IMANEHIXTHMIO AYTIKHE ATTIKHX

XXOAH EOPAPMOXMENQN TEXNQN

KAI HOAITIXMOY

TMHMA I'PA®IXTIKHYX KAI OIITIKHYE EINIKOIQNIAX

Iropexi/AwhopotikiEpyocio

Tithog epyaoiog

| Lost My Soul — ¥neuoxo IMoyyvion

Yvoyypoagéac/eig
YAKOYTHX OAYXIXIEAX

AM: 16033

Emprénov/ovca: ZITHPIAQN XIAKAX

AOfva, Maptiog 2024



UNIVERSITY OF WEST ATTICA
SCHOOL OF APPLIED ARTS
AND CULTURE

DEPARTMENT OF GRAPHIC DESIGN AND VISUAL
COMMUNITATION

DiplomaT hesis

Title

I Lost My Soul — Video Game

Studentname and surname:
SAKOUTIS ODYSSEAS

Registration Number: 16033

Supervisorname and surname:

SPYRIDON SIAKAS

Athens, March 2024



\)\‘4\\0 ATy %

5 ) 5. HANEMIZTHMIOAYTIKHZIATTIKHE
w . 2
Y Z EIXOAH

A TMHMA

Tithog gpyaociog
Méi E€etaoctikig Emrpomigovpnepriopfavopévov kot tov Evonynt

H mroyuocy/dumhopotikn epyacio eEgtdomke enttuydc and v katwdt Eéstaotikn Enitpomn:

Alw ONOMAENONYMO BAOMIAA/IAIOTHTA WYHOIAKHYNIOTPA®H
H Digitally signed by
SIAKAS SITY PIAQN AN, KAOHTHTHE S pyri do Soridon Siakas
. Date: 2024.04.05
n S la ka S 10:07:36 +03'00'
1 Digitally signed
MOYPH EAENH KA®HTHTPIA Eleni by Eloni Mour
. Date:2024.04.05
Mouri 10114250300
Digitally signed
METZHTAKOS PQESETOS AN.KAGHTHTHE Rossetos :AY ?O‘:SEtOS
etzitakos
Metzitakos pate: 2024.04.05
19:45:00 +03'00"




AHAQIH SYTTPADEA NTYXIAKHZ/AIMAOMATIKHE EPTAZIAZ

O xdatwd vroyeypappévog SAKOYTHE OAYZXEAY tov NIKOAAOY e apBud puncpdov
16033 @ounmig tov Ilavemomuiov Avtikic Attuciic g ZxoAic EGAPMOXMENQN
TEXNQON KAI TIIOAITIEMOY +tov Tupnfuatog TPA®GIZETIKHYE KAI OIITIKHZ
EITIKOINQNIAZ, dnAdve vrevfova Ot

«Eipor ovyypagéag avmg g mroakng/Omlopoatikig epyaciog kot 0t kabe Pondea tnv
omoia giyo Yo TV TPoeTOYWAGia TNG EIVAL TANPOG OVAYVOPIGUEVT] KAL AVOPEPETAL GTNV EPYACIQ.
Eniong, o1 6moteg myég amd Tic omoieg £kava yprion dedopivav, Wedv N AéEswv, gite akpiBdg
EITE TOPUPPACUEVES, AVAPEPOVTAL GTO CUVOAD TOVG, UE TANPT AVOPOPE GTOVS GLYYPUPEIS, TOV
€KO00TIKO 0ikO 1 TO TEPLOOIKD, CUUREPIAOUPAVOUEVOV Kol TOV YOV 71.:01) EVOEYOUEVMG
ypnoomotdnkayv ard to ddiktvo. Eriong, fefardve 6t avth 1 epyacia £xel cuyypagel ard
UEVO ATOKAEIGTIKA KOl ATOTEAEL TPOTOV TVELHOTIKNG WOIOKTNGIOG TOCO SKNG 1OV, 66O KOl TOL
[dpvpatog.

[Mapdapacn g aveoTtépo akadnuoikng pov gvbivng arotelel ovoudON Adyo Y TV avakAnon

TOV TTLUYIOV HOV.

O/H AnAdv/oboa.

=

* Ovoparendvopo/Isibtyta (Yroypogrh)

Yrowa YroypaeiEmprénovia

* Xe elapetinéG MEMIMTDOEIS KOl PETD aTO AITIOAOYNON KaL Epkpion Tov emiPlimovre, mpoflincrar
XPOVIKOG meplopiouds mpoofacns (embargo) 6-12 mijves. Zopv mepintwon avnj Oa npimer va
omoppayel  ynelakd o0/ sriPiEmwv/ovca  KeOnynTHc/Ipla, YA va yveoromoisi on  civar
evijuepouivos/yy Kor ovvarvel. Ot Aoyol Ypovikos arokAicuod mpocfacns TepLypapovral aveivtikd
onig molrtiiés tov LA. (oed. 6):

https://www.uniwa.gr/wp-
contentiuploads/2021/01/%CE%A0%CE%BF%CE%BBY%CE%BI%CF%84%CE%BI%CE%BA%CE%B5%CC%81%CF%82 %CE%92%CE%
B4%CF%81%CF%85%CE%BC%CE%B1%CF%84%CE%BI%CE%BA%CE%BF%CF%85%CC%381 _%CE%91%CF%80%CE%BFY%CE%B8
%CE%B5%CF%84%CE%B7%CF%81%CE%BI%CC%81%CE%BF%CF%85_final pdf).



Napouoioon Mtuylaknc Epyaociog
Yakoutnc Oduooeag

ErBAEN WY KaBnyntig: Zwakag 2mupidwv
BonBoti KaBnyntn: Aaumpwvi TptBéAAa, Mapyapitng FewpyLog



[MEPIEXOMENA

1. TavtotnNTA

2. Abnynuatiko mlaiolo
2.1 2uvoyn
2.2 Alaypappo. pong

3. EmppoEc

4. TpadploTIKOC oXEOLAOUOC
4.1 N\oyotumo
4.2 Ul

5.

6.

TplodlaotatoC oXeOLOOUOC
5.1 2xeOLOOOC XOPAKTNPWV
5.2 Assets

5.3 Renders

5.4 Unity

5.5 Sound design

5.6 Kwokac

BiBAoypadia



1.Tavtotnta



TitAoc: | Lost My Soul

Ocpa: Zxedlaopoc Yndlakou mayvidlov Tpopou Kat emiplwong
MPWTOU TIPOCWTIOU.

HALKLOKO YKpOUTT: 16+

/\OYLOULKO:

@ Unlty @blendef




2. AbnynuatTiko
nAalLoLo



2.1 2YNOWH.

Eva ayoptLailel to veo BuvteomalyvidLmou Bprike oto omiti tou. Tnv mpwtn $opa ToU XAVEL N
Juxn tou nayLtdeveToL 0To BLvteomalyvidL Kol HETA Ao YL OELPA AAAOKOTWY KATAOTACEWV
HeTadEPETAL Kol EKELVO 0TO OKOTELVO ACOC TOU TtalxvLdLou.

Mpémnel mMAEov va BpeL tnv Puxn Tou Kol TLG XL UEVES PUXEC AAAWY TTOULOLWV YLOL VO LTTOPETEL VOl
ETILOTPEYPEL OTOV KOOUO Tou {wvtavog. KivbuvolmapaduAdve pEca 0to §A0O0C Kl TO TTAALCLLOL TTIOU
ékAee tn Puxn tou dev Ba tnv mMapadwoeLTOCO EVKOAQL.

O maixtng eAEYXEL TO ayOpL TIOU MOALC Exaoe TNV Puxn Tou. APXLKA OTO OTILTL TOU KOl 0T CUVEXELX
oto 6Aooc omou Ba mpemet va Bpel 8 PuxEC kal va artodUYEL TNV LAYLOCA TTOU TOV KATAOLWKEL.



2.2 AIATPAMMA POHz.

MEPO2 1 - 2IMITI

- ZaAovl

- Koulva

- Matdiko vvodwpatLo
- Yrnivodwpartio

- Mnavio

MEPOZ 2 - Limbo
- Awpdtio uoSoXAG
- Awadpopog

MEPO2 3 - AA2O2
- InnAad

- Nekpotadeio
- KaAUBa




3. Emppoec



EMIPPOEX.
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Buvteomatyvidiwy.

~ THE DARK DESCENT -

OL BaOLKOTEPEC ETMLPPOEG
aro Bwteomnalyvidia
elvatmayvidlampwtou
TIPOCWTIOU TPOUOU TIOU
LE EMNPEACOV OTNV
aLoOntTiki aAAd Kol oTnVv
AELTOUPYLKOTNTO TOU
riaLxvioLou KaBwg Kol o€
S1adopouC LNXAVLIOUOUG
HEOO OTO TaLLXVLOL.

no one lives
under the lighthouse

VISAGE
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EMIPPOEX.

Toviwv.

OL BaOLKOTEPEC ETILPPOEC
OO TaLVIiEC elval TALVLIEC
TPOUOU OL OTIOLEC E
EXOUV EMNPEACEL OE
eninedo altoOnTIkAc aAla
Kal o€ eminedo
TIEPLEXOMEVOU.
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4. [padLOTLKOG
OXEOLOOLOC



4.1 Noyoturo.
‘Epeuva YpOaLLATOOELPWV.

Help me Youre next

LOST MY SOUL 1 LOST MY SouL

Madjoe Dry Paint Royden

1ostmysont T lost mysoul | lost my soul



/AoyOTUTIO.

AOKLUEC TEALKOU AoyOTUTIOU.

Dry Paint

T Jost My Soul

T lost my soul

Tlost My Coul

T lost my
goul




/\oyoTuTo.

TeAko Noyoturo.




4.2 Ul.

O okoTog pe tov oxedlaouo tou Ul Atav n amAotnta yLa va pnopel eUKoAo ortolocdnmoTe va
KaTaAABeL TNV Xprion Tou aAAA KOLL N EVAVAYVWOTLKOTNTA KPATWVTOC TV olLloBnTLKN Tou matxvidLou

Mot AUTOUC TOUC AOYOUC N YPOUUOTOCELPA TTOU eTtEAEE oTat menu ivatn Youre Next

Kat evtog tou moyvidiov n MisteryLiver

Main Menu

PL Ay Kavoviko EriAeypuévo Matnuevo

PLAY PLAY

OPTIONS OPTIONS OPTIONS

CREDITS CREDITS CREDITS
QUIT QUIT QUIT



Options.

GRAPHICS

VOLUME

BACK

GRAPHICS

VOLUME

BACK






Pause Menu.

KavovLko

RESUME
MENU
QUIT

ErttAeypevo

RESUME
MENU
QUIT

MNotnuévo

RESUME
MENU
QUIT



Evtog mayvido.

Ivestigate the flouse

» ke Sl e \R
vestigate the House




5. Tprodlaotatoc
OXEOLOOLOC



5.1 2xebLaopoC XapaKTnpwy.

H apxiki Snpoupyla twv xapaktnpwy €ywve oto MakeHuman kol otn ouvexeLa n ETLITAEOV
eneéepyaoia touc oto Blender.

The Hag
Concept Art.
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Blender.

2Tn OUVEXELA EYLVE emeéepyaoia Tou yapaktipa pe To sculpting tool yia va Swooupe pia mio
PUTLOLALOPEVN popdn OTN HayLooa
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'ErteLta €BaAa LaAALA oTOV YopoKkTrpa e To Generate Hair Curves yla va emti)w To TEALKO
QTOTEAC QL.
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Shading.

Mo To XpwWHA TOu SEpUATOC TOU Xapaktipa emeAeta va ptidéw Eva shader mapd va
XpnoLhomoljow image textures kat va {wypadiow oto texture paint omola onueia xpetaloviav
aA\ayEC.
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Rigging.

To rigging Tou XapaKTNPA EYLVE OTO Mixamo yLa Tov Baolkd okeAETO Kal oto blender yia to
MPOowWTo pe to in build addon rigify. Emetta oL okeAetol evwBnKav yLa voL €XOUE €Vl ONUELD

eA€yxou Kal yLa ta dvo.
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Animation

Mot tnv epdPUXwon Twv XapakTrpwyv xpnotpomnoinoa to Mixamo kat to Blender.
AoKLpEC eppUXWONC:
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The boy.

161 AoyLkn €XeL xpnotpormolnBei kat yia tou¢ aAAouc Suo XapaKTrpPEC.

MakeHuman.
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Blender.
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Shading.

View Select Add Node R UseNodes Siot1
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Rigging.







Animation.
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The girl.

MakeHuman.
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Blender.

Mot To KopitoL £ylve aAlayn Kol TwV pouxwv pEca oto blender pe Swpeav assets mou Pprika
oto sketch fab ta omoia eme€epydotnka yLo va taplalouv otnv XopoKTpa.
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Rigging.
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5.2 Assets

Wuy&c.

Mo Tig Puxeg twv matdlwv nBela va ptidéw Eva LdLaitepo avilkeipevo nov Ba cupunepidepotay
oav {wvtavoc opyaviopog. Etol, edptiata oto blender pia odaipa kat pe dStadopa

shaders katéAnéa og €va anmokoopo amoteAeopa. Emetta pe to displacement modifier édwoa
Kivnon kat aAAaga to oxnua tng odaipag o€ Eva 1o adnpenUEVO AVILKELUEVO.
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Animation.
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> wOLKa.

Ta cwBOka ptidxtnkayv oto blender pe 1o in built addon ivy gen mou pag divel tn duvatotnta va
dtaéoupe Bplua ta omoiot OpWC potalouv Kat pPe owBLka otav Balouv e Eva cwoTto material.
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Animation.

Mo tnv Kivnon Twv cwBikwv xpnotpomnoinoa eva displacement modifier yia va aAAdleL ehadpa

To pEyeBogTOUC KaL va SlveL TNV EVIUTIWON OTL AVOTTVEOUV. 2TN CUVEXELQ, LE Eva cast

modifier "avOopwoa" ta cwbika Kal emetta ta "epLéa”. Ta cwOLka otnpilouv tn Puxn Kat otav o
naixtng pog mAnolaocel n Yuxn kot ta cwBika Ba avuPpwBouv. Otav o maixtng cuAAEEeL Tn Puxn Ta
owOLKA YavouV TN {WTLKOTNTA TOUC Kal YU’ auTo emavepyovtal oto €6adoc.
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5.3 Render.

Main Menu Render.
Mot To BaoLko pevol pou edtiata pa oknvr) oto blender pe ta assets tn¢ Yuxnc Ko Twv
owOlkwyv, Ue oplopEva Swpeav assets devipwv kabBwc kat pe to free addon tiny eye mou pog
gdwoe tnv duvatotnta va BAAOUUE Eva AETTTOUEPEC HATL OTN oknvn pac. Me displacement
modifier kavape animate ta €vipa aAAa Kal tnVv iptda Tou patiov.

To render €ywve ue cycles.
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Tiny eye addon.
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ApXLKO cut scene.

MpLv apyloetl To moyvidL pog uTtAPXEL Eval cut scene yla vol ELOAYELOTNV LoTopLa Tov maixtn pac.
To animation auto €ywve oto blender pe cycles kaBwc poc mpoodpEpel KAAUVTEPO PWTLOMO KoL T
dwTta mal{ovv onUAVTIKO pOAO 0T OKNVH. TN CUVEXELA TO compositing kal to editing €ylvav
OTO premiere pro.

Jovoyn:

To ayopl LOALG €xaoe oto TaxvidL mou mnatle kol apecwd n Ypuxn tov "Eeplwvetal” amod peoa Tou
Kol LETAPEPETAL TIPOC TNV TNAEOPACN,PVOVTAC TO AYyOPL COKAPLOUEVO.



H oknvn péoa oto blender.
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H oknvn péoa oto blender.
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Cloth simulation.

To BaokotepO oTOoLXELO TNG OKNVAC amtoTteAel n Yuxn mou "adrvel” To cwHa TOU ayoplov Kot okilet

TNV purmAoUa tou. Etol §60nke peyaAn mpoooxn oto va yivelto simulation cwotad kol Emelta ano
Sladopec SokLUEG EPTaoa 0€ EMBUUNTO ATIOTEAECLAL.

Cloth simulation emtiong €xeL n 000vn TN¢ tnAedpaong otnv omola pmaivel peoa n Puxn.
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Kap€ amod to animation
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Kap€ amo to animation.
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5.4 Unity.
Lightwave Point Cache (Mdd).

Mua arto TG peyaAec SUOKOALEC TTOU AVTLUETWTTLOA TV N LETAPOPA OPLOUEVWYV assets OTiwG
Atav n Puxn koL to cwbika amno to blender otn unity. H attia Atav to yeyovog nwc ta animations
elyav yivel pe modifiers kat o ouvykekpipeva pe to displacement modifier. H unity dev ta
avayvwplle oav animations oe avtiBeon pe oOAa tot AAAO OTIWCE OL KLV OELG TWV

Xapaktnpwyv. Metad ano ektevr Epeuva Bpnka evav tpomo cwlovtac to asset pou cav Lightwave
Point Cache (Mdd) ko kdvovtac to import o€ €va copy Tou apxLkou asset xwpic ta modifiers.

Ta reploocoTeEpPA assets mou £xouv xpnoLpomnotlnBel oto matxvidt eival Swpeav assets armo to unity
store kot to sketch fab kat oplopeva ta Eptiaéa eyw oto blender.



Miotec.

To moyvidL€xet 3 SLaPOPETLKES TILOTEC TTOU ETPETE VA oXESLAOW.
H nmpwtn miota amoteAeitol amo To omnitt Tou otdLlou art' Omou MPETEL va TTAPEL Eva KAELSL yLla

VO CUVEXLOEL OTNV EMOUEVN.

Otav nmapet 1o KAeLSL petadepetal otnv SevtePN Miota tov Ba ovopdooupe limbo. To maldi
ekel BplokeTal o€ Evav XwPo IOV HOLALEL LE TO OTILTL TOU aAAQ Elval AAAOKOTO Katl
Sladopetiko. To ayopL Oa €pBel oe mpwtn emadn pe pa "Beotnta’ Tou matxvidlov, Eva patl
TIOU TOV KOLTAEL povIpa. ATo ekel To maldl cuveyilel o€ evav peyalo SLASPOUO KAl UTTaLVEL OE
gva portal mou tov peTadPEPEL OTNV TPLTN TTloTA (A, 0To SA00C.

210 6A00C TO ayOpPL IPETEL VAL CUANEEEL 8 PUXEG YLOL VAL UTTOPECEL VAL ETILOTPEYPEL OTOV KOOUO
Tou. Opwc, amod tn otypn mou epdavidetal oto SA00C N HAyLooo Tou Tou EKAeE TNV Puxn
TOV KOTAOLWKEL.



To omitl.

To onitL amoteAeital ano 1o caAovy, tov SLadpopo, tTnv Kouvliva, 2 UTTVOS WHATLA KOLL TO UTTAVLO.
Otav o maiytng pac pmaivel og KAmoLo aro ta SwUATLA KoL OLKOU UTTNOEL KATIOLO a0paTo trigger
gevepyoTolel AA\a aopata triggers He Ta omoia otav €pOelL o€ emadr) MPOKAAOUV KATIOLO
oupfav.

Mo mapadelypa, ta EmumAa Tov Swuatiov aAldlouv BEon Katl mapayouv evayv viovo 66pufo.

-
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Atpoodalpa.

To ortitt Sev €xel oUTe pwta oUTe KAToLo skybox meépa amod tov Ppako mou KpaTAEL 0 aixtng.
[MoAU onuavtikd poAo yLa tnv atpuoodatpa tou matxvidiov maiillovv ta post fx mou €xouv
XpNolpomoLnOel yLa TNV KAAUTEPN AVOTTOPAYWYN XPWHATWV.

XopoKTnpLoTiko mapadeypa eival to color grading mou €xeL yivel xprion Tou aces mou pog Sivel
LLLaL TTLO KLvnpatoypadLkn aicOnon.

Post fx off Post fx on




FPRIONS S €

Limbo.

Mo TV olvtopn autn Tiota RBgAa va SnuLoupynow Eva aiocOnpa olkelotnTac KaBwe To
SWHATLO POLATEL YUE TO OTILTL TOU ayopLloU aAAd UTIAPXEL KATL TO COUPEAA oTNV OAN KatAoTOoN.
To patt mou gpdaviletat mpokaAel evav kooulko ¢ofo. Otav o naixtng pneL otov Stadpopo
KAELVEL O daKOC TOU Kal avaBouv dwta KabBwc tov dtaoyilel evw pLa mopta axvodaivetal oto
TENOC TOU SLadpoOpoU. MEVIKOTEPO O OTOXOG ELVaLL O TTALXTNG VO ATIOTIPOCOVATOALOTEL AAAQ OXL val
Xa0el KaBwg utapxeL pLa povo dtadpopn ou Umopel var akoAouBnoel.
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Portal.

O naixtng petadEpetat oto SA0OCOTAV NMECEL O€ Eva portal.

# Scene @ Game
Save Asset  Save As.

To portal SnuovpynOnke amno epeva peoca otn unity pe to shader graph ko to particle system.

 Animator E Portal E Bloodshader

Hi Audio Mixer
Show In Project Ct

Recorder i
Color Mode <None> w Blackboard GraphInspector Main Preview
Portal Graph Inspector
+
Mode Settings Graph Settings -
» Mask
Precision Single hd
» Color Target Settings
» TwirlStrength Active Targets
— Built-In
.'.' -
» Speed
. Built-In
» Dissolve T vh — Material Lit b
5 Allow Material
. Owverride

Main Preview



Portal.

Particios Pacticies

Playback Speed
Playback Time
Particles
Speed Range
Simulate Layers
# Resimusate
Show Bounds
Show Only Selected Show Only Selected







Timeline.

To in game cut scene Tou yivetal otav to naldi medtel peoa oto portal €xel emitevyOei e to
timeline,to omoto pag divel tn Suvatotnta va aAAA{oUE KAEPEC KoL val OETOVIE Ta animations
LOLG UE TN OELPA TTOU EMLOUPOU UE.

A =kid falling animations; @ i FirstFall
¥ mCameral Active
# o Camera2 Active

¥ mCamera3 o i Muted

@ el e e

+ P change scene (1) Active




To 6aooc.

To 6adooc elval n teAevtaia Kat N LeyaAUTEPN loTal TOU TtolvLiSLou.

MNepLexel S1APOPEC TTEPLOXEC OTIWCG HLal OTINALA Kol ot KaAUBa kol puoLKA Eva TEPAOTLO SACOC
OTIOU O TtalLYTNC UItopEL va XaBel eUKoAaL.

To €dadog, ta devipa kaBwc kat n BAaotnon dnuiovpyndnkav pe to terrain tool Tng unity.

= ¥ Terrain ]
O A -

i

Paint Trees

Click to paint trees.

Hold shift and click to erase trees.

Hodd Ctrl and click to erase only trees of the selected type.
Trees

adieaf_Desk jadleaf_Motwnifer_Deskt¢ P_Bush0l F_Bush02 P_Bush03 F_Bush05

Grass_A  GrassDry_A

Mass Place Trees LEEdit Trees... Refresh
Settings
Brush Size L 40
Tree Density L 83
Tree Height Random? 4y
Lock Width to Height 14

v
® v Terrain Collider e 3+
Material MNene (Physic Material) ®
Terrain Data = Mew Terrain ®
Enable Tree Colliders L

Add Component
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OL 8 PUYEC Kal To owOLKA

Méoa oto 6AdoocExw "okoprioel” Ti¢ 8 PuxEC ToU TPETEL va Lol EL 0 TTaliyTnG.
H tomoBeoia Toug elval o€ XapaKTNPELOTLKA onpelot OTtwe N KaAUBo aAld KoL Tuyaio
ToToOeTNUEVA HECO 0TO SA0OC £TOL WOTE va €lval TTLo SUGKOAOC O EVTOTILOULOC TOUC.
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Otav o aixtng culEyel Tn Yuxn, Ta cwbika "avatvalovral” Kol aipo TTETAyETL Ao auTd.
To aipa €xel SnuovpynBel amo epeva oto unity pe shader graphs ko to particle system.

Bloodshader

» Color

* maintexture

Graph Inspector

B
Node Settings ~ Graph Settings = (%)
Precision Single v @
Target Settings i
Active Targets )
Built-In

+

Built-In
Material Lit
Allow Material
Override

Main Preview

Pause

Restart
eed 1.00
e 110
50
0.0-23

ers Nothing

Stop



Onwc eidape mpLv ta animation tng YPuxnc Kol Twv cwbikwyv oto blender twpa €xouv
uetadepbel kal ouvduaotel evtog TN unity. MOALG o Ttaiixtng mupoSoTHoEL Eva aOpaTO
trigger mupodotolvTal QLUTOMATO KOlL TOL AVTLoTOoLXa animations.
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Atpoodalpa.

H miota autn €lvoll o€ avoLyto Xwpo Kal EToL £XoUHE pwc armo Tov Bpadivo oupavo.
Xpnolgomnoinoa éva skybox wote va divel Alyo maparmndvw ¢wg oTov maiytn yla va Pmopet va
TIEPTIALTI|OEL TILO AVETO LECO OTN vUXTA pall pHE To dwC armo Tov Gako Tou.



ESw givat akopa 1o EekdBapo to mooo peyain dtadopad dnuioupyolv ta fx oto TEALKO
amoteAeopa pagc. Mépa amno 1o color grading edw umapyel kot bloom yla va elvat o €vtovo to
dwc Twv Puyxwv.

Post fx off Post fx on

.
\
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Otav o maixtng pac mAnotadel pa Puxn ELOEPYETAL OE EVOL ALOPATO "TETPAYWVO" TO Omolo £XEL
EVOL XPWHOTLKO piATpo ou €xel pmel pe ta fx. To pidtpo autd avaloya to xpwpa tng Puxng
aAAAleL Ta xpwpato tou BAETEL 0 TallxTNG HOG.

Normal view Filtered view



XopaKTHPEC.

The hag.

H paylood pog €xel petodepBel amno to blender otn unity pe ta animation tng Kot KuvNyAELTOV
naixtn Lo amo tnv oTypn mou ¢tavel oto 6AooC.

AuTO €xeL emiteu)Oel e KwoLKa Kal e TO navigation Tou terrain tool kot To nav mesh agent nou
gxouvpe SwoeLotn paylooa.

To navigation pac deixvel og mold onuela pmopet va KLvnBel o xapakTrpag LaG Kol toLla onueia
gxouv colliders omwc ta d€vipa Kol oL TTETPEC. ETOL, N MAYLOOO KUVNYOELTOV XAPAKTAPO LOG
XWPLE VO TIEPVAEL LECA ATIO TAL AVTLKELUEVA AAAG VAL TOL TIOLPOLKOLUTTTEL.

Otav n paylooa ¢taoel Tov maiyxtn Kot To ray cast tng akovpumnnoeL to collidertou maiytn yivetat
trigger eva cut scene pe TO MPOOWTIO TNG HAYLOCOC TTAVW MOC KoL ETOL XAVOULE Kol Eavapyilel To
riayvidt amno to daococ/check point.



H udylooa péoa oTo unity pe Ta animation Tng. To navigation system. Ta priAe deixvel ta onpeia
TIOU UTTOPEL VOl TIEPTTALTI|OEL KATIOLOG.
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To partt.

Otav o naixtng mapet tv YPuxn amno tv kaAvPa "evepyormolel” to partt.
To pATL elval ekel amAd yLa va KAveL Tov rtaixtn va atcBavOel adBoAa kaBwc Tov KOLTAEL pOVLIUL
OTIOU KOlL Qv TTALEL.




O maiytnc.
O maiyxtng pog elvat otnv ovoia plo aopatn kaPoulAa. 2ta cut scenes epdaviletol To LOVIEAO
ToUu TaltdLoU aAAA Kot TN SLAPKELAL TOU TalLVXLOLOU ELHALOTE L KAYPOUAQ TToU TTAVW TNG EXEL TNV

KAUEPQ, EVOL oUOTNUA AXOU yLo Ta Bripata Kol To TPEELUO KaBwC Kal Evav ¢ako.

Il
‘ [

-l e
/




OL Aettoupyieg Tou maixtn o eivol to mepmatnua, To TPEELUO, TO AAMA, TO OKUYPLUO KOl TO VA
yupel 6€€La kal aplotepd. Emiong, umopel va avoléel mTOPTEC Kal va TIAPEL AVTLIKELUEVA EAV TOU TO
ETITPETEL TO TtALXVLIOL. Z€ TtepimTwon mov HEiVEL akivnNTOC N KAMEPO KLVELTALTIAVW KOl KATW
TIPOCOLOLWVOVTOC TNV OVATIVON TOU XOLPAKTHPA O,

OAa autd yivovtol HEow KwSLKOL 0TOV OTtoL0 B UITOUE TILO OVOAUTLKA 0TI CUVEXELAL.
O maixtng pag €xeL animation va yépvel tov pako tou ota Se€Ld kKabwg TpEXEL, TO omoio

onuaivel 0tL av o mtaixtng erttAe€el va tpetel dev Ba BAEMEL TO00 KABopa UMPOoTA Tou.
To animation auTo £xeL Yivel pEoa 0TN unity Ye Tov animator.

-------

flashightwalk YA ™



5.5 Sound design.

Y& KABe malxvidLTpouou o AXo¢ mailel KOOPLOTIKO POAO YL VA TTIEPAOTEL TO KALHA KAl VoL
BaAel Tov maixtn pEoa otov Koopo. Etol, Edwoa peyaAn cnuacio 0Touc NYXoUgS Tou maxvidLou.
O maiytng €XEL €vav fXO TIEPTIATAMATOC KAl EvayV N0 TpeEipatoc.

Otav Opwe o TaiXTNG MEPTMATACEL TIAVW O€ OWOLKA 0 NX0o¢ aAAAlEL o€ Evav andLAOTIKO RXO.
AUTO eTteLYXONKE HECW KWOLKA KalL LE Eval aopato medio otn unity.

AM\OC GNUAVTLKOG XOG TIAPAYETOL ATIO TLE TTOPTEC TTOU OVOLYEL O Ttallytng. OL mOpTEC avoiyouv
apya LE EVaV TOLPLXTO NXO TO oTtolo MpokaAel otov maiyxtn avnouxia.

MpémeL va onpelwBel OtL oplopevol nxoL Aettoupyouv o€ 3d xwpo, SnAadr umopoUE va TOUG
OKOUOOUE Katl va KataAdBoupe amo nov Npdav, evw aAlol eivat ambient, 5nAadn
akouyovTal oo mavtou.

Evtog tou Sdoouc Exoupe Evav ambient xo o omoloc pog Balel apEowE oTo KA.

YT OUVEXELQ OTav O Ttaiytng palev et PuxeC pumaivouv kot aAAot ambient fxoL mou evioxvouv
TOV XOpaKTAPA TNC ATUOohALPAC. TPOUOKTLKA LItdoa, XTUTIOL KApOLAC KOl COTAVLKA YEALAL.
OAa npoodépouv otnVv atpoodatpa dofou mou EMOUOUUE VA SNULOUPYNOOULLE.



v ] v Audio Source
AudiaClip

Output

Mute

Bypass Effects

Bypass Listener Effects
Bypass Reverb Zonas
Play On Awake

Loop

Priority
Volume

Pitch

Stereo Pan
Spatial Blend

Reverb Zone Mix

3D Sound Settings
Doppler Level
Spread
Valume Rolloff
Min Distance
Max Distance

A scary-horn-7090
MNane (Audio Mixer Group)
L
High Lo
@
&
L
Lalt Right
@
2D aD
@
@
®

Legarithmic Rolloff
1
500

128

v Ej Ambiance Layer

(0 ambiance layer (1)
(0 ambiance layer (2)
(0 ambiance layer (3)
() ambiance layer (4)
() ambiance layer (5)
() ambiance layer (8)
() ambiance layer (7)
(0 ambiance layer (8)
() ambiance layer (9)



5.6 Kwdkac.

MeyaAn SuokoAilo avTIPETWTILOA LE TOV KwOLKA KaBw¢ Sev elxa kapia emadr) Le YAWOOEC
TIPOYPOLUUATLOMOU TIpLV apXiow tnv dnuioupyia tou matxvidLou.

H unity xpnotpomolel tnv yYAwooa mpoypappatiopou CH. 2xedov 0Aec oL AsLtoupyleg yla va
SoUAEYPEL TO TTaLYVIOL pHaG TIPETIEL VAL YIVOUV HECA OTTO KWOLKAL.

‘Etol, p€oa aro tutorial, forums kol 0moLov tpomo pmopovca va Bpw TiHpa BAactkoUg KWOLKEC
KoL OTAOLOKA EXTLOO TO TTOLLXVLOL.

Katd kUpLo AOyo oL TtEPLOCOTEPEG AELTOUPYLEG TOU TtaLXVLOLOU pou yivovtal pe invisible triggers
OV €iTE evepPyOTOLOUV N ATIEVEPYOTIOLOUV QVTLKELMEVA KOl animations.

TouAdxlotov 32 scripts mpooteEBnKav oto matxvidt.

Assets » scripts

AudioScript  autodoo Bilboard  co ollectsoul Crouch Crauchl DisableOby... DisableOnT... doo EnableOhy... flashlightM... footsteps... footstepsS.. GraphicsSe headbob jumpscara

lean LoadMext... dOnAct... LockedOb.. menuscript rmonstarAl naxtscena NaxtScan.. pausamenu PickableOb... FlayAnim playerRay... riseivy SC_FP5Co soulandivy telapart



Kwdikag.

) ile Edit selection View Go Run Teminal

[0 © foutstpmoundscs X
> Users > sakou > OneDrive > Desktop > MTTuyuamn > urity > pliiaki > Assets ) scipts > © footstepsSounds.cs

1 System.Collections;
2 System.Collections.Generic;
(o 3 unityEngine;
a
5 public class footstepsSounds : MonoBehaviour
©
A I public AudioSource footl, faot2;
'
= wold Update()
10
:: :’ (Input.Gatkay(KeyCode.W) || Input.Gatkey(KeyCode.A) || Input. -5) 11 Input.
13 if (Input.GetXey(KeyCode.LeFtShift))
1
15 ‘ foot1.enabled = false;
16 foot2.enabled = trie;
17 1
18 else
19 {
20 ‘ foot1.enabled = true;
n foot2.enabled = false;
n 1)
n 3
4 else
5 {
2 ‘ foota.enabled = false;
7 foot2.ensbled = false;
» 3
2 3
» }

& ®

B Dhesticiedmicde | @00 wo

1

EBecwmuamawn

X0 rle Edt Seecion View Go Run Teminsl tielp

[0 © sovlminges X
> Users > sakou > OneDrive > Deskiop > MTruyan > unity > plisk > Assets » scrigts > € soulandivy.cs

Systom.Collections;
System.Collections.Generic;
un

tyEngine;
UnityEngine.ur;
public class soulandivy : MonoBehaviour
i

public GameObject callectTestObj, intTest, splatter;

oo mo

yum m"liﬂl!'ll

public bloadsound, ambianceLayer1, , ssbisncelayers,

wold OnTriggerStay(Collider other)

1f (other.CompareTag(“MainCamera™))
intText.SetActive(trus);

= true;

3 ¥

woid onTriggerexit(collider other)

if (other.CompareTag("MainCanera”)]
intText SetActive(false);
interactable - false;

}

}

woid update()

if(interactable - trus)

1f (Input GetXeyDoun (KeyCode. E))
1

soulsCollected = soulsCollected + 1;
collectText. text = soulsCollected + “/8 souls™;
collect TextObj. SetAct ive(true);

pickupsound .Play();
dooranin.SetTrigger("fall®);

bloodsound.PLay()

if(soulscollected == 1)

{

~ ambiancelayerl.Play();

¥
i (soulacallectsd — 2)
odo Wo

LColl Spacesd UTFG CRF 8 O




6. BLBAloypadLa



Tutorials

nttps://www.yoL
nttps://Www.yi
https://ww
https://ww
https://ww
https://ww
nttps://www.yc
https://www.yoL



https://www.youtube.com/@Brackeys
https://www.youtube.com/@GameDevGuide
https://www.youtube.com/@TheDucky3D
https://www.youtube.com/@KevBinge
https://www.youtube.com/@CGDive
https://www.youtube.com/@BrandonsDrawings
https://www.youtube.com/@Omogonix
https://www.youtube.com/@GabrielAguiarProd

Assets

Unity store

GREGORY SEGURU Cabin Environment
SUHEB QURESHI JukeBox Music Player
GABIES ASSETS Simple Keys

JAROSLAV GRAFSKIY Realistic & Fantasy eyes
BRICK PROJECT STUDIO Apartment Kit

ALP Grass Flowers Pack Free

NOBIAX / YUGHUES Yughues Free Bushes
TOBYFREDSON Rocky Hills Environment
PULSAR BYTES Starfield Skybox

Sketchfab

Free assets

Tiny eye - tinynocky
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