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TAYTOTHTA TITYXIAKHX

Anuiovpyia YyneiakoL TTaXVvISIoL eKBEUATOC KAl £€€PELYVNONG, TTPWTOL TTPOTWTTOL.

YXeSIAOUOG Kal Snuiovpyia 3D ypagIikwy, OXeSIACTIKN KAl YOAPIOTIKN ETTIMEAEI XAPAKTNEWY, TTEQIRAAANOVTOG,
Kal animation. KOpIog oTOX0G €ival n apnynon peca aro 1o design kal To animation.

To €i60G cival pavtaciag, pye B¢ua TNy TTaAaiovroAoyia. O TTaixTNG KaAEiTal va TepinynBei yécoa atmmo TNV I0TO-
pia VO xapakTNPwV TToL ovoav oTnv 'n 3,5 SiIcekaTopLPPIA XEPOVIA TTPIV. H I0TOPIA TTEQICTPEPETAI YOO W
aATTO TOLG SVO KLPIOLS NEWES, SVO e€YNIVA TTAOOUATA TA OTTOIA BEEBNKAY PLOTNPIWOWGS CTNV veapn 'n
TepitToL 3,5 SicekaToppLPIA XEOVIA TTPIV. MECA ATTO YEYOVOTA TTOL £EEAICCOVTAI ATTO TNV OTIYMIN TTOL CLVA-
VTIOLVTAI, BAETTOLUE TO TTAG O SVO NPWES cLVEPYALOVTAI ETOI WOTE VA ETTIRIOCOLY OTO TTAPAEEVO, OKANPO
ALTO TEPIRAANOY, TI KATAPEPVOLY, TTWC VIWOOLY, KAl TTWGS N idia N ' aAAadel.



TAYTOTHTA NMAIXNIAIOY

Eibog: EkBeuaq, interactive, e€gpedvnong, TTOWTOL TTPOCWTTOL
YTOA: PeTpO, low poly, eumvevopévo ammo ypagika PS1
HAIkiakn opada: 13+

FAwooa: AYYAIKG

MAaTpopua: PC



LYNOWH

BpoiokopaoTe 3,5 SI0eKATOUULPIA XPOVIA OTO TTAPEABOV. ADO £€YNIVA TTAACUATA PPICKOLY TOLG €ALTOVG
TOLG OTNV veapPN ', YETETTEITA TNG CLYKPOLONG pE Tov TTAavNTN Gcia. O Eugene kai n Oxy eival Ta Vo avTiOe-
TAQ AKEQA €T TTPOCWTTIKOTNTAG, TTRETTEI OPWGS VA CLVEQYAOTOLY KAl VA OTABOLY O £€vAG OTO TTAELPO TOL AAAOL
ETO1 OTE VA EMIRIOCOLY O ALTO TO AAAOKOTO, OKANEO TTEQLIRAAAOV.

Y€ ALTO TO TTAIXVIbI, O TTAIKTNG £XEl TOV POAO TOL CITINAOL KAl AOPATOL TTAPATNENTA, KAl Ol TTRAEELIC TOL Sev
€TTNEEACOLYV TA YEYOVOTA TTOL CLPPAIVOLY YOPW TOL. BAETTEI TO TTWG N OXEON TWV XAPAKTNPWY £€EANiICTETAI
MECQA OTOV XPOVO, KAl AVAKAAUTITEl TO TTG epolale n I'n TTpiv atmo SICEKATOUMLPEIA XPOVIA. IKOTTOG €ival va Ka-
TAAQREl TNV I0TOPIA pEca atmo To TTEPIRAAAOV Kal TO visual design, kKaBwg kal va pabel KAt KavovpIio yia TNV
IOTOPIA TOL TTAAVATN PAG PECA ATTO TNG TTANPOPOPIES TTOL BA AVTIKPICEL.



KEPAAAIO 1

EIKALTIKOL IXEAIAIMOL



1.1. ENIPPOEL

O1 500 XAPAKTNPEES TTPOVTINEXAV TIG I6€AC TOL TTAIXVISIOL. Eival KLPIWG EUTTVELOPEVOI ATTO SVO
TTAAQIOANIBIKG {oa: TOLG AUPOVITEG YIa ToV Eugene kai Ta 1Ic01Toda yia Tnv Oxy, aAAd €TTioNng

KAl GAAOLG XAPAKTNPES ATTO PIVTEOTTAIXVISIA KAI CEIPEC KIVOLUEVWYV OXESIV. Mia ueyaAn TTNyn
EUTTVELONG ETTI ALTOV TOV TOUEQ NTAV XAPAKTNEEG TNG CeIPAg Pokemon.







Ta TePIBAAAOVTA TOL TTAIXVISIOU €iXaV TTOAAEC SIAPOPETIKES ETTIPPOES. APXIKA, Eekivnoa aTtd To OTI N aloONnTikA ©a €ixe we Paon
TNV TTPOICTOPIKN TTEQIOS0, OTTOTE EUTTVELOTNKA ATTO EIKACTIKEC BewPIEC TOL TTWC £polade N N HECT OTOLC AIWVEG, UE EUPacn
TOV MPwTolwIKO alwva. EummveboTNKa TTiong atmo SIAPOOA VTIOKIUAVTEQ, HE TO TTIO AflOCNUEITO Va gival To «First Lifen Tou NTél-
BIVT ATEVUTTOPO.

EmnpedoTnka emmiong amo SIapopa RIVIEOTTAIXVISIA, HOVTEQVA AAAA KAl TTAAIG-KAQCOIKA, AOYW TOL GTLA TO OTTOIO €iXQ OTO PLA-
AO OV YIa TNV OXeSIATTIKN ATTOWN TOL TTAIXVISIOU.

NrokiuavTéo «First Lifen, uadi ue QAAEC EIKAOTIKES ETTIOLOEG.



EMPPOEL NMEPIBAAAONTOL ATO BINTEOTAIXNIAIA

MepiBaArovTa ammo 1o mapakaTte maixvisia: «(Ratchet and Clank: A Crack In Timey (2009), «Journey» (2012), «Yume Nikki: Dream Diary» (2018), «No
Man'’s Sky» (2016).



EMPPOEL 2TYA AMNO BINTEOITAIXNIAIA

MepiBaAAovTa ammo 1o TapakaTw maixvidia: «Akuji The Heartlessy (1998), «MediEviy (1998), «(Pandemonium 2» (1997), «Animal Crossing» (2001), «The
Legend Of Zelda: Ocarina Of Timey (1998).



EMIPPOEX AOTOTYTIOY
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PlayStation
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'“Fr';fg TIME

THE ORIGINAL MOVIE

AOYOTUTTQ QTTO TO TTAPAKATW TTaIXViSia-Taivieg: «Medieviby (1998), «Ark Of Timen (1997), «The Land Before Timey (1998) , «Tomb Raiden (1996),
«Raymany (1995), «Crash Bandicooty (1996).



1. 2. XXEAIAIMOY XAPAKTHPQN

H eikaoTikn Topooeyyion EeKivnNoe PE TOLC XAPAKTNEES. IXeSiaoa TOLS SVO XAPAKTNEES KAl TTPOOXESIAKA £TCT WOTE VA £XW MIA
YEVIKN EIKOVA TV design Kal TV XAPAKTNPIOTIKWY TOLG, KABWGS KAl TO TS Eival N aioBnTIKA TOLS WOTE va Taipialovy padi.
Yotepa, Snuiovpynoa model sheets Tou Toug deixvouv oe 3 SIAPOPETIKES TTAELPES, TO OTTOIO €ival ATTAEAITNTO YIA TNV SNUIOLE-
Yia TV TPICSIACTATWY POVTEAWY TOLC.

O1 XapakTNEES kKal Ta model sheets oxediaoTnkayv oTo ‘?. .
Clip Studio Paint. Q‘A;f{ga CHARACTER SHEET:
| ," EUGENE & OXY

,( ) (rough reference)

N—
N o "7
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XPOQMATIKEX MAAETEL

Eugene

Oxy




Eugene model sheet






1. 3. CONCEPT ART

Még TOLG XOPAKTNPES ETOINOLG, APXIoA va oxedlalw To concept art TV TEPIBAANOVTWY TOL TTAIXVISIOL. Eixa OTO HLAAO POL
3-4 mmioTeg, kal Eekivnoa pe 1o va oxedialw 1o BEua, TNV aloONTIK, KAl TO TTEPIEXOUEVO TNG KABE TTioTag. Ta concept auta oxedi-
AOTNKAV OTO XEPI KAl PETA TTEQLACTNKAY OTOV LTTOAOYIOTH.

YOVOAIKA oxediaoa To TTAAVO YIa TNG 3 KOPIEC TTIOTEC TTOL OXESIAOTNKAY OTO Blender. H 4n moTa apyoTtepa TTPOCOETIKE WG
(UTTOVOLG) KAl OXESIAOTNKE KATELBIAV OTO Unity.

i
[he  btach
Habagen s 21 fugene and Ony
EY o thiny chey e
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W Soends”

LEVEL 1: The Beach LEVEL 2: The Cave LEVEL 3: Underwater



YTO UEPOG TOL concept cuuTTePIAAPPAV® Kal Ta storyboards TTov SnuIoLEYNCA Yia Ta 3 animation cutscenes TTov Ba dnui-
oLPYOLO T APYOTEPA Yia KABe TTioTa. Ta storyboard oxebiaotnkayv oto Clip Studio Paint.

Lorg shot of dhe islam O/‘l’ wales W, looks  anmund

Scene: Scene:

Storyboard 1
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1. 4. IXEAIAIMOY AOTOTYTNOY

O TiTAOG TOUL TTaIXVISIOL ovouadletal «Primordial Edeny, SnAaén, Apxaia Edeu. O SV0 xapakTREeg BuuIlovy TNV ICTOPIA TOL
ASau kal TNS Evag, ol otroiol ATav oI TEWTOI SVO avEBwTTolI oTNV 'N. ETol oI 00 AavTIKATOTITEICOLY ALTAYV TNV ICTOPIA PYE TOLG

SIKOLG TOLG POAOLG.

‘ExovTtag Nén pia €ikOva OTO PLAAO POUL YIA TO AOYOTLTTO, HECA ATTO TIG TTNYES ATTO TIG OTTOIEC EUTTVELOTNKA, EEKivNOa UE TO VA
TEOTAPW SIAPOPES YPAUUATOTEIRES KAl OTLA TITAGV.

PRIMORDIAL PRIMOR DIAL
EDEN EDEN

PRIMORDIAL PRIMORDIAL
EDEN EDEN

PRIMORDIAL  prIMORDIAL

EDEN EDEN
PRIMORDIAL

EDEN



KatéAnéa otnv ypauuatooeipad «Perpetual Titling MTy, oTOUA bold. Ao eme€epydoTNKA TA HEYEON YPAUUATWY, OTNAWY, KATT.,
epTIaéa Eva TPooxedIo YIA VA Eipal giyovpn TTWGS N YPAUMATOOEIRG 6a AETOLPYOLOE E TNV I6EQ POV, KAI UETEPEOPA TO KEIUEVO
atmo 10 Adobe lllustrator oto Adobe Photoshop yia Tnv TeAikr oxediaon.

PRIMORDIAL
EDEN




PRIMORDIAL

IXESIQ0UOG KAl TEOT AOYOTOTTOL



TEAIKO AOyOTLTTO



KEPAAAIO 2

TPIZAIALTATOL IXEAIAIMOL



2.1. MODELLING XAPAKTHPQN

O1 VL0 XapPaKTNEES dnuIcLPYNBNKayv oTo Blender, OTTIWG KAl TA TTEPICCOTEPA TEICEIACTATA PUOVTEAQ TOL TTAIXVISIOV. TO XTICIUO
TV XAPAKTNEWYV EYIVE XPNOIUOTIOIVTAG Ta model sheets TTov Snuiobpynoa oTo TPONYOLHEVO OTASIO, KABWGS KAl TO mirror
modifier Tov TTPOYPAUPATOG.

Modeling  Sculpting UV Editing  Texture Paint  Shading  Animation Rendering Compositing  Geometry Nodes &t ﬂ View Select Add Mesh Vertex Edge Face UV I& Global ~ 6)\, @ i v N
sct 12 Global ~ v @l 0 N RO select Box ~

v |/ Dragi| Select Box ~

. 14 04 4 P ré b v Marker ® - |c«eacd Ppré



EqpOCOV TEAEIDOA PE TO XTICIUO TGV POVTEAWYV, TTpoxwenoda oe UV unwrapping, kai texture painting. MNa va gival n moiotnta
ALOEVTIKN HE TO PETEO PST OTLUA TO OTTOIO NBEAA VA TTPOCEYYIOW, OAA Ta textures SnuiovLPYNONKAV PE TO PEYEBOC 265 X 265.

Ma Ta TPOCWTTA TV XAPAKTNPWY SNUIOLPYNBNKAYV TTEPICCOTEPA fextures, ETol WoTe va aAAAloLV Ol EKPPATEIC TOLS OTA
animation.

\chris\OneDrive\Ymohoyiotc\UNI PROJECTS\H SEMESTER\THESIS\BLENDER\CHARACTERS\oxy.blend]
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Textures xapaktnpwv padi ue SI0POPES EKPOATEIG




2.2. YKEAETOX KAI ANIMATION

OI XapaKTNPEG PMOL Eival TTAEOV ETOIPOI YIa animation g auTo To oTAdI0. EpOCOV NBEAa va XpNTIUOTIOINCW animations atmmo
TO Mixamo, TOLG TTEPACA PECA ATTO TO TIPOYPAUMA ETO1 WOTE VA PYOLY CWOTA Ol OKEAETOI. ME PEPQIKN eTTeEepyaaia kal weight
painting oI OKEAETOI AeITOLPYOLC AV OTTWG TTPETTEI, KAI TTPOXWPENOA OTOV va dnuiovbpynow animation library.

f— O — O — P — O —— e —— —— e — e g e

5 10 a5 20 25 30 35 40 45 50 55 60 65 70 ) K
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2.3. MODELLING TEPIBAAONTOY

TO TTIO HEYAAO KAl I0WG SLOKOAO KOPUATI TOL Modelling NTav avTo TV TTEPIRAAOVTWV/TIOTWYV. EyIVAOV AOKETEG PEAETEG KAl
TTOOOTTABOEIEG TTAICOVTAG PE TA PEYEDN, TIC POPUES KA TIG XPWUATIKES TTAAETEG. H iS1a pon yIa TOLG XAPAKTNPEEG AKOAOLONGCE KAl
Yl TO XTiIOIWO TOL KABe TTEPIPAANOVTOG (modelling> UV unwrapping > texturing). Xpnoiuotmoin®nkav modifiers kal nodes yia
va SNUIOLEPYNBOLV PE PEYAADTEPN AKPIREIQ OTOIXEIA OTTGG N BAAACCa al Ta Pouva.

Ale Edit Render Window Help Layout Modeling  Sculpting UV Editing  Texture Paint  Shading  Animation  Rendering  Compositing  Geometry Nodes  Scripting  + &5~ Scene . * &y viewlayer
~ ‘W ObjectMode v View Select Add Object Iy Giobal v P~ @l BN e X @ 70000 - =y @. O
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2.4. MODELLING AAAQN XTOIXEIQN

AKOAOLONGCE N SNUIOLEYIA AANWY, PIKOOTEQWYV OTOIXEIWV KAl AVTIKEIUEVGV TA OTTOIA BA TOTTOBETOLTAV O€ KABE ToTA. OGS
KaI TTaparavw, N idia por) yia ToLg XAPAKTAPES KAl TA TTEQIRAAANOVTA AKOAOLONCE KAl YIA TO XTICIUO TOL KABE AVTIKEIUEVOL
(modelling> UV unwrapping > texturing).
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KEPAAAIO 3

GAME BUILD



3.1. META©®OPA AINO BLENDER XE UNITY

Me Ta TTepIcCOTEQQ assets yia To TTaixvidl ETOIUa, ATAV WPEA VA PETAPEQ® TA TPICSIACTATA POVTEAD OTO engine Tou Unity €101
WOTE va EEKIVAOW VA PTIAXV® TO TTalxVidl. To TTp@TO TTPAYUA TTOL NBEAT VA KAV® NTAV VA TEAEIOTTOINCW TNV PETEO AICONTIKN
TOL TTAIKVISIOL, APOL TO VA €ival TA POVTEAA low poly Sev NTav apkeTO. ALTO £yive pe TNV PonBeia evog PSX shader kaBwg kai
evog render texture 1ToL £pTIAfa, TO OTTOIO PTTAIVEl OTNV KAWEPA YIA VA «MEEAIATEN TIC avaAoyieg TG 0BovNG.

Object Component V

» oo 9 (& e e (D) ¥ PSXshader Static v
B Game i = Hierarchy @ Inspector i Tag Untaggad - Layer Dafau[t -
HEEEEEER - -~ -
= TR LvLIE v M Transform @ 3 i
e » ) SCENE1
; EIRESHIYRR Position X -4.590; Y 9.0812 Z 57.342;
) Portal
» D Trigger Rotation X0 e D i 0
) BGM (1)
£ PSX shader Scale UEEC 1 Y 1 Z 1
v B v PSX Shader Manager (Script) @ 3 i
Script B PSXShaderManager 0]
Texture Warping
Texture Warping Fac 91
Texture Warping Mot Stable vl
Vertex Wobble

Vertex Grid Resolutic 100

Vertex Lighting

i Timeline . /:/ Use Retro Vertex Ligl
a B & € x ®6 Retro Lighting Normz 91
~ [EisetRscenes Retro Light Falloff St @ 0
Triangle Sorting
- Scene 1 BONUS LE.. CUTSCENE.. CUTSCENE.. CUTSCENE.. LOADY LOAD2 LOAD3 LOAD4 Lve LvLz LvL3 Tl‘lal‘lgle SOI‘I: MDdE off -

@ @ Depth Debug View
MAINMEN... TESTING g

5 e

PSX shader pvbuiceic



-

= Hierarchy @ Inspector =

PS1 (Render Texture) 7 Ll
Open
Dimension 2D v
Size 640 X 360
Anti-aliasing None v
Enable Compatible F v
Color Format R8GBBBAS_UNORM v
Depth Stencil Forma' D32_SFLOAT_S8_UINT v

Enable Mip Maps v
Auto generate Mip M v
Dynamic Scaling v

Wrap Mode Repeat v

Filter Mode Point v

Aniso Level ¢ 0

Q RenderTextures with depth must have an Aniso Level of
0.

Shadow Sampling M Compare Depths v

PS1 render texture kai epapuoyn



Y€ QLTO TO onNEio emmiong £PTIAEA TNV TEAELTAIA PTTOVOLG TTIOTA KATELOEIAY Yeoa oTo Unity, kal TPOCBeca TA TEAELTAIA, TTAPA-
TTAVG OTOIXEIQ KAl €PE OTIC TIOONYOVLUEVEG TTIOTEG. XPNOIUOTTOINCA KLPIWG particle emitters yia va dnuiovpynow RPpoxn, akTi-
VEC PWTOG, POVOKEG, KATT.

—— ; . - B onob =N Em I
NUS LEVEL - Wind ac, Linux - Unity Personal -
i = Hierarchy O Inspector
GameObject Component Window Help Qv 2 ¢ % ¢+ @ mv Q- @ v Particle System
@ ’ “ N y' - Tag Untagged -
A Transform
. [ L
Animator @@ Game I Position X 74.4
H‘} - }-:h = I"""H'l - Rotation X -10€
Gl Scale ® X 174

%  Particle System

« Particle System

Pause Restart Stop Duration 5
Looping =2
Playback Speed 1.00 Prewarm
Playback Time 6.60 Start Delay (1]
Particles 50 Start Lifetime 5
Start Speed 0
Speed Range 0.1-08 3D Start Size ~
Simulate Layers Nothing v X1 Y 20
+ Resimulate 3D Start Rotation e
X 0 Yo
Show Bounds o 360
Show Only Selected Flip Rotation 0
g ; StartColr —
- ° Gravity Modifier 0
a Z & € * 6 smulation Space Local
Simulation Speed i
Delta Time Scaled
Scaling Mode Local
Play On Awake* &7
Emitter Velocity Mode | Rigidbady
Max Particles 1000
CUTSCENE.. GUTSCENE LOAD1 LoAD2 LOAD3 LOADA4 LvL LvL2 LvL3 i
Stop Action None
Culling Mode Automatic
Ring Buffer Mode Disabled
~ Emission
= P cavepaint
I <Persp D crystals
@ crystals 3
& crystals 4
@ crystals.001
Console i Timeline (@ crystals.002
0 Cube.003
a Particles 0 Cube.004
Cube.005
Pause Restart Sto @
als + Assets > Scenes L P & Cube.006
| Playback Speed  1.00 P Cube.007
> Playback Time 5.01 0 Cube.008
s Particles 793 £ clibe00n
SR e @ Cube.010
pEStidy = () Cube.011
Simulate Layers  |Nothing = @ Cube.012
v Resimulate P Cube.013
: Scene 1 BONUS LE.. CUTSCENE.. CUTSCENE.. CUTSCENE.. LOADI LOAD2 LOAD3 Show Bounds cospnerecnl
ranimators oW oniil=blattan & Plane
-~ P Plane.001

E o & Empty
a 7 & € K* #6 2 Empty.001
) FLOOR
@ Light
e-Effect D ocean floor (1)
 WALL1
MAINMEN... TESTING P Rain
7 Particle Syste

arKit CUTSCENE.. CUTSCENE LOAD1 LOAD2 LOAD3 LOADA LvL1 LvL2 LvL3 ) Plane
@ Invisiblewall

- @ Invisiblewall (3)
D Invisiblewall (4)



3.2. Ul KAl MECHANICS

To mraikviél eival TpwToL TTPocWToL (first person) OTTWG AvePEePA TTAPATTAVE, OTTOTE TO TTPWTO TTEAYHA TTOL £PTIAEA YIa TOV
KOPIO UNXAVIOUO TOL TTAIXVISIOL gival eva atrAo first-person conftroller. O maixTng pmmopei va PeTakivniei TTaviov peca oTnv Kabe
TTOTA, VA KOITAEEI YOPW YOO XPNCIUOTIOIVTAC TNV KAPEPA, KAl va TTNENEE!.

" -* 3
ST © O Layers -~ oo | & ¥ Character Controller o
s Game i EHierarchy @ Inspector Slope Limit 45
| [N I I 0 I N I N ) . recpiyer - st Step Offset 0.3
T Tag Player v Layer Default | Skin Width 0.99
v A Transform e Min Move Distance (.001
Position 0 -7.74 Byl 2.00 AN Center o ) i 1 D
Rotation [ ¥ 365.47|Z |
Scale &0 X1 il 1 2 1 Radius 0.49
T & Height 1255
Bk 1 v B v SC_FPS Controller (Script) [2 I
Drag 0
Angular Drag 0.05 Script B SC_FPSController O]
I“’;;G'a“"?f 2 Walking Speed 75
s Kinematic
imeoate  Nommmn  RunningSpeed 1.5
Collision Detection | Centinuous | Jump Speed 8
: IE':‘::stlalnts Gravity 20
Player Camera miMain Camera (Camera) 0}
v W v Character Controller (]
: Look Speed 2
Slope Limit 45
H Timeline a: Step Offset 0.3 Look X Limit 45
a ke x H Skin Width 0.99 .
~ Assets > Scenes Min Move Distance 0.001 v ﬁ + Box Collider e i
Center X 0 e 1 G +
e g Edit Collider P
Heigh ;
- il e Is Trigger
o Scene1  BONUSLE.. CUTSCENE.. CUTSCENE.. CUTSCENE.. LOADI LOAD2 LOAD3 LOAD4 LvL1 LvL2 LvL3 v B v SC_FPS Controller (Script) 2 Material None (Physic Material) (0]
Script B SC_FPSController

WAIkIngSpeed = Center X 0 YO0 7 ]
Running Speed 115 Size X1 i 1 Z1
Jump Speed :

MAINMEN... TESTING Gravity 20

I~ — Look Speed 2 4
e

First person controller pvbuiceig



O 5e0TELOC KLPIOG PNXAVIOHOC TOL TTAIXVISIOL gival éva cboTNua tooltip, To otroio epapuoleTal oe SIAPOPEA AVTIKEIUEVA TNG
mioTag. O TTAKTNG PTTOEEI VA £0TIACE TNV KAPEOPA TTAVE OTA AVTIKEIUEVA KAl €va JIKPO KEIPEVO eugavileTal, SivovTag TTANPOPo-
PIEC YIO TO AQVTIKEIUEVO OTOV TTAIKTN. H YpoAUUATOOEI0A TTOL XPNOIUOTTOINBNKE eival N Acme Regular.

-_— —
Snail shells v v Simple Tooltip (Script) @ @
- Snails first appeared during the ol SimpleTooltip w
late Cambrian Period. Simple Tooltip Style = Dark (Simple Tooltip Style) @
- By the end of the Cambrian, Info Left
gastropods were abundant and @Snail shells® =
diverse, and they continue to be so [
up tothepresent day. - Snails first appeared during the late Cambrian ol
Info Right
v §# v Box Collider 0@
Edit Collider P
Is Trigger
The Moo Material None (Physic Material) ®
- Formed around 4.5 billion;rt.ears Center X 0.030t Y 0.0124 Z 0.0149
Q7 ou after the Earth Sy Size X 0.1622 Y 0.1922 Z 0.0565
- The giant-impact theory .
proposes thata coILision between =
the Earth and another small
planet called Thea left debris that Main SE“'“QE
ety oy Font Asset [E|Acme-Regular SDF (TMP_F ©
o Material Preset Acme-Regular SDF Material -

Font Style B | U S ab AB SC




AANNOG £VAC UNXAVICUOG TOL TTaIXVISIoL eival Ta portals (TTOAES), TIC otToieg TTANCIadel O TTAiXTNG. MATVTAG TO «E)Y OTO TTANKTPO-
AOYIO, TOV HETAMEPEI OTNV ETTOUEVN TTIOTA. ALTOG O PNXAVIOUOG S0LAELEI e Eva script level loader, TO OTToI0 POPTWVEI TNV ETTO-
HEVN TTIOTA OTNV OelPd ToL build ToL TTAIXVISIOL.

i = Hierarchy @ Inspector
= - — -
O B (9] [% ¥ ® WO & . pona * B Scene Loader (Script) e i
-
y @ Tag Untagged ~ Layer Defaul
- 5
oy Script B Sceneloader O]
4 Position X -11.92 Y 4.4
o Rotation X 0 Yo MNew Level CUTSCENE 2
P Scale ® X1 1
v % Particle Systam Ui Element @ Text (TMP) =
Open|
Portal
» 9 -— Particles ‘
e Pause Restart Stop Duration 5
Looping =
Playback Speed  1.00 Prewarm -
g Playback Time  17.81 Start Delay o
Particles 15 Start Lifetime §
Start Speed 0
Speed Range 0.0-0.0 3D Start Size
Simulate Layers  [Nothing ~  Start Size 9 10
¥ Resimulate iDUS(ar[ Rotation " ; =
Show Bounds Flip Rotation 0
Show Only Selected Start Coler I
@ i  Oravity Modifier 0
Simulation Space Local
£ B B # * M6 sinuation speed 1
> Scenes Delta Time Scaled
Scaling Mode Local
Play On Awake* &z
Emitter Velocity Mode [Rigidbody
Max Particles 1000
Auto Random Seed ~
ene 1 BONUS LE.. CUTSCENE.. CUTSCENE.. CUTSCENE.. LOAD1 LOAD2 LOAD3 LOADA vt L2 LvL3 Stop Action None
Culling Mode Automatic

I Rir\g Buffer Mode Disabled
- £  Emission




LOADING SCREENS

w1 ¥ 16:9 Aspect v Scale ® 1x

w1 ¥ 16:9 Aspect v Scale ® 1x

LI |

Play Maximized~

i1 ¥ 16:9 Aspect

i1 ¥ 16:9 Aspect

L |

LN | |



LYXTHMA MENOY

v =] v Image @
Source Image [s]UISprite O]
Color I
WEIGHE] None (Material) ®
Raycast Target v

# Raycast Padding
Maskable v
Image Type Sliced ¥

Fill Center v

Pixels Per Unit Mu 1

v @ v Button e ¢
Interactable v
Transition ColorTint ~ ~
Target Graphic sl StartButton (Image) O]
Normal Color N -
Highlighted Color [ TG

Pressed Color

b
selected Color | NN
Disabled color || TG

Color Multiplier @ 1
Fade Duration 0.1

Navigation Adtomatic v

On Click ()

BMainmer @

+ -




3.3. AHMIOYPTIA CUTSCENES

Ma Ta animations oL €TOINACA TTAPATTIAVW OTOLS SVO XAPAKTAPES, AVTIOTOIXOLY 3 cufscenes TToL NBeEAa va PTIALwW, KAl yIa
TQ OTTOIa £PTIAa OTOPLUTTOPVT TTAPATTAV®. Ekava duplicate TIg 3 kOpIeg TTioTEC Pov, ERyaia To first person controller, kai
epTiaa eva timeline yia Tnv kaBe oknvr). Me avTo TO timeline euPLXWOoa TOLS XAPAKTNPES KAI TNV KAUEQTD ETCI WOTE VA SnuI-
OLPYNOW cutscenes.

OCP~ & ® | | I | W O Layers v L
i Scene ¥ Animator am Game i = Hierarchy O Inspector

| . | EE - = O (m (¢ % &S My Gy +- ~
o v & CUTSCENE_1
I » (3 SCENE1
| » @ eugene_nobones
| » @ oxy_nobones
» £ Main Camera
) EventSystem
0 PSX shader
£ Timeline

) BGM (1)

I Project B Console Ed Timeline a i
Preview M4 |4 P Pl »M [B] 2260 * [ Scene 1_retake (Timeline) <]
+ M ‘ " m ' |[3I EI B B ) |:?OID\ LRI i ‘Eunlou Lol Igunlou LI B |1|2Inuol R B |1-5I0|0I LI B ‘ISPPI [N B ‘2\1IG|OI' ol |2|4IO-DI DL |2|7lnn\ N B B |3|D\0\0I LI B B ‘:;\a\nuol [N B ‘:;\EI

* Markers ®
> |4 »eugene_nobones (Anin® @ * o = mixamo.com T T T mamocom | mixamoe. e mixami.b -
A »Cube.001 (Animatc @ = . @ * o= i + * ++ ++ ++ ++ * * ++ H’ * ++
b
>l *oxy_nobones (Animato @ @ I o= | mixamo.com HA mixamo.com mixamo.com o0 N mix/|. mix..k 50
A »oxy head (Animator ® . @® + o @ i + *+ * ++ Hr ++ ++ ++ ++ ++ ++ ++
- - - - - - -
A »Main Camera (Anim@ = “. @ * o= Recorded Recorded (.. Reco. Re.. Recorded.. Re.. Recorded (9) Recorded (14) Recorded (24) po
|@, Recorder Track I o=t RecorderClip -

- —  ; __F



Ta animations Tov £PTIAEA YIA TOLG XAPAKTAPES OTO MIXAMO XPNOIWOTIOINONKAV YIa TNV Snuiovpyia Twv cutscene, KaBWC Kal
Ta textures mou £pTiaa yia va aAAAloLV EKPPATEIS Ol XAPAKTNPES. ALTO ETTITELXONKE UE TO VA YiveTal animate To material Tov
TTOOOWTTOL OTO timeline.

©® OXY_EYES_CLOSED




3.4. IPOBAHMATA KAI AYXEIX

Katd TNV Snuiovpyia Tou TTaixVISIoL PENKA APKETA EUTTOSIA OTOV SQOUO UoL. Eva TTpAyua TToL BEAK va TOVIow eival TTwG TTPIV
NG dNuIoLPYIAG ALTOL TOL TTPOTIEKT, SeV €ixa AoXOANBEl TTOTE e TO game engine TNG Unity, 1 YeVIKA Ye TTOOYPAUMATA SNUI-
ovpyiag Rivreottaixvidicov. Ol YVWOEIG POL £0TIACOLY KLPIWG OTO KAANITEXVIKO KOUPATI Kal auToL ToL 3D modelling.

Mée auTO BEAW ETTIONG Va TOVIOW TG dev YVwPIilw KWoIKA. OAOI 01 KWEIKES TTOL XPNOIUOTIOINGA GTO TTAlXVidl, ATTO TOV IO
aATTAO £G TOV TTIO TTOAUTTAOKO, BpEBnkayv oTo S1IadikTuo Kal avTiypapnkay amo diapopa tutorials. To KopuAaT ToL KWSIKA NTav
OaAPWG KAl TO TMO SOCKOAO KOUPATI TNG SNUIOLEYIAG ALTOL TOL TTAIXVISIOV, EVa OGS TTOL XAIPOPAl TTOL EETTELATA.

Assets » Scripts

FadeCame.. LVLloader Mainmenu MenuCurs.. PlayerRay.. SC_FPSCo.. Sceneloa.. TimerLoad..

Scripts TTOL XENOIKOTTOINEGNKAY COTO TTAIXVISI



‘Eva amo 1a heyaALTEQA TTPORAAUATA TTOUL €iXa, ISIAITEQA TTEOG TO TEAOC TNG SNUIoLEYIAG TOL TTAIXVISIOL, NTAV TTWG £VA PEPOG
TOL animation &gv SoVAeLe OTO TEAIKO build TOL TTAIXVISIOV. HTAV HAANICTA KATI YIA TO OTT0IO eV ERPIOKA KABOAOL AVCEIC OTO
S1a8iKTLO, OTTOTE TO TTNEA ATTAVE POL VA YPAWW OTO PpOPOoLM TNG Unity. Evag xpNoTng HAANICTA £0TTELOE VA e PonBNnoel TTpIV
TENIKO KATAPEP® VA PPW TNV ALON POVN KOL, TNV OTToIa TTPOCOeCA OTNV SNUOCIELON YIA OTTOIOVONTTOTE TUXOV £XEl TO ISI0 TTPO-

BANUQ UE EUEVA OTO PEANOV.

like using a
on

Feb 2,2023 Report

christinapetper
sonal

Feb2,2023

Feb 2,2023 Edit Del Reply

u tried to force Unity to include the shader in the build? Perhaps a mis t's causing your

al to fail runtime.
You can do that in the Proje

i.e. try to include the shader used in that material for the eyes, make a new build and see if that helps.

EDIT: | figure solution/workaround. | ke > material slot and just
which I'm really happ

forth to crea
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least.
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KEPAAAIO 4

PRIMORDIAL EDEN



4.1. GAMEPLAY

MNapakaTw TTPOCHETW screenshots katevBiav armo To gameplay ToL TEAIKOL TTAIXVISIOU.










SMIDADING...






Trilobite fossils

- Some of the earliest known
arthropods, and they began
emerging during the early
Cambrian Period around 521
million years ago.

" - Went extinct shortly before the
~ end of the Permian period.




Crater impact

- Formed during the Hadean
period, when the Earth was
constantly bombarded by
meteorites from space and molten
rocks from the constantly
erupting volcanoes.

- Some of these impacts left their
mark on the surface of the planet
for centuries.



















..H-l'-

Crystals

- The formation of crystals began
about 3.4 billion years ago.

-They can grow in water that is
rich of dissolved minerals, but also
from molten rock or even
fumes.Under the influence of
temperature and pressure an
amazing range of crystal shapes
can be formed.






Food and water stashes

- Fruit began evolving during the
late Cretaceous period however,
around 125-100 million years ago.

- Due to their extraterrestrial
origins, Eugene and Oxy don't
need to eat or drink in order to
survive, but they found
themselves enjoying them
regardless.


















A t Hafic rocks

- They form through the
_ solidification of lava or magma
__ that has erupted to Earth's
surface.

- The term “mafic” is a combination
| of the words “magnesium- and
B “ferric”.

i

- Rocks such as these usually
. populate the seabed as seen here.




Charnla

-A genus of frond-like lifeforms \
with segmegted leaf-like ridges. It
rst Precambrtan fossil to

sonly1cm,up to
s of 66 cm in



; placel, areas where
:{Ime\ring apart.

ey have been hypot slzecl to
have been a significant factor to
starting abiogenesisand the
survival of primitive life, fostering
t‘he formation of pept;des and
protacells :













EXIT portal. In the early build of
the game | had an idea for "enter”
and "exit" portals to load between
levels. This method was discarded
for a more linnear approach using
a single portal.







. -' I"'“ .
3 ’_"'._:t'O main menu

-



4.2. TIPOQOHTIKO YAIKO

TEAOG, SNuIoLPYNCA TTPOWBNTIKO LAIKO YIA TO TTAIXVISI, TNV HoPPN apicwy, trailer kal gameplay footage. To trailer kal TO
gameplay footage Ba avépouv cuvToua oTo youtube kaTw amo 1o ovoua «Primordial Edeny.

A game by CHRISTINA PETRAKI

THE CALL OF THE EARTH BECKONS ALL
- CREATURES THAT ROAM IT




EMIAOIOL



[TIPOTPAMMATA YAOTOIHZHY

Blender

Unity

Mixamo

Adobe Photoshop

Clip Studio Paint



[MTHI'EY KAl CREDITS

MOY1IKH KAl HXHTIKA E®DE
Erokia, Samuel Francis Johnson, Steven O'Brien, LMCsounds, David Campbell

Pixabay (https://pixabay.com/)

UNITY ASSETS

PSX shader kit: Valerie Moza
Simple Tooltips: Norb
Skybox Series: AvionX

(https://assetstore.unity.com/)



EuxaploT TTOAL TOoV S1adIkTLAKO poL PiAo, David Campbell, yia Tnv cuvBeon evoc Ao Ta
LOLOIKA KOUPATIO TOL TTAIXVISIOL.

EuxapioTo TTOAD TOV €TTIRAETTGOV KABNYNTN, K. LIGKA ITTLPRISWY, YIa TNV €TTIRAEWN KAl
KaBobrynon avtng TNG TITUXIOKNG, KABWC KAl TOLS PoNBoLS KABNYNTES, KA. TPIREAANG
AauTToivn kKal K. Mapyapitn lewpyio.

Kal eLXaPIoTW €0AC YIA TNV TTPOCOXN KAl TOV XPOVO OAG.
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