2 TOXO! AIANE=HZ

o Na doupe ta Stadopa otadla yLa TNV mopaywyn EVog
riaxvioLou.

o Na paBoupe tn dtadikaoio oxediaonc mayvidLwy.



© nNapararH MAIXNIAIQN




[TAIXNIAIA

«playing a game is a voluntary effort to overcome unnecessary
obstacles» - Bernard Suits, “The Grasshopper: Games, Life and Utopia”

MpocBeTovTac KAVOVEC KOl GTOXOUC QKOO KOLL ULOL OLTTAN
SpaoTNPLOTNTA UTTOPEL VA LETATPATIEL OE TTOLYVIOL.




[MTAPATQIH TTAIXNIAIQN

Ta rtoyvidla eival 6paotnpLOTNTEC UE KAVOVEC, KOl CUVONKEC
ntov odnyolV o€ EMTEVEN OTOXWV.

O OKOTIOC MPETEL VL Eival EekaBapoc Kat armAoc (0w auTOC TWV
KAQLOLKWV ETUTPATIELWV TTOLLXVLOLWV).

Eva ayvidL pmopel va eival eva piypa amo ién matyvidlwv.

Xpelalovtal pLo oslpd oo He€lotnTec yia va dnpoupynBet eva
oY ViOL.



2TAAIA TTAPATQIHE TTAIXNIAIQN

H dtadikaoia avamtuénc mayvidiwyv mepltAapPavel
Design phase (Oaon oxeblaong)

Anploupyouvtal Ta tpooxedia tou matyvidlov (gyypada)
Concept document (1-page document)
Preliminary Game Design Document (~10-pages)

Production phase (Daon napaywync)
Game Design (GD Document)
Content Production (mapaywyn mepLexopévou)
Graphics: characters, levels, ...
Audio: sound effects, music
Game Programming
Testing
Post-Production phase (Odaon peta tnv mapaywyn)

Maintenance (Not necessary <> Continuous)



AHMIOYPTIA TTAIXNIAIQN

Mo va SnuoupynBel eéva mayvidt (2A/3A) npenet

Na dnulovpynBoulv kataAAnAot PnoLakoi mopot
(digital/game assets)

Xapaktnpec, enineda, textures, elOIKA ePpe

Mouotkr, NXNTIKA edE

Na vAomolnBetl n Mnxavikni tou Mayvidlov (Game
Mechanics)

«Kavovec tou Mawyvidlou».

AAMNAeTOpoon TWV XPNOTWV LLE TO TIOLLYVLOL.

MpokAnoelg, AUOELC KoL TTAOKN).

AvtapolpBn kat tipwpla.



AHMIOYPTIA TTAIXNIAIQN

(Lo TNV VAoTtoinon evoc matyvidlou Kat TN Mnxavikng Tou
oUXVQ OToLTouVTaL

Altadikaotikol AAyoplBuol (Procedural Algorithms)
E€¢opowwoelc puolkwv pavopevwv/povieAwv (physics)
Texvnt Nonupoouvn (Al)

AAyoplBpot Aiktuwv (multiplayer networked games)
Aertadn Xpriotn (User Interface)

Evowpatwon Xeplotnpiou (Controller integration)
Kivnuatoypadlkeg IknvEC (cinematic cutscenes)



POAOI 3TH AHMIOYPTIA TTAIXNIAIQN

Graphics Artists Programmers
Concept Artist A.l. Programmer
Storyboard Artist Gameplay Programmer

3D Modeller
Environment Artist

Graphics Programmer

Engine Programmer
Texture Artist

Visual Effects Artist
User Interface Artist

Server Architect
Middleware/Tools Programmer

Database Designer

Animator
Technical Artist Systems Analyst
Art Director Information Architect

Audio Artists Platform Designer

Musician
Composer Testers
Audio Engineer

Action Scripter

Quality Assurance
Sound Effects Designer I
Localization
Designers

_ Producer
Writer
Associate Producer
Level Designer

System Designer Product Manager

Combat Designer Creative Manager

Creative Director QA Manager



S0, you program Oh, s0 you I don't get it.
video games? draw the Mo, | don't If you don't
Is it hard to characters?  drawthem.  code the games
write all of No, | said Thatmust  That'swhat or draw the games APparently
that code?  |designgames.  pogyn an artist does.  what do you do? nathing.

||I | 2XEAIAZH TTAIXNIAIQN




2XEAIAZIMOZ TTAIXNIAIQN

Amntapaitntn mpoiinoBeon yia tn dnulovpyia mayvidlwy givat o
oxedlaopog (game design).
[pLv vAomotnoete €va mayvidl Ba mpemeL va To oXeSLAOETE.
Ooo kaAn KL av gival n bga, EAAewn oxediov odnyeil oxedov navta
O£ QMOTUXNMEVN MpooTaBeLa
o€ TpoBApATO KATA TNV UAOTIOLNON
0€ aUENON TOU KOOTOUG
2TNV Blopnyavia maxvidlwy eivol UTToXPEWTLIKO otadlo!

Elva aduvarto va xpnuoatodotnBel avamtuén mowxvidlov xwpic oxedLo.



2XEAIASMOZ TTAIXNIAIQON - 2YAAHWH THE |AEAS

To oy vidL mpeEMeL va sival « SLAloKEOAOTLKO» YLOL TOV XpNoTN.

AUTO PUOLKA ELVOIL UTTOKELUEVLKO.
Mropet to mayvidL va pnv eival amopaitnto KotL eVTeAwS Kovoupylo.
ZeKLVAOTE pE OEa o eival «SLaokeSAOTIKN» — 000 AVATTTUCOETE TO
naxvidy, adalpéote ta otoLxeia Tov SeV 1O KAVOUV
evlladEpov/dlaokedaotiko. (Scott Rogers — Theory of Un-fun)
Nwc va Bpeite pla kaAn oea?
Stadpaote pe tnv opdda oocg (brainstorming).
PWTNOTE TO OTOXEVUOLEVO KOO oag!
napte Weeg nailovracg rayvidia:
gvrtormiote TL poPAnpata/sAAelPELC EXOUV «KOKA» TTaLViOLA.
EVTOTILOTE TL €lval AUTO TTOU KAVEL SLACKESAOTIKA Ta «KAAA» Troixvidia.

napte LOEEC amo AAAoUC KAASOUG KOl TIEPLOXEC

Tawieg, BLBALa, kOuLE, Teplodika, TnAedpacon, KTA.



2XEAIAZIMOZ TTAIXNIAIQN

O oxeblaopog evoc raxvidLlou €xeL oav amoteAsopa to Eyypado
2xebiaonc MNawyvidlov (Game Design Document).

To GDD mpémnel va meplypadEL TO TOLXVIOL e AETTTOUEPELA KOLL
ouvnOwe eival LaKkpooKeAEG.
H epiAnyn (preliminary game design document) eival pepLkeg
oeAlOeC KalL TteEPLEXEL
Titho
‘Exboon (Version)
Eidoc (Genre) & Katnyopla (how it relates to other games — pick winners)
MNepiAndn (story, gameplay, content, experience, characters, world, interface)
Baowkad onueia (selling points)
MNAatdpopueg (Platforms)
Texvoloyia (Technology)
Ytoxevopevo Kowo (Target Audience)

Aeite to Ten-Page Design tou Scott Rogers (book p.435-444)



2XEAIAZIMOZ TTAIXNIAIQN

To GDD mtepthapBavet oA aAAa
TUAMOTA TTOU KaTtaypadouv Ta avta
OXETLKA ME TOo TtoyvidL. (200+ oel.)

AUTO €lvall ONUAVTLKO ylaTL Ta
rioiyvidla vAomotouvtol amno MARBoC
ETIAYYEAMLATIWV SLODOPETIKWV
KAQOWV.

H taon eivat to GDD va gival 0o 1o
duvaTtov CUVTOUOTEPO, AAA XWwPLC va
adVEL TUNHATO TOU TTaLxvLdLou
eAAELITWC TTAPOUCLACHLEVAL.

Ykedteite Tn Sladopa tov GDD tou
WoW kot auto tou Tetris.

Executive Summary
Product Overview

Core Concept

Player Character
Narrative

Story

Description of Gameplay
Interface

Obstacles

Interactions

Level Walkthrough

Intro Cinematic

Game Shell

Controller Configuration
Character Actions
Exploration

License (IP, franchise, etc.)

Marketing Plan



2XEAIAZIMOZ TTAIXNIAIQN

To GDD

AN\AleL, avabewpeital Kal ETMeEKTEIVETAL.

Aettoupyel oav 0dnyoc yla tnv vAomotnon.

/\eLToUpYEL OOV HEOOV ETILKOLVWVIAC LETAED TWV HEAWVY pLoG opddac.
Aeltoupyel oav pEoov powBnonc/xpnuatodotnong tou naxvidou.

To GDD prmopel va TEPLEXEL EKTOC ATIO KELUEVO, ELKOVEC, concept
art, TpwtoTtuna, SloypAappaTa, KTA.

Mrmopet va eival eite éva PnodLako eyypado, eite faclopévo oe online
gepyaAeio ouvepyaoiag, KTA.

AV UTIAPXEL CUYKEKPLUUEVN Lopdn).
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