR)
=  Game Oriented Programming
= Artificial Intelligence
=  Multiplayer & Computer Networked Gaming
Evotnta 4: ‘EAeyxog, EnaAnBfgvon Emkbpwon
=  Ermukupwon Kat EmaAnBsguon: OL €vvoleg TNG eMKUPWONG Kot EMaAnBguong AOYLOULKOU Kal oL
Sladopég toug. Meplypadn tng dtadikaciog eAéyxou Tou mpoypappatog EERynon TG OTATIKAG
oavaluong oav TexVIKr emoAnBeuong,
= Game Testing: OL TeXVIKEG EAEyXOU TIOU XpnoLlomolouvtal yia va Bpebolv ta oddApata tou
T(POYPAHUHUATOG,
=  QUALITY ASSURANCE Testing
Epyaotnplakég ACKNOELG
JTO €PYAOTNPLOKO HMEPOG TOU MOBAUOTOG oL ¢olTtnTEC £Xouv T SuVATOTNTA TNG TPAKTIKAG
edappoyng Twv evwolwv TnG Bewplag pe T Xprion acknoewy TOU KAAUTITOUV EKTEVWE TNV UAN Kall
KOAALEpYOUV 0POEG MPOYPAUUATIOTIKEG SEELOTNTEC YL TNV avamtuén raxvidiwv cofapol okomou.

(4) AIAAKTIKEZ kot MAOHZIAKEZ MEGOAOI - AZIOAOTHZH

TPOMOZ MNAPAAOZHE. | tnv taén Npoowmo UeE MPOCWIO

XPHZH TEXNOAOTIQN | E¢elSikeupévo  Aoylopkd  avaAuong, oxedlaong kot
MNAHPO®OPIAZ KAI ENIKOINQNIQN | uAomoinong mayviwv.

Yrnootrptén Mabnolokig Sladikaciog HEow TNG NAEKTPOVLKNG
mAatdopuag e-class

OPTANQZH AIAAZKANIAZ , ®6proc Epyasiog
Apaoctnplotnta o
E¢apunvou

AloAE€eLg 24
Opovtiotipla 11
MIKPEG OTOULKEC EPYACLEC 20
e€aoknong

Opadikn Epyacio og peAétn 35
nepintwong .

Autotelg Melétn 30
Z0volo Mabrpuatog 120

AZIONOTHZIH ®OITHTQN | NMwooa AfoAdynong: EAAnvikn

Oswpia: TeAkn yparmth e€€taon oto cUVOAO TNG UANG (100%).
H e€étaon nepthappavel epwtnuota Bswplag (amd 3 €wg 5)
KOl AoKNOELG MPALELS (amo 1 €wg 2).

Epyaotiplo: O teAikog Babuog cuvabpoiletal ano cuyypadn
€pYyaOTNPLOKWVY epyactwv (10%), ekmovnon project (50%) kat
TeAKNG e€€taong (40%).

Ta kpttiplo afloAdynong ovakowwvovtal otoug $oLtnTég
Katd tnv €vapén tou efapunvou Kal Bplokovtal avaptnuéva
otnVv LotooeAida tou pabnuartog oto eClass.




(5) ZYNIZTQMENH BIBAIOTPADIA

- Mpotewopevn BiBAloypadia:

Learn Unity for Windows 10 Game Development, Kw&ikdg BipAiou otov EUS0&o: 75488229,

‘Ekdoon: /2016, Tuyypadeic: Sue Blackman / Adam Tuliper, ISBN: 9781430267577

Learn Unity for Android Game Development, Kw&kd¢g BipAiou otov EUS0€o: 75488228, Ekdoan:
1st ed./2017, Zuyypadeic: Adam Sinicki, ISBN: 9781484227046,

Learn Unity 2017 for iOS Game Development [electronic resource], Kwéikog BiBAiou otov
EuSofo: 75488227, Exboon: 2nd ed./2017, Suyypadeic: Allan Fowler / Philip Chu, ISBN:
9781484231746

Polished Game Development, Kwdikdc BiBAiou otov EU60Eo: 75490719, Exkboon: /2016,
Juyypadeic: Steven Goodwin, ISBN: 9781484221228

Mostly Codeless Game Development, Kwbikog BiBAiou otov EUS00: 75489336, EkSoon: 1st
ed./2017, Juyypadeig: Robert Ciesla, ISBN: 9781484229705

Evolutionary Optimization and Game Strategies for Advanced Multi-Disciplinary Design,
Kwdikog BiBAlou otov EUSo€o: 73263415, AplBudg topou: 75, Exkdoon: /2015, Suyypadeis:
Jacques Periaux / Felipe Gonzalez / Dong Seop Chris Lee, ISBN: 9789401795203

Advanced Game Design with HTML5 and JavaScript, Kw&ikog BiBAiou otov EUSo€o: 73261389,

‘Ekdoon: /2015 Tuyypadeic: Rex Spuy ISBN: 9781430258018

Serious Games Analytics, Kwdwog BipAiou otov EUS0fo: 73266598, Ekboon: /2015,
Juyypadeic: Christian Sebastian Loh / Yanyan Sheng / Dirk Ifenthaler, ISBN: 9783319058344
Serious Games Interaction and Simulation, Kw&wkog BipAiou otov EUS0€o: 75492361, AplBuog
topou: 176, Exdoon: /2017, Tuyypadeic: Carlos Vaz de Carvalho / Paula Escudeiro / Ant?nio
Coelho, ISBN: 9783319510552

Serious Games and Edutainment Applications, Kw&ikdc BiBAiou otov Eudofo: 75492360,

‘Ekdoon: /2017, Tuyypadeic: Minhua Ma / Andreas Oikonomou, ISBN: 9783319516455

- Juvadn emoTNOVIKA TtepLlodika & BLBAla

Schell, J. (2014). The Art of Game Design: A book of lenses. AK Peters/CRC Press.

Salen, K., Tekinbas, K. S., & Zimmerman, E. (2004). Rules of play: Game design fundamentals.
MIT press.

Jenkins, H. (2004). Game design as narrative. Computer, 44(53), 118-130.

El-Nasr, M. S., Drachen, A., & Canossa, A. (2016). Game analytics. Springer London Limited.
Bethke, E. (2003). Game development and production. Wordware Publishing, Inc..

Michael, D. R., & Chen, S. L. (2005). Serious games: Games that educate, train, and inform.
Muska & Lipman/Premier-Trade.




