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HEPIAHYH

H mapodca epyacia eEetdlel 1oV GYeSOGHO KOL TNV VAOTOINGT HOG UNYXOVIG TOLYVIOLDV
tomov «code-firsty (yopig ypaekd mepiPaiiov), ypopupévng oe C++, e ypnon evog eAdyloton
ovvorov Baocikav Birodnkav (OpenGL, GLFW ka1t GLM). [Tpotapyucodg otdyog ivor 1 ep-
BaBvvon oty Katovon ot TG ECMTEPIKNG OPYLTEKTOVIKTG TOV UNYAVAV TOLYVIOIDOV HECH TNG
KOTOGKELNG LOG UNYOVIAG OO TO UNOEV KOl TS OVOAVGNG TMV EXLUEPOVS VITOGLGTIUATOV Kot
OPYLTEKTOVIK®OV TPOTVTMV TOV T1 GLVOETOLV.

H épevva Eexva pe pia BipAoypoaeikn avdivon Tov OpIGHAOV TOV UNXOVAOV TOLYVIOIDOV
Kol TV BAcIK®V VTOGVoTNUAT®V TOVG (rendering, resource management, scene representation,
physics, input, audio ka1 tooling), avadEIKVOOVTAG TIG KUPLOTEPES OPYLTEKTOVIKES EMAOYEC TTOL
oLVAVTOVTOL 6T oXETIKN BAoYpapia. Me Bdomn To Bempntikd avtd mhaicio, 1| Epyacio mopov-
o14lel ot cvvéyeto OAGKAN PN TN dtadtKacio oxeS0GHOD Kot VAOTOINGNG TG UNYAVIG, OpyLKaL
o€ BepnTiKo Kot £netta o€ TPAKTIKO eminedo, evTomilovTog Kol KATaypAPOVTOS CUGTILOTIKG
TIG TPOKANGELS TTOV TPOEKLY OV, KOOMDS Kot TIG AVGELS TOL EMALXOINKAV YLl TNV AVTIIUETOTION
TOVG, e YVOUOVA TN oXETIKN PpAoypapia.

INo v a&oAdynon g UNYeviG oVOTTOGGOVTOL SLAPOPO LIKPNG KAMULOKAG oy vidto, MoTE
va 0&1omom 0oV Kot v SOKIUAGTOVY 0G0 TO dSVVOTOV TEPIGGOTEPA OO TO YOPUKTNPIOTIKA TNG,.
H a&odoynon emikevipoveTor oty ordo0GN, T GUVINPNCLUOTITO KoL TV EVKOAMA avATTUENG
oy vidlov. Emmiéov, avantiooetor va pikpd moryviol €& 0AOKANPOL LE TN ¥PON TEXVNTNG
VONUOGUVNG, Y®PIC AUEST TAPEUPAOT) GTOV TAPUYOUEVO KMIKA, aAEl0moldVTaG Tpia dlopope-
TIKA LovTéda. Me Tov TpOTOo 0uTO AE10A0YOVVTOL TEPALTEP® TOGO 1) ¥PNOTIKOTNTO KOl TO EM{TESO
APOIPESTG TOL TOPEYEL M UNYXOVT OGO KoL 1) TKAVOTNTO TV LOVTEA®V v, Tposaprolovtal o€ Eva
GyVOGTO TPOYPAUUATICTIKO TEPPAAAOV.

H epyacio ohokAnpdVETOL LLE TNV TOPOVGINGT] TOV CVUTEPACUATOV, TO OTTOL0L 0POPOVV TOGO
N GYE0MN HETAED TV GYEOIUCTIKOV ETAOYDV KOl TOV OTOTEAEGUATOV TOV TPOEKLYAY OGO KO
TNV KOTAYPAQT TOV PAGIKOV SUGKOAMY Kot EUTOSIMV TOV AVTILETOTICTNKAV KOTE TN S1001Ko-
olo avamTLENG. XTOY0C etvan 1 epyacia va amoTeEAEGEL EVOV TPAKTIKO 001 Y0 Y10 OG0VG EMOLLOVY
VO KOTOVOT|GOLV TOGO TN AELTOVPYict GO KOt TV DAOTOINGN MG UNYOVIG O VIOV, avelip-
™mra ond T YAOGGO TPOYPUUUATIGHOD 1) TIG BA0ONKES OV YPNGLOTOIOVVTAL.

AEEEIC-KAEIOLA: pnyov Toyvidimv, PrvTeomatyvidto, apyLTEKTOVIKT UYOVIG TOLYVIOIDV



ABSTRACT

This thesis examines the design and implementation of a code-first game engine (without
a graphical editor), developed in C++ using a minimal set of core libraries, namely OpenGL,
GLFW, and GLM. The primary objective is to achieve a deeper understanding of the internal
architecture of game engines through the development of an engine from scratch and the analysis
of the subsystems and architectural patterns that comprise it.

The study begins with a literature review of game engine definitions and their core subsys-
tems, including rendering, resource management, scene representation, physics, input handling,
audio, and development tools. Particular emphasis is placed on the architectural approaches
and design decisions commonly adopted in modern game engines. Based on this theoretical
foundation, the thesis subsequently presents the complete design and development process of
the engine, initially from a conceptual perspective and later through practical implementation.
Throughout this process, the challenges encountered are systematically identified, documented,
and analyzed, while the selected solutions are justified with reference to the relevant literature.

To evaluate the capabilities of the engine, several small-scale games are developed, enabling
a broad range of its features to be utilized and tested in practice. The evaluation focuses on per-
formance, maintainability, and ease of game development. Furthermore, a small game was de-
veloped entirely by Al-generated code, without any manual intervention in the implementation
process, using three different language models. This experiment enabled a further assessment
of both the game engine itself and the capability of modern Al models to understand and operate
within a previously unseen development environment.

The thesis concludes with a discussion of the results, examining the relationship between
the design decisions adopted and the outcomes achieved, while also documenting the major
challenges and obstacles encountered during development. The aim of this work is to serve as a
practical guide for individuals seeking to understand both the operation and implementation of
a game engine, regardless of the programming language or libraries employed.

Keywords: Game Engine, Video Games, Game Engine Architecture
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KEDPAAAIO1 Ewoayoy

1.1 Kivntpo

H xotackevn frvteomotyvididv amotedel amd povn g £vo ToAD EVOLAPEPOV KOUUATL LEAE-
™G, UE TOAAG TapaKAGOIL GE SLAPOPOVS KOl SLAPOPETIKOVG ToLELS. 'Evag amd Toug onpovtikd-
TEPOLG AEOVEG HEAETNG €lvol 0 TPOYpOUUaTIOTIKOG Topéac. Kivntpo, Aowmdv, yio v mapodoa
gpyocio amotelel  avlykn Yo KaAVTEPN KATAVONOT OA®V EKEIVOV TV GUGTNUATOV KO VITO-
GLOGTNUATOV TOL amalTovVTOL Yia va. dnpovpyndet éva moryvidl. H xotavonon tov cuetnud-
TOV 0VTOV TPOHTOOETEL TN HEAETN TG 1d10G TS PMYevig oy vididy. Mnyavég 6mme 1 Unity!
kot 1 Unreal Engine? mapéyovv odoxAnpopéva epyodeia yio mv avémtuén 2D ko 3D matyvi-
LV, TPOGPEPOVTAG YPUPLKE TEPIPAALOVTO, EVOOUATOUEVO CUGTILLOTA PLGIKNG Kol scripting.
[MopdAdnha, pnxavé avolytod kmduka, émmg ot Godot? kar Ogre3D?, mpocpépovy peyaldtepn
elevbepia mopaperpomoinong kot TpdcsPacm otov tnyaio Kddwka. 26TOC0, 0 GTOYOS LTMOV TMV
UNYovaV givat 1 EDKOAMA ¥PNONG Yol TNV KATACKELT TOLYVIOIDYV, YEYOVOG TOV ALEAVEL TNV TTO-
Avmhokotntd Tovg. H ekudOnon kot 1 Katavonon OA®V TV ETUEPOVS AEITTOVPYIKDOV EVOTHTOV
™G UNYoVNG elval apkeTd SLGKOAOTEPT). e avtiBeon He aVTEG, 1 TAPOVCH EPYACTO EMKEVTP®D-
veTal ot dnpovpyio pog, “eAaeptds” unyavhg, otvovtag Pépog oty e0KoAN Katavonomn Kot
dwxeipon tov empépovg cuomudtov. ['a tov Adyo avtod, d00nKe TpotepatdTnTA GTNV AV~
YVOOILOTNTO KOt T OOUIKT GOPVELR TOL KMOTKO EVOVTL TNG HEYIOTNG 0rdd0oNS, LE GTOYO TN
Babvtepn katavonomn TV BEPEMMIDV apYdV TOL OETOVV T1 AELTOVPYIO LG UNYOVIG TTOL V-
Sudv.

1.2  Mnyovéic maryviormv

2TOV Y®PO TNG AVATTLENG YNPLOKOV ToYVIODV, KEVTPIKO pOAO d1adpapatilovy ot unyaveg
oy vidudv (game engines). Mol pnyovn oy violdv amoTteAel Vo GUVOAO AOYICUIKOV TOV TOpE-
YELTO Pactkd epyaleio Kot TIC VTOSOUES Yol TNV OVATTTLEN Kol EKTEAEST €VOG oy ViS00, Mécw

OLTNC, Ol TPOYPOUULOTIOTES KO 01 GYESLOGTEG LITOPOVV VoL ONULLOVPYOVV Kot va dtoyepilovton ta

Thttps:/ /unity.com/

Zhttps: //www.unrealengine.com/
3https: / /godotengine.org/

*https: //www.ogre3d.org/
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otoyeio evOC Tayvidlon, OTMS TOL YPOUPIKA, TNV CAANAETIOPOGT LLE TOV YPNOTI KO T GUVOALKT)
doun G PapROYNS, Ywpic va xpetaletot va vAomotovy kébe Asttovpyio and v apyn.

>t ovyypovn Prounyovio avATTUENS TOLVIOUOV YPNCYLOTOOVVTOL TOAVAPIOUES UNYaVEG
morvidudv. Evéewtikd mopadetyparta aroteAovv ot Unity, Unreal Engine ko Godot, ot omoieg
YPNOYLOTOLOVVTAL VIOt TNV AVATTUEN TOY VIOV GE TOAAEG JLUPOPETIKEG TAATPOPUES. Ot un-
YOVEG QTEC TOPEXOVY £V OAOKANPOUEVO TTEPIPAAAOV aVATTLENG TTOV SLEVKOAVVEL TN d10dTKAL-
clo Onpovpyiog oy vidldV Ko ETTPENEL 6 OPAOES AVATTLENG VO EMKEVTPWOOVV TEPIGGATEPO

OTOV GYESOGHO KO TV EUTELPT TOV TOLYVIOL0V.

1.3  Mnyoavég maryvidimv ympic Ypoeko tepifaiiov

Mo iaitepn kornyopia unyavov moryviolov ivor ot Aeyoueveg headless 1) code-first pn-
YovEG, o1 omoieg 0ev drabétovv Ypapiko mepifailov enelepyaciog (GUI Editor) yia tn dnpovp-
yio Kot Oloyelplon TEPLEYOUEVOV. XE AVTEG TIG VAOTOMOELS, 1| OLLUOPOOOT] TOV GKNVOV, TOV
OVTIKEIUEVOV KOl TOV ETLUEPOVS GUOCTNUATMOV TPAYLOTOTOLEITOL KVUPIG Hécw kMdwa. [TapoTt
1 TAELOVOTNTA TOV GUYYPOVOV UNYAVOV TOLYVIOIDV GUVOOEVETAL OTO OAOKANPOUEVA YPOPIKA
neptPdALovTa avamTuEng, vdpyovy epyoleio kot frameworks, 6nwg to. MonoGame?, libGDX®
kot Raylib’, ta omoia vioBetovv pio nepiocdtepo code-first priocopia. H mpocéyyion avty
oonyet cuvnBwg Ge EAAPPVTEPO Kol AYOTEPO TOADTAOKA GUOTHHATA, KAOMG OeV omatteiTon M
avamTuEn Ko cuvtpnon evog TANpovg ypapikov mepiaiiovroc. Ilapdiinia, Tpoceépet ie-
YOADTEPO EAEYYXO GTOV TPOYPOUUUATIOTH] KO SIEVKOAVVEL TN HEAETN TNG ECWTEPIKNG APYITEKTO-
VIKNG KOl TOV OAAMAETIOPACEDV HETAED TOV VTOGLOTNUATOV TG Unyovic. [a Tovg Adyoug
avtovg, ot headless pnyavég xpNoOTOI0HVTOL GUYVE GE EKTOOEVTIKA, EPEVVNTIKG KO TEPOL-
LOTIKA £pyo, OOV 1] KATAVON O™ TV OEUEM®IDV apy®dV AEITOVPYIOG LG UNYOVIG TTOLYVIOLOV
gtvon onpavtikdtepn amd v mapoyn epyoreiov tayeiog avanTuéng TepleXopéVoL.

A&iler va onueliwbel 6TL apkeTég cLYYPOVEG UNYOVES TTatyvidumy, ortmg ot Unity, Unreal
Engine xon Godot, mapéyovv dvvatdtnrec Asrtovpyiag o€ headless mode, kvpimg yo oromovg
OLTONOTOTOINOTG Kot SOKIUMV. 26TOG0, 01 UnyovEG avtég eakoiovBovv va Pacilovtal oe oAo-
KANpouéva ypagikd teptBdAlovta avdmtoéng Kot dev Bempovvtar eyyevag code-first ) headless

GLGTNHOTOL.

Shttps://monogame.net/
Shttps://libgdx.com/
"https:/ /www.raylib.com/
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1.4 Iotopio Tov prvreomaryvidimv

Iotopkd, petd v TpoTOEUPAVIoN TV TPpocOTK®V vItoloyiotwv (PC), Eexivnoe kot 1
Brounyavia Biveo-toyvidimv [10]. Eexvape tpog ta TéAN TG dekaeTiog tov 1950 pe to mpdta
“nelpapatikd’” maryvidwa, “Tennis for Two”, 1958 amd tov William Higinbotham (US Dept. of
Energy) kot 10 “Spacewar!” (1962) [16], moyvidia mov Bacilovtav apyikd otV atopukn om-
LLOVPYIKOTNTA, Kol YOPIig TNV VTapén Tumomompévey epyoieiov. H dnpovpyia evog Pivieo-
TOLVIOL0V, OTOLTOVGE TV KATUOKELT] OA®V TV GUCTNUATOV KOl VTOGVGTUAT®V TOV “amd 10
UNoEV”, amd Tov TPOTO Lo EIPLOTG TOL YOV KL TV YPAPIKDV, LEYPL T AOYIKT] TOV TOLYVIOL0V.
H amovsio g ToATAOKOTNTOG (TOV VILAPYEL CYUEPO GTNV KOTACKELT PVTEOTALYVIOUDV), ETTE-
TPENE GE PUEUOVOUEVOLS TPOYPUUUATIOTEG | LIKPEG OUAOEG VO OAOKANPDOVOLVY €VaL £pY0 XOPIg
™V avaykn xpnong eEnTeptkav epyoieimv.

Me v élevon g dekaetiog Tov 1970 o frvreomatyvidta améKTNoOV Lo o EUTOPIKY| €&
mAwon. Tithot 6nw¢ To “Pong” (1972) ko to “Space Invaders” (1978) éywvav 1dwitepa yvootol
OTOKTAOVTOG LEYAAN amynon Kot eloNABav 6TadloKd 6To GTITI PEGH TOV TPAOTMOV KOVGOADY
KOl TPOCHOTIKMV VITOAOYIGTAV.

Katd ™ dekaetia tov 1980, 1 texvoroyikn mpdodoc o€ eminedo VAIKOV (ene&epyaoTéc, Ypa-
@K, pviun) odnynoe oe ekBeTikn abénon g moAvmAokotnTog TV oty violwv [3]. H dnuovp-
vio €vOg TITAOL TAEOV OmaTOVGE TOAAATAES EIOTKOTNTES KOl GUVEPYELN OVALESH GE TPOYPOLLL-
HOTIOTES, KOAMTEYVES Kot oXed0oTEG. XOupwva pe tov Fabio Petrilo [10], n mepiodog avth on-
HATOd0TNCE o LETAPOOT amd TV “TEXVIKN KOLATOUPA” GTNV “TOMTIGUIKT] KOVATOOPA” T®V
woyviouwv. To moyvidle TAEOV Y100 TO KOO 0V AmOTEAOVCAY OTTAMG TEXVOAOYIKA TPOTOVTQ
OALGQ OTEKTNOOV KOt [ TTO “KOAMTEXVIKN @OON, avTILETOTILOVTAY MG HECH aENYNONG Kot
EKQPOOTC.

>t dekaetio Tov 1990, ta Brvreomoyvioa yvopilovy emmAéov Tpdodo. Edpardvovrat yia
TPOTN Popd TpLodidoTata mayviole. Xouemva pe to dpbpo [6], 'Eva and ta npmdta tpiodid-
otato oy vidle rav to “Maze War” (1973), éva TpoTOomOoplokd Towyviol Tov ENETPETE GTOV
naiktn vo KivnBel elevBepa o€ Eva Tp1odidotato TePPAAAOV, EIGAYOVTOS Yo TPMTN POPE TNV
évvola G “TPOOTTIKNG TPOTOL TPpochnov”. Katd 1 dekaetio Tov 1990, n paydaio e£EMén
tov VAoV (hardware) ko 1 epedvion Tov enttayvviov ypaekov (3D accelerators) édmwoav
dVVATOTNTO GTOVG dNUIOVLPYOVS VO ENGOVY BEAUATIKG TOGO TV TOLOTNTA TOV YPUPIKMOV OGO
KOl TV TOALTAOKOTNTA TNG PLGIKNG aAAnAenidopaons. Tithol dOmwg to Super Mario 64 (1996)
onpatoddTGaV Ha véa Emoyn Yo To gameplay, Kabmg £3e1Eav Yo TpdTN POpPA TL UTopovcE Vo,
TPOGPEPEL O TANPNS TPLOOIACTATOS YDPOG GTOV TAIKTY, EAeLOEPia KIVIioEWMY, aVOLYTA EMITEDAL,

KOl 0 PEOAMOTIKY] aicOnom Tov KOGHOov.



1.5 H avdykn ywo pnyoavég mayviormy

H avaykn v eravoypnoyomoinon Aoyispukov giye apyicet va gpeaviletol non mpv v
Kaf1€pmon TV cOYypovemy game engines. XopakTnplotikd mopddetypa aroteiei to SCUMM
(Script Creation Utility for Maniac Mansion), 1o oroio avantoyOnke ond t Lucastilm Games
10 1987 v v avdmtuén toyviduov meputételas. To cOGTNHA 0VTO ETETPETE TOV SLOYOPIGUO
NG AOYIKNG KOl TOL TTEPLEYOUEVOL TOV TOLYVIOOV OO TOV YOUNAOD EMTESOV KMOKOL, EMTPENO-
vTOg TNV avantuén moAAaTAGV TitTA®V Tédve oty 1o teyvoroyikn Baon. H tpocéyyion avtn
HeloE GNUOVTIKA TOV YpOVO avATTUENG Kol AVEDEIEE TAL OPEAT TNG ETAVOAYPTCLOTOIN OGNS AOY1-
OUIKOD, TPOOVAYYEALOVTOG TTOAAES ad TIG 0PYES TOV VIBETNONKAY apydTEPA A0 TIC GVYYXPOVES
HUNYOVES TTOLYVIOLDV.

Me v €£€MEN TV Prvteomaryvidldy Kot E101KOTEPO LE TN HETAPaon amd To amAd S16014-
otata (2D) mepifadiiovta ota tpisdidotarta (3D), ot amaitnoelg oe enimedo tevoroyiag Kot
VIOAOYIGTIKNG ToAvTAOKOTNTAG avénnkav. Onwg meprypdpet o Pipiio [6], n avdrTuéEn TV
3D mouyvidiwv amaitnoe T dayeiplon YIMAd®V TOAVYOVAOV, TPONYUEVOV QOTICU®Y, PUCIKNG
TPOCOUOIMOTNG KOl PEAAICTIKTG OTEIKOVIONG TOV YDpov. 'ETo1, 0 TPoypopHoTIGHOS EVOC ToLyVL-
o0V “amd 1o UNdEV” OGS YIVOTAV OTIC TPMTEG OEKOETIEC TNG Prounyaviag £yve TAEOV GYEOOV
OVEPIKTOG Y10 LELOVAOUEVOLS ONUIOVPYOVS 1] LIKPES OUAOEC.

AvT6 001 YNGE GTNV AVAYKT dNUIOVPYING ETAVOYPTCLULOTOMGIU®V AOYIGUIKOV VITOSOUDV,
YVOGTOV MG UNYOVES ToVIdLOV (game engines). Mo pnyov moyvidumy Aertovpyel og evold-
peco otpopa (middleware) peta&d Tov TpoypappaTioT!) Kot Tov VAkov (hardware), mapéyovrog
éva 6LVOAO ETOMV epyareinv, BiPAoONKOV Kot dopU®V TOL ATAOTO0VV T SLodKOGTo OVATTY-
ENG . Avti KGO TpoypaUHaTIOTG VA YpAPEL €€ apyng TOV d1kd TOL KMOKa Yo To rendering, Tov
N0, TN PLGIKN 1N TN SLUYEIPIOT TOV TOPWV, O UNYAVEG TPOCPEPOVY QLT TOL VITOGVGTHLOTO GE
gviaio mAaicto.

Yopeowva pe tov Jason Gregory [4], n dnpovpyio TOV TPOTOV EUTOPIKOV game engines
ota péco g oekoetiog tov 1990 (6mwg n id Tech 1 tov Doom, 1993, kot np Unreal Engine,
1998) onpatoddToE o véa EToyn “AoYIGUKNG Propnyavoroinong” tov toyvioiwv. [TAgov, ta
GTOVVTIO UITOPOVGOV VO dlay®picovy TNV “1e)vVOA0YIKY| BAon” amd to “mepieydevo”, emTpéno-
VTOG ETAVOYPNOUYLOTOINGT, EVKOAITEPES EVILEPDGELS Kol YPNYOPHTEPOVS KUKAOVS avATTLENG.
Ot unyavég TaryvidudV HETOTPATNKOY £TC1 G KEVIPIKO AEOVa TOpay®yNS Kol o€ Pacikd epya-
Aglo Katovonomg Tov TG Asttovpyel Eva moyviol ecwtepikd. H e£€MEN avt) katéomoe Tig
PUNYOVES O VOOV BepeMdOEg oTotyelo TG cVYYPOVNS AvATTLENG PrvTeoTatyvidudV, Koo To-

VTOG OmOpoiTnTN TN LEAETT TNG APYITEKTOVIKNG KOl TOV EMUEPOVS VTOGVGTIULATOV TOVG.



1.6 Aop1 ¢ gpyociag

211 GLVEYELD TNG TOPOVCAG EPYACING, TAPOVCIALETOL OPYIKE GTO KEPAANLO dVO TO Bewpn-
TIKO VITOPaBPO TNG UNYaVNG, KaOMS Kot 01 OPIGHOTL Kol 01 TEPLYPOPES TV EMUEPOVS GTOXEIDV
7ov TN cvvOétovy. ‘Enetta, 6to ke@dAaio tpia avaihoviot o1 6TdY0l TG EPYACING KOl TO EPYO-
Aelo TOV ypnoomomnOnKay Yo TNV avamnTuén TG Unyovis. Akolovbel 1o T€TapTo KEPAALO,
0TO OTO10 TTEPLYPAPETOL 1] SLOOIKAGIO KO TOL GTASIO GYESIOGLOV KOl DVAOTOINGNG TNG UNYAVIG.
270 TEUMTO KEPAALO TOPOVGIALOVTOL EVOEIKTIKA TOLYVIOLN TOV avamTOYON KOV LE TN XPp1on TNG.
Télog, mapatiBeton To KEPAAMO £EL TOV GLUTEPAGUAT®V, OOV cuvoyilovtal To BaciKd gvpr-
LLOTOL KOL LEAOVTIKEG EMEKTAGELS.



KE®AAAIO 2 Ogopntiko vrofadpo ko opropoi

e avt) v evotta Oa 600et o BewpnTikn avaivon yopw amd TG UnyavEG oy violoy. O
TAPOLGLACTOVV OAOL Ol ATALPAITNTOL OPIGHOTL KOl OVAAVGELS, £TGL MOTE VAL YIVOLV KATOVONTA Kot
SLoKP1ITA OAOL TO BOCTKG GLGTHLOTOL KO VITOGVGTILOTOL LG UNYOVIAG. 2KOTTOG Etvat 1 KaTavonom
ToVG 6€ BePNTIKO EMIMEDO, MOTE GTN CLVEYELD VO TPOYWPT|COVLLE GTNV LAOTOINGT, £XOVTOGS TIG

KkatdAnies Baoeis. Oha o mapamdve Bo TAPOLGIUGTOOV LE AVOPOPAE GE CGYETIKEG EPYACIES.

2.1 Treivon po pnyovi Towyvidimv;

"Evog amAdg optopdg g unyovig matyvidumy eivat 6Tt TpdKELTOL Yo AOYIGHIKO TO OTOi0 Y p1)-
GLOTOLEITOL Y10l TOV GYEOIAGHO KOl TNV AVATTUEN TOLYVIOUDY KOl TOAVUEGIKAOV EQapproydv. H
TOPATAVED TPOTOCT OIVEL HIOL TPMTY EIKOVO KATOVOTONG TNG £VVOLOC OAAL OEV UTOPEL VO, OO~
TEAECEL KOAO OPIoHO Yo pia Babhtepn Katavonomn tOG0 Tov Tt £ivol ALY KOl TOV AEITOVPYLDOV
TOV TIPEMEL VAL £XEL £VOL AOYIGLUKO Y10, VO YOPOKTNPIOTEL O UNYOVT TALXVIOIDV. LT GUVEXELL M|
évvolo Tpooeyyiletal amd S10POPETIKES OMTIKEG MOTE VO, KATAANEOVLE GE £vay EVIOI0 Kot TANP
Yo ToL TAOUGL0L TG EPYOGTNG OVTHG OPIGLO.

Mo pnyovi oy vidudv (game engine) Umopel va 0ploTel og £var ETOVOYPGULOTOWGULO AO-
yioukd mhaicto (framework), To omoio mapéyet Tig Pacikég Aettovpyieg IOV ATOLTOVVTOL Y10 TV
AVATTLEN YNPLOKAOV S100PUCTIKAOV TOLYVIOUDV. L€ aAVTIOEST LLE TOV KMOTKO TOV YPAPETOL OLITO-
KAEIGTIKA Y10 EVOL GUYKEKPIUEVO TTOLYVIOL, 1] UINYAVT TPOGPEPEL EVAL GUVOAO VTOGLGTNUATMV TOV
UTOPOvV VO, XpNGHOTOMOOVV GE dLUPOPETIKOVG TITAOVS, LELDVOVTAG TOV ¥POVO OVATTLENG Kot
evioyvovtag v emovoypnoiponoinon. O ([4]) oto BipArio Tov, Tovilel 0Tt pa pnyovn Toyviduny
Swywpiletar e dVO Pacikd pépn: to runtime, wov mepAauPdvel tov Bpodyo extéleong (game
loop), v amddoom ypaeikdv Kot T eLoIkY| (rendering, physics engine), kot to "pipeline" ep-
yoreiov, onladn editors, asset compilers kat debuggers, mov S1EVKOAVVOVY TNV OVATTVEN ALY
OgV OLOVELLOVTOL OTOLPOITNTO LE TO TEAIKO TPOidV. Me TOV OpIGHO OTO OiVEL Lo SLOLPOPETIKT
OTLTIKY] GTO T E{VaL UMyOvY TOLYVIOIDV.

Xy epyacia ([11]) e€etdler Tig unyovég marvidoldv vd To TPICUN TOV AOYIGHIKOV ©G
(software frameworks) ka1 KataAnyetl 611, o avtiBeon pe ta mopadociokd frameworks, ot un-
xavég yapaxktnpifovror amd vynio Padud cvlevéng (coupling) avdpesa 6To VTOGLGTH AT KO
OO TNV OVAYKT] Y10, AOO0GT] TPAYLLOTIKOD YPOVOL KOl VIETEPUIVIGTIKT CUUTEPIPOPA.

Sopeava pe ([2]), 0 Pacikdg 6TdYOG NG UNYOVIG ToYVIOIMV Eval, Vo TapEYEL LE EVAV TTLO

AQUPETIKO (YEVIKELUEVO) TPOTO OAO TO PACIKA YOPAKTNPLOTIKE TOL GLVINOMG GUVAVTIAUE GE



éva Bivreo-maryvidl Kou wov amontovvtal Yo TNV mopoywyn owtov. o Tov okond avtd divel
po 6epd amd PoctKES AELTOVPYIKOTNTES, TOV MGTEVEL OTL EIVOL ATOPOLTNTEG Yol [0 UNYOV

TOLVIOLOV:

* Mo punyovn yio v mopaymyn 2, 3 dactdoemv ypapikomv (rendering engine for 2d 3d

graphics)
* Mnyoaviopo dtayeipiong 0e00UEVOV £1G0S0V amd TANKTPOAOY10, TovTikt KA. (input handling)
* Tnv Bacwkn doun emavdAnyng tov oy vidoL pe Tig Pacikég e povtiveg (game loop)
* Mnyovn dwyeipiong g Puoikng (cuykpovoels avtikelpnévmy kKAm.) (Physics engine)
* Awayeipion Tov yov (Sound)
* Alayeipton Tov Kivoopevov ypagtkdv (Animation for 2d and 3d)

* Avvatdtnteg mopaAANAGHOD e moAhamAd vipata (Process threading)

Evo og emumAéov avapEpovtol Kot To mopaKiTo:

* Avvatdtnta scripting

* Teyvnt vonuocsvvn

* Yrop&n dtktvov

* YmoompiEn yio TOAAATAEG TAATOOPES

* Tomn vrootpi&n (Localization support)

[Moapdpola cupmepdopaTo ovTAovvToL Kot omd T dovAeld ([15]) pe ™ pedétn touvg yuo v
OVOKTNON OPYITEKTOVIKNG HIOG UNYOVIG TOLYVIODV OELVOUV OTL Ol MO KOWEG EVOTNTEC TOV
oLVVAVTOVTOL G OAEG TIC UNYOVES elval TO eminedo TAATEOPUOC, 1 dlyeiplon TOpWV Kot TO
rendering, emPBERatOVOVTOG OTL VTLAPYEL IO GYETIKT «GLVOIVEST YOP® OO TOL VTOGLGTNLOTO
oL Bewpovvtarl Bepelmon.

1o BipArio ([13]) divel éva axoOpa YOPAKTNPIGTIKO OTIG UNYOVES At VIOLDV opilovtag Teg
®G AOYIGHK(A TOV OTOTEAOVVTOL OO S1APOPOL, SLUPOPETIKA EPYAAELR (KOUUATLO TTPOYPAULOTOC)
BonOntikd yio tov onpovpyd oy vididv mov OpS KpOPOLV TIG AETTOUEPELEG YAUNAOD ETUTESOV
(low level) Tov Aertovpyldv Kot TV VAOTOMGE®V OO AVTOV.

TéNog, éva onUavTIKO 6TotYElO Y100 TNV GMOTN KATOVOTGT| TOV OPIGHOL Oa Tpémet va apopd
KOL TO OAPYLTEKTOVIKO TPOTLTOL Kot €MA0YES oL vioBetovvton ([9]). Ot mapadociokés pnyo-
VEG XPNOLOTO0VCAY KUPImG tepapykd scene graphs. Ot wo cOyypoveS, OUW®S, TPOGEYYIGELS
voBeTovv apyttektovikég onwg 1 Entity—Component—System (ECS) Zynua 2.1, ([12]) xabag
TPOCPEPEL KOAVTEPT ATOO0GT, YOUNAOTEPN cVLEVEN Ko peyardtepn gveéia, kot Oa avaivOet

o€ PeYaAvTEPO PAOOC GE EMOUEVO KEPAALO.



Entity

System

Entity

Entities point to data

¥  Systems transform
the data

Components hold data

Zyiua 2.1: Ardypoappo Entity Component System

Yvvoyilovtag Aomdv, o unyovy| Torvioldv eival £vo ETavaypCILOTOI0VUEVO AOYICUIKO
(framework) pe vymAd Babud cvlevéng (coupling) avAapeso GTO VTOGLGTHOTO KO OO THV
OVAYKN Y10 TPOYHOTIKOD XPOVOL alrOO0GT| KO VIETEPUIVIOTIKT GUUTEPLPOPE, OTMOTEAEITOL OUTTO
Slapopa, OoPoPETIKA epyaleio (KOPUATIO TPOYPAUUATOS) BondnTiKd Yo Tov dnpovpyod mo-
YVIOLDV OV OPMG KpVUPoLV Tig Aemtopépeteg youniot eninedov (low level) tov Asttovpyidv
Kot TV viomomcewv. Ta Pacwdtepa and avTd To KOUUATLO, TO. OO0 PAIVETHL VO TEPTAOLLL-
Bavovtal otic mepiocdtepeg unyavég etvar : Mo punyavn yio v mopayoyn 2, 3 0106TacE®V
vpapikov (rendering engine for 2d 3d graphics), Mnyaviopo dioyeipiong dedopévov 166500
amd TANKTPOoAOYL0, Tovtikt kKA (input handling), Tn Pacwn doun emavdAnyng Tov moryvidion
pe T1g Pacikéc g povtiveg (game loop), unyoavn dtayeiptong g Puoikng (cvykpovoelg avTi-
keévav KAm) (Physics engine), daxeipion tov nyov (Sound), dayxeipion TV KIVOOUEV®V YpOL-
eV (Animation for 2d and 3d), duvatdtnteg TapoAAnAcpov pe moAlamAd vipata (Process
threading).

Térog, va avagepBolpe Kot o 101kd Yo TG unyoveg moyviowwv (code-first) 1 (no GUI).
Mo no GUI pnyovn oy vididv givot £€va cOGTN O AOYIG KOV TTOL TOPEYEL OAEG TIG PACIKES OL-
VOTOTNTES P0G UNYAVIS TOLYVISLOV (OGS AVEALGO TAPATAVE ) — OTL™G pipeline mTeplovclokmy
otoyEiov, Ppoyo maryvidlon, cOGTNUE OTOO0CoNS Kol SLYEIPIOT VTOGLGTNUATOV — OAAL OEV
StaBE€TEL YpapIKY Steman] (OT®G OTTIKO TPAYPALL ETEEEPYUTIOG CKNVOV, YPAPN L0 KOUP®V 1)
napdBupo embedpnong).



2.2 Kvpireg vmodopéc Kol VIOGUOTIHOTO PHLOG PIYOVI|S TTOLYVIOLMDV

[Mopd T0 YeYOVOG OTL 01 UNYAVES TOLX VIOV UTOPEL VOL SIAPEPOVY CTLLOVTIKA (O TPOG TO EP-
yoAeio Kot TG SOuvatOTNTEG TOVG (.. epmopikég unyovég omwe Unity, Unreal, Godot 1| custom
lightweight pnyovéc), n BipAoypagia oelyvel 6t OAeg atnpilovror o€ £vav KOO Tuprva VITo-
ovotuatov. OTmMg TEPLYPAPNKE, KOL GTO TPONYOVUEVO KEPAAMLO, KAOE pUnyav) ToLVISL®V EYEL
évav Pacikd muprva vrodoumv: rendering engine, input, event handling, game-loop, physic
engine, sound handling, 2d-3d animation ko1 threading kot éva Bacikd Toprva vrocveTNUd-
TOV: T0 eNinedo TAATEOPUAG, TO cHoTNUN resource managment (Awyeipion [1opwv), kot éva
math library (MaOnpatuc) Biro0nkn). Xta nopaxdto kepdioio e Bewpiog Bo acyoin-
Bovpue pe TV avaAVoT) Kol KOTOVOT o1 OAMV ODTAOV TV VTTOSOUMV Kol TOV VTOGLGTNUAT®V £val
éva EeEKvmVTOg ad TO, VTOGLGTILLOTA.

Xty gpyaoia tov, ([17]) mtapovoidletl Ta Pacikd, KaTd TOV 1010, GUGTALOTO HLOG UNYOVIG

TOYVIODV, Zyua 2.2 avapépovtog Tog ogv vtdpyel otn PipAoypagpio KAmoo To GLYKEKPL-

pévn ta&vounon.

/ Game Engine \

Physics
Manager

Graphical Tactical Audio
Input Callisian Rendering || Rendering [| Rendering
detection
"

Manager

|Gul System | Error Game Loop Network AlSystem
Manager

Event Resource Entity

\ Manager Manager Manager /

o 2.2: Apyrrektoviky Mnyavig [oyvidiov

2.2.1 Emiredo mlozpopuog (Platform Layer)

To eminedo TAATPOPLAG EIVOL TO YOUNAOTEPO CTPAOOL LIOG UNYAVIG TOLYVIOLDOV. ATTOTEAEL TN
«YEQLPOY AVAUESO OTN UNYOVY KOl TO AEITOVPYIKO GUGTN O, TOPEXOVTOS Eva, apopeTikd API
OV EMTPENEL OTO AVATEPO, VITOGVGTILLOTO VO AELITOVPYOVV Ywpic va ypetdleton va yvopilovv
TIG AEMTOUEPELEG KAOE TAATOOPLLOG.

opeova pe ([4]), to eninedo mAatedppag meptapuPavet tTig e€ng Pacikéc Asttovpyieg:

* Anuovpyia mapaBopov kot context ypagik®dv (OpenGL, Vulkan, DirectX).
* Xelptopo yeyovotmy (events) Kot 16000 and TANKTPOLOY10, ToVTiKl, gamepads.
* [IpocPaon oe ypovouerpa vymAng axpipetag (high resolution timers).

* Awyeipion apyeiov (file I/0).



* Awyeipron vnuatov (threads) kot cuyypoviopov, epdcov amarteital.

XV wpd&n, o1 TEPIOCOTEPES GUYYPOVES UNYOVEG 1| custom projects Pacilovion oe eEwTEPIKEG

BiBAtodNKeS Yo TNV aQaipeoT aVTOV TOV AETTOUEPEI®V. EvostkTikd:

* GLFW: dnuovpyio mapadiopov, yeiptopodg e16600v Kot events.
* SDL2: evoAAaKTIKN ADON LLE TEPICCOTEPESG SLVATOTNTES (YOG, SIKTOMOT)).

* GLAD / GLEW: gpoptwon enektdoemv OpenGL.

['o o «code-firsty punyovn oe C++, ) yprion s GLFW og cuvdvaoud pe GLAD Bewpeitan
N mo ghagpld kot kabapr] Abon, kabng emtpénet: T onovpyia cross-platform mapabdpov
Kot context, Tov ¥epiopd TANKTPoLoYiov/TovTikiov/yepiotnpiov péocw eviaiov APL, ) Baocikn
dwyeipion ypovov (time queries). ‘Etot, to Platform Layer eminedo, ovolaotikd, mapéyet Tig
Baoeig mavo otig omoieg Oa yTioTOvV TOL LVTOAOITO VITOGVG T AT (TT.). rendering, input, resource

management).

2.2.2  Awayeipion mopwv (Resource Management)

H dwyeipion moépwv (resource management) eival £vo amd To TO KPIGULO VTOGLGTHUATO
LG UNYOVIS TTo VoDV, KaBmg apopd Tov YEPIoUO OA®V TV eEMTEPIKAOV OEOOUEVOV TOV
ypewaletan £va maryviol: textures, meshes, yovc, animations, shaders, scripts K.d.

Zopeova pe ([4]), o1 OPOL AmoTELOVV «TO OiLa TNG UNYOVIG», POV YWPIG GMGTH POPTMOOT,
caching ko ameAev0Epmon pvnung, kavéva dAAo vtocHoTN deV Umopel va Asttovpynoet. ' Eva

TUTTIKO VITOCVGTN O Tesource management TPEmel va eEac@aAilet:

* Ooptmwon (Loading) — Avvatdtnto avayvmong o1opopmy THTOV apyeiwv amd Tov dioKo
(m.x. PNG, OBJ, WAV).

* A@aipeon (Abstraction) — Opowopopeo API yia dtapopeticd format (mw.y. OAEG Ot EKOVES

va extifevron o¢ “Texture” avtikeipeva).

* Caching / Reuse — Av éva texture 1| mesh {nt0ei Eavd, Tpénet va emotpapei omd cache

avti va eopTtmBel ex vEov.

* Amodéopevon Mviung — Avtopatn 1 EAEYYOUEVT] ATOOEGUEVCT] DGTE VO LNV VITAPYOVV

memory leaks.

* Hot-Reload — X¢ mo eEghypéva cuotiuato, SuvaToTNTo AVOVEDGTS TOPMOV «EV KIVIGEL

(xpowo oe development tools).

H Awyeipion mopov, ivor mapdv oe OAEG TIG GVYYXPOVES UNYXOVEG, OVEENPTNTMS KAILOKAGC,
ka1 ovvnBwg cvvoéetan pe to filesystem kou to asset pipeline . Emiong, oto épbpo tov o C.
Politowski [11] deiyver 6Tt to resource management givol £vo oo T MO «TTLKVA» VTOGVOTN-
pota omd droyn e€aptnoemv, apov 6Aa oxeddv o modules (rendering, physics, audio) to xpn-

GULOTTOL0VV.
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2.2.3  MoaOnuatikn prpliobnkn (Math Library)

H pobnpatikn Bprodnkn amoterel Ospéio AiBo kdOe pnyovng moyvididv. Ora ta Pacikd
vrnoovotiuate —rendering, physics, animation, collision detection — Bacilovtat oe podnuotikég
dopég Kot adyopiBpovg yio va AEIToVpYcovV GMGTA.

Kopieg Aopég & Xvvapmoeic:

* Xoppova pe ([5]) , ot eAdyioteg dopég mov yperdlovron eivar:

* Awavdopata (Vectors) — 2D, 3D, 4D, pe Pacwcéc mpaéelg (mpocbeon, apaipeon, ecmote-

PLKO/eEMTEPIKO YIVOLEVO, KOVOVIKOTTOINGT).
* ITivaxec (Matrices) — 3%3 kot 4x4 yia petacynuaticpovg (translation, rotation, scaling).

* Quaternions — OvVOTOPAGTACT] TEPIGTPOPAOV Y®Pig gimbal lock: ypriyopn cvvbeon mept-

GTPOPOV.
* T'eoperpikoi Metaoynuotiopoi— affine transformations, perspective/orthographic projections.
* Collision Volumes — bounding boxes (AABB, OBB), bounding spheres, planes.

o ApiBuntikn Tpoappukng AlyeBpag — amapaitntn yia interpolation (lerp, slerp), normal

transformations, Kot physics integration.

H Biproypagia mpoteiver ([1]) va viomoteitar avty 1 PfAiobnkn pe youniod kd66Tog o€
pviun kor CPU, xabac ypnoonoteitan o€ tight loops (meployéc otov KMOKO TOL KATH TNV
EKTELECT] KOl AELTOVPYIO TOV TPOYPAUUATOS EKTEAOVVTOL TOAAATIAEG POPES OVA OEVTEPOAETTO).

"E1o1 oAoKANpOCapE TO TPI0L VTOGVGTHUATO VTOOOUNG, ATO £0M KOt TEPQ, TEPVALLE GTOV

[Tvprva g Mnyovnig.

2.2.4  Ymoobotnuo omodoons ypapikav (Rendering Engine) 2D/3D

To vrocvoa amddoomg Ypaek®y (rendering engine) ivat i0wg TO MO YOPAKTNPLOTIKO
KOL OTOLTNTIKO TUNLOL LLOG UNYXOVIG TTot VISV, KoBmg ivol vtevbuvo yio T LETOTPOTY TOV
dedoUEVAOV TOL TToYVIOD og €1kOVEG oL Tpofdilovial otny 006vn oe TPoyUaTIKO YPOHVO.
To rendering system omoteleiton amd pio oGP amd T TOV AKOAOVOOVV TO HOVTEAO TOV

(graphic pipeline):
* Metaoynuatiopoi (model, view, projection).
» Yyediaon yeopetpiog (meshes, sprites).
* Epappoyn vikov & shaders (textures, materials, GPU programs).

* doTiopdg & oKIEG.
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* Merta-enelepyacio (post-processing effects: bloom, HDR, motion blur).

Ot oVyypoveg punyovég vrootnpifovv data-oriented oyediaom, 6mov ta dedopéva (meshes,
textures) opyavavoviot e Tpomo Pedtictorompévo yu v GPU, dote va emtuyydveton péyt-
ot anddoon ([14]).

Ytoyor Tov Rendering Engine

o Apapetikd API: vo emtpénel 6TOV TPOYPOUUUATIOTH] VO SOVAEVEL GE AVATEPO EMITEDO
(mesh.draw()) yopic va ypaeet youniov emmédov kAnoels. Na ivor ave&dptntog amod
Vv vAomoinon otnv Bdon (OpenGl, DirectX, Vulcan, ...).

* Amodoon (Performance): vmootpiEn batching, frustum culling, level-of-detail (LOD).
* EveM&ia (Flexibility): modular chotnua shaders, moAlamAd rendering passes.

* YrnootpiEn 2D kou 3D: sprites kot tilemaps yia 2D, meshes, skeletal animation kot @o-

Tiopo yw 3D.
Baowkég Aopég

* XtV mpdén, to rendering system Paciletor o mupnvikég KAAGEIS/OOUES, OTWG:

Mesh / Model : mepiéyet vertices, indices, normals, UVs.

Material / Shader : opilel td¢ O amodobel Eva avtikeipevo (xpdpa, veTn, QE).
» Camera : kaBopilel view/projection matrices.
* Renderer : cuvtovilel v amddocm TG GKNVIG.

O ([8]) €dei&e 611 10 rendering eivor éva amd TO MO TLKVE Kot «Kevipikd» modules,
aeov efaptdton omd to math library (petaoynuoticpot), To resource management (QOPTOON
textures/shaders), kot to platform layer (onpovpyia Tapaddpov, context).

2TIC EUTOPIKEG UNYOVES:

H Unity ypnowomotet Scriptable Render Pipeline (SRP) yio modular rendering.

H Unreal Engine npoc@épet deferred + forward rendering, pe mponyuévo €p€ goTIGHOV.

H Godot mapéyet rendering abstraction dote vo vrootnpilel moAlamid backends (OpenGL,
Vulkan).

2.2.5 Awayeipion eicodov (Input Handling)

H dwyeipion 16660v givor To VTOGVOTN A TN UNXAVTG TTOL Elvat VTeEVBVVO Y. T GLAAOYN
Kol gpunveion oNUATOV amd ToV TOiKTN HEG® TANKTPOAOYiov, TOVTiKloV, gamepad, 1| dAlwv

CLOKELOV. XWOPIg VTNV, OeV VILAPYEL AAANAETIO PO LLE TOV KOGLO TOL Ttayvidlov. H dwayeipion
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€16000v Oa Tpémet va gival, aldomoto (reliable) , va kotaypdeet 6Aa To yeyovota (events) ywpig
ammAELES, yevikevpuévn (abstracted), va KpUPel ONAadn TIC SPOPES OVALESH GE AEITOLPYIKAL
ovotnuota i hardware ko téAog va eivar evéhktn (flexible) , va emttpénet addayn (remapping)
TAMKTP®V KOl YP1ION TOALATADY GLGKEVAV.

Kvpua otoryeia tic doyeipiong e166d0v givar ta €ENG:

» Event System — kd0¢ evépyeia (.. ménpa TAKTpov) aviictoyyei o event (KeyPressed,
MouseMoved).

» State Management — 10 input system TpEnetl va Kpatd TpEYovco kataotaon (m.y. “to W

elvar motnpévo™).

* Mapping / Binding — ta raw inputs (TAKTPOA) GUVOEOVTOL PE EVEPYEIEG TOV TOLYVIOIOD

(m.y. “W — Move Forward”).

* Device Independence — 1o 1610 API mpénel va dovAedel gite to input Epyetatl amd TAN-

KTpoAOY10 gite amd controller.

H dwayeipion e10600v (input handiling system) amotedel «<0TOGVLGTNUO-YEPLPOY TOV GLUVOEEL
TOV XPNOTN LE ToV game loop, Kot yu” avtod eivar otevd depévo e to platform layer (Aettovpykd
oLOTNUA) Kot e To game 1oop (DGTE va KAToypAPOVTOL 01 EVIOAES GTOV 6MGTO YPOVO).

O ([8]) d¢eiyver 611 to input handling €yel pecaia mokvotnTa eaptioemv, aAld etvar avaykoio

Yo 0motodNToTE £100G TOLYVIO10V.

2.2.6  Baowxog ppoyog waryvioiod (Game Loop)

To game loop elvar n Pacikn pon eKTEAEGNC TOV TOYVIOOV, £VOG ETAVOAAUPAVOLEVOS K-
KAOC TTOL EAEYYEL TN PON OEOOUEVMV KOl TNV OAANAETIOPAOT) OA®V T®V VITOCLGTNUATOV TNG
pnyovns. Xmpig avtd, n unyovr 6ev o uropovce vo EVUEPDOVEL TOV KOO0, Vo enelepydleton

v €l0000 1 va eppavilel ewdveg oty 006vn. Etvor 1 kevipikn «unyovip» mov cuyypovilet:
- Tnv ene&epyaocia g e1o6d0v (input handling).
- Tnv evnuépmon g Katdotaong Tov matyvidloL (game state update, physics, Al).
- Tnv amddoon tev ypaeik®v (rendering).

O Bpoyoc maryvidov (game-loop) amoterei Oepelmoeg oyediaotikd potifo (design pattern)
7ov o ([9]) To xatnyopromotet ota "Sequencing Patterns" ko giva avtd mov e€acparilet 6T1 T0
Ty vidl cvveyilel va «TpEyey aKOUO KL 0TV 0 YPNOTNG OEV KAVEL KOO EVEPYELDL.

SOoppova pe ([5]), vapyovy S1APopES GTPATNYIKEG VAOTOINGNC TOV Bpodyov:

» Simple Loop — pa eviaio suvdptnon while(running) mov dwayepileton input, update,

render.
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* Fixed Time Step — 1 Aoyikn] T0L ToyVId0H EVNUEPDOVETAL GE GTAEPE YPpOVIKE Pripota

(m.x. 60Hz), ave&aptnra amod to rendering.

* Variable Time Step — 1 Aoywn Paciletar otov mpaypatikd ypovo (delta time) peta&d

frames.

» Hybrid Loops — cuvévacpol tov tapamdve yio otafepdtnto + amddoon.

2.2.7 Physics engine (Mnyavy @voikng)

H pnyovi puokng etvat veehOuvn oty mpocopoimon peaAGTIKNG Kivong, OLVALE®Y Kot
GLYKPOVGE®V GTOV KOGHO TOL Ttatyvidrov. [Ipdkettar yia £va amd to 10 TOAVTAOKN VTOGLGTH-
pota, Kebog Paciletot o pabnpoticd poviéda kot alyopibpovg Bertiotonoinong. H punyovn
@vokng (physics engine) umopel va ywpiotei o€ 600 Pacikd pépn: Dynamics — tpocopoimon
kivnong pe Paon dvvapelg (w.y. Papvtra, ®Onon, tppn) kou Collision Detection — eviomiopog
OLYKPOVGE®V HETOED OVTIKEIEVDV, MOTE Vo, epmodileTar 1 dieicdvom Tovg.

O ([7]) avagépouvv OTL 01 uNYaVEG PLGIKNG UopovV va givar gite amhovotevpéveg (arcade
physics) yia woyvidw 2D/retro, gite pealotikég (rigid body dynamics) yio 3D mayvidwo kot

wpocopolncels. Kdmoo vmocuotpato gUGIKNG:
* Collision Detection

* Broad Phase: ypniyopn aviyvevon mbovov cuykpodoewv (m.y. pe spatial partitioning:

quadtrees, octrees, BVH).
* Narrow Phase: axpipng vtoroyiopog onueiov exaenc.
* Collision Response

* Epappoyn katdAAniov dvuvapenv yio va avtidpdoovv ta copato (m.y. bounce, slide,

stop).
 Rigid Body Dynamics

* YnoAroywopog Béong/mpocavatolopod pe Paon tig dvvauelg (F=ma, oAioxinpwon
Euler/Verlet).

* Constraints / Joints
* Epappoyn mepropiopmv (m.y. dpbpwon tomov hinge, spring, slider).

2TIC EUTOPIKEG UNYOVES:
H Unity ypnowonotet to PhysX (NVIDIA).
H Unreal Engine ypnoyomoiet 1o Chaos Physics Engine.
H Godot d1a0étet 01kd g physics system yia 2D ko 3D.
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2.2.8 Audio system (Xootnuo Hyov)

To vrocvoTa YOV Elvar LIEVOVVO YO TNV AVATOPAYOYYT] OA®V TOV NYNTIKOV GTOLYEIDV
€VOG O VIO10V: LLOVGIKNG VTOKPOVOTG, NYNTIK®OV £0E, dtoldywv, ambient iywv. I[Tapd to yeyo-
VOG OTL GLYVA VTOTIUATOL GE GYECT LE TO YPOPLKA, O 1X0G GUUPAALEL KOOOPIOTIKG GTT) GUVOAIKN
eumepio Kot epPpodion tov maik.

Kvopieg Aertovpyieg Tov Audio System

1. Avamapaymyn Hyov (Playback) — vrootmpi&n moAlwv format (WAV, MP3, OGQG).
2. Mi&n 'Hyov (Mixing) — duvatdTnTo avomapoywyns TOAATADY KOVOIADV TOVTOXPOVAL.

3. Xwpwog Hyog (3D Spatialization) — ot 0t va. aKoLYOVTaL Atd S10POPETIKES KOTEVOVV-

o€1g avaAroya pe T Bon/Kivnon g Kapuepag.
4. Eo¢ (Effects Processing) — reverb, doppler effect, filtering.

5. Awyeipion ITopwv Hyov — poptwon/amodécpevon audio assets (eviaia pe to resource

manager).
Xoppwva pe ([2]), to audio system gpgoviletor € OAEG TIG EUTOPIKES UNYOVES TOLYVIOIDV,

ocuvnbwg wg cvvepyaldpevo vtocvoTHA LE TO rendering (TT.). GLYYPOVIGHOG animation—\yov)

2TIG EUTOPIKEG UNYOVES:
H Unity npoceépet AudioMixer ywa advanced mixing + 3D effects.
H Unreal Engine €ye1 SoundCue system Yy procedural fyovg.
H Godot dwaBéter AudioServer pe vrootipi&n bus kot real-time effects.

2.2.9 Animation system (Xootnquo. Kivnong)

To cOotpa kivnong (animation system) givat vevBovo yio Vv avamapdoTacn Kot dtoyei-
pLoN TOV KIWWAGE®V HEGA 6TO TTatyvidl, T0co o€ 2D (m.y. sprite sheets) 6co kot o 3D (skeletal
animation). H opoAn kon pealiotikn kivnon eivoun kpioiun yio v eppodion tov moik.

Tomotr Animation:
1. 2D Animation (Sprites)

* Sprite Sheets (cepég anod frames).
* Frame-by-frame animation.

» Texture atlas yio koAOTEPT ATOSOOT).
2. 3D Animation

 Skeletal Animation: éva “skeleton” (apBpmdaceic/joints, bones) eAEyyet To mesh.

15



+ Skinning: To mesh «dévew e ta bones pécw weight maps.
* Interpolation: blending avépeca o keyframes (linear, spherical interpolation).

+ Animation Blending: cuvdvaoudg dtopopetik®dv animations (m.y. walk + shoot).

3. Procedural Animation

» Kivnon mov mapdyetor amd aryopiBuo (m.y. ragdolls, inverse kinematics, procedural
walking).

Baowkég Asttovpyieg

- Playback — dvvatdtra va mailel, otapatd, Kavetl pause kot loop éva animation.

- State Machine — opydvwon animations og katactdoelg (idle, walk, run, jump).

- Blending — opoAn petéfoocn avapeoa og animations.

- Event Sync — cuyypoviopog pe nyo/physics (m.y. nxog Pnudtov oe kabe keyframe).

2TIC EUTOPIKEG UNYOVES:

H Unity ypnowonolel to Mecanim system (state machines, blending, inverse kinematics).

H Unreal Engine dwn6étet Animation Blueprints, pe ninpn éieyyo blending kou procedural
animation. H Godot mapéyet AnimationPlayer node ywo 2D/3D pe timeline.

2.2.10 Multithreading (Ilopoiiniomoinan)

To multithreading emttpénel o€ o pnyovn oy vididv vo ektedel ToAAEG AetTtovpyieg Tow-
TOYPOVO, KATOVELOVTOG TV EPYOCIN G OLUPOPETIKOVS EMEEEPYOTTIKOVG TUPNVES. AvTd Pmopet
va yivel amapaitnTo, Kabmg To UYYpova ToLVidla £X0VV TOAAATAL, OTOLTITIKG VTTOGVGTHLOTOL
(rendering, physics, Al 10, diktdwon).

Baowcég [pooeyyioeig

1. Task-based Parallelism
* Xopopog g epyaciog oe «tasks» (Lukpés, avelaptnteg epyacies).

* Xpnon evdg scheduler mov katavépet tasks ota dwwbéoa threads.

* YioOeteiton o€ Unreal Engine kot Frostbite.

2. Data Parallelism

* Epappoyn g id10g Aettovpyiog oe dtopopetikd dedopéva tavtdypova (m.y. particle
systems).

3. Subsystem Parallelism
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* Ava0Oeom S10POPETIKOV VTOGLGTNUATOV GE dtapopetTikd threads (m.y. physics o€ éva
thread, rendering 6€ GAAO).

Ot ([7]) emonpaivouv 61t To threading ce game engines omottel 131aitePN TPOGOYN Yo VOl
amopevyOovv race conditions, deadlocks, synchronization bottlenecks.
2TIG EUTOPIKES UNYOVES:
H Unreal Engine dwa0¢tet task graph system yia scheduling.
H Unity swonyaye 1o C# Job System koir ECS (Entity Component System) ywo scalable
parallelism.
H Godot 4 vroompiler multithreaded physics kot rendering pipelines.

2.3 Xovoynm

2V tapovoa evotnTo avaAlvdnKay to factKd VTOGVGTHLOTA TOL GLYKPOTOVV LL0L LYV
moryviouwv. Amo 1o Rendering Engine ka1 to Game Loop, péypt ta vrocvotipoto Oucikng,
"Hyov, Kivnong kot [ToAvvnudrmong, Katadeiydnke 6TL  apyItekKTovIKn OGS UNXOVIG AOTEAEL
€va GOVOAD OAANAOEEOPTOUEVOV LOVAS®MV TTOL GLVEPYALOVTOL TPOKEEVOL VO ETLTVYOVV TNV
opaAn Asttovpyia Kot TV uPvdion tov Toaik.

[Mopdin TV TOAVTAOKOTNTO TOV AVTIKEYUEVOD KO TIG ONUOVTIKEG SLOPOPES TTOL UTOPEl va
GUVOVINGOLLLE OVALESO GE SLOPOPETIKEG EUTOPIKES 1 AKAOT| LOTKEG UINYOVES TTOLYVIOLDV, T GTOL-
YElOL TOL TOPOVCIAGTNKOV GLVIGTOVV, KATA TN YVOUN HOL KOl [E BACT TN GYETIKN £pELVA KOt
BpAoypapia, o kKowvn tour. ATotelobv dNAadT TOV EAIYIGTO TLPNVE VITOGUCTNUATOV TOV
oLVOVTAUE 6YEdOV 6€ KABE punyavn, aveEdptnta amd TV VAOTOINGT), TNV TAATQOPLLO. GTOYO 1) TO
€100G TOV TOLYV1O100.

EminAéov, n mapovciocn toug e eotiace Kupimg otn Bempntikn Pdon kot oTig apyég Tov
10 SIETOLV, DOTE VO TPOSPEPEL £va 6TEPED VITOPaBpo KATOVONONG. ZTNV EMOUEVT EVOTNTA, M
avéivon o petapepbel og o TPAKTIKA (NTAHOTO KOl VAOTOMGELS, Tapovoldlovtog TN Ok
pov mopeia avamtuéng pag punyaving mayviowwy oe C++ pe m ypnon PProdnkodv youniov
emmédov (OpenGL, GLFW, GLM), kafd¢ kot ta TpoPArHato Kot ot AVGELS Tov avadLonKay
o711 O1001KOG10L.

Me v oAokApmon ¢ Tapovsiocng Tov Bewpntikod vroPdbpov, N epyacia mpoympa
oTNV aVAALOT TOV 0TOY®V Kal Tng pebodoroyiag mov akoiovdndnke. 1o enduevo KeAANLO

nopovctalovrar ot emOUOEELS TG Epevvag, kabdg kot Ta epyaieio Tov ypnoyLoromOnKay yo

™V avamtuén g UNYovng.
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KE®AAAIO 3 IIpoowuypa@és Kot 6To) ol

YKomd¢ TG TOPoVSUS SUTAMUATIKNG epyaciog eival 0 oyedlacrdg Kot 1 AOToinom piog
eAQPLEg pnyovng Tayvidudy (game engine), 1 onoia Bo mopéyel Ta facikd epyoieia yio TnV
avamTuEN KUPIOE O16S1ACTATOV TOLYVIOIDV, KAO®DS Kol OTA®V TPIodldoTaTev epoppoymy. H
pnyovn otoyevel otn modular apyITEKTOVIKY, GTNV EXEKTACILOTNTO KOl GTN duvaTOTNTO YPT)-
ong g 1660 and C++ 6co kot and Python. EmmAéov, 1660 yro v agloAdynon g unyevig
OG0 KO Y10 TV AVASEIEN TOV SLOPOPETIKMY YOPOUKTNPIOTIKMV KOl OLVUTOTHTMV TNG, ONUIOLPYN-
Onkav Tpia Toyvidla, ek TOV omoiwv 1o £va avamTuYONKe €€ OAOKANPOL LLE TN YPNOT TEXVNTNG
VONHOGUVTG.

11 oLVEKELD TOPOVCIALOVTOL Ol TEXVOAOYIKEG EMIAOYEG TOL OMOTEAESAVY TN PACT T™NG UN-
YovNG. AKoA0VOMC, avaADOVTOL 01 GYESUOTIKEG Kot AAYOPIOKES EMAOYEG TOL VIOBETHONKOVY.
‘Enetta, e£etdletor 0 eKTOOEVTIKOG YOPOKTNPOG TG UNYAVIS, VO TEAOG Tapovotdlovtal o

gpyarela TEYVNTAG VONLOGUVIG TTOL ¥PNGLOTOONKOY KOTA TNV aVATTLER TG,

3.1 Emloyég otn pacn g pnyovis

H pnyovni avantdcoetol xpnoomolidvios ) YAOsoo tpoypappaticpov C++, oe cuvdva-
opo pe t PPpAodnkn OpenGL yia v anddoon ypapikdv kat T GLFW vy m dayeipion
apafOpwv Kot 16600V ypno. ['a 1 dwwdkacio petayddTTiong Kot dtayeipiong tov £pyov
emiéyetal to CMake, pe 6tOY0 T POPNTOTNTO KoL TIV EVKOAID GUVTIPNONG TOV KOJIKCL.

Ot emAOY£G QVTEG TPOLYLOTOTOTON KOV LE YVDUOVA, APEVOS, TO YEYOVOS OTL 01 TEPICCOTEPES
GUYYPOVEG UNYOVES TTOLYVIOIDV Eivan VAomonpéveg oe C++ Kot TAOGIOVOVTOL 00 EPYOAELD TTOV
VaITOGGOVTOL YOP® OO T GVYKEKPIUEVT] YADGGO 1] ald TOPEUPEPELS TEYVOLOYIEC. APETEPOV,
n C++ amoterel KablepoUEVN EMAOYN Y10 TNV AVATTLEN EQAPLOYDY VYNADY OTOITHOED®Y MG
TPOG TNV ATOS00T KL TV TOYVTNTO EKTEAECNC.

H emloyn g OpenGL, évavtt evallaxTik®v teyvoroyidv énwc n Vulkan, tpaypotoron)-
Onke kupimg AOY® TNG GLYKPITIKNG AMAOTNTOG KOl TNG EVKOALOS XPTONG TOV TPOCPEPEL, 101MG
070 TAOIG1O HL0G EKTOOEVTIKNG KOl EPEVVITIKNG VAOTOINGNG.

‘Evog Bacwkdg o1d)0g TG pnyovig ivor m vmootpién TOAAATADV TAOTPOPUAOV, KOt
GLYKEKPIUEVO TV AELTOVPYIKAOV cuoTnudtev Linux kot Windows, yopig aAlayég otov mnyaio

KOOIKO TOV EQAPLLOYDY TOL OVOTTOCCOVTIOL TAV® GE QUTY).
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3.2 IIpodraypa@és Kol GYEOLUOTIKEG EMAOYEG EVTOG TG UNYOVIS

H pnyovn emikevipoveton Kupiog 6Ty ovATTLEN S1GOUCTATOV TOLYVIOUDY, TPOCPEPOVTOGS
®OTOGO KOl fOCIKN VITOGTAPIEN YL ATAEG TPLOOIACTOTEG OKNVEG, MOTE VO KOADTTETOL EVOL EV-
POTEPO PACLO EQAPLOYDV XOPIG Vo, dLEAVETOL VITEPPOALKE 1] TOAVTAOKOTNTO TOV GLGTNLOTOG,
EmumAéov givorl koTooKevacuévn pe TpOTO MOOTE Vo VAl EDKOAN ETEKTACIUN KOl GE dVVATO-
NTEG MNUOVPYIOG T TOAVTAOK®V TPIGOAGTOTMOV TOYVIOIDV, LIAPYEL ONAMON OAN €Keivn M
OTTOLTOVLEVT] LITOJOUT], Y10l TN LEAAOVTIKT] EMEKTOCT) KO GE TETOLES AEITOVPYIKOTNTEG.

[dwitepn éppaon divetar otn duvatdtnta ypnong g Python wg scripting yAdooag. Oia
TO EPYOAELD KO TOL VTOGLGTHILOTE TOV OVATTOGGOVTOL 6T Unyovn givor daféoyo kot HEcw
avtiotoyng Piprodnkng Python (ge), emrpémovtag otov ¥pMotn vo Ypdeetl OAN T AOYIKT TOV
TOLVIOL0V TOV KO TIC GUUTEPLPOPES LE TTO YPNYOPO KOl EVEMKTO TPOTO.

O1 meplocdTEPEG AEITOVPYIKOTNTES TNG UNYAVIG £XOVV KOTOOKEVLOOTEL TAV® GTO 1010
HOVTELO-CVGTN LA, TOV ATOTEAEL Kl POCIKY] OPYITEKTOVIKT ETIAOYN TG Unxovhs. To ev Adym
ovotnua gtvor to Entity Component System (ev cuvtopio ECS), 10 omoio meprypdpetonr wg
e&ng, Kabe “avtikeipevo” g oknvng ekepaleTal ¢ £va entity, OTOL0ONTOTE “YOPAKTNPIOTIKO”
0élovpe va TPOGOMGOVUE GE OVTO TO AVTIKEIIEVO £XEL TN HLOPPN VOGS component (T.). £YOVUE
oTn oknvn pog tov entity player,o 6molog £xel (o oepd amd components OmwG TO Sprite,
transformation, ... ). [leptocOtEPEg AETTOUEPELEG Y10 TO GVGTN O CVTO VITAPYOVY GTY| BEWPNTIKN
ELCAYOYN NG EPYACIOG OVTNC.

H pmyovi mapéyet vmootpiEn yia v elcoymyn 0100100TaT®V assets, Ommg sprites, kadmg
Kol ylo T Onpovpyia disddotatwv animations. O ypfotg £xel T duvvatdTNTa Voo opilet )
dugpKelo TV animations Kot T GePA evaAloyng Tov frames, emtuyydvovtog TAnpn EAeyyxo
611N pon ¢ Kivnong.

EminAéov, vmootnpileton n dnpovpyia ypaeuod mepifariiovroc ypnot (GUI), pe Bacika
otoyela 6mwg kovpumid kot keipeva. [oapéyetor emiong n duvatdtnta dnpovpyiag custom Ul
oToLEI®V, KOOMS KOl 1) YPNOT TPOCUPLOGUEVOV YPOUULATOGEP®V, OCTE O YPNOTNG VO LTOPEl
Vo O10HOPPMOOCEL TANP®G TNV oloONTIKY| TOV TEPIPAALOVTOG.

2TOV TOUEN TOV YOV, 1 UNYAVT] TPOGPEPEL DUVATOTNTEG EICAYOYNG KL AVOTUPUYDYNS MY DV
Kot Lovotkne. O ypnotng pumopel va eEAEYYEL TapAUETPOVG OGS 1) EVTAOT), 1] ETOVAAOULBOVOLLEV
avaropoyoyn (looping), kabmg Kot T ywpikn TomofETnon ™S TNYNG NYXOL Kl TOV CKPOOTH,
emtpénovtog tn dnuovpyia Pacukov spatial audio.

Téhog, vroomnpiletor n xpron ewticpov (lighting) evidg g oknvig, pe duvaToOTNTA TOPOL-
petpomoinomg g 0éong e eMTEWVNG YIS, TOL TPOTOV didyvong Tov EmTdg (distribution),
KaBmg Kot TG mEPLOYNG oTNV omoia exnpedlel T oKNnvY], HEC® OPIGUOD YOVIOV 1 KUKAKOV
topéav. [apéyeton eniong ELeYX0C TOV YPOUATOS KOt TNG EVINONS TOV POTOC.

H pnyovn mov avantocoetal 6To TAAIG10 TG Topovoag epyaciog oev vtootnpilel opiopéva
YOPOKTNPIGTIKA TTOL GLVOVTDOVTOL GE GVYYPOVEG, TANPWOG AVETTVUYUEVES UNYOVES ToYVIOLDV. Ev-

OEIKTIKA, OEV TOPEYETOL SVVATOTNTO SIKTVOKNG AELTOVPYIOG Y10 TNV AVATTUEN TOLYVIOUDV [LE TOA-
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AamA00G TaikTES, 00TE LITOGTNPIEN CVLVOET®V TPIGOACTATOV GKNVOV LE TPOTYUEVES TEYVIKEG,
OGS TPLGOAGTATOG POTICUOS KOl AVTIGTOLYO EPE.

[Tapd ToVg TEPLOPIOHOVE awTOVE, KaTapAnONnKe Tpoomdbeio vAOTOINoNC TV PacIKOTEP®OV
KOl OVGIMOEGTEPMV YAPUKTNPICTIKMY TOV GLVIGTOVV TOV TUPNVA LG UNYXOVIG TTouyvidtwv. Ta
YOPOKTNPLOTIKA 0VTE AEITOLPYOVV G Bepeldong Pdon kot 0oNyog Yo LEALOVTIKT EMEKTAC,
dedouévou OTL N TPOoHNK EMTAEOV AEITOVPYIKOTHTOV UTOPETL VO TPy Latomotin0el akoAovOm-

VTOG TOPOUOLN GYEOAGTIKG TPOTLTAL KO TEXVIKES TTOL £YOVV 1ON LwoBeTNOEl.

3.3  ExkmodeuTiKOg YopaKTNPOS TNS UNYOVIS

"Evog emumAéov kot e£1600 onUavTIKOS 6TdY0G TG TAPOVGAS EPYACTNG EIVAL O EKTOOEVTIKOG
YOUPOKTAPOS TNG UNyoviG oy vidumv. H avémtuén g dev amockomnel povo ot dnpovpyio evog
AEITOLPYIKOV €pyaieiov, aAAd Kol 61N o€ PdBog Katavonon Tov PacKOV apydVv Tov SETOVV
TOV 6YeO0GHO Kot TNV LAOTOINoT GOyYpoveOY game engines.

H apyrtextovikny g pnyavng €xel oxed1oTEL LE YVOUOVO T OLOLPAVELL KOL TNV OVAYVO-
oUOTNTO TOV KOJIKO, EMTPEMOVTAG TNV EVKOAN PEAETN Kot eméktaon tov. Kdbe vrochomua
(Ypapika, Myoc, e16000¢ ypNoTN, scripting, dayxeipion TOpwV) eivol GaPMOS SY®PICUEVO, DOTE
VO OVOOEIKVVETOAL O POAOG TOV KOl 1) CAANAETIOPAICT] TOL LLE TO VITOAOUTO LLEPT) TNG UNYOVIGC.

H vroompi&n e yAwoscog Python mg scripting YAOGGOG EVIGYVEL TEPALTEP® TOV EKTOUOEV-
TIKO YOPOKTAPO TNG UNYAVIG, KOOMG EMTPENEL TOV SLOYOPIOUO HETAED TNG YOUNAOD EMTESOV
vAomoinong (C++) ko ™ Aoyikng Tov oty vidrod. Me avtdv tov Tpdmo, 0 XPNoTNG UTopel va
emkeVTpmBel 6N 6YeS10GT GLUTEPLPOPADV KO LNYOVIG LMV TOLY VIS0V, Y®pPIic va ararteitot Bo-
014 yvmon dtayelptong Lviung 1 GVGTNUKOD TPOYPOULUATIGHLOV.

EminAéov, oe olhykpilon pe EUITopIKES PNyovES TOLYVIOIMV, O1 OTTO1EG KAADTTOVY GOPMOS EVPV-
TEPO PAGHLO SOLVOTOTHTAOV Kol EMAOYADV, 1] ATAOTNTO TG TAPOVCAG VAOTOINGONG (G AmoTEAEG LA
TOV TEPLOPIGUEVOV GLVOLOL AELTOVPYLDOV) TV KAOIGTA KaTdAANAO epyoireio yio TV ekpdOnon
NG KOTOOKEVTC TTALYVIOUDV.

O “no-GUI” yapoaktmpag TG EVIGYVEL TEPUUTEP® TOV EKTALOEVTIKO TNG TPOCAVATOMGUO,
KOODG EMTPENEL TV E0TIOGT GTOV TPOYPOUUUOTIGUO KO 6TOVG adyopifuovg. Xe avtiBeon ue
EUTOPIKES UNYOVES, O1 OTTOTEG TAPEXOVV TN SLVOTOTNTO AVATTVENG OAOKANPOUEVOV TTALYVIOUDY
YOPIC TNV AmapaiTNT CLYYPOUET] KOOTKA, 1) TAPOVGO Unyov TPpodmoHETEL AUEST) EVAGYOANON LUE

TOV TPOYPOUUOTIGHO, EVIGYVOVTAG £TG1 TN Paf0TEPT KATAVONGT TOV VITOKEILEVOV UNYOVIGLDV.

3.4 Epyoieio Kol TE(VNTI] VONLOGUVT]

"o v vAoToinoM TG EPOPLOYNG “UNYOVIS TOYVIOLOV’ ¥pNSLoToOnKay mg TeptBaAilo-

vta avamntuéng ta VS Code, Vim kot Cursor. Q¢ cOGTNUO KOTAVEUNUEVOD EAEYYOV EKOOGEDV
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(distributed version control) a&liomombnke to Git, oe cuvdvaoud pe v mhateoppo GitHub.

H emoyn tov VS Code kot Vim mpaypoatonombnke kabmg Kot to dV0 amoTeA0VV 1o LPa
OAAG TOVTOYPOVO EVEMKTA EPYAAEin, TKOVA VO VTOoTNPiEovY TV avantuén kddwko og C+t,
Python kot Bash (ywa ta scripts mov ypnoipomomdnkav 6to Agttovpyikd cvotpa Linux), Ko-
Bmg kot ) dwyeipron apyeiov tekunpioong oe popen Markdown (.md). EmmAéov, mapéyovv
SVVATOTNTO, GNUOVTIKNG EMEKTAGIUOTNTOC HEGH TNG EYKATAGTAONG KATAAANA®V EMEKTAGEMV
(extensions), o1 0TO{EC EVIGYVOVY TN AEITOVPYIKOTNTE TOVG,.

To Cursor emiA&ynie Ady® ™G 1d10iTePQ AMOTELEGUATIKNG (KOTA TOV ¥POVO GLYYPAPNG TNG
TOPOVCAG EPYUCING) EVOMUATMONG LEYIA®Y YAwooik®mv povtélmy (Large Language Models —
LLMSs), yeyovog mov S1ELKOADVEL TNV OAANAETIOpaoT LE EpYOAEin TEYVNTIG VONUOGHVIG KT
™ Sdkacio avamTuéng.

Kaf’ 6An ) dudpxeta g dradtkaciog VAOTOINoNG £Yve EKTETAUEVT (PNON EPYOAEI®V TE-
LVNTNG VONUOGUVIG, KUPIOE VIO TN pop@1] cuvopuAiog (chat) kKot cvTOHATNG CUUTANPOONG KO-
dwa (autocomplete), péow g dwpedv €kdoong tov GitHub Copilot 6to mepiddiov Tov VS
Code.

EmnAéov, petd v ohokANp®on ¢ avamtuéng g EQOPHOYNS Kot TV avtictotywv Python
bindings (60nw¢ avapépOnkav o Tponyov eV EVOTNTA), EPYOAELD TEYVNTIG VO HOGHVNG (PN OL-
LOTOmON KoV Kot Yo TV Tapoy@yn g tekunpioong (documentation) tov avtictotryov Python
API.

10 mhaiclo ovto T€ONKeE £vog EMMALOV GTOYOC, CLYKEKPIUEVA 1 aVATTLEN EVOG TAPOVG
ToVIOlo0 HE OMOKAEIGTIKY] XPNOM EPYOAEI®V TEYXVNTAG VONUOGVHVNG, O0KOAOLOMOVTOC TNV
npocéyylon “vibe coding”, katd TNV omoio. 0 TPOYPAUUATIOTNG TAPEXEL LYNAOD EMITESOV
oonyieg oe évav Al agent yopic dueon mopéuPacn otov mapayopevo kmdka. H drodikacio
0T EMTPEMEL, TAPAAANAA, TV AS0AOYNON TS UNYXOVIG ©C TTPOg ToV Pabud Katavomong g
dopng TG, KaBMG KoL G TPOG TNV EVYPNOTIA TNG AO TNV TAELPE TOV TEAKOV PN OTY).

3.5 Xovoyn kepalraiov

210 POV KEPAAOLO TOPOVCIAGTNKAV Ol BUGIKES TPOOLOYPAPES, Ol GTOYOVS Kol Ol GYEOLOL-
OTIKEC EMAOYEG TOL KaBOPLoV TNV AVATTLEN TG UNYOVIE TOLYVIOLDV GTO TANIG10 TG TOPOoVGOG
A UATIKNG epyaciog. AvaAdbOnkKav ol TexvoAoyieg Kot Ta epyaieia mov emAEXONKaY Yoo TV
VAOTOINGT TNG UNYXOVIG, KAOMDS KO 01 OPYLTEKTOVIKES ATOPAGEL TOV OLOLLLOPPDVOLYV T AELTOVP-
yio ko TV eneKTacLOTNTd ™S, [Tapdiinia, Teptypdonkay ot Bacikég SOLVUTOTNTES TOV TPO-
OQEPEL OTOVG TOUEIS TOV YPUPIKAOV, TOV 1XOV, TOL Scripting Kot Tng dlayeiptons topwv, Kabng
KOl Ol TEPLOPICUOL TNG G€ OoYEON LE To ovVOETEG ePmOpLKEG UNyovEG oy vidlmy. Télog, mapov-
OlAOTNKEL O EKTOOEVTIKOC YOLPAKTHPOS TNG VAOTOINGNG Kot 0 pOAOG TV GOYXPOVAV EPYaAEi®V
avATTLENG KO TEYVNTIG VONLOGUVNG Tov a&lomomOnkoy Katd T d1d1kacio 6Yed10GHo, VAO-

moinomng Kot TEKUNPions tov £pyov.
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"Exovtog mAéov kabopicel Tig TpodiaypapEs Kot TOVG 6TOXOVG TG TOPOVGAS EPYOGTOG, Ol0-
Bétovpe To amapaitnto VIOPABPO Yo VO TPOYWPNGOVUE GTNV VAOTOINGT TNG. £TO ENOUEVO KE-
(QAALO TOPOVGLALETOL OVOADTIKA 1] TPOKTIKN OVATTTVUEN TG UNYOVIG, TTEPTYPAPOVTAS PILaL TPOG

frina tn dadikacio oyedOGHOD Kot VAOTOINGNS TNG.

22



KE®AAAIO 4 Ylomoinon

4.1 Tevu] apyLTEKTOVIKY

[Tpotov TPOYWPNGOLLLE GTNV OVAALGT KOl TNV TPAKTIKT VAOTOINGT] OA®V TOV GUGTNUATOV
K01 VTOGLGTNUATOV TNG UNYAVAG TOLYVIOIDV, KPIVETOL GKOTIO Va Yivel éva frino Tioom Kot vo
eetaotel, 08 APAPETIKO EMIMEDO, N OPYLTEKTOVIKY TTOV 0Qeiletl va dtabéter n unyovn. H apyt-
TEKTOVIKY omoteLel TO OgpéAMO mTAve 610 omoio dopovvTon OAL T ETUEPOVS TEXVIKA GTOLYELOL.
EmumAéov, n Kotavonor| g eival oustdong, kafdg emTpémel TV epUnveio TV GYESOCTIKOV
EMAOYDOV TOV B0 TOUPOVGLUGTOVV GTO ETOUEVO GTAL TG EPYOCIOGS.

H pnyovn mov avantdiccsetonr 610 mAaiclo g moapovoag epyaciog Poaciletor otnv moAv-
eminedn apyrrektovikn| (layered architecture). Ta xatdtepa emineda, o omoio GLVIGTOVV TOV
TUPNVOL TNG UNYXOVIGS, Elval vtevBuva Yo TRV amddoon kai tn dayeipion Topwv. Avtibeta, Ta
avoTePA eTiTedN TEPIAAUPAVOLV TO ETUEPOVS CLGTILOTO TTOV SLOUOPPDVOLY TO EMITESO QAN -
Aemidpaon Le TOV YPNOTI Kot EKOETOVV TO AVTIGTOLYO TPOYPAUUATIOTIKO TEPPAALOV Slemapng
(API) Zynua 4.1.

10 avdtepo emimedo Ppiokerar 1 kKAAon Application, ) onoia amotedel To KEVIPIKO oMpeio
eAléyyov g unyoavns. H kidon avtr givon vrevBovn yio ) dnpovpyia kot dwoyeipion twv mo-
pabvup®V, TNV APYIKOTOINGCT) T®V BAGIKAOV VITOGLGTNLATMOV KOl TV EKTEAECT] TOL KUPLOL BPdYOVL
(main loop) ¢ epappoyne. Xe kabe KOKAo exktédeong mpaypatonoleiton eneepyacio yeyovo-
TOV, EVIUEPOON TNG KATAGTAONG TOL GUGTHLOTOG Kot 0dO0GN TNG CKNVIG.

I'a ) dayeipion ™G AOYIKNG 0OpYAVOGNS TNG EPUPLOYNG, 1| N0V TTOPEYEL EVOV UNYOVL-
ol otoifog emmédwv (LayerStack). KaOe eninedo (Layer) avtimpocwnedel £vo O10Kpitd TUN O
AELITOLPYIKOTNTOG, OGS Y10l TOPAIELYLLO T AOYIKT] TOV TOLYVIO00 1| TO GOGTILLO YPOPIKOV TTEPL-
Barrovtog (GUI). H kAdon Application dtotpéyet S1od0ytkd Ta Enimeda Kot KOAEL TIG AvVTIOTO(ES
HeBOO0VE EVNUEP®ONG KO JLAXEIPLONG YEYOVOT®V, EMTLYYAVOVTOS GOPN O®PIGHO EVBVVHV
Kol VEMKTN cVVOEST TNG TEMKNG EQOPLOYNG.

210 YOUNAOTEPO EMMESO TNG OPYITEKTOVIKNG EVTOMILOVTOL TAL VITOGLGTIHOTO TOL GYETILO-
VIOl [E TNV QUEST) OAANAETIOpaoT He TO LAIKO Kot TIG eEmTtepikes PifAobnkes. H dayeipion
TapafHPoL Kl 16600V VAOTOLEITOL HEC® apnPNUEVEV (abstract) KAAGE®V, 01 OTOIEG OTOGLV-
S€0VV TOV TLPNVAL TNG UNYXOVIG Ao TN GLYKEKPIULEVN PPAoON KN oL ypnoomoleitol — otV
napovoa viomoinon, t GLFW. Mg tov 1poémo avtd datnpeiton  avelaptoio and eEmtept-
k&G TEYVOLOYiEG Kot kaBioTaTotl dSuvaT N AVIIKOTAGTOON 1) EXEKTACT] TOVG YMPIG ONUAVTIKEG

TPOTOTO|GELS GTOV TLPTVOL.
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Python Scripting API

Application Layer Stack

e

Scene ECS

N —
Renderer Audi
APIL System
—_—

OpenGL Implemetation,
GLFW (window & input
backend)

~—

Zymua 4.1: T'evikn Apyltektovikn

H anddoon ypapikdv opyavoveral eniong péom emmédov agaipeong (Rendering API
abstraction), To omoio OMoVPYEL Eva EVOIAUESO CTPOUO TAV®D OO TN GVYKEKPIUEVT VAOTOL-
non o OpenGL. H npocéyyion avt emtpénet, oe Oewpntikd eninedo, TV OVIIKATAGTAGT] TOV
oLOTNOTOG amddooNg e dapopetikny texvoroyia (m.y. Vulkan v Metal), mepropilovtag Tig
OTOUTOOUEVEG OAAAYEG OE GAPMG OPLODETNUEVO TUNUO TOV KDOTKO.

Yg eminedo LOVTELOTOINGNG TOV OVTIKEWEV®V TNG OKNVIG, 1 WXV LI0OETEL apyiteKTOVIKN
Baciopévn oto mpdétuvmo Entity—Component—System (ECS). Ot ovtotnteg (Entities) avomapi-
OTOVTOL OG EAAPPLEG OOUES aVayVADPLoNS, T dedopéva amodnkedovtal 6e empéPoVg otoryeio
(Components), evd 1 Aoyikn vAomoteitol and Xvotfuata (Systems) mov eneepydlovion 6v¥-
VOAOL OVTOTHT®V [LE CLYKEKPEVOLS TOTTOVG components (7.y. yio TV amddoon 2D sprites 1| yia
10 YKo mepPdrrov). H mpocéyyion avth mpospépet avénuévn eveMéio otn chvheon copme-
PLPOP®V, LYMAS Babud emavoypnoilomoinong Kot KaAvtepn dtoyeiplon g TOAVTAOKITNTOC OE
GUYKPIOT LE TNV KAUGIKY| IEPAPYIKT KATPOVOUIKOTNTA.

Téhog, n unyovn daympilel capmg Tov Tupnva g and to eninedo scripting. Méow g ev-
ocopatmong g YAdoscag Python mapéyetan Eva avatepo eninedo apaipeons yio Ty vAomToinomn
NG AOYIKNG TOV T VIO00, YMOPIg va. amatteitol Tporonoinon tov kmdika C++ g unyavne. H
EMAOYN AT EMTPENEL TaXElo AVATTLEN Kot TEWPAPATIOUO, STNPOVTOG TOPAAANAL TV OTd-

d00T1) Kot ToV EAEYYO0 OV TPOSPEPEL N YADGGo C+H+ GTOV TUPHVOL TOV GUGTILATOG.

4.2 Xootnpa onuovpyiog wapadvpov (Window System — GLFW abstraction)

H dnpovpyia mopabHpov amoterel 10 TPOTO AEITOLPYIKO PO Y10 TV EKTEAECT] LIAG EQOP-
LOYNG YPAPIKAOV GE TPAYUATIKO ¥pOvo, KoBMG HEGH ovToD dnovpysitat To amopaitnto ypo-
oo mepPairov kot To OpenGL context. Xmpig tnv dmapén evepyov context, dev gival duvarn

1N extéreon eviolmv amddoong ot GPU.
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Window
- properties

+ create()

+ update()

+ swapBuffers()
+ viewport()

Window_Properties

width 1

height inherits
title

Window GLFW
- GLFWwindow*

+ create()
+ update()

Zymua 4.2: Avypappo KAdsewv Hapabdpov

21V mapovea vAoToinon, 1 dtayeipion Tapadvpov Tpaypatomoteitan péow g PPAtodnKNC
GLFW, 1 onoia mopéyet SI0AEITOVPYIKOTNTO HETOED SLOPOPETIKOV AEITOVPYIKOV GLUGTNUAT®V
(Linux kou Windows), kafmg kot vroompiEn onuovpyiog OpenGL context ko doryeipiong
YEYOVOT®V E16050V.

Qot660, 1 unyovn dev e€aptdrar dpesa and v GLFW. I'a v arnoguyn oyvpng 60levéng
(tight coupling), oyxedidotke pia apalpetikny kKAdon Window, | omoia opilet tn yevikn diemapmn

dwyeipiong mapabvpov. H cvykexpiévn khdon neprapfaver pebodovg dmmg:
* create()
* on_update()
* viewport()
» swap_baffer()

H vlomoinon péow GLFW npaypotonoteitatl og vmokAdon (Window GLFW), n ool me-
PLEXEL TOV TPAYLOTIKO KOJIKO apyIKoToinong Kot dtayeipiong tov mapabvpov. Mg avtdv tov
TPOTO, O TLPNVOG TNG UNYXUVIG TAPOUEVEL AveEAPTNTOG Omd TN cLYKEKPIUEVN BipAtodnkn, emt-
TPEMOVTOG LEALOVTIKY avTiKatdoTtaon Tov backend ywpic tpomomoinon tng vrdolowng apyrte-
KTOVIKT|G.

EmimAéov, yio v xahdTtepn opyavmon Tov 0edopévmy Tov oyetiloviat pe éva mapdbupo,
OT®G Ol JoTACELS Kol O TITAOG TOV, Onpiovpynnke o doun (struct) pe v ovouacio
WindowProperties, 0rmg mopovctdletal 6To Sldypapo. KAAGEDMY TOL OVTIGTOLOV GYNIOTOC.
4.2.

H xAdon Application etvar vrevBovn yio T onpuovpyio Tov TOPABHPOL KATA TNV OPYIKO-
moinomn g Unyavng, Kabmg Kot Yo TV KTEAEST TG KOPLog AoVTaG, Kotd TV omoia yivetol M

emeepyacio yeyovot®v Kot 1 avovEé®on g 006vng.
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4.3 Xootnpa dwuyeiprong €16060v

H dwayeipion e1c680v ypnotn amoterel Pacikd VTOGVLGTHIO LG UNYXOVIG TOLYVIOIDV, KO-
0o emrpémel TV aAANAETidOpacn petalh Tov YPNOTN Kol TNG EPUPUOYNG. ZTNV TapovGO VAO-
T0iNoM, T0 GUCTNHA IGO0V GYEIAGTNKE LE YVOUOVa TV aveEaptnoia amd ) PipAodnkm dwa-
xelptong mapabvpov, akolovbdvTag TV id1a priocoia amrocVievéng Tov ePapPUOGTIKE KOl GTO
ovoTnuo dnuovpyiog TapadHpov.

Onwg ko otV mepintwon g oayeiptong tapabvpov (mponyovpevn evotnta), Tt Kot
€0m, av kot 1 GLFW mapéyet £Toloug pnyovicovg Kataypoeng YEYOVOT®V TANKTPOAOYIOL
KOl TTOVTIKLOV, 1] unyavn Ogv xpnotponotel dpeca toug tHnmovg Kot tig 6todepis g PLpAtodnkng.
Avtifeta, opileton agoipetikn| (abstrac) kKAdon Input, n omoia Aettovpyel wg demapn vVYNAOD
EMITESOL Y10l TOV EAEYYO KATAGTACEWMV £1GO00V, OTWG;

- €AeyY0G av va TANKTPO givor Tatnpuévo,

- £AEYYOG KATAGTAONG TANKTP®OV TOVTIKIOV,

- avayvoon 0éong dpopéa.

4.3.1 Enum KeyCode xou avelaptnoio ano backend

I v amopuyn eEdptnong anod tig otabepég mAnktpwv g GLFW, onpovpyndnke tomog
enum class KeyCode, o omoiog avtiototyileton Evo-mpog-£va [Le TOVS KMOTKOVG TG PpAtodnkmg.
Me tov 1pOTO 0VTO:

O vrdéromog kMg TS pnxovng oev yvopilet tnv dmapén g GLFW.

Evdexopevn adiayn backend dev amartel tpomomoinom tov gameplay kddika.

Evioyvetor n avayvoouotmra kot n acdieio tonwv (type safety).

H emoyn ypniong enum class avti yio anAég aképaileg otafepic TPOGPEPEL 1IGYLPOTEPN TL-

TOTOINGT KOl ATOTPEMEL GOAALATO KOTA TN PNOT TOV TANKTP®V.

4.3.2 Event System

KéBe @popd mov mpokvmter éva yeyovog (event) amd t PipAodnkn GLFW, n «idon

event_distpacher to ta&ivopel pe Baon to €idog Tov.

class Event {
public:

virtual ~Event() = default;

virtual event_type get type() const = 0;

virtual const charx get name() const = 0;

virtual std::string to_string() const { return get name(); }
public:

bool handled = false;

3

26




enum class event_type{
None =0,
Window_close,
Window_resize,
Window_focus,
Window lost_focus,
Window move,
App_tick,
App_update,
App_render,
Key pressed,
Key released,
Key typed,
Mouse button_pressed,
Mouse button_released,
Mouse moved,

Mouse_scrolled

¥

class Event dispatcher {
public :
Event dispatcher( Event &e ) : m_event(e) {};

template < typename T, typename F >
bool dispatch( F const & func ){
if( m_event.get type() == T::get_static_type() ) {
m_event.handled = func( static_cast<T&>(m_event) );

return true;

}

return false;
}
private :

Event &m_event;

¥

Ta yeyovoto auto HETATPEMOVTIOL GE ECMTEPIKA YEYOVOTA TG UNyovng kot dtafialovion
otV kAdon Application, | omoia To TpowBel ota evepyd Layers.

"Exovtog mAéov kabopicel 1060 Tov TpOTO OMpovpyiog mapabhpov 660 Kot ToV UNYoviGro
dwyeiptong TV yeyovotmv €16600v (event system), £xet 1ebel 1 amapaitntn Pdon yo Tov oye-

oo Katl TV vAomoinomn tov rendering pipeline, pe 6KOmO TNV ATOI0CT YPAPIKDOV GE TPOY-
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patikd ypovo.

4.4

Yvotnuo anodoong ypapik®v Rendering Pipeline

H anddoon ypapikdv 6e Tpaylatikd xpovo omoTeLEl TOV TUPNVO AELTOVPYIOG HLOG UNYO-

vig mayviowwv. To Rendering Pipeline meprypdoet ) dwadoykn enelepyacio Twv dedopéEvmv

NG OKNVAG UE OKOTO TN LETATPOTI TOVS OTO TEAIKO TOLG amotelespa (pixel) otnv 006vn. H

dwdwoasio ot ektedeital Kupiwg ot povaoda eneEepyasiog ypapikov (GPU) kol akolovdel

éva kaBopiopévo oivoro otadimv, Ta omoia elvar Tpoypoappatiiopeva pécm shaders. Xe yevikd

eminedo, To pipeline amddoong akorovbel ta NG oTadL:

1.

2.

5.

6

Opiouog yempetpiag (Vertices)

Metagpopd dedopévaov ot GPU pécm buffer objects
. Vertex Processing (Vertex Shader)

Primitive Assembly & Rasterization

Fragment Processing (Fragment Shader)

. Framebuffer Output

10 otado tov vertex shader epapudlovtal or petacynuaticpoi 0éong (Model—View—

Projection), evd oto fragment shader vroAoyileton 10 TEMKO Ypdpa kKabe pixel, Aapfdvovrtaog

VILOYT VAIKE, VOEG KoL pOTIOUO.

H pnyavn a&omotel 1o mpoypappatilopevo pipeline g OpenGL, emtpémoviag minpm

éEleyyo TV otadiwv pécw custom shader mpoypappdrov. Zymua 4.3.

| Vertex Specification ‘

| Vertex Shader ‘

_______ o

= ]
[ Tessellation 1

| Vertex Post-Processing ‘

'

| Primitive Assembly ‘

!

| Rasterization ‘

_______ I

|__Fragment Shader _ |

| Per-Sample Operations ‘

Yynua 4.3: Rendering pipeline

2V Topohoa UNYav, TO GOGTNLO 0TOO00NG OXEOIACTNKE LE YVMDUOVL:
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v amopdvoon s OpenGL and Tov mupnva g unyavie,
™ duvatdHTTO HEALOVTIKTG avTiKatdotaong tov backend,

TV amodoTIKN dtoyelplon HeydAov aplBpov 160100 TATMV AVTIKELLEVOV.

4.4.1 Awoyeipion yewuetpiog kot Buffer Objects

Mo v amoguyn| aueong eEdptnong and v OpenGL, ilonyOn evddpeco eninedo apai-
peong (abstruction). Ot kKAAGELG OV SprovpyiBnkav you to facikd avtikeipeva tov rendering
pipeline givat:

- Shader class . Yné@pOnvn ywo v petayA@tnon tov shader Tpoyopoppdtov Kot tnv Sipovp-
v TV uniform ded0UEV@V TTOL TGV BELOVIE VO GTEIAOVLE GTNV KOPTO YPAPIKOV.

- Vertex_buffer class (VBO). AmofnKevomn 0€00UEVOV KOPLPDOV.

- Index_buffer class (IBO). Arobnkevon d1KT®OV Yo ETaVopNGILOTOINGT KOPLPDV.

- Vertex_array class (VAO). ITeptypagn d164toENG SESOUEVOV KOPLODV.

- Texture class. Aedopéva TOV APOPOVY TO YPOUOTO KOl TIG VOES.

4.4.2 Renderer ka1 Renderer2D

H apyrtektovikn tov rendering dioywpiletor og 600 enimeda:

* H «hdon Renderer dwoyeipileTon ) dwadikacio amodoong (m.y. state management, gvep-

yomoinon pipeline).

* H «héon Renderer2D xoBopilet ta €idn avrikelpnévev mov amodidovion (sprites, TETPA-

migvpa, tiles).
O dwywpiopds avtdc emttpénet pedhovtikny tpocodnkn Renderer3D, ywpig avadibdpOpwon tov

Boouol unyavicov amnddoonc.

4.4.3 Beluoromoinon uéow Batch Rendering

v apykn vAomoinomn, Kabe avtikeipevo amodwotay pe Eexmpiotd draw call. Av ko Ast-
ToVpYIKA 0p0O, TO LOVTELD LTO TpoKaAel onuavtiky emPdpovvon otny enkowvavio CPU-GPU,
wwitepa og dtodidotata oy vidla pe peydio apBud avrikeévov. o tov Adyo avtd vAonot-
nonke texvikn Batch Rendering, 6mov moAAamAd avtikeipevo cuykevipdvovion o€ eviaio buffer

Kol amwodidovtal pe petwpévo apBud draw calls. H teyvikn avtr| peuovet:

* state changes,
* deopevoelg (bind operations),

* uniform uploads,
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* k6oT10G cuyypovicpov CPU-GPU.

Y1y vionoinon tpootédnke emmAéov buffer yia diayeipion moAlomAdv texture indices, mt-
TPETOVTOG TNV OOS00T) SUPOPETIKAOV VOOV EVTOG TOL id10v batch.
H mpocéyyion avt Bektuidvel onpavtikd v anddoon o€ tepumt®docelg tile maps 1 Gvo-

pdtwv pe peyddo mAnbog sprites.

4.5 Avoamopdotocn ovrikeluévov: Ané v khacn GameObject 6to Entity
Component System (ECS)

Q¢ emopevo Prpa, Kot 6edopnéEVoL OTL amotedel OepeMdOec oTOLYEIO HOG UNYOVIG TTOLVL-
LDV, VAOTOMONKE 0 UNYOVIGUOG avaTapAoTOoNS OVTIKEWEVOV 6T oknvr. H emloyn ot ov-
VIGTO QUOIKT GUVEYELL TNG AVATTLENG, KAOMG EMTPETEL TOV TPOKTIKO EAEYYO (testing) Twv mpon-
YOUUEVMOS VAOTOMUEVOV GUGTNUATOV KoL, 010G, TV ETUEPOVS UNYOVIGUOV TOL rendering.

2V apyKn KO0y TNG UNYAVIGS, TO OVTIKEIEVO TNG GKNVIG LOVTEAOTTOONKAY LECM TNG
KAdong GameObject, 1 omoia mephdpupave Pacikéc 1O10TTEG peTaoNUATIOHOD, Omwg BEon,
KAMpoKo Kot TepoTpoPn — Kobmg Kot avapopd o€ yewpetpkd dedopéva (mesh). H npocéy-
yion avty| BacileTon 6TO TOPUSOGIOKO OVTIKEYLEVOSTPOUPES LOVTELD, COUPMV LE TO OTTOT0 KAOE
OVTOTNTO VAOTOLEITOL MG SLOKPITO OVTIKEILEVO TOV EVOOUOTAOVEL TOGO TO O£dOUEVE OGO Kot TN

GLUTEPLPOPA OV TO YapakTNpilet.

4.5.1 Avormapaooraon wiéyuarog ue ooun Half-Edge

Mo v gvélikt avarapdotoon Kol eneEepyacio YEOUETPIKOV TAEYUAT®V, VAOTOMONKE
doun dedopévav tomov Half-Edge Mesh. e avtifeon pe v andn) avaroapdotaon péocw Al-
0TOG KOPue®V Kot dekT®Vv (vertex—index buffers), n doun half-edge emitpénel v amodotiky
TAONYNOT OTIG TOTOAOYIKEG OYECELG LETOED KOPLPMV, OKUMDY KOl EOPDOV.

H Baown 10éa g doung half-edge eival n avorapdotaocr kKabe akung o 6vo katevhuvo-

peveg nu-axpés (half-edges). Kabe half-edge mepiéyet deikteg mpog:
* TNV KopueN Tpoérevong (origin vertex),
* v avtifetn half-edge (twin),
* v enduevn half-edge ¢ idwog £dpag (next),
* Vv é0pa (face) otnv omoia avkel.

[Mopoakdto tapovoidletal o okeletog ™G KAdong Half-Edge-Mesh, 6mwg viomoOnke oto

TA0iG10 TNG TOPOVGOS EPYACING.
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class Mesh {

public:
Mesh();
~Mesh();

void quad mesh( glm::vec3 const & bottom_left, glm::vec3 const & top right );

Vertex* add_vertex(glm::vec3 const & position);

Facex add_face(std::vector<Vertex:> const & vertices);

std::vector<Vertex> const & get vertices();
std::vector<Face#> const & get faces();
std::vector<HalfEdge=> const & get half edges();

void clear();

private:
std::vector<Vertexs> vertices_;
std::vector<HalfEdge=> half edges ;

std::vector<Faces> faces_;

¥

"Exovtag opicel v mapoandve kAdon, kobiotatal duvatn 1 SNUovPYio AVTIKELEVOV TOV

EVOOLOTOVOLV U0, TETOL dOUT. X€ aVTd TO GNUELD, KPIVETOL GKOTILO VO SIEVKPIVIGTEL OTL, TTPO-

KEWWEVOL va dtevkoAvvOel 1) petdfaon and m doun Half-Edge Mesh ota dedopéva mov amartet

0 UNYoViIopog amoddoong (6mwg vertex buffers kot index buffers), vAomomOnke pio emmAéov ev-

dupeon KAdon pe v ovopacio Mesh.

class Mesh {
public :
Mesh( he::Mesh const & he mesh );
Mesh const & operator=( Mesh const & );
~Mesh();
void draw() const;
std::vector< glm::vec3 > get vertices() const;
std::vector< glm::vec3 > get colors() const;
std::vector< glm::vec2 > get tex coords() const;
void set_tex coords(const std::vector<glm::vec2>& tex_ coords);
private:
std::unique_ptr< Mesh_impl > m_impl;

3
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Omov n Mesh_impl kAhdon, exet v popoen:

class Mesh_impl {
public:
Mesh impl(std::vector<vertex> const & vertices data, std::vector<GLuint> & indices);
Mesh impl(Mesh_impl const &);
Mesh_impl& operator=(Mesh_impl const &);
~Mesh_impl() = default;

void draw() const;
void bind() const;

void unbind() const;

std::vector< glm::vec3 > get vertices();

std::vector< glm::vec3 > get colors();

std::vector< glm::vec2 > get tex coords();

void set_tex_coords(const std::vector<glm::vec2>& tex_coords);

private:
std::unique ptr< ge::Vertex array > m_VAO,
std::unique_ptr< ge::Vertex_buffer > m_VBO;
std::unique ptr< ge::Vertex buffer > m_VBO?2;
std::unique_ptr< ge::Vertex_buffer > m_VBO3;
std::unique_ptr< ge::Index buffer > m_IBO;

std::vector< GLfloat > m_vertices;
std::vector< GLfloat > m_vertex colors;

std::vector< GLfloat > m_tex coords;

4.5.2  Apyixn mpocéyyion: lepopyio Kidoewv
2TV apykn doun, 1 unyovn TepAapPove:
* K\don Entity (Bdon)
* Khdon GameObject (2D/3D avtikeipeva pe mesh)
» KAdon Sprite (2D avtikeipeva pe texture kot animation)

KdéBe ovtotnta viomolovce pebddoug:
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* update(dt)
* draw()

H oxnvn (Scene) diatnpovoe puo cGulhoyn and aviikeipeva tomov Entity, ta onoia evnpepmvo-
VIOV Kot 0rodidovTay Oodoykd.
Av Kot Aettovpyikd givol ETopPKNG, 1 TPOCEYYIoT OVTH TOPOVGLALEL CNUAVTIKOVS TEPLOPL-

GLOVG:
* AvokoAio. GLVIVAGHOD YUPUKTNPIOTIK®V (T.). Sprite Le PLGIKY| Kot 11X0).
* Avéykn dnpovpyiag véwv KAdcewv yio ke mhavo cuvdvacud Aettovpyldv.
* Ilepropiopévn gvehéio ohvBeonc cupmepLpopdg.
o AvEnuévn o0levén dedopévmv Kot AOYIKTG KO TOAVTAOKOTNTOG.

Ot epropiopot avtol odMynoav oty avalTnon mTo EVEMKTOV APYLITEKTOVIKOD LOVTEAOV.

4.5.3  Merafoon otnv opyitekroviky Entity—Component—System (ECS)

Entity
Mo MV ovIWETOTIoN TOV TOPATAvVEO TEPLOPICUOY, LIoBeTONKe TO TPOTLVTO Entity—

Component—System (ECS), 1o onoio dtaympilet avotnpd:
* Entity, n tavtomTo.
* Component, Ta dedopéval.
 System, 1 Loykn ene€epyaciog TV OESOUEVDV.

H zmio amin popen mov pmopet va Tapel n kKAGon entity givon | TapokdTo.

struct Entity {
uint32 tid;
¥

Components
To components amotelovv kabapd douég dedopuévav. Evosiktikd mapadeiypota components

oL VAOTOMONKAY GTO TAAIGL0 TG TAPOVGAS EpYaciog stvat Ta €ENG:

* TransformComponent
* SpriteRendererComponent
* LightComponent

* VelocityComponent
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Evdwtikd dewvo mapaxdto to TransformComponent.

struct Transform_Component

{

glm::vec3 position;

glm::vec3 rotation;

glm::vec3 scale;

Transform_Component()

: position(0.0f), rotation(0.0f), scale(1.0f) {}

15
Systems

Ta Systems eivar vrevBova yio v eneepyacio ovtoTNTOV TOL SOETOVV GLYKEKPIUEVO
ovvoro components. I'ia Tapddetypo:

* To RenderSystem ene&epydletor ovtotreg pe Transform kou SpriteRenderer.
* To PhysicsSystem enelepydletatl ovtotnteg pe Transform ko PhysicsComponent.
* To GUISystem kaAel pefddovg yio ovrotnreg pe UiComponent.
H npocéyyion avt enrpénet:
* dvuvapukn ohvheon cuuneplpopalc,
* KOAOTEPT KMUAK®ON € peyddo aplud oviotnTov,
* k0Bapd O1oYOPIGUO dEGOUEVAOV KOl AOYIKNG.

Yvvoyilovtag, 0 xpNoTNG TS UNXOVIG £XEL TAEOV T SLVATOTNTA V. GLVOEGEL Lo O1KN TOV
ovtotnta (game object), emA&yovtag T ETBLUNTA YOPOAKTNPIOTIKG HECH TNG TPOGONKNG TV

KatdAAniov components Kot opilovtag tn dtdpkKelo Kot Tov TpOTo a&lomoincg Toug GOUP®VA
LE TIG AVAYKES TNG EPAPUOYNG.
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System .
Entity Component
<<abstract>> ] ]
+1d : uint32 t <<abstract>>
+ update() - \
TransformComponent
+ position : vec3
+ rotation : vec3
RenderSystem
+ scale : vec3
+ update()
Registry / ECSManager
. SpriteRendererComponent
+ createEntity()
+ texturelD
+ addComponent()

+ color

+ getComponent()

ynqua 4.4: Class Diagram tng apyrtektovikng ECS

4.6 Xvotnua dwryeiprons oknvic (Scene Management)

H évvola g oxnvng (Scene) amotelel Oepeddn dopkd ototyeio og kdbe unyovn moryvi-
SV, kabmg Aettovpyel g To TEPIPAAAOV EVTOC TOV OTOIOL GLVLTTAPYOLV KOl AAANAETLOPOVY
01l OVTOTNTEG TOV KOGHOV. £TO TAAIGLO TNG TOPOVGUG UNYOVIG, 1| OKNVI] LVAOTOIEITOL MG OVD-
TEPO €Mimedo dwuyeiptong, 1o omoio gvomotel to svotnua ECS, to cvotua anddoong Kot ta
EMUEPOVS GLOTILLOTO AOYIKNG.

4.6.1 H kloon Scene
H «\don Scene eivar vrevbovn yio:
* Anpovpyia Kot KOToGTPOPT] OVTOTHTOV
* Awyeipion tov ECS Registry
* Kinon tov Systems (RenderSystem, PhysicsSystem, ScriptSystem)
* Alatipnon avoapopdic 6TV EVEPYN KAUEPQ
* Opydvomon tov update loop

H «Adon Scene Aertovpyel o¢ eninedo amopdvoong LETOED TG UNYXOVIG KOl TNG EPOPLO-
YIS Tov xpnotn. O xpnog (dnrovpydg Tayvidov) £xet T dSuvaTOHTNTO VO KOTACKELALEL pia
oknvn (dnhadn €va avtikeipevo g kKAaong Scene) yio kdbe eninedo Tov maryvidorod Tov. Me
TOV TPOTO QLTO ETITVYYAVETOAL 1] ATOUOVMOOT) TOV OVTIKEWWEVOV KOl TOV EXLUEPOVS AEITOVPYIKO-
TTOV KAOe eMTEGOL GE Hia SLKPLTH OVTOTNTA, SIEVKOADVOVTAG TV 0PYAVMGN, TN dlayeipion

KOL TNV ENEKTOCIUOTNTA TNG EQAPLOYTS.
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class Scene
{
public:
Scene();
~Scene();
void on_start();
// Entity Management
Entity create entity();
void destroy_entity(Entity entity);
// Component Management
template <typename T, typename... Args>
T &add_component(Entity entity, Args &&...args);
template <typename T>
T &get _component(Entity entity);
template <typename T>
std::shared ptr<T> get component_ptr(Entity entity);
template <typename T>
void remove component(Entity entity);
template <typename T>
bool has component(Entity entity);
void set_active camera(Entity entity);
Orthographic_camera &get active camera();
bool has _active camera();
Entity create default camera(float aspect ratio = 1.0f);
void update active camera aspect ratio(float aspect ratio);
void update(float delta_time);
void draw();
public:
std::vector<Entity> m_entities;
std::unordered map<std::type index, std::unordered map<uint32 t, std::shared ptr<void>>>
m_components;
private:
uint32 tm_next entity id = 1;
std::optional<Entity> m_active camera_entity;

¥

4.6.2 Kirlog {wng orxnvig
Kdé0Oe oxnvn akolovbei cvykekpiuévo kokio Long:

1. Initialization
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2. Runtime Update
3. Rendering Phase
4. Shutdown / Cleanup

Katd ) @don evnuépwonc (update), kalovvtor dtadoyikd ta evepyd cvotnuota. Kotd
@aon amddoone, 1o RenderSystem cvAAéyel Ta amapaitnta components Kol EVEPYOTOLEL TO
rendering pipeline.

4.7 Xvotnpo Components

>mv apyrrektovikn Entity—Component—System (ECS), ta Components amotelovv 10 Pa-
O1KO OOKO OTOLKEID TEPLYPUPTG TOV 1O10TNTOV oG ovtotntas. Onwg £xel 1o avoeepHet,
T0. components AmoTEAOVV aAEG SOUEG OEQOUEVMV, YOPIG VO EVGOUATAOVOLV AELITOVPYIKOTNTAL.
v tapovoa evOTnTo TOPoLSLAlovTal To. components oL VAOTOMONKAY GTO TANIGLO TNG GL-
YKEKPEVIS EPYOCING.

To m\n00g Twv components Tov S100ETOVY OL EUTOPIKES UNYOVESG TOLYVIOLDV EIVAL GOODOG
UEYOADTEPO OO EKEIVO OV TTaLPOLGLALETAL £0M. 26TOCO, GTOYOG TNG EPYOTIOG Eival, APEVOS, M
KAy TV Bacik®v Kot OEHEM®ODY GTOLXEIMV Kal, APETEPOV, 1) SIUUOPPOGCT] TNG ATAPAITNTNG
apyrtekTovikng Baong. H Aoy mov akoiovBeitan yio v mpocHnkn emmAéov components
napopéverl N Ot Ko pmopel va emektabel pe cvvéneln, akoiovBmvtag ta NN kabopiopéva

TPOTLTTO, GYEOAGLLOV.

4.7.1 Transform Component

To Transform Component amoteAet To BacikdTEpO component TG UNyoviG, KaOdS Teptypd-
(QELTN YEOUETPIKN KATAGTOOT) LLLOG OVTOTNTOS GTOV YMPO. ZVyKeEKPIUEVa, KabBopilet m B¢om, Tov
TPOGOVOTOAIGUO KOt TNV KMULOKO EVOG AVTIKEIEVOV, EMLTPETOVTOS TOV VITOAOYIGHO TOL TEAMKOD
LETOCYNHATIGLLOV TTOL ypnotponotleitan 6to rendering pipeline.

Y10 mhaioto g apyrtektovikng ECS, to Transform viomoteitat og kabapn doun dedopévmv,
YOPIC ETLYELPNCLOKT AOYIKT, SLOTNPDOVTOG TOV SLOYOPIOUO HETAED OEOOUEVMV KOl CLGTNUATOV
enefepyaciag. Xty evomta 3.5.3. Metafoon anv Apyitektoviky Entity—Component—System
(ECS) €xe1 dmbel dg mapdostypa n kAdon Transform Component.

4.7.2 SpriteRenderer Component

To SpriteRenderer Component givot vrehBuvvo yio v onTiKn avarapidoTocn S16o1deToTOV
OVTOTNTWV oTN oKNVN. ATtoteAel 10 Pacikd component ypa@ikng amddoong yuo 2D epappoyég
Kot Aertovpyel o€ cuvdvacud pe to Transform Component kot to RenderSystem.
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Y10 mAaicto g apyttektovikng ECS, 1o SpriteRenderer vAomoteitan ¢ kabapr| dopn| de-
dopéEVMV, M oTola TEPLYPAPEL TO YOPAKTNPIOTIKE amddoong evOg sprite, xmpic va meptlapfavet
Aoy rendering.

To SpriteRenderer Component mepthapfavet:

* Avogopd ce texture
* Xpopa (color)
» Yvvretaypéveg texture (UV coordinates)

* Xnuaio evepyomoinong (enabled/visible)

4.7.3 Light Component 2D

To Light Component ypnGIHLOTOIEITOL Y10l TV OVOTOPAGTOCT TNYDOV QOTOC EVTOS TNG OKNVAG
ka1 ovvepyaleton dueca pe To RenderSystem kon ta shaders yio tov vroAoyiopd Tov TIGHOD
TOV OVTIKELEVOV.

210 mhaioto g apyrtektovikng ECS, to Light Component vAomoteitan wg dopun dedopévav
OV TTEPTYPAPEL TAL PLGIKE YOPUKTNPLOTIKA TNG TNYNS POTOC, EVED 0 VITOAOYIGHOS TOV POTIGHOD
Tpoypatonoleital oto eninedo tov shader (GPU).

To Light Component mepthappdvet:
» Yyetikn 0o (relative position)
* Xpopa (color)

* KatépbBuvon (direction)

* Axrtiva empong (radius)

* T'ovieg (angles)

* Xnuoaio on/off

O 1eMKOg POTIGUOG VToAoyileTon otov fragment shader.

4.7.4 Box_Collider Component

To Box collider Component ypnoiomoteitot yio v weptypoapr] opfoyoviK®v Teploydv
ovykpovong (collision volumes) ce d16o140TOTO YDPO. AToTELEL Pacikd GTOKEIO Yo TV Ovi-
YVELOT| GLYKPOVGE®V LETOED OVTOTHTOV Ko cuvepyaletal pe to avtiotoryo Physics 1 Collision
System. Xto mAaicio g apyrtektovikig ECS, to Box Collider vAomotgitat ¢ doun dedopévev
TOV TEPLYPAPEL ATOKAEICTIKA TOL YEMUETPIKA YOPAKTNPICTIKE TNG TEPLOYNS GVYKPOVONG, YOPIG

va meprAopPdvel Aoykn aviyvevongs. meptioppdvet:
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* Awotdoeig (width, height)
* Inuaia evepyomoinong

* [510tTeg puokng (m.y. isTrigger)

struct BoxColliderComponent

{
glm::vec2 size {1.0f, 1.0f};
glm::vec2 offset {0.0f, 0.0f};
bool isTrigger = false;
bool enabled = true;

35

H 6¢om tov collider mpokvmtet amd Tov cuvovacuod tov TransformComponent Tng ovtoTnTag
KoL Tov TomikoL offset.

4.7.5 Camera Component

>to mAaiolo TG epyaciag avtig vAomomonke 1 opboypapikn kapepa "orthographic".

OpOoypaguci] Mpopfoin (Orthographic Projection) H opBoypagpikr| mpofoin ypnoipo-
noteiton kupiwg o€ 2D gpappoyéc, kabmg dev iodyet Tpoontikn mapapdpemon. Ta avtikeipeva
dratnpovv otabepd péyebog aveEaptnTmg Baboug.

O projection matrix opiletol wg:
P = ortho(left, right, bottom, top)

To Camera Component mepthapfavet:
* Tomo mpofoing (Orthographic 1 Perspective)

* Hopopérpovg npofoing

Avoroyia dactdoemv (aspect ratio)

Near kou far clipping planes

* Ynuaia evepyomoinong (primary camera)

4.7.6 Audio Component

To Audio Component ypnoipomoteitol yio TNV EVeOUATMOGT NYNTIKOV TNYOV EVTOS TNG OKN-
vig. Emutpénet v avamapoyoyn nynTikdv pé Kot LoVGIKNG, KaBmg Kot TNV TPOGOUOimoT| Yo-
pukov Nyov (spatial audio) oe 2D 1 aniéc 3D oknvéc.
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Y10 mhaioto g apyttektovikng ECS, to Audio Component Teptypd@el amoKAEIGTIKG TIC
WOLOTNTES TNG NYNTIKNAG TNYNGS, EVAO 1 SLOXEIPIOT) KoL 1) OVOTTOPOY YT TPOLY LATOTOLOVVTOL OO TO

Audio System.

class Audio_Component

{

public:
Audio_Component();
~Audio_Component();

void load wav(const std::string& file path);
void attach _buffer();

public:
bool play on_start = false;
bool looping = false;
float gain = 1.0f;
float pitch = 1.0f;
bool initialized = false;

Audio Source source;

private:
Audio_Buffers m_buffer = nullptr;

b

To ovotua ardctacng Myov (audio popeline), ypnoumoiomOnke n Pipiobnkn opleal.

4.7.7 Ul Text Component

To UL Text Component ypnGUYLOTOLELTOL Y10t TNV OTOS0CT] SUVAUIKOD KEWEVOL GTT) SIETOPT
xpnotn (Graphical User Interface). H vAomoinon Paciletor ot Piodnkn stb_truetype.h, n
omoia emtpEmEL TNV avAyvoon Kot rasterization ypappoatoselpov tomov TrueType (TTF).

e avtifeon pe v amAn yprnomn bitmap ypoUHATOGEP®V, 1| TPOCEYYIOT] AVTN EMTPEMEL:
* AUVOUIKT] QOPTOGN YPULULUATOCELPDOV

* Anuovpyia atlas yopaxtipwv

* YmoompiEn S10popeTIKOV PeYeDDV KEWWEVOL

* Eveli&ia ot ypopotikn anddoon

Anmovpyia Font Atlas
H dwdikacio amddoong keypévou meptrapfavet ta eENg otada:
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1. ®optwon apyeiov ypaupotosepdg (.ttf)

2. Rasterization yapaxtinpov pécw stb_truetype

3. Anuovpyia texture atlas wov mepi€yet glyph bitmaps
4. Yrnohoywopud UV cuvtetaypévov yuo Kabe xopaktipo.

5. Amdooon péow textured quads

H ypnon atlas peidvel onuavtikd tov apbuod texture bindings katd to rendering.

H vlomoinon Tov component givat:

struct Ul Text Component
{
public:

float font_size;

Ul Text Component()
: text("test"),
font path("assets/fonts/Tiny5/Tiny5—Regular.ttf"),
font_size(16.01) {}

void build();

void set_text(const std::string &new_text);
bool needs_rebuild();

Text &get text object();

private:
std::string text;
std::string font path;
glm::vec3 color = glm::vec3(1.01);

int font_color_mode = 0;

bool m_needs_rebuild = true;

Text *xtext_object = nullptr;

}s

KdéBe popd mov aAAdlel TO TEPIEXOUEVO TOV KEWWEVOL LEGM TNG HLEBOSOL:

void set_text(const std::string &new_text)

gvepyomoleitan 1 onpaios:

m_needs_rebuild = true;

H mpocéyyion avt amopevyel meptttd voAoyicud o€ Kabe frame kot Bedtidverl v amddoom).
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4.8 Python API

2y mapoHoa evOTNTA TEPLYPAPETOL 1] PBAIOON KT TG UNYAVIS Yl XP1OT LECH NG YAMGC-
oag mpoypappaticpod Python.

[Ipotod mpoympNooLUE GTO TPAKTIKO PEPOG TNG VAOTOINGNGC, KPIVETOL GKOTIO VO TOPOL-
Ol00TEL GUVOTTIKG 1 OLTIOAOYNON TNG EMAOYNG TG YA®Goag Python. Ot mepiocdtepeg umyavég
TOVIOLOV (Kot 101m¢ 01 EUTOPIKES) EKTOC OO TOV YPOPIKO TPOTO SIEMAPNS TOV YPNOTH LE TIG
EMUEPOVS AELTOVPYIEG KOl TOVG UNYAVICHOVS TOVS, TaPEXOVV Ko pia scripting YADOGGO, HEGH
g omoiag 0 xpNoTNG Umopel va a&lomolel TPOYPAUUATICTIKA TIG SUVATOTNTESG TNG UNYOVNIG.

H yAdooa scripting dev tavtiletonl Kot’ avaykn Le T YA®Gca oty onoia £xel vAomon el
0 TVPNVOG TNG UNYXOVIGS, KOOMG 01 6TOYO0L TV 000 EMITEI®V ivan dtapopetikoi. O Tupvag g
UNYOVIG EMOLOKEL TNV OTOS0TIKOTEPT dVVOTH EKTEAEGT aAyopiOU®V KOl AEITOVPYLOV, ECTIA-
fovtag otV amddoon Kot Tov EAeyy0o YounAol emmédov. ['a tov Adyo avtd, | vAomoinoen tov
Tpaypatomoleital cuvnwe oe YAOOoES YaunAdtepov emmédov, onwg C, C++, Rust 1} Java, ot
0T0{EG TPOCPEPOVY LUEYOADTEPO EAEYYO (O TTPOG TN OOXEIPION UVIUNG KOL TOVS UNYAVIGHOVG
EKTEAEONC.

Avtifeta, 1 scripting YAO®CGO, 0mTOGKOTEL GT O1EVKOAVVGT TOL YPNOTN GE VYNAOTEPO ETMi-
eSO APOIPEONG. £TO TANIG10 aVTO, (NTOVHEVO OEV Elvar 0 Apesog EAeYYOg TOP®V, OAAL 1| ATAO-
™Ta, 1 ToYVTNTO AvATTLENG Ko 1 evypnoTtia. Evoewcticég emhoyég scripting YAWGOMV GTOV
YOPO TOV PUNYoveV Toyvidtdv arotehovv 1 C#, n Lua kot n Python.

Me yvopova to mopomdve, kot AapBdvovtag vwoyn 6tt n Python amotekel pio ohyypovn
KOl PN YADGGO TPOYPULUUATIGHOV HE 0TAOEPO OIKOCVGTI IO, Ko EVPELR amodoyT), EMAEXONKE
®G YADOOOO SEMAPNG TNG UNYAVIS.

310 mhaic10 NG TaPovGAG EPYACiaG, OEdOUEVOD OTL OEV DAOTOLEITOL YPOPIKO TTEPIPAALOV
otemapng xpnot (GUI) yua v aAAnAenidopaon pe tn pnyoavn, o poiog g Python vrepPaivet
avtdv pog aming scripting yAowocag. H Python Aettovpyel og to Pacikd péco enkovoviag Tov
YPNOTN LLE TN UNYOVY, YEYOVOG TTOV 001 YNOE GTNV OVATTVEN UaG OAOKANpouEVNG BiBAtodnKNg
Python, 1 omoia exBétet (exposes) To GHVOAD TV AEITOVPYLDV KO TOV EPYOAEI®V TNG UNYAVTG.

4.8.1 Tporog viomoinong

I'o ™ dnuovpyia g Python Bifiiodnkng g punyovng ypnoponombnke ewtepikn Pi-
BA00nKN avoytol kmowKa, cuykekpiuéva 1 pybindll. H Bipiodnkn avtn emtpénet tnv £kbeon
(binding) KAdoewv, cuVaPTHGEMY Kot SOU®V dedopéveY g C++ mpog T yAdosoa Python, on-
LLOVPYOVTOG Hio SLETaPN S1060VIEC G LETAED TV dV0 TEPIPAAAOVTMV.

H pybind11 Basiletar oe oOyypova yapaktmpiotikd g C++ (CH+11 ko vedtepa) Ko mopé-
YEL LINYAVICUOVE Yo oXe0OV dpeon avtiotoiyion (one-to-one mapping) KAAGEMV Kol GLVOPTN-
ocewv g C++ og avrtiotoya Python avtweipeva. Me tov tpdmo avtod, aviikeipeva tng Pnyovng
(6mwg Entities kot Components) pmopotv va yivouv tpocBacipa amd Python scripts pe eldiyiot

EMITAEOV AOYIK).
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Qot660, N dadikacio dStacvvdeong C++ kat Python dev givar tetpiupévn. H C++ emitpénet
EKTETAUEVT XPNON:

* templates

* pointers kot references

* overloading cuvaptinoewv

¢ custom memory management
* oVVOETOV SOUDY JEQOUEVDV

Ta yopaKTNPIoTIKE AVTE JEV AVTIGTOLYOVV TAVTO GUEGH GTO SVVAUIKO LOVTEAO TUTWV TNG

Python. H pybind11 amhomotel onpoavticd ) dadtkacio o, TopEYoVTag:
* Avtopatn petatponn Pacikadv tomwy (int, float, std::string)
* Yrnootpién STL containers (std::vector, std::map)
* Awyeipron ownership kon lifetime avrikeypuévov
* Mnyoviopovg ékbeong kAdoewv pe peddoovg Kot 1010TNTEG

Me tov tpomo avtd kabictatal dSuvaty 1 dnpovpyia evog Python API mov avtwcatontpilet
™ doun g C++ unyavng, doutnpodvtag TopdAANAa Tov EAeyy0 amdO0oNG GTOV TLPNVO TNG
epappoyng. [opakdro Eva pikpod texvikd mapaderypo binding.

PYBIND11 _MODULE(engine, m)

{
py::class <Entity>(m, "Entity")
.def("get_transform”, &Entity::get transform);

Av16 petappaleton oty Python oe:

entity.get transform()

4.8.2 Xpnon

"Etot Aemdv 10 Python API emitpénet otov ypriotm :
* No onovpyel ko va exterel éva avtikeipevo e kAdong (application).

* Noa dnuovpyel enimeda (Layers), 6mmg yio mapaderypo emninedo demapng ypnotn (Ul
Layer) 1 eninedo Aoywmng maryvidwov (Game Logic Layer).
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* No dnpovpyei oknvég (Scenes), Yo SopOPETIKE EMITESA TOV TOLY VIS0V 1] Y10 TO KEVIPIKO

nevo.
* No onpovpyet kot va draxelpiCetan ovrotnteg (Entities).
* Noa opilet ko va Tpochétet ta emBouuntd components ce kdBe ovtOTNTOL.
* No gAéyyel T pon EKTELEONC TOV TTOLYVIOL0V.
* Noa viomotei Tn Aoyikn Tov gameplay (gameplay logic).

[Mopoakdto PAémovpe g Bo pmopovoe va pialel eva mapddetypa xpnong Tov python api

™G unyavig.

if name ==" main ":

n

win_prop = ge.Window_properties(APP_ WIDTH, APP_HEIGHT, "test")
app = ge.Application(win_prop)

# Create game layer (starts inactive)

game_layer = GameLayer()

# Create menu layer with reference to game layer

menu_layer = MenuLayer(game layer)

# Push menu layer first (will be shown first)
app.push_layer(menu_layer)

# Push game layer second (will be hidden initially)
app.push_layer(gamelayer)

app.run()

2TIC YPOUUES 2 Kot 3 OMUIOVPYEITAL TO OVTIKEIIEVO TNG EQOPUOYNG, LE TOV KAOOPIGUO TV

OTTOLTOVUEVMV YOPOKTIPLOTIKMY TOV TopafOpov (TitAog Kot Sl0oTAGELS).

216 ypoppés S €wg 9 dnuovpyodvtan ta dvo emineda (layers), cuykekpuéva to enimedo

pevov (Menu Layer) kot 1o eninedo moaryvioov (Game Layer). Ztn cvvéyewa, otig ypouuég 11

¢wg 15, ta enineda avtd mpootibevian otV epoppoyn.

Téhog, ot ypapun 17 exkveiton 1 eKTEAECT] TG EQAPLOYIS.

AxoAo00m¢ Tapovstaletal £va EVOEIKTIKO Tapadely o VAOToinonG KAdong emmédov (Layer

class).
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class myLayer(ge.Layer) :

def init (self):
ge.Layer. init  (self, "my, layer")
# init scane ...

def on_attach(self):
# create entities ...
# create components atached to entities ...

def on_start(self):
# on start logic

def on_update(self):
# update logic (...)

4.9 Xootnpa demapig ypnot

Mo va KoTaoTtel n punyovn EUAKN TPOG TOV TEAKO ¥PNOTI Kot Vo SIELVKOAVVOEL 1) avamTuén
TOLVIOLDV Kol S100PUCTIKOV TOAVUEGIKMY EQPUPUOYDV, EIVOL ATOPAITNTN 1) TAPOYT EVOS ATAOD
KOl EDEMKTOV UNYOVIGHOV dnpovpyioag otoryeimv oemaeng ypnot (User Interface — Ul). Ta
oToLEln QVTA EMTPEMOVY TNV OAANAETIOPOOT TOV YPNOTN UE TO GUOTNHO LECH YPOUPIKMV OVTL-

KEWEVOV, OIS KOVUTLY, TAOIGLO KOt KEILEVO.

4.9.1 ui components

Onwc avapépbnke e TponyodUeVN EVOTNTA TOV KEQPOAAAIOV, GTNV OPYLTEKTOVIKY| TNG U1)-
xovinG voiotatot dtakpity Katnyopio components Tov oeTilovTon ATOKAEIGTIKA [LE TO YPOPIKO
neptPaAlov diemang. Ta components avtd opifovror g UL Components kot Aettovpyodv ave-
EGptnrto amd to. components TOL aPopoHV Tov KOGUO TG oknvnig (world space), kabmd¢ amodi-
dovtal o€ EgYmPLoTo emimedo (screen space).

Méypt otryung mapovoidotnke 1o UL Text Component, to omoio emtpénet v omddoom

SLVOUIKOV KEWEVOD. ZINV 10100 KOTNYopio EVTACCOVTOL ETUTAEOV TAL:
* Button Component
* Panel Component
* Interactable Component
* Hierarchy Component

To ButtonComponent amoOnkebdel ta dedopuéva, Tov apopohV TNV OTTIKT AVUTUPAGTOCT) TOV

KOVUTLOV, OGS TO Sprite, TuyOV KEIUEVO OV TO GLVOOEVEL, KOOMS Kol TIC O1UGTAGELS TOV.
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To Interactable component ypnoylonoteital cuvBwg 6 cuvdvacuo e To Button component,
oynuatifovrag éva Aertovpyikd Cevyoc. Ta dedopéva mov mepthapfavet oyetiCovtot pe oo~

xelpLomn ¢ OAANAETIOPAOTG TOV YPNOTY LLE TO AVTIGTOLYO GTOLYEIO OETAPTG, OTMG TAL:

bool is_hoved;
bool is_focused;
bool is_clicked;

std::function<void()> on_click callback;

To Panel component gyet 0edopUEVOL OMTIKN OVOTAPAGTACT) TOL Kot dtaotdoewv. TENOG,
to Hierarchy component mepilappdvel ota dedopéva Tov €vav dgiktn o€ piol ovToTNnTo, TOV
Aertovpyel g “yovéag” (parent), KaBdg Kot éva std:ivector SEIKTOV OV AVTIGTOLYOVV GTIG
ovtotntec—oudld” (children). Me tov 1pomo awtd vrootnpileTon 1 EEPAPYIKY] OPYAVOCT TV

OVTOTHT®V TNG GKNVIG.

4.9.2  uirendering system

INo tov éleyyo dmapéng oviotitev, kaBmG Kol TOV avticToly®V components HECH OTN
oKNVY, OTTMOC €Yl NOM avapepOel, vtevBuvog etvar o unyaviouodg Tov RenderingSystem.

Onwc vdpyetl £vo TETO10 GVGTNHO Y10 TN SLOYEIPIOT AVTIIKEUEVOV YEVIKOV TUTOV (TG
sprites, OTICUOG K.AT.), £TGL, Y10 AOYOLG KAADTEPOL SLoYMPIoHOV ELOVVMOV Kot aENUEVNG ETtE-
KroootnTog, vioromdnke pio Eexoprot kAdon UIRenderingSystem, n omoia etvat vrevfovn
OTTOKAEIGTIKA Y10 TNV 0TOO0GN TWV GTOYEI®MV SETAPTG YP1OTT.

H «\don avt eivar vrevBovn yia v avalmon Kot tnv anddoot] AmoKAEIGTIKA TOV AVTL-
KEWEV@V oL oyetilovtat e to cvotua demaens xpnot (Ul). Onwg kot otny nepintwon tov
Rendering system, 1 povadikn pébodog e kAdong (render) £xet oprotel wg otatikn (static),
MOOTE VO UMV omoiteiton 1 Onpovpyio AVTIKEWEVOL TNG KAGONG Yo TNV KANGN TNG.

Katd ocvvénewn, oe kdbe xinon g pebodov draw() g okmvig, ektedeitor opyikd
n unéBodoc render tov Rendering system kot otn ocvvéxeww m ovtiotoryyn MEO0dOG TOL
Ul Rendering_system, dtac@aiilovtag Tov dtoymptopd petald e amddoons g OKNviG Kot

™G andS06NG TOV GTOYEI®V SIETAPNS.

void ge::Scene::draw()
{
Renderer System::render(xthis);
Renderer System GUI::render(xthis);
H

4.9.3  ui dayepiotng (manager)

It dtevkdAvven TG Onpovpyiag kot dtoyeiptong Tov Ypaetkol mepPAALOVTOC SLETUPNC
ypnotn (UI), viomomOnke n kAdon Ul _manager.
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Katd v katackeun g, 1 kKAdon dnpovpyet pio ovrotnta-pila (root entity), otnv omoia
npootifevton éva Hierarchy component kot éva Transform component. Mg tov 1pdmo avto,
KdOe oToryeio dlEmaPG XPNOTN TOV dNpoVPYEital 6T GVVEXELD KabioTatal mTodi TG oVyKe-
KPLLEVNG OVTOTNTOG, OLUOPPADOVOVTOG L0 GUVEKTIKT 1EPOPYIKT douT).

O dwyeprotg dtemang (UL _manager) mapéyet, EMTALOV, ETOYLEG POVTIVES Yia T dNULOLP-
yio panels, KEWEVOL Kol KOLUTLOV, ATOALAGGOVTOG TOV XPNOTH OO TNV OVAYKT XELPOKIVITNG

oVVOEONC TV AVTIGTOY®V OVTOTHTOV Kol components.

class Ul Manager
{
public:
Ul _Manager(Scene &scene)

: m_scene(scene)

m_root_entity = m_scene.create_entity();
m_scene.add component<UI Transform Component>(m_root_entity);

m_scene.add component<UI Hierarchy Component>(m_root_entity);

h

~Ul Manager() = default;

Entity get root entity() const { return m_root_entity; }

Entity create button(glm::vec2 position, glm::vec2 size, std::string text);

Entity create text(glm::vec2 position, glm::vec2 size, std::string text, int color mode);
private:

Scene &m_scene;

Entity m_root_entity;

¥

4.10 ZopmpOPOTIKES AEITOVPYIKOTNTESG

Opiopéveg emMmAEOV VAOTOMGELG TTOL KPIONKOV amapaitnTeG 6T0 TAOIGLO THG TOPOVGAS EP-
YOG10G TOPOVGLALOVTOL GTI GUVEXELA.
4.10.1 input output

Apyikd, Yoo TV vrooTNPEN TG OMNOVPYING KOl OTEIKOVIONG TPIGOAOTATOV TAEYUATOV
(3D meshes), mapdtt 0 Pacikdg TpocavaToMoUOS TG Unyavig oTlalel kKupiog og dicdidotata

(2D) avtikeipeva, Exernon tapovotactel n khdon HalfEdgeMesh. H kAdom avti anoteAet doun
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amoOKELONG YEMUETPIKAOV dEGOUEVAOV TAEYLOTOG, TPOGPEPOVTAG TAEOVEKTILATO MG TPOG TNV
eveM&la kot TV amodoTikn dayeiplon g Tororoyiag.

Q61000, TPOKEWEVOL 1) doun VT v popet va a&toronbei edkoda amd Tov ypnoTn, amot-
Telton £vog UNYOVIGHOG EIGOYMYNG 0E0OUEVDV Al eEMTEPIKE apyeiol OvVOTapAoTUONG TAEYLA-
tov. ['o tov okomd avtd viomomOnke N kAdon 10 (Input/Output), oty omoia mpoctédnke n
péboodog read obj(). H pnébodog avtn emtpémel T optwon apyeiwv popeng .obj kot Tn peta-
TPOTY| TOVG GE avTIKEILEVA TNG KAAoNS Mesh, kabiotdvtag duvatn TV EVOOUAT®GT TOVS GTO

oLGTNUO OTAS00TG TNG UNYOVIG.

4.10.2 MoabOnuatike epyoleio

Onwc éxel avagepbel oe mponyoduevn evotnta, évag omd Tovg components mov E&i-
vor 10witepa YPNOIIOG Yoo TNV €UKOAN avamtuln J16o1doToTOV TorVIoudV gival To
BoxColliderComponent. O cvykekpyévog component omobnkevel o¢ dedopéva éva O1d-
voopa petotomiong (offset) pe cvviotmoeg x ko y, éva péyebog (size), To omoio Kabopilet
Vv KAMpaxa (scale) Tov cuykpovoth, KOS kol dVo Aoyikég onpaieg (flags), is enabled kot
is_trigger.

"o va propecovple vo SOVLE 0V GVO OVTIKEYLEVO TOV EYOVV OLTOV TOV component Bpiokovte
0€ EMOPN TO EVOL LE TO QA0 YPLULOUACTE EVOL UNYOVIGILO TTOV VoL TO VITOAOYILEL.

[N tov Adyo avtd onuovpyndnke pio doun (struct) pe v ovoposio AABB2D (Axis-
Aligned Bounding Box), | onoio mepthappdvel og dedopéva dVo onueio 6Tov xdpo: Evo eAdyt-

010 (min) Kou £vo uEY16To (max).

struct AABB2D{
glm::vec2 min;
glm::vec2 max;

3

[Tavw ot dour] AABB2D viomomOnkayv 500 cuvaptioelg eviomiopnot toung (intersection).
H mpdytn eréyyet n obykpovon peta&d 6o aviikeipévav torov AABB2D, evd 1 0gbtepn eAEy-

YEL €AV €val onpeio 6Tov Y®Po guminTel EvTOg evog avtkelévov AABB2D.
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bool intersect(AABB2D const& aabbl, AABB2D const& aabb2)
{

return (aabbl.min.x < aabb2.max.x && aabbl.max.x > aabb2.min.x &&

aabbl.min.y < aabb2.max.y && aabbl.max.y > aabb2.min.y);

bool intersect(AABB2D const& aabb, glm::vec2 const& point)
{

return (point.x >= aabb.min.x && point.x <= aabb.max.x &&
point.y >= aabb.min.y && point.y <= aabb.max.y);
}

Me v 0AOKANP®OT| TNG TOPOLGINCNG TNG OPYLITEKTOVIKNG Kol TOV PACIKOV VTOGUOTNA-
TAOV TNG UNYXOVIG, £YIVE GOPES TAS VAOTOLOVVTOL 01 KUPLOL UNYAVIC o1 TOV VTOGTNPILOVY TN AEL-
ToVPYin TNG, OTMG TO GVGTN LA ATOOOGNG YPAPIKAOV, 1 apyltektovikn Entity Component System,
KaBmG Kol To EMPEPOLG components TOV ETITPETOVY TNV OVOTAPAGTACT] OVTIKEUEVOV, POTL-
ooV, M0V Kot oTotyeiwv demapng xprotn. H avdivon avt emukevipmdnke kupiog oTig TE)(VI-
KEG EMAOYEG Kol OTIG OOUES AOYIGUIKOD TTOV GLYKPOTOVV TOV TUPNVAL TG LINYOVIG.

370 EMOUEVO KEPAAOLO 1| TPOGEYYION UETATOTILETOL OO TNV EGMTEPIKT VAOTOINGT TPOG TNV
wpoktikn aglomoinon g unyovig. I cuykekpipéva, mtapovsialetol o TpOTOG LE TOV 0oio Ta
gPYOAElD KOL TOL GUGTNHOTO TTOV TTEPLYPAPNKAV UITOPOVV VO ¥PNGILOTON OO0V Y10, TV avATTLUEN
d1o01d0ToTOV T VIOV, MEca amd TopadElyLATO KOl TEPTYPAPT] TG OLAOTKAGTIOG ONLuovpyiog
LG OTANG EPAPLOYNG, OVOOEIKVIETOL 1] POT| EPYACTIOG TOL OKOAOVOEL O YPNOTNG TNG UNYXOVIGS,
KoOADC Ko 0 TPOTOG LE TOV OTOI0 TO EMUEPOVG components cuvepyalovtat yia Tn dnuovpyia

€VOG OAOKANPOUEVOL TTOLYVIOLOV.
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KE®AAAIO S Eq@appoyég ypnong g pnyovig

H avantuén pog pnyavng oy vidiov dev teplopiletol LOvo 6Tov GYESOGILO Kot TNV VAOTOT-
N0 TOV ENUEPOVS VITOCLGTIUATOV TNG, OAAL ETEKTEIVETOL KOl GTOV TPOTO LE TOV OTOI0 AVTA
pUmopovv vo a&lomomBovv otnv Tpaén yro T ONoVPYio EPOPUOYDV. XTO TPONYOVUEVO KEPU-
AO1O TTOPOVGLAGTNKE AVAAVTIKA 1] OPYLTEKTOVIKT TNG UNYAVIG, KOOMG Kot To PacIKA GLGTHHATO
OV TNV ATOTEAOLV, OTMG TO GUGTNUA OTAS00TNG YPUPIK®V, To povtédo Entity—Component—
System, To. components TOL TEPLYPAPOVV TA AVTIKEILEVA TNG CKNVIG, KOOMDC Kol TO VTOGLGTH-
pato 10000V, MX0VL Kol SIETAPNS YPNOTN.

210 POV KEPAAULO TOPOVGLALETAL 1] UNYOVT] TALXVIOIDV OO TNV TAEVPA TOV XPNOTY. ZV-
YKEKPUEVQ, TEPLYPAPETAL TO TEPPAAAOV SIEMAPNG TOV YPNOTN LE TN UNYoVY], KaODS Kol 0 TpO-
oG He Tov omoio umopel va dopnOel pa epappoyr| mov aEloTolEl TIg OLVATOTNTES TNG.

2KomOG TOL KEQAANIOL Elval apeVOS 1 OVAOEIEN TOV AEITOVPYLDY TOV TOPOVGLAGTIKAY GTO
TPOTYOVLEVO KEPAALO KO APETEPOV 1) TAPOVGIACT] TOL TPOTOV YPNONG TOVS, dIVOVTOS ELPOOT
TNV ATAOTNTO KO TNV EVYPNOTIO TOL CLGTNUATOC. EmumAéoy, pécm TG vAOTOINoNG OPIGUEV®Y
piKpov ayvidimv Bo emdiwydel va avaderyBel Kou n endpkela g unyovine, Kabaog ta Topa-
delypata auTd EVEMUATAOVOLV OAL To. fOCIKA GTOYELN TOV OTotTOVVTOL Y10 TNV OVATTUEY EVOG
TOLVIOL0V.

[Ipoympdvtag oTig ETOUEVEG EVOTNTES, B0 TAPOLGLAGTEL 1] KATATKEDT] TPIDV TOLYVIOIDV LE
YPNOM TNG UNYOVIG OV avortTuYONKE 6T0 TAAic0 TG Tapovsos epyacias. To TpdTo Taryvidt
Oa etvar éva 8160140T0TO TOUYVidL, GTO O0MOil0 O YopoakINPag Kiveitar oplovtia (de&1d Ko apt-
otepd). To devtepO MOy Viol amotelel emiong diodidoTatn vAomToinomn Tomov top-down, 6mov o
YapoKTNPOG Srabétel eAevBepia Kivnong mpog OAeg Tig KatevBuvaelc. Télog, Oa mapovoiactel n
avamTuén evog mayvidtov Tumov space shooter, To omoio vAoTolEiTO EEOAOKANPOL LE TN YPNON

TEXVNTNG VO LOGVVIC.

5.1 Anuovpyia d1601doTOTOL TALYVIOIOV

To mpmdTo moyvidlt mov Ba vAomomBel pe yprion g unxovig etvar éva amAd doddcTaTo
oy viol, to omoio Ouwg Ba a&lomoiel 660 T0 dVVATOV TEPIGGATEPO OO TO, GLGTNLOTOL TTOV TTO-
pExeL M unyovn. Xtoug mapokdto mivakeg 5.1, 5.2, 5.3 xataypagpovtol apyikd kdmolo focikd
OTOTIOTIKA TOL oY VIOV MG TPOG TOV KOIKA (YPappéES kddika kot TAN00g apyeiov), evd ot
GUVEYELDL TOPOVGLALETOL VOGS OVOAVTIKOC TIVOKOG LLE TIG KAAGELS KOl TIC GUVAPTICELS TNG UNYO.-

VG TTOYVIOIDV TTOV YPTGLULOTOONKAV Y10l TV KOTAGKELT TOV TOyVId10V.
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Ewwotepa, and tov [Tivaxa 5.3 pmopovpe va eEQAYOVUE TO CLUTEPAGLLO TN OCNUAGTOG VTTap-

ENG NG UNYovNS Yo TNV €0KOAN KATOGKELT TOV Ty vVidlon, Komg 1 MoTa TV GUVIPTICEDV

Kol TV KAAcE®V elvar peydin xot, yio kabepio omd avTég, 1 ovVIIKOTAGTOoN TS, O TEPIMTMOON

Un xpNons g UNxavns, Ba cuvenaydtay pepikég 0eKAOES KO, GE OPIGUEVES TEPITTMOGELS, OKOUT)

KOl EKOTOVTAOES EMITAEOV YPOUUUES KAOOIKAL.

IMivakag 5.1: Zrotiotikd matyvioton

MeTpucn Méye0og
Python Apyeia 9
[TA000¢ ypappudv kdduo 1166
KAdoeic péoa oto moyvion | 7

[Mivakag 5.2: Tpappéc avd apyeio python

Apyeio I'pappég
player.py 319
enemy.py 187
game_logic.py 167
scane_entities.py | 153
audio_manager.py | 105

end game.py 86
main_menu.py 76
main.py 57
constants.py 16

[Mivakag 5.3: Koatavoun ypnong KAAcewmv Kot cuvaptoemv ova KAdor g PAobNnkng g unyeving

oy VSV (ge)

Engine Class / API Methods / Members Used
ge.Application push_layer(), run()
ge.Window_properties __init__ (width, height, title)
ge.Layer __init__(name), on_attach(),

on_start(), on_update(), quit()

XuvEyeln oTNV ENOUEVT] GEAIDQ
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[Mivakag 5.3 -- Zvvéyeto amd v mponyoduevn cerida

Engine Class / API

Methods / Members Used

ge.Scene

ge.Sprite_ Animation_t

SpriteComponent

TransformComponent

BoxColider2DComponent
Light2DComponent

AudioComponent

Camera

ge.Ul Manager

UlITextComponent
UlTransformComponent
UllnteractableComponent
Entity

ge.Input

ge.Key

create entity(),
update(dt),  draw(),  on_start(),

add_sprite component(),

destroy_entity(),

add_transform_component(),

add box colider 2d component(),
add light 2d_component(),

add audio component(),

get *() component accessors,

get_active_camera()

__init__ (path, cols, rows, frame time,
frames), set_interupted loop(),
set manual update()
set_layer 1d(), add_animation(),
play animation(), update(frame)
position(), position_x(), position_y(),
rotation(), scale(), scale x()

offset(), size(), show_box(), is_trigger
position(), color(), radius(),
intensity _type(), angle vector(),
direction(), layer id(), on()
set_looping(), set_gain(), load wav(),
play on_start(), is_playing(), play(),
attach _buffer()

set_position(), position x()

__init_ (scene), add_button(),
add_text()

set_text()

position_x(), position_y()

set on_click callback()

is_valid()

is_key pressed(key)

F, D, A, W, Space

SVVEYELD GTNV ETOUEVT] GEAIDN
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[Mivakag 5.3 -- Zvvéyeto amd v mponyoduevn cerida

Engine Class / API Methods / Members Used
ge.Intensity type e Gaussian, SmoothStep
ge.compute AABB2D() Free function

ge.intersect() Free function

211 GLVEKELD TOUPOVGLALETON APYLIKEL L0 GUVOTTIKT TTEPLYPOLPT| TOV TToyVidwov. 'Enetta ava-
AdeTon m dopn NG oKNVNG Kot To Pacikd aviikeipeva wov ) cvvBETovy, kabmg Kot n ypnon

optopévev components. TéLog, TapovsidleTat ) VAOTOINOT TG AOYIKNG TOL ALY VIS0V,

5.1.1 Ileprypapn tov wayyvioiov

To moayvior Eekivd pe éva oToTIKO PEVOD. XTO HEVOD aLTO TOPOoLGLAlovTal dVO ETIAOYEG
GTOV XPNOTN: N TPAOTN EMTPENEL TNV £000 amd To oy viol (Quit), evad 1 devtepn TV Evapén
TOV Ty VooV (Start).

Onwc £xernon avoeepbel, To Toyviol eivat 0160106TaT0. YTAPYEL £VOC PacTKOG YOPUKTAPOG
(player), o omoiog pmopel va kiveiton de€1d ko aplotepd otov xaptn. EmumAéov, éxel m duvarto-

mra vo enttifetol oe TVXOV AVTITAAOVG, KOOMG KOl VO TPOYUOTOTOEL AALLOTOL.

¥

Zyqua 5.1: Baowog yopoaktipag (Sprite)

Oleg o1 Topamdvm evEPYELES TTPAYLOTOTOOVVTAL HEGO G piot oKNVY (XAPTN), EVO KATA TN
SlapKeELL TNG KIVIIONG TOV YOPOKTNPO | KAUEPO TOV aKOAOLOEL, d1TNPOVTAG TOV GTO OMTIKO
nedio Ttov ypnot. EmmAéov, o yapoakmmpag dwabétel pio undpo {mng, n omoia amotedeital and
okT® povadeg {mng. Kabe popd mov déyeton enibeon amd kdmowov avtimaro, agopeitot pio
povada amd To chHvoro g (ong Tov.

11 oK1V, 6€ S1apopa o UElR TOL YAPT, Elvar ToToBeTEVOL OVTITOAOL 01 0TT0{01 KIvoUVTOL
neprodikd 0e€1d ko aprotepd. Kabe avrinarog dwabétet emiong undpa {ong amoteAoduevn and
1€66ep1g povades. Kabe popd mov €vag avtinalog pyetal 6e Emapn Le TOV ToiKTN, apaipeitot
pia povada {ong omd tov maiktn. [Hapdiinia, o moiktng £xet ™ dvvatdtTTa va emtedel 6Toug
AVTITAAOVG, 0oV KAOE emtTLYNUEVO YTOTN A aponpel pio povada Long arnd Tov avtinaro. Otav
N urapa {oNg evog avTurdAov undeviotel, o avtimorog apapeitor omd ™ oknvh. O moiktng

€xel emiong ™ SLVATOTNTO VO, TPOCTEPAGEL EVOIV OVTITOAO KO VO ETIGTPEYEL OPYOTEPD Y10l VO,
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Zymua 5.2: Avtitohocg (Sprite)

TOV OVTILETOTIOEL, KaOMG 1) Kivnon Tov yapaktipa dev mepropiletar og pia poévo Kotevbuvon,
KaOd¢ umopel va petakiveitor eEevBepa TPog ta EUTPOG Kol TPOG TaL TG ®, OGES POPES emBLEL,

EVTOC TV OPlmV TOL YAPT.

Life: 7/7

Zyua 5.3: Etrypidétomo omd to d1ed1doeTtato oy vidl, 610 onoio anekoviletal o maikTng eved eaiveTot
KOl TO £Q€ TOL PAOTIGUOV.

21 oKknvn, o€ 01dpopa onueia Tov YAPTH, VIAPYOLY £mioNg SACTAPTA KOl AAAG OVTIKEL-
peva. Xvykekpuuéva, gpeavifovronr Adumeg kot mopooi pe kabapd dtakoountikd poéro. H po-
vadikn Tovg eMidpacT 6To motyvidl oyetileTal pe ToV OTIGHO TNG OKNVAG, KaO®Og emmpedlovv
TOL YPOUOTO TOV YOP® OVTIKEILEVOV EVIOS EVOG GUYKEKPLEVOD EVPOVGS, SNUOVPYDVTOS L0 Ki-
TPWVOKOKKIVY atpoceaipa. Emmdéov, otov ydptn vrdpyovv pukpd actéplo torobetnuéva o
dtdpopa onueia otov apoa. Xe avtifeon pe Ta TPONYOVUEVO AVTIKEILEVA, TO OGTEPLOL £YOVV
Aertovpyikd poro 6to moryviol. O maiktng pumopel vo o GUAAEEEL Kalt, Yo KAOE AGTEPL TOV GUA-
Aéyetan, avamAnpovetot pia yopuévn povada (ong. Omwmg Kot otny TEPITTMOT TOV AVIITIA®Y, O
TOIKTNG EYEL TN SLVATOTNTA VO TPOCTEPACEL VO ALGTEPL KOL VO ETICTPEYEL APYOTEPA Y10 VO, TO
OLAAEEEL.

To mouyvidt ohokAnpaveton pe enttvyio OTAV 0 TOIKTNG KATAPEPEL VO EEOVOETEPMGEL OLOVG
TOVG VTITAAOLG TOV YWpig va eEavtAnBovv ot povdoeg {ong tov. Avtibeta, oe mepintwon mov
ot povadeg {mng Tov maikTn UNOEVICTOUV TPV KATOPEPEL VAL EE0VOETEPDTEL OAOVS TOVG OVTITA-

Aovg, To oy vidl teppatiletan pe amotuyia.
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Metd v 0AoKAP®GT) TOL ALY VIS0 ep@aviCeTol £va TEMKO HeEVOD, TO 0Toi0 TEPIALUPAVEL

éva povadikd kovumni e€6oov (Exit).

5.1.2  MiépOpwon tne epopuoyis

[Ipoymwpovpe Aoudv oTNV VAOTOINGT TOV TULYVIOOD TOV TEPLYPAPTKE TAPOUTAV®D. APYIKA,
10 oryviol yopiletar oe tpia layers. To mpdTo layer amoterel To oTOTIKO PEVOD €16OO0V GTO
mayviol. Ormg Exel o meprypa@et, o1aB€Tel VO Kovpmd: Eva Yo £6000 amd TO Tayvidl Kot
éva yo TV exkivnon tov moryvidwov. To devtepo layer avtictoryel oto 1010 T0 T vidL. Ilept-
AopPdvet Ta S1apopa AVTIKEILEVO TOV TOLYVIOOV, TOV YOPOKTN P, Kol EKEl VAOTOEITOL 1 fOCTKN
AOY1Kn ToL Tayvidov. TELOC, vtapyel Eéva Tpito otatikd layer, To omoio avTicTolKEl 6TO TEMKO
HEVOD. Xg avTO ERPOVICETOL TO AMTOTEAEG L TOV TTaty VIOV (Vikn 1 fTTa), KabMG Ko Eva Kovumi
€&ooov.

KdBe layer ompuovpyei kou tn Ok Tov oknviy, evod dwtnpel por eEaptnon omd to mpon-
yovpevo layer, oote va dtac@ariletol 1 6ot pon ond oknvn o€ oknvh. Téco 1 dnovpyia
TV layers Kot Tov oKnvov 060 Kot 1 KATOCKEDT] TOV GTOLEI®MV TOV Ypaplkolh meptBdAlovtog
ypnotn (Ul), 6mmg kovpmid, Kelpeva Kot Aoumd SodpacTikd ototyeio, TPOyLOTOTOIOVVTOL LEGH

TOV ovTioTotywv kKAdcewv TG Python BiAiodning mov mapéyet n punyovn.

Zynua 5.4: Boaoud pevod, Kopto PEPOG Totyvidlon Kot TEAMKO LEVOD TOV S16014GTUTOL ToLy VIS0V,

Y10 TAoiclo Tov TOLVIOov avTod dnpovpYNOnKay Técoepis Pacikég kKAdoels. H mpm
KAaon eivon n Player (ITaiktng). Xe avty poptdvovtor OAa To animations ToL YOPAKTAPA, 1
0éom kot 1o péyebog tov, n umdpo Lmng, Kabmg Kot o1 Bactkég Aettovpyleg TOv, OTMG YTOTNLLOL

kot dApo. H devutepn khdon eivoan n Enemy (Avtinaiog). Onwg kot oty KAdorn Tov moiktn,
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€0 dwyelpiletar Ta avtiotorya animations, ot B€celc, 1| kKivnon Kot 1 TEYVNTH VONLOGVVT| TOV
avTutdAov.

21 ovvéyela vtapyel N kAdon SceneObject (Avtikeipeva Zknvig). e T POPTOVOVTIL
Olo To avTikeipeva Tov avaépdnkay oty TponyovUEVN evaTNTO, OTTMOG Ta aoTéEPLO LONG, Ot
AGumeg Kot ot Tupoot, Kafds Kot 01 BEGELS TOVG Kot 0 TPOTOG OVOVEWDGCTG CVTMV LEGTH GTN GKNVY].

Télog, vdpyer n khdon AudioManager (Awyeipiotg Hyov), otnv omoia poptdvovtal OAot
01101 TTOV YPTGLULOTOIOVVTOL KOTA T d1dpKELD TOV TTayvidrov. OAeg o1 Ttapamdve KAAGELS a&lo-
TOLOVVTL EVIOC TOV TOLYVISLOD Y10, VoL SIEVKOAVVOLV TNV DAOTOINGT), VO 0ENGOLV TN SloyELpL-
CLOTNTO TOL KOOIKO, KOL VO ETLTPEYOLV TV EVKOAN EXEKTACT] TNG AELTOVPYIKOTNTAG.

"o v vAomoinon OA®V TV TOPATAVE ATOLTEITOL 1] (PO OPICUEVOV components, OTMG
OLTA TOL TEPLYPAPTKOV OLVOAVTIKA GTO TPONYOVLEVO KEPAAOLO KO OITOTEAOVV HEPOG TOV GV-
ompatog ECS (Entity—Component—System).

Apyikd, ywo tov maiktn (Player) amouteiton €vo SpriteComponent, to omoio mepié-
Y€l To animations TV katactdoewv idle, run, jump kot hit. Emumdéov, amorteiton éva
TransformComponent, 10 omoio kaBopilet tn B€om, TV KAlpOKE KOt TOV TPOGOVATOMGUO TOV
YOPAKTNPO LEGO GTT) GKTVY).

[MapdAinia, ypnoonoteiton Eva BoxColliderComponent, péow tov omoiov givat dvuvatn n
aviYVELOT] GLYKPOVGEMV, OTIMG Y10l TOPAOELYLLOL 1) ETOPY] TOV YOPOUKTNPO LE EVAV OVTITOAO 1] LLE
KATO10 AALO avTiKEipEVO TNG oKNVIG (T.). éva aotépt {oNG).

Téhog, yia v anewkdvion ¢ undpoc (oNg Tov TaikTn YPNOUOTO0VVTAL ETUTAEOV £Val
SpriteComponent, éva TransformComponent kot €éva TextComponent.

o tov avtitrado (Enemy) ypnowomoteiton avtictoyyn dopr] components. Zvykekpl-
péva, amortovvior SpriteComponent kot TransformComponent ylio v ovomapaotoon Kot
™ 0éom tov o1TN oknvr, kabdg kot BoxColliderComponent yio tov €AeyY0 GLUYKPOVGE®V.
Emumiéov, kabmg kat ot avtinaiot dtafétovv pumdpa (ong, xpnoLonoleitol Kot €66 GULVIVAGHOG
TransformComponent, SpritetComponent kou TextComponent yio TV ameKovion mg.

EmimAéov, Yo ta aviikeipeva e oknvng amattovvtor SpriteComponent ko
TransformComponent, ta omoio. ¥PNCLOTOOVLVTAL YO TNV OMEKOVIOT Kol TNV TOmobEé-
NG TOVG GTOV YMPO. XTNV TEPIMTMOON TOV 0oTEPI®V (MNG omouteitonl emmPOcHETA Ko
BoxColliderComponent, ®cte va gival duvatn 1 aviyvevon cVYKPOLONG LLE TOV TOIKTN Kot M
EVEPYOTOINGT TOL UNYOVIGHOD GLAAOYNG TOVG.

AvtioToyo, Yo TO OVTIKEIHEVO QOTIGUOV, OTMC Ol AGUTEG KOL Ol TVPGOi, EKTOC Omd
SpriteComponent kot TransformComponent, ypnoyonoteiton kot LightComponent, 1o omoio
elvatl vrevBuvo Yo TNV TPOGOUOI®ON NG PAOTEWVNG TNYNG KL TNV ONTIKN EMIOPOGT TOL OLTH
npoKoiel 610 TEPPAALOV TNG GKNVIG.

TéLog, VapyovV Kol TO AVTIKEILEVA JETOPNG LE TOV ¥PNOTN 0T OVO UEVOD TOL TOYVL-
owov. Xe avt Vv mepintmon ypnoyonoovvror ButtonComponent, ta omoia, 0mmg £xel NoN
avapepbel 6To TPoNyovLEVO KEPAAL0, dtoyelpilovTal TOGO TNV OTTIKY| OVOTAPACTOGT) KoL TO,

animations T@v KOvUmOV 060 Kat 1 B€om Kot 1o pEyefdg Toug PEGH GTN JETAPT XPNOTN.
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5.1.3 Ylomoinon royikng tov waryvidiod

"Exovtag vAomomcet OAo Ta TopaTdvem, TO ETOUEVO Prina etval  TeAKN ohvOeoT ToVg, MOTE
VoL TPOKVYEL £VOL OALOKANPOUEVO OTOTEAEC AL

Onwc avagépOnke mponyovpEVMG, 1 TPAOTN Kot 1 TEAELTOIO GKNVT TOV oy Vool ivat ota-
TIKEG KO 1] LOVASTKY TOVG AELTOVPYIKOTNTO TOPEYETOL LEGH TMV KOVUTLOV TOL TEPLEYovV. [1a
oV AOYO0 aLTO VAOTO0VVTOL KATAAANAEG GuvapTHoELS avakAnong (callbacks) yio kéBe kovpi.
To kovumni Exit exktelel TV mpopavi) Asttovpyia TOL TEPUATIOUOD TNG EPAPUOYNS, EVA TO KOV-
umi Start apyikomolel T petafAnty startgame, 1 omoio GNUATOS0TEL TN HETAPAOT OTNV EXOUEVT
oKNV1.

H oxnvn tov moyvidiod eivat ekeivn Tov CLYKEVIPOVEL TO UEYOADTEPO UEPOC TNG AEITOVP-
Yot TG, Apykd, opilovtal Kot apytkomolovuvtol ddgopes oTadepés TOL Tay VooV, OTMG TO
péyebog g YPOUUATOCEPES, 1| apyikn B€om Tov maiktr, To TAN00G Kot o1 apyikég BEcELg TV
AVTITAA®V, KOOMOG Kot To TANH0G Kot 01 0EGEIS TV GTATIKOV AVIIKEUEVOV TNG OKNVIC. XT1) G-
VEYELDL OPYLIKOTOLOVVTOL TO avVTioTOlY0 avTiKeipeva Tov kKAacewv Player, Enemy, SceneObject,
KaBmg kot 0 AudioManager.

Katd m ddpkela kdbe evnuépwong (update) tng oknvig Tpoypatonoteital apyikd EAeyyog
Yo cuvOnKeg VIkng 1 NTTOC, ONANOY| EAEYXETOL 0LV VITAPYOVY AKOUN EVEPYOL OVTITOAOL 1] OV Ol
povadeg Lmng tov maiktn £govv undevicTet.

211 cvvéyEL, Yo KaOe avtimalo mov Bpicketat akdun evepyds 6T GKNVY|, TPOYLATOTOLEITOL
€Leyyog amdoTOoNG Kol cUyKpovong pe tov maiktn (collision detection). e mepintwon emaeng,
apopeiton pio povada {ong amd tov maiktn. AviicTolya, TpoyLaToTolElTaL EAEYYOG KO Y1 TV
nepinT®on Katd TNV omoia o maiktng exteAel evépyeta eniBeong epdoov 10 TANKTPO emiBeomng
&xel evepyomomBel kot vdpyel cOykpovon e Evav avtimalo, apaipeiton pio povéado (ong amod
TOV QVTITaAO.

Téhog, extedeiton mopdLO10G EAEYYOG Kot Yo Ta acTéPLa (NG mTov Bpickoviat 6T oknvy. X
TEPIMTOOT GLYKPOLONG HETAED TOV TOUKT KO VOGS TETOLOV OVTIKEEVOV, O TTAIKTNG AdPavet
pio emmAéov povada {ong.

Ye k@Be Aertovpyio TOV TOLYVIOOL TOLV GLVOIEVETAL OO NYNTIKN AVOTPOPOSHTNON, KATH TN
dwdwkocio evnuépwong (update) KaAgiton Kot 0 avTioTOr(0G YOG LEGM TOV GLGTHUATOC Lo EL-
plong Nyov. ['a mapddetypa, avamoapdyovtal KaTdAAnAo nymTikd epé Kot TNV EKTEALECT EVEpP-
YEWWV OT®G TO YTOTNUA KOl TO QAL TOV YOPAKTNPO, KAOMG Kol GE TEPIMTMOCELS ATMAENG N
avaktnong povadwv {mne. Emmiéov, aviiotoryo nyntikd e@é vepyomolovvtal KoTd TV OAo-

KAMP®GN TOV TOLYVIO100, TOGO GTNV TEPITTO®ON VIKNG 0G0 Kl TNV TEPITTMOOT MTTOGS.

5.2 Anmovpyia (Top down) maryvidiov

21NV TopovGa VTOEVOTNTA TOPOVGLALETOL O GYESOGUOG KAt 1] VAOTOINoN VO akOUN ot~
AVIO100, OVTH T POPE EVOG 0163105 TATOL Ty VoD Tumov top-down. H yevikn doun mopapévet

OVTIOTOYN LE OVTT] TOV TOPOVGIAGTIKE TPOTYOVUEVAC.
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Apyicd, TopovcslaleTal Ho YEVIKY] TEPLYPOUPY] TOV TOLYVIOOV. XTH GUVEXEW OVOADETOL T
dopn| NG OKNVNG Kol TOV EMUEPOVS OVTIKEWEVOV NG, KAODS Kot 1 Yp1oN TOV avTicTOr(®OV
components Kol OpIoUEVOV EMTAEOV KAAGE®V OV Kpidnkav amapaitntec. TE g, Tapovoidle-
TaL 1 VAOTTOINGM TNG AOYIKNG TOL Ot VIOL0V.

Ytoug mopakdto mivakes 5.4, 5.5, 5.6 Kataypdeovtal apyikd Kamoto faciKd GTATICTIKE TOL
TOLVIOLOV (OC TPOG TOV KMIKA (YPOUUES KOOTKO KOt TANO0G apyeimV), EVMD GTN GLVEXELN TOPOL-
oraletal £vog avaALTIKOG Tivakog He TIG KAAGELS KOl TIG GUVAPTIOELG TNG UNYXOVIG TTOLVIOUDY
TOV YPNGLOTOMOMNKAV Y10t TNV KATAGKELT TOV ToyVidoV. Onw®e Kot GTO TPOTYOVLUEVO Ty Vidt,
€161 Ko €00 TapoLG1ALOVUE aPYIKA GE Lo GEWPA Omd TiVaKeS KAmold fOCIKE GTATIGTIKA Y10, TO
oy viot.

Onwg kot Tponyovpévag, taitepn onpocio £xel To péyebog tou Iivaxa 5.6, kabmg amoka-

AOmTet T Sapopd ov mpokaAel | Vapén Ko xprom TG UNYOVIG.

[Mivakag 5.4: Zrotiotikd motyvioton

MeTpukn Méye0og

Python Apyeia 10

[TA000¢ ypapudv kddowo | 2121

KAdoeig péca oto moyvion | 7

[Tivakag 5.5: I'poppég avé apyeio python

Apyeio I'pappég
game layer.py 936
constants.py 360
tile_ map.py 297
enemy.py 150
main.py 108
collision.py 82
end game layer.py | 84
player.py 70
__init__.py 20
run_game.py 14
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[Tivakag 5.6: Koatavoun ypnong KAUce®v Kot cuvaptoemv ovd KAdon g PAodnkng g unyavig

o vVIoOV (ge)

Engine Class / API Methods / Members Used

ge.Application push_layer(), run()

ge.Window_properties __init__ (width, height, title)

ge.Layer _ init_ (name),  on_attach(),  on_start(),
on_update(), quit()

ge.Scene create_entity(), create_default camera(),
update(dt), draw(), on_start(),

ge.Sprite_ Animation_t

SpriteComponent (via Scene)

TransformComponent (via Scene)

Camera (via Scene)

ge.Ul Manager

UlTextComponent (via Scene)
UlTransformComponent (via Scene)
UllnteractableComponent (via Scene)

AudioComponent (via Scene)

add sprite component(),
add_transform_component(),
add_audio _component(),
get_sprite_component(),

get transform component(),
get_audio _component(),
get_ui_text component(),

get ui_transform component(),
get ui_interactable component(),

get_active cameral()

__init__ (path, cols, rows, frame time, frames),

set_interupted loop(), set manual update()

set layer id(), add_animation(),

play animation(), update(frame)

position(), position_x(), position_y(), rotation(),

scale(), scale x(), scale y()
set_position(), position x(), position_y()
__init_ (scene), add button(), add_text()
set_text()

position_x(), position_y()

set on_click callback()

set_looping(), set_gain(), load_wav(),

play on_start(), is_playing(), play(),
attach_buffer()

Yuvéyelo oTNV EMOUEVT GEALONL
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[Mivakag 5.6 -- Zvvéyeto amd tnv Tponyovuevn ceAida

Engine Class / API Methods / Members Used
ge.Input is_key pressed(key)
ge.Key W, A, S, D, Space, LeftControl, RightControl

5.2.1 Ieprypopn tov maiyvioiod

Apyikd, 6mwg mpoidedletl kot 0 TITAOG TNG EVOTNTOC, TO GLYKEKPIUEVO TToyvidl ivor Eva
dtod1dototo oy viol Tomov top-down. Me dAla Aoy, OAOL 01 YOPOKTNPES TOV TALYVIOIOD £XOVV
TN SVVATOTNTA VO, KIVOUVTOL TTPOG OAEC TIC KOTeELOUVOELS (Thve, KATm, 0e€1d, aplotepd), EVO M
Képepo mopatnpel ™ oKy amd pio avembev ontikn yovia, pe e a@pd KAion.

[T ovykekpéva, To maryviol Eekivd pe éva apyiko pevod, oto omoio epgavifetot o Tithog
TOV TTOYVIO100 Kot TopEyeTal Eva kovumi ekkivnong (Start). Avtictotya, 6To TEA0G TOV oy Vo100
epeavietat éva TEAMKO Pevov, 6To omoio avaypdeeTot To anotédecua (vikn N Ntta), Kobhg Kot
éva koopmi €£660v (Quit).

270 KOPLO HEPOG TOV TOLYVIO0V, 0 ToikTNG PpiokeTon Téve og Eva pkpd vnol ko propet
va kivn et amokAelioTikd eviog Tov opimv Tov. [ldve oto vnoi Bpickoviot didoraptot avrimo-
Aot, ot omoiot avarmapicTavTol WG UIAe yapakTnpes. Ot avtimaAotl Kivovvtol niong HOVo EVviOg
TOV YNG100, akoAoLODVTAG TVYaiEg KaTevBvivoels. Katd dtaotiuata, ot avtimadot petofaivovv
6€ pio «EVIOYLUEVT KOTAGTOOT), KOTA TNV OToiol OIToKTOUV KOKKIVO YPOU KOl KIVOUVTOL LUE
avénuévn Tayvtnra.

Yxomd¢ Tov ToikTn elvon vo €E0VOETEPMGEL OAOVG TOVG OVTITAAOVG oL Ppickoviol 6T
oknvn. O maiktng, Tpooeyyilovtog Tovg avImdAovs, £XEL TN dVVOTOTNTO VO TOVG emTedel ypn-
GLOTOL®VTOG TO oafi Tov (LEG® TOoL TANKTPOL space). 261060, OTaV Ot avTimaAot Bpickovtal
TNV KOKKIVI LOPPY| TOVG, 1 €mapn Lol Toug mpokaiel (npid 6Tov TaikTn, 00NYDOVING GE am®-
Aeta povadwv (onc. Katd cuvéneia, o otdyog Tov TTayvidlov etvar 1 eE0VOETEPMOT OA®Y TV

AVTITAA®V Y0pic TV TANpN e€AVIANCT TOV HovAdwv {m1G TOL ToiKT.

5.2.2  AwapbBpwon s epopuoyns kot vAomoinon LOYIKHG TOD TOLYVIOI0D

YvveyiCovpe pe v vAomoinom tov oy vidlov. Omwg Kot GTO TPOTYOVUEVO TOPASELY AL, T
epapuoyn opyavovetal o tpia layers. Kabe layer d1abétet T 01k1| ToU 6KV, v dtotnpel ko
eEQPTNOELS OO TO TPONYOVUEVO, DGTE VO EE0GPAUMIETOL 1] OLLOAT] POT) TNG EQPOPLOYTG.

To mpwto layer avtiotoryel 6t0 GTATIKO PEVOD €16000V. To devTEPO amoterel Tov Pacikd
KOPUO TOL Ty vidlo, 6TOV 0Toio LAOTOLEITAL Kot 1) KOpla Aoyikn Tov. Téhog, to tpito layer
aVTIOTOlXEL 6TO OTATIKO HeEVOD €000V, OOV TOPOLGLALETOL KOl TO AMOTEAEGILO TOV TTOLYVIOLOV
(vikn 1 N1T0).

Ta Pacwd entities Tng oknvng etvan o maikng (Player), To avtictoyo entity yio T pmdpa
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Zyfua 5.5: Zrrypudtomo amd 1o “top-down” mouyviot.

Long Tov, ta entities Tov aviumdAwv (Enemies) poli pe to avtictoyya entities Tov avamoploTovV
™ urdpa {mng toug, kabmg kot To entity tng kdpepags. Oha Ta Tapamdve entities cuvovaloviol
pe ta omapaitnto components (0nwg Transform, Sprite K.AT.), OGTE VO EXTVYYAVETOL 1} TAPNG

AELTOVPYIKOTNTA TOVG.

R I B

ZyMua 5.6: Bootkoc yopoktnpog.

[Mo v keAVTEPT StoryElPIoT TOL TOUKTY KO TOV OVTITAA®Y DAOTOMON KOV avTiGTO(EG KAG-
oelg Player kot Enemy. H kAdom Player Siayepileton t1g Pacikcég Aettovpyieg Tov yopaKtipa,
Omwg ™V Kivnon kot v enifeon, kabdg kot ) pmdpa {ONg Kot To Opla VIOS TV 0moimv
emrpémeTon vo Kiveitatl. Avtiotorya, n kAdon Enemy dwoyepileton ) (o1 Tov avTimdiov, ta
EMUTPENTA Op1aL Kivnong, Kabmg kot v Tuyaio TepmAdvnor| Tov atov xdpo. Emumdéov, viomotel
™ peTdfacn pHetalld TV SPOPETIKMOV KOTAGTAGEMY TOV OVTUTAAOL (KOVOVIKT — UITAE KOl EVI-
OYLUEVT — KOKKIVN).

[No ™ dnpovpyia Ko ™ dwoyeipion Tov volod, TAV® GTO 0Toio KvovvTon OAOL Ot Yopo-
KTNpeg, vAomombnke n kAdomn TileMap. H kAdon avty avarntoydnke oto eninedo ¢ Python
(Python API), av ka1 o propovce e€icov va eveopatwdet otov mopnva g unyavig (C++), Ka-
0m¢ amotelel cuyva ypnooToloVUEV AstToVpYIKOTNTO GE diodtdotata maryviole. H TileMap

déxetarl g elcodo évav mivaka, To oTolyeior Tov omoiov Asttovpyovv g onuaieg (flags) mwov
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Zymua 5.7: Avtinalog KOKKIvVOC.

aVTIGTOLYOVV G€ cuykekpuéva tiles. Me tov 1pdémo avtd, a&lomoidvag v totoroyia (0éon)

Kd0Oe tile, kabioTtoton Suvatn 1 dnovpyia TG S16O1AGTUTNG CKNVIG.

@ © & & ¢

Zynua 5.8: Avtinaiog pmig.

Me ) ypnomn ¢ mopandve kAdong kobiotatal dvvatn 1 dnuovpyia tov vnowov. Emi-
mAéov, ota entities TOL VGOV TOV AVTIGTOLYOVV GE TEPLOYEG VEPOD pmopel va mpootebel Eva
ColliderComponent.

Me tov tpdmo avtd givor dSvVOTOG O EVTOMIGUAC TEPUTTAOCEMV KOATA TIG OTOIES £VOG YOPOL-
Knpog emyepel va eEEABeL exTOHS TV 0plv TOV VNGLOY, EMITPETOVTAG ETGL TOV TEPLOPIGLO TNG

KIVNoMG TOV €VIOG TNG EMTPENTNG TEPLOYNC.

5.3 Anpovpyio oy viowov pe yp1oen TELVNTAS VONROGUVIG

21y mapovoa evOTNTO EMYEPEIONKE Lo SOPOPETIKY TPOCEYYIOT. LVYKEKPIUEVA, 1) OVEL-
TTVEN EVOG OKOUN ALY VIS0V, OVTH TN POPA EEOAOKAN POV LE TN XPNON TEXVNTNG VONLOGVUVIG,
AmTOPEVYOVTOG OTOLONTOTE AUeST TapépPacn otov mnyaio kdowo. H vioroinon mpayuparto-
TomONKe amOKAEIGTIKA PHECH TNG STHTOONG KATAAANA®Y TpoTpomt®dV (prompts). H dradika-
olo avATTLENG TOV O VISIOD TPAYLUTOTOONKE UE TN ¥pNon Tov TEPPAAAOVTOG avamTuéng
mov mopéyel o Cursor Kot Tov YAwosowkol povtédov Claude 3.5 Sonnet. X cvvéyeta, to 1610
nelpapo VoA eOnKe 600 aKOUN POPES, XPNOILOTOIOVTOS TO 1010 apytkd prompt, dALL do-
(QOPETIKA LOVTEAD TEXVITNG VOnpooLVNG, cuykekpiéva ta Claude Haiku 4.5 kon Big Pickle g
OpenCode.
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5.3.1 Ileprypagn tov waryvidrod

Apyikd Tparypotomomonke 1 TAoy TV Ty Voo, Kabds Kot 0 kabopiopds g Pactknig
(apyknNg) AOYIKNG TOV. XTI GLYKEKPIUEVT TEPIMTMOOTN EMAEXONKE N avATTLEN EVOG TOLYVIOIOV
TOmov space shooter, 6to omoio o maiktng yepileTor £va SOGTNUOTAO0, TO OTTO10 KiveiTol opt-
fovta (0e&d ko aprotepd).

>t oknvn epgovifovtal exfpiKd S10GTNUOTAOLN, TO OTTOi0 KIVOOVTOL TPOS TOV TTOAKTY), KOt
0 0T10Y0G ToV givor va To amo@evyetl. [TapdAinia, o maiktng £xel T dvvatoOTNTa VO EMLTiOETAL,
exkto&evovtog PoAldeg Tpog Ta avTiToAo SLOGTNUOTAOL.

Me Vv KoTasTpoP™ VOGS £X0pucol dtacTtnomAoiov, 0 ToikTNG kePOHILEL TOVTOVE. XKOTOG TOV
TOLVIO0L €Vl 1 GLYKEVTPWOT OGO TO SVVOTOV TEPIGGOTEP®V TOVTWV, OTOPEVYOVTOS TOVTO-

POV TNV NTTA.

5.3.2  Ilpoetouaaoio tov maryvidiov

"Exovtag Aowmdv kabopicel To moyvidl, Tpoympovie oTn SpdpP®O TG apy kNG datHmo-
ong evog KoTdAANAOL KEWEVOL TTpoTpomnG (prompt). Mall pe tnv mePLypapr| TOV TOLYVIO0V,
TOPEYOVTOL KOl OPIGUEVO OpyKA assets, Ommg 1 ekOva Tov POVTOL (dtdoTnua) Kabdg Kot TO
SCTNUOTAOLO TOV TOKTY).

EmimAéov, divovion 0dnyieg oxeTikd e T SO Kot TV OPYAV®OT) TOV apYEI®V TOL TPOKEL-
Tt vo dnpovpynBovv, kabmg Kot avaeopég otnv tekunpimon (documentation) g pnyavig,
®ote va gtval duvath 1 oot a&lomoinon Te.

INo ta emmpdcbeta assets mov amoutoHval, dNUoVPYEiTaL Evag EEXMPIOTOC PAKELOG Kot
nteitol amd To CVLGTNUO TEYVNTNG VONUOCVVNG VO TPOTEIVEL TOL YOPOUKTNPIOTIKA TOVS (OTTwg
dloTACELS, LopPN sprite sheets K.AT.), TpoKEWEVOL Va dMpovpynBodv ot cuvExEln amd TovV
xpoT.

[Mopaxdato mapotiBetot To apyikd prompt TOV YPNGILOTOMONKE:
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Prompt 5.1: Apywd prompt yia tnv avantoén tov space shooter

I want to create a 2D space shooter game using the ’engines Python API.
Please create a development plan and break it down into smaller, clear tasks.
Project structure:
— The game should be placed in @assets/scripts inside a new folder named "space_shooter".
Available assets:
— (@assets/2D/space/MainShipldle.png (336x48): ship idle animation (1 row, 6 frames).
— (@assets/2D/space/MainShipRL.png (336x48): ship movement animation (left/right) (1 row, 6 frames
).
— (@assets/2D/space/bg.png (120x120): background image (single frame).
Game concept:
— The player controls a spaceship positioned at the bottom of the screen.
— The ship can only move horizontally (left and right).
— The background should scroll downward continuously and loop when it reaches the end.
— Enemy ships spawn from the top and move downward.
— The player can shoot bullets to destroy enemies.
Your tasks:
1. Suggest the minimum additional sprites needed for the game.
For each sprite, specify:
— File name
— Resolution (pixels)
— Sprite sheet layout (rows x columns)
— Short description of its purpose
2. Generate a step—by—step implementation plan in Markdown (.md format) that I can follow to build
the game using the engine.
3. Keep the design simple (do not suggest too many assets or overly complex systems).

If anything is unclear, ask me before proceeding.

5.3.3  Amoteléouaro peta v ypnon tov Claude 3.5 Sonnet

1o mpwro meipapa, pe T ypnomn tov povtédov Claude 3.5 Sonnet, to amotéAleospo Tov ap-
XKoL prompt HTov 1 Snpovpyio pog KoAd opyavouévng dopng apyeiov kot kKAdosmv. H ma-

payopevn epappoyn (ektehécipo apyeio) mepridpupave ta akOA0LOU YOPAKTNPIGTIKA:
1. "Eva Aertovpywd mapabupo epappoyng (application window).

2. OpOn dayeipton g aAnAenidopaong peta&y mAnktporoyiov kat epapuoyng (keyboard
interaction handling).

3. Opbn a&lomoinon TV TAPEXOUEVOV GUGTNUATOV TNG UNYOVIG TOLVIOLDV.

[Two cvykekpiéva, 1 EQopROYN TEPIAAUPOVE Eva apyIKd PEVOD, LEGM TOL OTOI0V O XPNOTNG

UTOpOoVoE va PeTafel 6TO KOPLO Toyviol emMAEYOVTaG TO Kovumi “Start”. Xto kvp1o mepipdAiov
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TOV Ty VIdL0H VTOoTNPLOTAY Kivion TOL TaiKT! TPOg Ta 0e&Ld Kot To aploTePE, KOOMG Kot M
duvatdtnta TupoPoiisol HEGm Tov TANKTpov “Space”.
Ta Bactkd TpofArpate Tov TapayOUEVOL T VOO0 GYETILOVTAY ATOKAEIGTIKA LLE TO OTTIKO

tov pépoc. [T ocvykexpéva, mapatnpnOnkav ta e&ng:
1. AoavBacpévn tomoBEon TV SpOp®V AVTIKEILEV®VY TOL TTatVIdloL (sprites).
2. AavBacuéveg d100TAGELS GE O1APOPOl OVTIKEIUEVOL.
3. AavBacpévog TpocavaToMGHOG (GTPOQPT) OPIGUEVMV OVTIKELLEV®V.
4. AavBaopévn torobétnon tov ovtov (background).

To mapondve TpofAnpota dev ennpéalov T AEITOVPYIKOTNTA TOL TALYVIOL0V, OAAL ETNPE-

alov CNUAVTIKA TNV OTTIKT TOL TOPOLGIacT Kol TNV eumelpio xpriong Zynua 5.9.

ZyMua 5.9: Apywd amotédeoua, e AovOacspévn TomobEétnon Tev dlapopmy assets, 1060 ¢ Tpog ) Béon
0G0 Kol MG TPOG T1 GTPOPY| TOVG.

210 Zynua 5.9 mtapovstaletat £vo oTIyIOTLTO atd TO 0Py KO avTO amotéAecua. O yapoakT-
pog Kveitar cwotd oploviia (5e51d kol aplotepd), VA Kot ot avTitadot, kabdg kot ot BoAldES,
epupoavifouv v avapevopevn xivnon. Iop’ 6Aa avtd, 0TS dtakpivetol Kot amd TV £1KOVO, TO
@OVTO dgv amodideTal coTd Kat 1 Kivnor| tov eivan AavBacuévn. EmmAéov, ol avtitaiot £xovv
EGQPAAUEVO TPOGAVATOMGO, VD Kot 01 foAIdeG eppavilovtal pe AovOaouévn TEPIGTPOOT).

211 GUVEKELD, KOt LETE ad (o GEPE 6TOYELUEVEOV prompts Yo kKGOe empuépovg TpdPAn L,
SopBodnkav 6da ta ntpato Tov apyuol arotelécpotoc. Ola avtd emtevydnKav ympig va
ypelaotel omoradnmote enépPaon otov kmowka. [Hapakdtw mapovoidletar Eva otrypdtumo 006-
VNG TOV TEMKOV OMOTEAEGLOTOC.

"Exovtog péypt otiyung éva 6otd VAOTOIEVO oY VIdL, TPOYMPNOU GE UEPIKES EMUTAEOV
TpocOKes Kot PeATIOOELS. OEAoVTOS VoL TPOGODOS® £va Babpd SuoKOANG GTOV TAIKTH TOV oL~
V1100, amoPdoica vo Tpochicw v e&Ng Asttovpyia: o maiktng Oa dwbétel mévie opaipec.

KdéBe popd mov ypnoonotel pio amd avtés, agatpeital amd 1o «KoAdO» TV cpapdv Tov. O
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Zymua 5.10: AopBopévo amotérecua TG OKNVAG Kal TV assets Tov mayvidlov Space Shooter.

vrdpyel ypovog avavémong (reload) yia kaBe cpaipa, o onoiog Ba eivar peyardtepog amd tov
xPOVO HETAED 600 S1adoyk®dV yrumnpdtwv. EmmAéov, avtdg o ypdvog Bo avédvetat 660 o mai-
KNG Tapapével oto moryviol. "EmmAéov, tov (oo va epeavilel movm aplotepd TIc cQipeg
TOL ATTOUEVOVY GTOV TTOLKTN.

[Mopoakdto deive T0 akpBég prompt Tov ¥pnoyLoToinca:

Prompt 5.2: mpocOrikeg Kot BeAtimdoelg

I want to make the game a bit more difficult. The player should have a limited number of bullets, for
example 5. Bullets should be reloaded one by one, and the reload time for each bullet should be
longer than the minimum time between hits. The player can only shoot if they have bullets

available.

Additionally, I want the remaining bullets to appear at the top—left corner of the game window as small

sprites, displayed in a horizontal line (one next to the other).

I also want the reload time to increase over time, up to an upper limit.

Zynpa 5.11: Zriypidtumo Tov oy vidlon Tov orekovilel Tig dtafécyeg opaipeg Tov maikT.

e oo UE TPV, TOPA TO ATOTELEG LA EIVOL GOGTO, YOPIC Va ¥PELALETOL VO KAVOLLLE KOTO10
emumAéov prompt yio dS10pfmoers.
Mepkd onpavtikd otatiotikd yio 1o ev Adym povtého (Claude 3.5 Sonnet) kot to mouyvidt

OV ONULOVPYNCOUE EIVOL TO TOPOKATO:
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Zyqua 5.12: Tehkd omoteléopa. Xto aplotepd, Eva OTIYUOTUTO TOV Ty Vidloh Tov ameikovilel oAd-
KANPO 10 Tapabvpo, evd ota de&1d £va oTIYHIOTLTO G€ (OVUL TOL AMEIKOVILEL TNV KOTAGTPOPT EVOC OVTL-
méAov.

* O ovvolkdg apBudg tokens mov ypnoyoromOnkay Nnroav 683K.
* To amotéleoua ftav 7 apyeio.

» [HopryOnoav 721 ypapuéc Python kddwka.

* To x6oTOg ava exatoppdplo input tokens givan 3 dollars.

* To k6oTOC avd exatoppdplo output tokens givor 15 dollars.

* To cvvoAko k6oTOoC Ty mepimov 2 dollars.

5.3.4  Amoteléouozo peta v ypnon tov Claude Haiku 4.5

To meipapo emavainednie yio akdun pio eopd, datnpodvtag o 610 apykd “prompt” Kot
115 101eg apykég ovvOnkeg, pe  xpnomn tov povtédov Claude Haiku 4.5. To nepipdAiov 610
omoio ekteAéoTnKE TO MElpapa Nrav “Kabapd™, pe v Evvola 4Tl dev LINPYE KavEVA 1YvVog TOV
TPONYOVUEVOL TTELPALOTOG,

ZVYKPUTIKG e TO TPONYOVUEVO HOVTELD, T AMOTEAECUATA NTOV AYOTEPO EVOAPPLVTIKA.
Metd 1o apyikd “prompt”, T0 ATOTEAEGHO NTAV 1] ONLOVPYIN EVOG LOVAITKOD apyeion Kot M
EQOPUOYN OEV UTOPOVCE VO EKTEAECTEL (dEV dNOVPYOLVTOY TOTE TO TAPABLPO TNG EPAPLOYNG).

211 GUVEXELD, HETA A0 o GEPA VE®V “prompts”, Ta omoia {ntovcav mo eEedkevpéva :
* Tn dnuovpyio TOAAATADV apyEi®V KOl KAAGEWDV.

* Tn d16pBwon TV Bacikdv TPpoPANUATOY TOL TPOEKLTTAY (LECH AVTLYPOPNG KOl ETIKOA-
Anong tov terminal output).
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N €PapUOYN £PTACE TEMKA OE Lo oTafEP| KATAGTOOT).
Onwg kot pe to Claude 3.5 Sonnet, étot kot 6g qvT TNV TEPinT®OON LENPEAV KATOL fOCIKA

TpoPANUOTE GE GYECT LE TO OMTIKO KOUUATL Zynpa 5.13:
* AavBaopéva peyébn aviikeévov.
* AavBaopéveg oTpogic (TPocavaToMSdg).

* AavBaouéveg TOTODETNOELS TOV AVTIKEUEVOV.

Zyqua 5.13: Apywd amotédeospa pe tn xpnon tov poviédov Claude Haiku 4.5.

Kot €dm, petd amd pia oepd véwv prompts, Katagépape yopic va xpetactel va enéppovpe
OTOV KMOKO VO TACOVUE G€ £va 6oTd amotédespa. [Tapoakdtom divovion KAmolo GTaTIoTIKG

o€ oyéon pe 1o Claude Haiku 4.5 kot 10 mouyvidt mov dnpuovpyndnke:

* Zuvolkog apfuog tokens: 601K

* 13 apyeia

* 1513 ypappég Python kddka

» Koéotog input tokens avé exatoppvpro: 1 dollars
» Kodotog output tokens avd ekatoupvpro: 5 dollars

* Yvvolko kdotog: mepinov 0.9 dollars
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5.3.5 Amoteléouoazo peta v ypron tov Big Pickle

H tpitn a&ohdynon mpaypatomombnke pe m ypron tov dwpedv dwwbéciov agent Big
Pickle péow tov mepipdiriovtog OpenCode. Kot 6e avt v mepintmon ypnoipomotndnke 1o
1010 apykd prompt Kot ta {01 ypapikd assets, ®oTe vo SlucPaMGTEL 1] cuVERELD PHETAED OAwV
TOV TEPOUATOV.

2V TpMOTN TPOSTADELD, TO LOVTELO KATAPEPE VO ONULOVPYNGEL EXITVYADS EVOL AEITOVPYIKO
TapaBvpo ePapproyNc. Ze avtifeon [ Ta TPONYOOUEVE LOVTELD, 1 PYIKT TOTOBETNON TOV VPO~
QIKAOV oToryeiwv Tov maiktn kot Tov background tav oyetikd akpPng og tpog ™ BEom Kot TV
KAMpoka. Qot060, 1) TAPAYOLUEVT EPAPLOYN OV O1EOETE APKETE O TOL ATOPOLTITO. GLGTHLOTA
TOV oy Vdiov Zynua 5.14.

Symua 5.14: Apywd amotédecpa, e tn xpnion tov povtélov Big Pickle..

[T ocvykekpyéva, To apykd amotéreco TepAAUPave:

* ZtoTiko yopaktinpo (dev Tav dvvarn N kivion de&id kot aplotepd).
* Xtotiko background.

* 'EXhenym avtimdAov péco otn oknvi.

* Amovoia cvotiuatog PAnudatov (projectile/bullet system).

To Bacikd TpoPfAnpata 6e vty TV Tepintwon oyetiloviav kupimg pe tov Pacikd Ppdyo
EVNUEPMOT|G TNG EPAPLOYNG KOl TH AOYIKT] TOL Loy VidloV, Kot Oyt TGO e TV TomofETnon Tov
YPOPIK®V GTOLYEI®V. ZVYKEKPIUEVA, 1] TAPOYOUEVT VAOTOINO Tapovsiale AavOacuévn cupme-
pupopd oto update loop, yeyovoc mov eumddile ) Suvapk aAANAEnidpacn pEG 6ToV KOGLO
TOV oy VIOlo0. Metd and emovaAnTTikés S1opODCELS Kol prompts EVIOTIGUOL COUAUATOV, 1
epapuoyn eEeliyOnke otadloKd o £va TO OAOKANPOUEVO oY VIOL.

[Mapoéra avtd, Om®G Kot GTO TPONYOVUEVE TEPAUATO, TO. TPOPALATO HE TN CTPOPN
(rotation) tv assets mapéuevay kaf’ O6An t ddpkela g avantuéng Ilapaxdtm divovior ta
Booikd OTATICTIKA KOt Y10 00TO TO TEIPOLLLOL:
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* ZuvoAkog ap1fpog tokens: 202K
* 10 apyela pe 978 ypapuués kmdwka Python

* To povtého Big Pickle Al coding givon el Tov mapdvtog dwpedv, pe kdotog 0.00 dollars
avé ekatoppdplo input ko output tokens, kKo tpoceEpetar g stealth free-to-use povtédo
néom g mhateoppoc OpenCode Zen.

5.4 Xdvoyn kegaraiov

210 mopdV KEPAAOLO TAPOLGLAGTNKAY EVOEIKTIKES EQPAPUOYEG TOV avamTtuXOnKav pe ™
YPAOM TNG UNYAVIS oy VISV Tov VAOTOMONKE 610 TANico NG epyaciag. Méca amd v
avATTUEYN SPOPETIKAOV TOTMV TTALYVIOUDV, KOOMS Kol LEGH NG XPNONG EPYOULEI®V TEXVNTNG
VONUOoLVNG Y10 TN dNHtovpyio EVOG OAOKAN POUEVOL TAPAOETYLOTOG, ovadeiyOnKay oty Tpaén
oL dUVATOTNTEG TNG UNYOVNG, M €vEMELD TNG OPYLTEKTOVIKNG TNG KOL 1) OTOTEAEGLOTIKOTNTO
TOV VTOCLGTNUATOV OV TOPOLGLAGTNKAY T Tponyovueva Kepdioa. Ta moapadeiypota
oVTA AEITOVPYNOOV TOCO MG HEGO aEIOAOYNONG TNG AETOVPYIKOTNTOG TG UNYXOVIS OGO Kot
®¢ amOOEIEN 0TL M VAOTTOINGoM UTOopEl VoL LTOGTNPIEEL TNV AVATTTVEN TPAYUATIKAOV EQOPUOYDV
LE JLOLPOPETIKEG QTOLTIGELG KOl YOAPAKTNPIOTIKA. ME TV OAOKANP®OOT TG TOPOVGINoNG TMV
EPOUPUOYDOV XPNONG, N EPYACIO TPOY®PA GTO TEMKO KEPAAL0, 6OV cuvoyilovtal To Pacikd
ocvumepdopata, aSloAoyohvtal ol 6YESNOTIKEG ETAOYEG OV LVIBeTONKAV Ko culntodvral

mOavEg KaTeELOOHVOELS Y10 LEAAOVTIKN EMEKTACT] Kot PEATI®OON TG UNYAVIS.
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KE®AAAIO 6 Xvumepdopoto

6.1 ZXvumepaocpora pe facn tnv sopnTiki Epevva

[Mpwtapyucds 6TOXOC TNG TAPOVGAG EPYAGING EIVOL 1) KATOVOTGT) TOV TPOTOV 0PYAVAOGCTG KO
Aertovpyiog pog punyovig oy vidldv and to Bepedon dopkd g ototyeio. Amd ™ Bewpn-
TIKN £pELVO TTOV TPAYLATOTOMONKE Kot Tapovoidotnke oto Kepdlato 2 Tpoékvyov opiopéva
Bacuwd copnepdopata.

ApyiKd, ot unyavég ToyvidldV amotelohv Wlaitepa TOAVTAOKA AOYIG KA cuoTipaTa. E1dt-
KOTEPO, O1 GUYYPOVES EUTOPIKEG UNYOVES TTEPIAAUPEVOVY HEYAAO aplOd GLGTNUATOV Kol VTTO-
GLGTNUATOV, 1| TATPNG LAOTOINOT T®V 0TOI®MV, 6TO TANIGLO LG SITAMUATIKNG Epyaciog, eival
e&apeTikd SOHVOKOAN MG KOt AVEPLKTY).

[TapdAinia, damoT®OnKe OTL TOGO 01 EUTOPIKEG OGO Kol O KPATEPTC KAMLLOKOG UNYOVEG
TOLVIOLDV TOPOVGIALOVY CUAVTIKES OPOLOTNTEG G TTPOG TN PACTKY| TOVG APYLTEKTOVIKT KOt TO
KOpla cuoTHpOTA OV TIG amapTilovv. H mapatipnon avti amotéhese T fdon tdve oty omoia
OYEOIACTNKE KO OVOTTTOYONKE 1 U Yavi TOL TOPOVGIALETAL GTNV TOPOVGA EPYOCIOL.

EmimAéov, Katd tn HEAETN TNG OPYLITEKTOVIKIG TOV UNYOVOV TOLYVIOIOV KobioTtoTon ERe-
VEC OTL T EMPEPOVS GLGTNUATO, KO VITOGLGTHHOTO CAANAETOPOVV Ge peydro Pabud peta&d
TOVG KO ATOLTOVV YVAGELS OO SLUPOPETIKE ETGTNOVIKA KOt TEYVOAOYIKA Ttedia. Evoektikd, n
avATTLEN LIOIG UIYOVIG TTOL VOOV TTPoUTOBETEL IGYLPO LaBNUOTIKO Kol YEOUETPIKO LITOPaOPO,
KOTOVONOT TNG OPYLTEKTOVIKTG TMV VTOAOYIGTIKOV GUGTNUATOV KOl TNG EMKOWVOVIOG LE TNV
KAPTA YPAPIKADV, YvdON adyopifuwyv, kabdg kot factkés apyés oxedaopov. [TapdAinia, omot-
TOOVTOL YVMOGELS GYETIKESG LLE TNV ATEIKOVION YPOUATOV KOl POTIGHOV, TNV enesepyacia 1yov

Kol GALOVG CLVOPEIG TOUETC.

6.2 XoumepaopoTa 00 TNV TPUKTIKY] VAOTOIN G TN PNYavIiS

[TpoympdvTag 6TV TPAKTIKY VAOTOINGN NG £pyaciag, emAéyOnke n avamtuén pog era-
QPLIG UNYOVIG TOLYVIOIDV Y10 T ONovpyict 0163100 TATOV TOLVIOIDV, YPNOLLOTOIMVTAS TN
YAOooo TpoypappaTicpod C++ og cuvovaoud pe tig Pifaotnkeg OpenGL kot GLFW.

Katd ™ dredikacio vAomoinong, pia amd T TpOTEG KOl GNLOVTIKOTEPEG OYEOIUCTIKES OTO-
(QAGELS APOPOVCE TOV TPOTO AVATOPACTACTG KOt OLOXEIPIONG TOV OVTIKEILEV®VY NG oknvig. H
apykn Tpocéyylon Paclotav o pa yevikn kAdon GameObject, n onoia mepieiye Pacikd dedo-

péva, 6mmg n 0€om ko to sprite kéOe avtucepuévov. Kabe avrikeipevo g oknvng viomotodvtov
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®G VTOKAAOT TNG GLYKEKPIUEVNG KAGOTG.

Qo1660, Katd TNV €£EMEN TG AVATTLENG SOMIGTOONKE OTL 1] GLYKEKPUUEVT] OPYLTEKTOVIKT
Tapovciale TEPLOPICUEVT EMEKTACILOTNTA KOt B0 LITOpOVGE Vo, 00N YNGEL GE TPOPANUATO GL-
vpnong kot dtoyeipiong kabwg to £pyo peydiwve. ['a tov Adyo avtd, emdéyOnke n vioBEToN
¢ apytrektovikng Entity Component System (ECS), 6nw¢ avt tapovsidotnke oto Kepdaroto
4.

Ao TN GVYKPIoN TV 000 TPOGEYYICEDV TPOKVTTEL OTL 1| APYIKN AVGN 1TOV ATAOVGTEPT) G
TPOG TNV VAOTOINoN Kol Bo LTopoHGE Vo ATOTEAEGEL KATAAANAN ETLOYT| Y10 TNV AVATTUEN EVOG
GUYKEKPIUEVOL TTALY VIS0V UE GaPOS KaBopIopéves amaltnoelc. Avtifeta, oty TepinTmon pog
YEVIKNG UNYOVIS TToyVIdIdV, 1 omoia tpoopiletal vo vTootnpifel O10popeTIKA 10N EpymV Kot
HEALOVTIKEG £MEKTAOELS, M xpNon Tov ECS amotedel copmdg KataAAnAdTtepn EMAOYY).

‘Eva axéun onuovtikd o mov Tpogkuye KAt TNV avATTugn TG UNYevig apopovce
1 01001KOG10 OTOGTOANG TV OEGOUEVOV GTNV KAPTO YPUPIKAOV. TNV 0pY KN VAOTOINoT, KOO
avTikeipevo g oknvng amooteAldtay Eeywpiotd pog encéepyacia and ™ GPU. H npocéy-
YoM LT NTOV EMOPKNG Y10 MKPNG KALOKOG oty viole e TEPLOPIGUEVO OPLOUO OVTIKEIUEV®V.
Q061060, KaB®OG 0 APOUOC TOV AVTIKEIEVOV 0LEOVOTAY, TAPATPOVLVTOV 01eON T VTOPaduion
™G amdO0GNG, N OTOI0 GE OPIGUEVES TEPUTTAOGELS 00N YOVGE OKOLUN KO GE TPOGMPIVESG TOVCELG
N KoBVOTEPNGELG KATA TNV EKTEAEDN.

Mo v avipetdnion tov TpoPARUaToc VIBeTHONKE o devTEPT TPOCEYYIOT|, KOTA TNV
omoio. To OedOUEVOL OPYOVAOVOVTOL KOL OTOGTEAAOVTOL OTNV KAPTO YPUPIKOV O TOPTIOES
(batches). H teyvikny avt) peudver onpovtikd tov aplbpd tov omotodpeveov draw calls
Kot BEATUOVEL TNV OO0 TOV GUOTNUOTOG, EMITPEMOVTIOS TNV OMOTEAEGUOTIKY Olayeipion
HEYOADTEPOL OPLOLOD AVTIKEIUEV®V KO TNV VTOGTHPIEN TTO OTOLTNTIKAOV TOLYVIOIDV.

Me Bdon ta mapondve mopadeiypata, propel va e€aybel £va yevikd cuUTEPOGLO GYETIKA
pe ™ eHon Kot Tov pOAO TOV UNYavav oy vidtdv. H tolvmhokdtnta T avanTuéng tog pnyo-
VNG TTALYVIOUDY AVTOVOKAQ 6€ PEYEAO Pabud v ToALTAOKATNTO TNG 1010 TS AVATTLENG EVOC
O VIOV, KaOMG TOALES OO TIG OYEOIAOTIKES KO TEYVIKEG OMOPACELS TOV AAUPAvOVTOL KOTA
TNV KOTOOKELT oG unyavig Oa émpene, eAdetyet avtng, vo AneBodv amd Tov 1510 Tov TpoypopL-
LOTIOTI TOL TTALYVIOL0L.

H onpoacio Tov dtoymptopod petald g unyovig oy vidlidy Kot ToV TEAKOV Toyvidlov &i-
vou Wwitepa onUavTiky, Kabdg coppdiiel ot Pertioon g dadikaciog avamtuéng pe 6Ho
BaotkoOg TpOTOVE. ApyIKd, LELOVEL GNUOVTIKA TNV TOAVTAOKOTNTO TOL KOAEITOL Vo dloyElpt-
0TEL 0 TPOYPOUUATIGTHG TOV TOLYVIO0V, ATOUALAGGOVTAG TOV otd £va PHeYAo TAN00C younAov
EMIMEOOV TEYVIKADV KOl OPYLTEKTOVIKAOV amoPdoemV. [Tapdiinia, ETLTpEnel TNV amOUOVOGCT Kot
™V ove€opTnToToinon TV ETUEPOVS GLGTNUATOV KOl VITOGLGTNUATMOV THG UNYOVIC.

Q¢ amoTéAEGHO, O GYESNOTNG 1| TPOYPOUUOTIOTNG TG UNYXOVIG UTOPEL VO TTPOYLOTOTTOLEL
BEATUDOELS, TPOTOTOGELG 1| EMEKTACELG GTOL EGMOTEPIKA GLGTNLLATO TNG UNYXOVIS, ETNpedlovTog
BeTiKd TO TEMKO OMOTEAEG LA YMPIC VO ATOLTOVVTOL OVCIUGTIKES AAAAYEG GTOV TPOTO OVATTVENG

N ot AoY1K1 Tov 1010V ToL TayVIdV. H 1310t ta avt amotedel £va amd T oNUAVTIKOTEPQ
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TAEOVEKTNLLATO TOV GUYYPOVAOV UNYOAVAOV TOLXVIOI®V Kol Evav omd Toug Pactkovg Adyous ya

TOVG 0moiovg Exovv KablepmBel MG avamdGTacTo EpYaAeio TG avamTLENG PLvTEomaVIOIDV.

6.3 XoumepdopoTa 0o TNV ONUIOVPYIC TOLYVIOI®V

H avantuén moyviduov pe m xpnon g unyoving amotéiece €va omd to Pactkd otddia
a&lohdynong g tapovcag epyasioc. O Tpmtapykds 6Tdyog NTav apevos va dlepevvnel katd
OGO elval PIKTN 1 ONUOVPYIN AEITOVPYIK®V TOLYVIOIDV HE TN YPNON TS UNYAVAG KOl 0pE-
tépov va emainBevtel 1 opHn Asttovpyia TV ETPUEPOVS CLGTNUATMOV KOl VTTOGVOTNUATOV TNG.
INo tov Adyo avtd emAéyOnray moyviote S10popeTikoh TOHTOL Kol TOAVTAOKOTNTAG, MCTE VO
a&oroyn0el 660 10 SVVATOV PEYOADTEPO EVPOC TMV OLVATOTHTMV TOV TPOCPEPEL 1| LYV,

To amoteléopata TV Tepapdtov £6ei&ay 6Tt 1 unyav frav og B€on va vrootpiéet emt-
TUYADS TNV AVATTVEY SUPOPETIKAOV €0V ToYVISLDV, ETPEPOULOVOVTAG TN COCTY AELTOVPYia
TOV Bacik®v cuoTnuatov ™. [HapdAinia, omd Ta GTATIGTIKA GTOYEIN TOV GLAAEYONKAY TPO-
EKuyE €va 10101TEPOL CNUOVTIKO GUUTEPACLO CYETIKG LE TN HEIMOT NG TOAVTAOKOTNTOG TNG
dwdwoaciog avantuéne. Onmg tapovcidotnke oto Kepdiato 5, kdbe kKAdon 1} cuvéptnomn mov
TapEXETAL amd TN UNYov OvVTIoTOLYEL 08 OEKAOEG 1 OKOUN KOl EKATOVTAOES YPUUUEG KOIKA
YOUNAOTEPOV EMITEOOV, O1 OTOTEG SLAPOPETIKA Ba Empeme va, vAoTomBovV ek VEOL 0O TOV TPO-
YPOUUOTIOTY. £2G AmOTEAEG LA, 1 XPNON TNG UNYAVTG LEUDVEL G| LOVTIKO TOV OTOLTOVUEVO YPOVO
avamtuéng, meplopilel TV TOAVTAOKOTNTO TOV KMOIKO KOl EXITPETEL GTOV TPOYPOLLOATIOTH VO,
eMKEVIP®OEL TEPIGGOTEPO GTN AOYIKT KO GTOV GYESLOGLO TOL TOLYVIOLOV.

H mopandve tapatmpnon arnoktd akdun peyolvtepn onpacio av Anedel vroyn 6t n un-
YoV TOL avanTHYONKE 6T0 TANIG1O TNG TAPOVGOS EPYACIOG ATOTEAEL Uit GYETIKA EAAPPLE VAO-
moinon, N omoia mepAapPdvel povo to Pacikd cuoTiata Tov Kpidnkav anapaitnta. H evow-
pdtmon emnpocHeTv AerTovpyldv Kot epyareinv oto péAAov Bao pmopovse vo avénoel mepai-
TEPM TO EMMEDO OPAIPESNC TOV TAPEYEL KOLL VO, ATTAOTOUCEL OKOUT| TEPLOCOTEPO TN SLOdIKAGIN
AVATTLENC TOLYVIOLDV.

H amoteleopotikotto g punyavig emPefoidbnke emmiéov HEo® TOV TEPAUATOV TOV
TPOYLOTOTOWONKAY LE TN XPNON GVYYXPOVEOV GUCTNUATOV TEXVNTNG vonpocvvne. Ta tepdpota
éoetgav 0tL o1 ohyypovol Al agents eivar oe Béon va Tpocapudlovial 6e AyvmoTa TPOYPOLL-
HOTIOTIKA TEPIPAALOVTO KO VO TOPAYOVV AEITOVPYIKEG VAOTOWGELS TOLVIOIDV Boci{opevol
OTOKAEIGTIKA G€ 00MYieg VYNAOL emumédov. [lapd To yeyovdg 0Tt KavéEva amd To LOVIEAN TOV
a&lohoynOnkav dev giye TPOMNYOLUEVT YVOGOT TNG GLYKEKPLUEVNS Unyovig 1 Tov API g, oA
KATAPEPOY VO, KOTAVONGOLV TIC TOPEYOUEVES OLPALPECELC KOL VAL TTOPEYOVV EKTEAEGIUO KMOOUKO.

To amoteréopata £6€1E0V emiong OTL akOUN Kol LIKPOTEPO 1 dPeAV d1afécta LoVTELD UTO-
povV Vo TPOGAPUOGTOVV 6€ Ayvmata APIs Kot vo dnpUiovpyncovy PepIKds | TANP®G AELTOvp-
YIKEG EQOPLOYES. QQ6TOGO, TO LEYOADTEPO EUTOPIKA LOVTELD TALPOLGTIOCAY VYNAITEPT OMOTE-
AEGLOTIKOTNTO, OTOLTOVTAG WKPOTEPO aPOUO TPOTPOTTMOV (prompts) kot mopdyovtag cuvinOmg

o cvumayeic kot opyavopéves Avcelc. Evdsiktikd, to Claude Sonnet 3.5 katélafe tnv mpot
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Zyua 6.1: Xoykpion tov povtédwv Claude 3.5 Sonnet, Claude Haiku 4.5 ko Big Pickle wg mpog tov
GLVOAKO 0plBud TV ypnoiporonBévioy tokens kot To TANH0GC TOV TAPUYOUEVOV YPOUUDY KOO,
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200

Claude 3.5 Sonet Claude Haiku 4.5 Big Pickle

yquo 6.2: Xoykpion tov poviédwv Claude 3.5 Sonnet, Claude Haiku 4.5 xou Big Pickle w¢ mpog tov
apBuod Tev mpotpondv (prompts) wov aroTHONKAV Yo TNV ENiteELEN AELTOVPYIKOD OMOTELEGLOTOG Kot
™V Tpoctnkmn emmpocheTng AettovpyIKOTTAS.

Béom, axorovBodpevo and to Claude Haiku 4.5 kot o Big Pickle 6nmg swvar pavepd kot amo
10 Zynua 6.1. Ocov agopd T0 K6GTOG XPNONGS, OT®G AVTO eKEPALETOL LEG® TOV OPOUOL TV
KkatavaAwbéviov tokens, Kabmg Kot Tov 0yKo Tov Tapaydpevov Kodika, to Claude Sonnet 3.5
TOPOVGIOCE TNV O GLUTOYN VAOTOINGT, TaPAyYOVTaS TIG AYOTEPES YPAUIES KMOWKA. Q20TOCO,
TO TAEOVEKTN LA ALTO GLVOOEVTNKE OO TO VYNAITEPO GUVOAIKO KOGTOG HETAED TV 0&LOA0Y0V-
HEVOV HOVTEA®V Zynua 6.2.

‘Eva daitepa evolapépov edpnua tav 01t 1 Aoyik opfoTnTo TOL TOPAYOUEVOL KAOIKA
NTav oNUAVTIKE VYNAGTEPT amd TNV OTTIKY 0pBOTNTA TV TALYVIOIDV. ZTIS TEPICCOTEPES TEPL-
TTOOCELG, TO LOVTELD KATAPEPOV VO, al0mo|covy cwaotd v apyttektoviky Entity Component
System Kot va VAOTOMGOLV AEITOLPYIKOVS UNXoVIGHOUS Tanyvidlov. Avtifeta, TapatnprOniay
oLYVOTEPQ TPOPAN LT TOV GYETILOVTAV LE TNV OTTIKY] OVOTOPAcTaoT), OTTMG AavOoouéveg 0¢-
OEIG OVTIKEWWEV®V, OOVVETELEC OTNV KALOKO, TOPAULOPPOCELS OVOAOYIDV KOl GOAALOTO OTN
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duataln otoyeiwv g demangc.

YVVOAKA, TO OTOTELECLOTO KOTAOELKVOOLY OTL 1] N0V TTOPEYEL VO EMAPKADS CAPES KoL
KATOvonTo eminedo apaipeongs, To omoio unopel va aglomombel 0yt Lovo amd avhpdmvovg mpo-
YPOUUOTIOTEG OAAG Kot ot GOYYpPOVO GUGTHLOTO TEYVNTIG VONLOGUVIG YOPIS TPONYOLLEVN
eknaidevon ot1o cuykekpiévo teptBdalov. TapdAinia, avadeikviovtal T0G0 ot dLVOUTOTNTES
0G0 Kol 01 oNuePVOl TePLoplo ol TG vIrofonBovevng amd TEXVNTH VONUOGLVT AVATTLENG TToit-
AVIO1DV, 01 01010t avapEVETaL Vo LELwBOUY onuavTikd Kafdg ta poviéha cuveyilovv va eEglio-

ocovtal.

6.4 MEeALOVTIKEG ETEKTAGELS

H mapovoa epyacia elye o¢ Pacikd otdyo T HEALTN, TOV OXEOACUO KO TV DAOTOINGN LG
UNYOVIG ToVIOI®V Ao TO Unodév, kabmg kol v aloAdynon Twv SuVaTOTHTOV TNG HECH TNG
AVATTLENG TTOLYVIOLDV KO TNG YPNONG GVYXPOVAOV GLUGTNUATOV TEYVNTNG Vonrocuvngs. [apdro
OV 01 GTOYOL TOV TEOMKAY eMTEHYONKAYV 0E ONUAVTIKO BaBLO, VITAPYOLY APKETEG dSVVATOTNTES
TEPUTEP® EMEKTAOTG Ko BEATIOONC TNG UNYAVIG.

Q¢ HeAAOVTIKES KOTEVOVVOELS TPOTEIVOVTOL OL AKOAOVOEC:

1. Yroomipi&n mponypévov tpiodtdstatmv Ypuekadv. H mopovca vAomoinon emike-
VIphONKe 6TV avATTLEN d1edtdoTaTOV ToLyVIOldY. H eméktacn g unyovig pLe TAnpn
VROGTNPIEN TPIOOAGTATNG OMEIKOVIONG, TPONYUEVOV TEYVIKAOV QOTIGHOV, CKIOV Kol
ovyypovev rendering pipelines Bo enétpene T dnpovpyic O GHVOETOV EQAPLOYDOV Kot

B devpuve onuovTikd to medio ypNnong e.

2. Evoopdtmon emumdhéov cvotTnRaTOV QUokis Kol £@é. H mpocsOnkn mponyuévov un-
YOVIGLOV PLGIKNG, GVOTNUATOV copaTdioV (particle systems), animation systems ko

dA oV e€edikevévev vTocuoTNUATOV Oa PTopoHoE v BEATIOGEL CTLOVTIKA TIG dUVOL-
TOTNTEG TNG UNYAVIG.

3. Yrootqpi&n O1kTLOK®V AETOVPYLOV. H avaTTUEN UnyYovicudV SIKTVOKNG EMKOVOVIOG
KOl GLYYPOVIGHOV Oa eméTpene ) dnpovpyio multiplayer moyvidimv, enexteivovtog me-

PULTEP® TIG OLVOTOTNTES TG TAATOOPLLOG.

4. Avamtoén yYpogikov mepipairiovtog ypioTi. Av Kol 1) @LA0copia TS TapoHGUS QY-
clog Paciotnke o o code-first mpocéyyion, N tpocHnkn evdg Pacikol ypagikov mept-
Barrovtog (GUI) 1 evdg amAiov editor Bo pmopovoe va BEATIOCEL OTULOVTIKA T XPNOTL-

KOTNTO TNG UNYOVNG KO VO TNV KOTOGTNGEL TLO TPOGLTH) GE VEOLS YPTGTES.

5. Mepartépm drepevivon TS YPNONS TELNTIS vonpoovvis. Ta mepduato mov mpoy-
patoromOnkay £6e1&av 0Tl Ta GVYYPOVO YAMGGIKA LOVTELN UTOPOVV VA TPOGAPLUOGTOVV
aKOUN Kol 6€ AyvmoTo TPoyPappaTioTikd meptPdiiovia. Meilovtiky €pguva Ba pmo-

POVGE VO EEETAGEL LEYOADTEPO aPlOUO LOVTEAWMV, VEOTEPESC EKOOGELS TOVS, KAOMG Kot O
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ouvbeteg apyrtekTovikés faciopéves oe tool-calling | multi-agent cuotpata, pe otdyo

TNV TEPOULTEP® OVTOUATOTOINGN TNG O10OIKAGTNG AVATTVENG TTOLYVIOUDV.

SUVOMK(, M KATOGKELT] LG UNYOVIG TOLYVIOOV otd T0 Undév amodelydnke pia wdlaitepa
amonTNTIKN OAAG TavTdypova e€opetikd exkmatdevtiky|] dwadwkacio. H avamtoén g unyovig
eMETPEYE TNV €16 PABOC KATOVONGT TOV OPYLTEKTOVIKOV EMAOYADV, TOV VTOGVOTNUAT®OV Kol
TOV TEYVIKOV TPOKANGEMY TOV GLVOVTIMVTOL 6T GUYYpovn avantuén Pivteomoyvioiwv. Ia-
pAAAAQ, M epyacio avEdeEe Tov KaBoploTikd pOAO TOV H100PALATILOVY O1 UNYOVEG TTOLYVIOIDV
o pelmon TG TOALTAOKOTNTOG TNG OVATTLENS AOYIGHIKOD KO 6T O1EVKOAVVGT TG dNUIOVP-
Yi0G SLUOPACTIKMV EPAPLOYDV.

H pnyoavn mov avantoydnke oto mAaicto g mtapodcoag epyaciog aroteAel Lo ioyvpn faon
Y. LEALOVTIKEG EMEKTAGELS, TOGO GE EPELVNTIKO OGO KOl O EMAYYEAUOTIKO EMIMEDO, EVA TA
GUUTEPACLLALTO, TOV TPOEKVLYOV UTOPOVV VO, AE10TomBovV Yo TNV TEPALTEP® UEAETT TNG AVA-
TTVENG UNYOVOV TOLYVIOU®V KOt TNG OAANAETIOPOGTC TOVG LUE GUYYPOVEG TEXVOAOYIES TEXVINTNG

VONUOGULVNG.
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Afroon [lvevpotik@v Atkaopatov

AnAovo pntd 6T, copevo pe o apdpo 8 tov N. 1599/1986 xon ta dpbpa 2, 4, 6 map. 3
tov N. 1256/1982, n mapovoo Metantuyiokn Amiopotikn Epyacia pe titho:

«Mnyovi dnpovpyiog Tayvidtmy (xopic Ypapikd TeptBaALoV) : ApYLTEKTOVIKOG OYEOCUOG,
YAomoinom, Anpovpyio TopaderyLAT®V TOLYVIOUDV.»

KoODG KoL To NAEKTPOVIKA apyeia Kot Tnyaiot KOOIKEG TOV avamTOyOnKav 1| TpoToToon-
KoV 6To TAAIGL0 LTS TG EPYOGTOG KO OVOPEPOVTOL PIITAOC LEGH GTO KEILEVO TTOV T1 GLVOOED-
ovv, N omoia £xel ekmovnOel oto [pdypappo MetonTuyiok®v Zmovddv «Avantuén Ynelaxov
Moyvidiov kot oivpeswav Epappoymv»y tov Tunpatog Enkowveviag & Ynelakov Méocwv
tov [Mavemomuiov Avtiking Makedoviag, vrd v enifieyn tov Ap. Mnvd Aacvyévn, arote-
A&l OMOKAEIGTIKA TPOTOV TPOGMTIKNG EPYNCING Kol 0eV TPOGPAAAEL KAOE LOPPNC TVELLOTIKA
dwondpota Tpitv Kot dgv ivor Tpoidv PLePIKNG 1 OAKNG avTypapng. Ot mnyég mov ypnoyLo-
romOnkav wepropifovrar otic PAIOYPaPIKES avapOpPES Kot LOVOV.

To onpeia 6oL £xm YPNOUOTOUCEL WOEES, KEIUEVO, apyeia 1)/Kat TYEG AAA®Y GLYYPAPEDY
aVaPEPOVTOL EVILAKPLTO, GTO KEIEVO LE TNV KATAAANAN TOPATOUTT KOl 1] GYETIKT OVOPOPAL TTE-
prhappdvetal 6To TUNU TOV BPAOYPUOIKOV OVOPOPAOV LLE TANPN TEPLYPAPT). ATOYOPEVLETOL T
OVTLYPOLQY], ATTOONKELGN KOt SLOVOUT TNG TOPOVGOS EPYACING, £ OAOKANPOV 1 TULOTOG OVTNG,
Y eumopikod okomd. Emrpénetal n avatdnwon, amwodnkevon kot dtovoun yuoo oKomd Un Kep-
J0CKOTMIKO, EKTOOEVTIKNG 1] EPELVNTIKNG PVONGC, VIO TNV TPOVTAOEST VO AvaPEPETAL 1| TNYY
TPOoELEVOTG Ko va dtatnpeital to Tapov pvopo. Epotiuata mov apopodv ) xprion e epya-
olog Yo KepOOOKOTIKO KOO TPEMEL Vo amevBhHvovTan Tpog Tov cuyypaéa. Ot amdyelg Kot ta
GUUTEPAGLLATO TTOV TTEPLEXOVTOL GE ALTO TO £YYPAPO EKPPALOVYV TOV GLYYPAPEN KO LOVO.

Copyright (C) I'ovAag Kovotavtivog & Mnva Aacvyévn, 2026, O@cssorovikn.

Yrnoypaer ®oirtnt
Kovortavtivog 'ovAac.
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