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Akadnpaikog Yrevbuvog:
Zapavtog Yuxapng

Tumog MuotomoLnTLKoU:
MotomolnTko ETpdppwong & ZupmAnpwpa Europass

Xpovikn ALdpkeLa:
3 Mnveg | 160 wpeg | 6.4 ECTS

Mé£Bodog Ekmaidsuong:
100% €€ amootaocewg acVyxpovn ektalésuon

Z€ TToLouG amevBUveTaL:

To poypappa aneUOUVETAL O EKTIALSEUTLKOUG MpwtofaduLag kat AsutepoBaduLag
Ekmaideuong, pe L8Laitepn éppaocn o€ ekaLSeutikoug MAnpowopLkng, STEM kat WnpLakwv
TexvoloyLwv, KaBwg Kal o€ eKTtaLSevtég ZAEK, IEK Kal Sopwv emayyeAPATLKIG KATAPTLONG.
AmeuBUvetal eTiong o€ PoLTNTEG Kal anowoitoug Tunudatwv MAnpowopLkng, WYneLakwv
ZuotnpAatwy, MOAUTEXVLKWVY KAl OETLKWVY ZX0AWYV, OE GXESLAGTEG EKTIALSEUTLKOU YPnpLakol
TIEPLEXOMEVOU, KABWG KAl GE SNLoupyolg Pr@LaKwV HECWV Kal SLaSPacTLKWV EQAPUOYWV.
MNapdAAnAa, evSeikvutal yLa emayyeApATiEG TTOU ETMLOUPOUV VA ATIOKTI|GOUV BACLKEG SEELOTNTEG
avantugng PneLakwy maXvisLwyv, aAAd Kat yLa KaBe evdLaypepopevo Ttou BEAeL va eLoayBei otov

Xwpo tou Game Development xwpig tponyoVpEVN EPTIELPLA TIPOYPAMHATLOHOU.
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TKOTIOG TOU TIPOYPAPPATOG elval OL ETILHOPPOUHPEVOL/EG VA ATIOKTACOUV
BaolkeEg yvwoeLg kat va avamntugouv e&Lotnteg otov oxeSLAoPO
SLadpaocTIKWV Pn@Lakwy matyviditwyv aglomolwvtag tn pnxavn avamtuéng
matyvidlwy Unreal Engine kat To cUoTNUA OTITLKOU TIPOYPAPHUATLOPOU
Blueprint Visual Scripting. To mpoypappa cuvéuddlel BewpnTLKr KATAPTLON
KaL EKTETAPEVN epyaotnplakn e§aoknon, dlvovtag Lélaitepn Egpacn otn
BLwpatikn pabnon kat otnv avamntugén evog oAokAnpwuevou epyou (Project-
Based Learning), yéow Tou oTtolou oL ETLPJOpPoUpeEVOoL/eg Ba epapudoouv
TLG YVWOELG TIOU ATIOKTOUV O€ TIPAYHATLKO O0gVAPLO avATITUENG Yn@Lakou
matyvidLo.

H Unreal Engine amoteAel pla amo tig mAgov §LaSeS0PEVEG PNXAVEG
avdantuéng §LadpacTKWV EQAPHPOYWYV, TTALXVLELWY, TIPOCOUOLWOEWV Kal
EQAPHOYWV ELKOVLKNG TIPAYHATLKOTNTAG, XPNOLUOTIOLOUPEVN TOCO 01N
Blropnxavia avdmntugng matyvidlwy 000 Kal 6Toug Topelg TNg ekmaideuong,
TNG APXLTEKTOVLKNG ATELKOVLONG, TNEG KLVNPATOYPAPLKAC TTApaywyng Kat Twv
EQapPOywV Pn@lLakol petacxnpatiopgou. Katd tn ditdpkela tou
TPOYPAPUATOG OL ETLHOPYOUPeEVOL/e¢ Ba e§olkeLwBOUV pe To TEPLBAAAOV
avantuéng tng Unreal Engine, tn Staxeipion €pywv, tn dnploupyla
TPLOSLACTATWY Kal §L0SLACTATWY OKNVWY, TN XPNon £€T0LHWY YnOLAKWV
Topwv (Assets), Tov oxedLaopo emmedwy (Levels), Tov oTTLKO
Tpoypappatiopd péow Blueprints, tn Snuloupyla BACLKWY PNXavLoPwy
matyvidlou (Gameplay Mechanics), kaBwg kat pe tn Staditkacia So0KLUNG,
BeAtiotomoinong kat énuoociguong evog matyvidLou.

Mg TNV OAOKANpWON TOU TIPOYPAPHATOG OL eTILHOPPOUPevoL/eG Ba elval oe
Béon va oxedldlouyv, va avamtuooouV Kal va tapouctdlouv éva
AELTOUPYLKO TtalVvidL pikpng kKAlpakag (2D 4 3D), a&lomolwvtag cUyXPOVEG
peBodoAoyleg avamtuing Yn@Lakwyv e@appoywy Kat BaolkeEG apxEg
oxedLaopoU matyvidLwy.
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FINQZEIZ

MeTd TO MEPAC TOU TIPOYPAPHATOG 0/N
ekTtatdevopevog/n Ba elval og Beon va:

EEnyel TLg Baolkeg apxEg oxedlaopou Kat
avantugng PneLakwy matyvisLwv.

MepLlypdagel Tn Sopun, tn @LAoco@la Kat TLg
duvatotnteg tng Unreal Engine.

Avayvwpilel ta Baolka otolyela tou
nepLBarovtog avantuéng (Editor, Viewport,
Content Browser, World Outliner).

Alakpilvel Tov poAo TwV PN@LAKWY TTOPWV
(Assets), Twv UALKWV (Materials), Tou
@WTLopoU (Lighting) kat Twv kKapepwy otn
Snuloupyla SLadpaCTLKWY EUTIELPLWV.

Meplypagel TI¢ Baotkeég apxEg dnuloupylag
TPLOSLACTATWY KAl SLoSLACTATWY OKNVWV.
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AE=ZIOTHTEZ

META TO TIEPAG TOU TIPOYPAPHATOG 0/ EKTIALEEVUOPEVOG/N
Ba elval og Béon va:

Anploupyel kat va opyavwvel €pya (Projects)

XPNOLHUOTIOLWVTAG ATIOTEAECHATLKA TO TIEPLBAAAOV
avamntuéng tng Unreal Engine.

ZxedLadeL tn Sopn kat tn por) evog emumedou (Level
Design) pe Baon tLg avaykeg tou gameplay.

Opyavwvel kat va uAotolel emtimeda (Levels)
SlaxelpLlopevog anoteheopatikd Actors, Components Kkat
Assets.

Avamrtlooel BactkoUg gnxaviopoug tatxvidlou (Gameplay
Mechanics) a§lomowwvtag to Blueprint Visual Scripting.
ALOPOPYWVEL QWTLOMPO, UALKA, KAPEPEG KAL BAOLKA OTITLKA
EPE.

Anploupyel amAgg Stemaweg xprnotn (Menus kat HUD).

Epappodlel Stadikaoieg avamtugng, SoKLPWyY, EAEYXOU Kal
SL0pbwong cpaApdtwy eVog Pn@Lakou TatyvisLou.

EEayel (Package) €va TalyvidL o€ EKTEAECLUN HOP YN YA
UTTOAOYLOTH.
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IKANOTHTEZ

MeTd TO EPAC TOU TIPOYPAHPHPATOC 0/N EKTIALEEVOUEVOG/N
Oa elvat og Beon va:

AvaAapBavel autdvopa Tov oXESLACPO Kal TNV opyavwaon
TNG avamtugng evog oAokANpwHEVoU Yn@Lakou matyxvidlov

MLKPNAG KALpakac.

ETtAgyel KATAAANAECG TEXVLKEG Kal EpyaAlela avamtugng
avAaAoyd PE TLG ATIALTHOELG EVOG £pyOU.

Yio0etel SnULoUpyLKEG AVCELG yLa TNV TILAUON
TPOPBANUATWY AELOTIOLWVTAG TOV OTITLKO TIPOYPAPHATLOHO.

AapBdvel amto@doelg oxeSLaopoU ALY VLISLWY PUE yvwuova
TN AELTOUPYLKOTNTA KAl TNV gUTELpla TOU Xprotn.

Yuvepyadetal anmoTeAEOPATLKA 0TO TTAaloLo avamntugng evog
Epyou.

A&LoAoyel kal va BEATLWVEL TNV TTOLOTNTA KAl TN
AELTOUPYLKOTNTA TWV EQAPHOYWV TOU/TNG.

TEKPNPLWVEL KaL VA TIAPOUCLALEL EVA OAOKANPWHEVO €PYO
avamtugng matyvidLou.
MeTa@EPEL TLG AOKTNOELOEG YVWOELG OE EKTIALSEUTLKA,
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EPELVNTLKA N ETTAyYEAPATLKA TTEPLBAAAOVTA.

LEARNINN.CCE.UOA.GR



https://learninn.cce.uoa.gr/

MAOHZIAKA ANOTEAEZMATA

1. NepLypAageL TG BAOLKEG apXEG AVATITUENG WNELOKWY TIALXVLELWV.

2. Avayvwpiel Ta xapaKTnpLoTIKA Kat TG Suvatotnteg tng Unreal Engine.

3. ALAPOPPWVEL KATAANAN Sopr) evOg Project cUP@WVA PE TLG ATTALTHOELG AVATITUENG evOg Pn@Lakov
TaLyvLdLou

4. Evtomiel kat va a&lotoLel Bactkoug PneLakoug topoug amd To olkoouotnua tng Epic Games.

5. Epappolel Baolkég apxeg oXeSLAoPOU TIALXVISLWV Katd tn dnploupyla evog véou Epyou.
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MAOHZIAKA ANOTEAEZMATA

1. Xpnowpotmotel anoteAeopatikda to Unreal Editor.

2. Aglomolel to Viewport, to World Outliner kat to Details Panel yla tnv anoteAecpatikr opyavwon Kat
enegepyaoia Twv oToLXElWV PLag oKnNvng.

3. Avantuooel opyavwpevn dopr) apxelwv aglomolwvtag to Content Browser, wote va SLEUKOAUVETAL N
Slaxeiplon kat n ouvtrpnon tou Project.

4. TUVBETEL AELTOUPYLKA aVTIKELPEVA agLoTioLwVTag TLG oxeoeLg Petagu Actors kat Components.

5. Anploupyel amAég oknVEG Péoa oTo TIEPLBAANOV aVATITUENG.
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MAOHZIAKA ANOTEAEZMATA

1. AvayvwpiZel Tn Sopn Kat TG Bactkég AeLToupyleg Tou ouotrpatog Blueprints.

2. Avamttuooel Asttoupyleg aglomolwvtag Variables, Events kat Functions.

3. IxeSLAalel NOYLKEG pOEG ekTENEONG agLoTolwvTag TG Sopég Branches kat Loops yla tnv uAomoinon tng

OUUTIEPLYOPAC TOU TtaLXVLSLOU.

4. Anploupyel Baotkeg SLadpaotikég Aeltoupyleg péow Blueprint Visual Scripting.
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MAOHZIAKA ANOTEAEZMATA

1. Anuloupyel véa emtimeda (Levels) péoa o €va project.

2. Opyavwvel Toug Actors péoa otn oknvn e SopnpEVo TPOTIO.

3. PuBpieL mapapétpoug ouykpouaonc (Collision) kat @uaolkn¢ (Physics) ota avtikeipeva.

4. ALapop@WVEL TLG KAPEPEG KaL Ta onuela ekkivnong tou maiktn (Player Start).

5. ZxebLdleL AsttoupyLka eptBarlovta matyvidlol pe Bdon amAolg Kavoveg pong.
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MAOHZIAKA ANOTEAEZMATA

1. OpyavwveL TOUG ELOAYOPEVOUG PNYLaKoUg TTOpoug (Assets) HEoa 0TO €pyo TOU/TNC.

2. Anploupyel Baokd UALKG (Materials) kat va ta tomoBetel otoug Actors Tng oknvnc.

3. PuBpileL tov pwtiopd (Lighting) yia tn SLtapdpwaon tng atgdo@alpag tng oknvng.

4. Xpnotpototel KatdAANAeg KApPePEG avaloya pe to €L60G Tou TatyvisdLou.

5. BEATLwveL TNV aloBntikr mapouciaon evog eTLTIESOU PE TN XPrON OTITIKWY OTOLXE(WV.
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MAOHZIAKA ANOTEAEZMATA

1. MapapetpoTolel TOUC XapaKTPEC Tou TtatyvidloL (Character Setup) w¢ TPOG TLG LELOTNTEG TOU.
2. YAomolel pnxaviopoug Klvnong Kat EAEyXoU TOU Xapaktrpa amnd tov maiktn.
3. Anploupyel ouotipata cUANoyYNG avtikelpévwy (Pickups) kat BaBpoAoylag (Score).

4. Avantuooel Bactkolg KaVOVEG KAl Pnxaviopoug atyvidlol (Gameplay Mechanics).

5. Epappdlet Aoykég aAAnAemiSpaong (Interactions) HETAEU TWV XAPAKTAPWY KAl TWV AVTIKELUEVWY TOU

mepLBarlovtog.
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MAOHZIAKA ANOTEAEZMATA

1. Anuloupyel Baolkd ypagika eptBaiiovta xpriotn (User Interfaces) yla tnv emikowvwvia Ye Tov malken.

2. Avamtuooel AeLToupyLkda pevou (Main Menu) kat evéei&elg o8ovng (HUD).

3. Evowpatwvel nxntikd @€ (Sound FX) kal gouotkr emeévéuon ota KatdAAnAa onuela tou mayvisdLou.

4. Aievepyel Baolkeég Sokipeg (Playtesting) yLa Tov evToTLOPO Kal Tn §LopBwaon o@aApdtwy.

5. Atapopwvel TI¢ antapaitnteg pubpioelg Package yla tnv mapaywyr) EKTEAECLUNG €KE0ONE TOU TtalXVLSLoU.
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MAOHZIAKA ANOTEAEZMATA

1. AVOAUEL TLG TEXVLKECG KAL OXESLAOTIKEG ATIALTAOELG EVOC ATAOU TtatyvLsLou.
2. ZxedLdlel to mAAvo avdamntugng evog OAOKANPWHEVOU £pYoU.
3. Evowpatwvel 6Aa ta emipépoug otolxela (Kwdka, ypagikd, fxo) oc pla eviaia epapuoyn.

4. NMapouotddel To OAOKANPWHEVO £PYO KAL TNV TEKUNPLWaON TIOU TO CUVOSEVEL.

5. AZloAoyel To TEALKO TtalyVisSL pe BAon CUYKEKPLPEVA AELTOUPYLKA KAl TTALSAyWYLKA KpLThpLa
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ATIOTEAEOPATWY Tpaypatomoteitat
autoagLoAdynaong.
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	1. Χρησιμοποιεί αποτελεσματικά το Unreal Editor.
	2. Αξιοποιεί το Viewport, το World Outliner και το Details Panel για την αποτελεσματική οργάνωση και επεξεργασία των στοιχείων μιας σκηνής.
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	3. Σχεδιάζει λογικές ροές εκτέλεσης αξιοποιώντας τις δομές Branches και Loops για την υλοποίηση της συμπεριφοράς του παιχνιδιού.
	4. Δημιουργεί βασικές διαδραστικές λειτουργίες μέσω Blueprint Visual Scripting.
	ΔΙΔΑΚΤΙΚΕΣ ΕΝΟΤΗΤΕΣ



	ΕΝΟΤΗΤΑ 4
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	4. Δημιουργία ρεαλιστικού περιβάλλοντος
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