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AHAQZH ZYITPADEA NTYXIAKHZ/AINAQMATIKHZ
EPFAZIAZ

O xatwO1 vroyeypapupuévog Nwkdiaog TTadvfoc tov Are&hvopov, pe aptlOud puntpwov 19674137 @oitntig TOov
[ovemompiov Avtikng Attikng mg Zyoic Epapposuévov Texyvov kot [ToMticpod tov Tunpoatog I'pagiotikng
kot Ontikng Emikowvoviog.

MOV vrtevBuva OTL:

«Eilpon ovyypaéac avtg g TTUYLOKNC/ OUA® LaTIKN G epyaciac kot 0Tt kKdbe Ponbeio v omoia €iya yioo v
TPOETOLHOCIO TG €lval TANPOEC avayvoplopévn Kol avaeepetal otny epyacia. Emiong, ot émoleg mnyég and T1g
omoieg £kava ypron 0E00UEVAV, 10E®MV N AECEV, elTe akpPPOG €iTE TAPAPPOUGUEVEC, AVOPEPOVTAL GTO GVUVOAO TOVG,
LE AN PN AVOPOPA GTOVG CLYYPAPELS, TOV EKOOTIKO 01KO 1 TO TEPLOOIKO, GUUTEPIAAUPOVOUEV®OV KAl TOV TNYDOV
OV EVOEYOUEVMG YpnotpomoOnkay and 1o dtadiktvo. Emiong, fefoarwdvm ot avt) N epyacia Exel cuyypagel and
LEVOL OTOKAELOTIKA KO OTOTEAEL TPOTIOV TVELUATIKNC 1010KTNGLAC TOGO S1KNG LoV, OGO Kot Tov Idpvuaroc.
[TapdPaocn ™G avotépom akadnUaikng Lov vfuvng amotelel ovoL®IN AOYO YO0 TNV AVAKANGT] TOV TTUYIOVL LOLY.

NikoAaoc NaAuPBog



AHAQZH ZYITPADEA NTYXIAKHZ/AINAQMATIKHZ
EPFAZIAZ

O xatwbt vroyeypoppévoc Anuntprog Neoyewpyng tov lwdvvn, pe apiBud untpoov 19674132 @oitntig Tov
[ovemompiov Avtikng Attikng mg Zyoic Epapposuévov Texyvov kot [ToMticpod tov Tunpoatog I'pagiotikng
kot Ontikng Emikowvoviog.

MOV vrtevBuva OTL:

«Eilpon ovyypaéac avtg g TTUYLOKNC/ OUA® LaTIKN G epyaciac kot 0Tt kKdbe Ponbeio v omoia €iya yioo v
TPOETOLHOCIO TG €lval TANPOEC avayvoplopévn Kol avaeepetal otny epyacia. Emiong, ot émoleg mnyég and T1g
omoieg £kava ypron 0E00UEVAV, 10E®MV N AECEV, elTe akpPPOG €iTE TAPAPPOUGUEVEC, AVOPEPOVTAL GTO GVUVOAO TOVG,
LE AN PN AVOPOPA GTOVG CLYYPAPELS, TOV EKOOTIKO 01KO 1 TO TEPLOOIKO, GUUTEPIAAUPOVOUEV®OV KAl TOV TNYDOV
OV EVOEYOUEVMG YpnotpomoOnkay and 1o dtadiktvo. Emiong, fefoarwdvm ot avt) N epyacia Exel cuyypagel and
LEVOL OTOKAELOTIKA KO OTOTEAEL TPOTIOV TVELUATIKNC 1010KTNGLAC TOGO S1KNG LoV, OGO Kot Tov Idpvuaroc.
[TapdPaocn ™G avotépom akadnUaikng Lov vfuvng amotelel ovoL®IN AOYO YO0 TNV AVAKANGT] TOV TTUYIOVL LOLY.
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IIeprexopeva

1)Elcaywyn
-Emtippoégg

-Tavtotnta Hayvidov
-Logline

-Tavtotnta IITuYaKRG
-Zovoyn

-Popeig YAomroinong
-Concept art

2)Tpagiotirn EmpéAra
-AoyoTtuTo

-UI (User Interface)
-T'pauuatocepeg

T~

3) Alwadiracia Anpioupyiag

-Incarnate

-World Map
-Battle Maps
-Character Designs
-Unity Process

4)Trailer
-Story Board
-Concepts
-TeAlkég LKNVEG
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1) EIZAT'QI'H

Emippoéc, Tavtotnta llatyvidiov, Logline, TavtoTnTa
| IITuyLakng, Zvvoun, Popeig YAomroinong, Concept art
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EITIPPOEX

OL eumvenoelg yla to mayvidt nrav ovyypova Bvteomalyvidia oTpaTnyLKigTa omoia
ovvoévalovy oTtpaTnyiKr,role playing kat eepevvnon avoIKTOU KOOUOUL matyvidia 0mwe
Pillars of Eternity, Spell Force, Total War Warhammer xat Darkest Dungeon.
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Darkest Dungeon Pillars of Eternity 2 Total War SpellForce 3

Deadfire Warhammer 3 Reforced




Tavutotnta IIawxvidiou

Eidog: Strategy, Role playing

game (RPG), Single Player, Open World.

LTUA: Gothic, Fantasy
HAwiaxn Ouada: 12+
Iwooa: AyyAlka

[TAatpopua: PC

N

Logline

Medieval fantasy single
player strategy game RPG..
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Tauvtotnta IItuxiaxng

To Mediebal PWarfare : World of War , eival €va turn based strategy, tactics RPG genre matyvid1ov
7O 071010 B KAveL xprion yotlkngaioOntiknic. AnAadn 6a vtapyeL Eva avoL(Tog KOGUOG

(Cwypadiopevocapa 2D) 6mov o maiytng, umopel va e€epevvael, fixed encounters a
‘ TomoBeTnBovveE UECA GTOV KOGUO Yl TNV TP0080 TNG loToplag. Méoa aToVv YApTN 0TaV
TIPOKVTTEL Udxn, To game Ba pmaivel o€ instance 0mov ano top down view, o xaptng da
ylvetal petadopa oe side view 2D animationcombat tomov final fantasy, 6mov o ka0e
Yapaxtipag 0a eAEyxeL Kal Evav aplOuo oTpatiwTtwy, 0To combat Ba KavovuE elcaywyn Kat

70 turn based strategy.

AnAadn n pdayn Ba etval onmacpevn o€ yupouc Kal o€ KaBe yupo 0 KABe YapaKTr pag, T0V
Ay TN KAl Twv ex0pwv Ba yovy Sikaiwpa oe pia kivnon amo eva o€t Kvnoewv. (O kabe
YAPAKTN PO Ba EXEL KIVGELC AVAAOYA TOV TL OTTAOL XPNOLUOTOLEL KAl OL OTPATIWTEC TOL Ba

EXOLV AVTIOTOLYO EEOTIALGUO).
9
zuvoyn
Ytov Koopo tng Vahl’Arya, moAeuoc kKaL Kataotpodr) daiveral va eivatl o Tpomog (wic.
HpOe n wpa yla pra aArayr] mov Ba €pbeL e dwTld Kat Pe poyaipt.
[Tapte TOV EAey)0 piagopadagnpwwy Kabwe kal apdpov oTpaTiwTwy yla
VO KATOKTNOETE eKTAGELS NG, TOVS £xOp0VUC oag, Kal va yiveTal o €vag
X TPAY LATIKOG Lovapxne. %
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7) O TTaikTNG UTTOPEI TTPOAIPETIKA VA TTAEI BopeioavaToAika

T~

Alwaypappa Pong

[TpoAoyog
10 Mépocg) O traikTng ¢ekivael voTia.
20 Mepog) Tutorial Battle
TeAog FpoAoyou.

Mpwrn MNpagn
30 Mépocg) O Traiktng kareuBuveTal AvaToAIKa
40 Mépog) MNoAiopkia Kaotpou
TeAog MNpwtng Tpacng

Agutepn MNpagn
5 Mépog) O Traiktng kareuBuvertal Bopeia.
6 MEpog) TeAeutaia INoAlopkia
TeAog AguTepnc MNpdenc

EmriAovoc (IpoaipeTikn EtriAoyn MNaiktn)

8) MNpoaipeTikn [NoAlopkia
TeAog [aixvidiou.
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Concept art

2KITOO JE MOAUI







Concept ITTToTn Concept mrepiBaAAovToC w




Concept Tou Xaptn
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( 2) I'pa@iotikn Erups)\sm

Aoyotumo, Ul (User Interface), 'pauuatocetpeg
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ryedrtaocuogKopakiov

Inspirations TeAlko oxESLo




Epeuva ypauaTOGELPWY KAL ATTOTTELPEC TTOL SEV
xpnoworoumonkav

DEVINE SWASH mxsm:ggg.oy‘rngﬁrm
MEDIEVAL WARFARE

World of Wars DWARVEND STORECRAFT
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['papuarooelpa yovo yia Ul xprjon, Snorkad
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[TIEDIEVAL WARFARE

WoRLD oF WARS
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Ul (User Internface)

LYESLAOUOG ELKOVISLWY YapaKTRpa

Ewkovidio mavw og xaptn ElKovi&Lo ToL TpWTAYWVLOTH TeAkd

i




W LXESLAOUOG ELKOVLIS LWV UAXNG
/ Attack Button Special Ability Button Flee Button
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HEALTH BAR
LA
ENERGY BAR
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( 3) Awadixkaoia Arnuoupytag

Incarnate, World Map, Battle Maps, Character Designs, Unity
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Incarnate

[1a TOV OXEDIATUO TWV XOPTWY TOU TTAIXVIOIOU XPNOIUOTToINONKE Eva TTPOYPAUMO TO OTT0I0
ovopadete Inkarnate. Eival €éva epyaAgio Pe TO OTTOIO O XPAOTNG UTTOPET va
dnuIoupyNoEl DIAPOPA £i0N XAPTWV.

Fantasy battlemaps Watercolor cities Fantasy regional

THE CITY
OF

R1vEREND




Etriong 1o inkarnate mrapéxel otov xpnotn pia geyaAn BiBAIOBAKN atrd assets Ta oTToia UTTopEi
va €ival atro OEVTIPA Kal TTETPEG, OTPATIWTAKIA - aVEPWTTOUG, NEYAAQ KTIpIa OTTWG TTOAATIO aAAG
KAl JUBIKA TTAGOMATA OTTWE OPAKOUG. OTTWC BAETTOUPE OTIC TTAPAKATW EIKOVEC QUTA €ival KATTOIA

aT1TO Ta TTOAAG assets Tou TTpoyPANUATOG.

H BiBAI0BAKN pe assets
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Aiagopa TotTToBeTnuEVa assets
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World Map

ration

Step 2: Scene Settings
Editing Resolution ®
Low (1K) Medium (2K) High (3K) Ultra (4K)

High-resolution editing requires a lot of RAM and video memory and may not work on every system. in
some cases it may lead to browser tab crashing and losing unsaved work. If this happens to you,
please use the recommended editing resolution of 2K.

Aspect Ratio ®
Landscape Portrait Ne[VEI( Custom
40 x 30 tiles 30 x 40 tiles 40 x 40 tiles Columns x Rows

Custom

Columns

16

Rows

PYLKA ylveTal n emAoyn TG avainong Kat Tov aspect \i

Create Map




Anpioupyia Tou €0AQOUG KAl UETA JTTOPOUE VO BAYWOUE TO
£00QOC PE textures TToU TTAPEXEI TO TTPOYPAU Q.
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Wlﬁw BAETTOUME TO TEAOC TOU PBAOCIKOU OXEDIOU TOU XAPTN w

ShowGrid & Export BN Shortcuts [ Hide Shortcut Bar () s

~ ~ otsoy Sx[Ellle = ¢P# 0 0o sm o Sofness: |1
Brush Options x

Bush Layer

o [ >

Texture (oo

el snmm—lm-s: m

E 7 (o) WS o@/ @ Ccatalog B

eoniine Notsvedyet 1 change 4K




2.Xediaon TNG TTEPIOXIC TTOU Ba CEKIVAOEI O TTAIXTNG OTTOU Eival TTAOUCIA O€
TTPACIVO Kal TTUKVA daon. Meta £yive n oxediaon TNG EPHMOU Kal TG
(OUYKAQG.
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2XE0IaoN TWV NPAIOTEIWY OTOV BopA, 0 BAATOC ME TIC
MEYAAEC OPOCEIPEG OTO KEVIPO TOU XAPTN KAl TEAOG TA
QTTOPOVWUEVO VNOi 0ToV BOoPd TO OTTOIO TO KUPIEUEI O TTAYOG
/ KAl TO XIUVL. |




TeAtkog xaptng
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Battle maps

Edw BAETTOUE TWV OXEDIOONO TwV battle maps dnAadr Toug XapTEC OTTOU Ba yivovtal
Ol Haxeg. H diadikaaia gival idla atTAQ TTPETTEI VA EXOUPE UTTOWN TNV OIA@OPA OTO
MEYEDOC TWV AVTIKEIMEVWY YIATI EIJACTE OE KOVTIVA] OTTO0TACN KOl TTRETTEI va OOBEI N
OWOTH AETTTOUEPEIA VIO VA Eival TTIOTIKO TO OKNVIKO.

XApTnc o€ aypo




XAPTNG OTO TTAAQTI

AN

r

apTNG MEOa O€ TTO

Vé

X




Character Design

OL YapaKTNPEGTOL Snuiovpyndnkav elvat EMNPEACUEVOLQITO TOV HEGAlWVA Kal
elval oyedlacpevol oto mpoypauua oyxediaongkryta.

Dominic (idle)
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Unity Process
Xaptng

0rm ek er i me S

1) E@appoyr) tou Xaptn o€ €va Unity scene.
=  2) E@pappoyn Tou TTOpTPETOU TOU

NTOUIVIK

& 3) 210V NTOpIVIK EQapuOloUpE

& 10 Components "RigidBody2D",
"CyrcleCollider2D" ka1 ypa@ouue Kai

N epappoloupue £va "PlayerController# Script" 1o
OTTOI0 ETTPETTIEI TNV Kivnon ue WASD.

€ PlayerController.cs

Assets > Scripts 2D > € PlayerController.cs

1 using system.Collections;

2  using System.Collections.Generic;
3 using UnityEngine;

4

s

6

7

public class PlayerController : MonoBehaviour {

public Rigidbody2D theRB;
S public float moveSpeed;
9
18 public static PlayerController instance;
11
) s kikd 417 public string areaTransitionName;
3 Ve M 13
s 4 14
b 15 // Use this for initialization
" : 1 16 void Start (){
/& M = (%] 17 if(instance == null)
18 {
19 instance = this;
pominic @ -
21 {
22 | Destroy(gameObject);
23 }
24 DontDestroyOnLoad(gameObject);
25 3}
26 // Update is called once per frame
27 void Update(){
28 | theRB.velocity = new Vector2{Input.GetAxisRaw("Horizontal™), Input.GetAxisRaw("Vertical®)) * moveSpeed;
29 1




Unity Process

v B ~ AreaExit (Script)

4 4 Script B AreaExit
4) Fpacpou ME KOl EQapUOlOUE Ta —— —
SC”ptS P|ayel’ Loader, Al'eaEntl’y, Area Transition Mame WorldToCastle
AreaExit Ta oT1Toia ETTITPETTOUV TNV .
2 - 2 v B v AreaEntry (Script) @ &+
xprion Colliders aT1ov Xa&pTn yia tnv . S -

LMETAPOPA TOU TTAIXTN OVANECO O€ Transition Name WorldToCastle
Scenes, Kabwg kal To Loading
Process o1a owoTa onuEia ToU

2 X ; g v B v Camera Controller (Script) o 3
Xaan oTav o nG'KmQ §£KIVG£| TO Script B CameraController @
Demo. Target 2. Dominic Map Border FINAL (Transform) (DontDes &

(Ta id1a scripts utTopouyv va
xpnoigotroinBouvkal 070 Start DemMO & e memamn aer o R
KOU UTTi VIO VO BAAOUV TOV TTaiXTnN OTO ‘ .
starting point).

Kai T€Aog €va CameraController#
Script To OTT0i0 KPATAEI TOV TTAIKTN
TTAVTQ OTO KEVTPO.




Zinvi Méyng

10 TO OKNVNKO PAXNG EXOUE 4 TTIO
ouvBeTa Scripts. To FighterAction
kai FighterStats Trou epappolovial o€
KGBE XOpaKTAPA OTO OKNVIKO. |
To AttackScript To o1Toio epappoleTal
o¢ Prefabs ta oTroia ¢opTwvouv T | _
‘animations Tou KABe XapakTrpa. 8 weleeprefad

® SpecialPrefab

- TéENog 1O GameControlI'er TO OTTOIO e None (Sprite)

OTTOQPAOICEI TTOI0U XAPAKTAPG Eival N

2elpayia miBeon.

To GameController aToxeUel TTAVIOTE
TOV TTIO GQUVANO XOPAKTNPa TNG
QVTITTAANG opadac.




MapaderyuaLayout Unity

® O lLayers v Layout ¥
2 i  #Scene @ Animation  » Animator i Bconsole @ Inspector 3 i

1 B 28 ¢ 0 x 3 | |Fceter| @localv] | il | (o= 1] %0 I R 2 6 @R

v % Favorites Assets > Scenes > Battle scenes =
Q, All Materials
Q, All Models

O, All Prefabs . i

v @@ Assets
» Im Animations&Slides assets. fieid battle...
» Im Imported Assets

3 InputActuions
M instance stuff
» Bm re-usables
v @ Scenes

v [& v sprite Renderer o
Sprite [«!frame0000 [}
Color I
Flip vl
Draw Mode
Mask Interaction d g
Sprite Sort Point Center v
Material ® Sprites-Default 0]

| v Additional Settings

Sorting Layer Player v

Order in Layer 2
¥ > v Animator o i

s
I Castle Roam
= World Map
B Scripts 2D
> mul
» Im Units.
» I Packages

Controller 2 DominicController ©
Avatar None (Avatar) ®
Apply Root Motion
Update Mode
Culling Mode

Cip Count: 3 : .
Q Curves Count: 3 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 3 (100.0%)

- " v B v Fighter Stats (Script) N
~‘E—Hleran:hy 2 i 4 g [ 4 { Script B FighterStats
+v awm & B | | Animator > DominicHero (Animator)
) field battle map - 2 4 3 ) |2 Health Fill  HeroHealthFill
= g (E:‘;z"'fsymm o Game i Magic Fill $ HeroEnergyFill
| @ Panel Stats for Each Fighter ‘
» 6D action menu ?F’ i "’W XY L " Heaith ” 100
v @ DominicHerolnfo ol - : 5
&P Dominicimage i : - e £ R Ning Magic 25
D) HeroHealthBack i g 3 a3 Melee 10
P HeroMagicBack ’ 1%, 3 2 Defense 10
QHP R peed
) Mana Pool Foal X 2 3 8
D HeroHealthFill d i Experience 0
> @ et ‘ - N —— Wi R () ol
» @ SpearHerolnfo ® . y D Script B FighterAction
> 8 SpearEnemy2info ; i gy Melee Prefab ® MeleePrefab
0 SpoarEnsmy Into, . ] 3y Special Prefab ® SpecialPrefab
» 60 HallberdEnemy . AR pecial Prefal ] pecial re. al
» & SpearEnemy2 X & g 3 Face lcon [ None (Sprite)
| e . d ak m e .
| © MeleePrefab > | i " Shader Sprites/Default ~ [E Ee
| 9 SpecialPrefab > Rl ——
» &) ArcherHero ! &
€ o i | AddComponent
» () SpearEnemy — v m—— = : — b

®@0e 60

[olilolol(o}
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2T0 TEAIKO aTTOTEAECHO O 6

DEMO xapakThpeg
TTAAEUOUV PEXPI OAOI Ol
XAPOAKTAPES TNG Mia ouadag
va givail ge health <= 0 6trou
TO script 101 Badlel 10

Animator Components va
aAAacel To keyframe Toug Ue
gva transparent png (Agv
AEITOUPYOUCE AV TOUG EKAVE
Unload 1eAgiwg) TO OTTOIO
Tou¢ O¢ivel 1o tag "Dead"
OTTOU TOUG KaBIoTA
QOPATOUG OTO
GameController. 210 TEAOC
NG paxng avaioya ue TToia
gival n NiknTpia opada
ep@aviceral éva VICTORY i
DEFEAT popup.




4) TRAILER

Story Board, Concepts, TeALKEG XKNVEG
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STpatoC Badilel o€ MESIASA.
Kdapepa akivitn

‘\\, |
l\\ \ /

Kdapepa cuts 0To X€pL TOU XOPAKTAPA TTOU KAVEL
veUuUa OToV OTPATo Tou ou Badilel
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O1 xapaktrpeg size by size, face close ups
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Kapepa cuts oTov KUPL0 XapakTrpa. (Dominic)

\ »

Kauepa cuts mow amo tov 6o Tou Dominic kal
(PAiVETAL 0 OTPATOC TOU AVTUTIAAOU.

Cut o€ 3/4 view TOu QVTITTAAOU. APRVEI TTOAEUIKN
Kpauyn




Cut otov Dominic, etoudletal yia pdyn pe tov avtuonolo  Cut os black

Fade in otov Dominic, mou éxel VIKAOEL TNV povopayia Cut kat Fade in oTo title screen.
Kal eToINAleTal va EKTEAETEL TOV QVTUTTAAO

MEDIEVAL WARFARE

Title screen logo fades in.




Concepts

Lx€810 Tov Dominic amo to trailer

Acmpouavpo Xwplig outlines Me outlines




TeAwko oy€dL0 o€
WITAE OOVTO




TeA1REQ ZRNVEG
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