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A. X10)01

To pddnua Bo Tapéyel GTOVG EOTNTEG TNV OTTOLTOVUEVT] YVAOOT] Y10 TO GYXEOACUO Kl
™V vAomoinomn &vog mpdTLITOVL MAEKTPOVIKOL Tayvidlov. Katd v ddpkewn tov
SwAécemv, ot portntég Bar d1dayBoLV CYESOCUO OPYITEKTOVIKNG KOl GUGTATIKMV
AOYIGUIKOD TMAEKTPOVIKOV TOUYVIOLDV, TEYVIKEG OYEOOGUOL TAOKNG TOLYVIOL0V,
avATTUEN EIKOVIKOV EEOHOIDGEMY QULGIK®V HOVIEA®MV, TEYXVIKEG animation Ko
deformation y avtikeipeva kot apBpOTOVG YOPAKTAPES, KOl EQAPUOYN LEBOd®V
TEXVNTNG VONUOCLVNG GTO GYEOCUO OUTOVOUWMYV CUUTEPIPOPADV. XTO EPYACTNPLN, Ol
Qo1NTES B e£00KOVV TIC YVMOGELS TOV OMOKTOVV LE TN XPNOT £PYOAEIOV TOLYVISUDV
(DirectX), ka1 B 00vVAEYOLY GTO GYEOIACUO KOt TNV VAOTTOINGT €VOG NAEKTPOVIKOD
T Vo100 oL Ba emAEEoLV.

B. Ilpoanartovpevo Ynopadpo
Ov poummrtég mpénet va Egovv BepeMmdelg yvooelg oe mpoypoppatiopd C 1 C++,
YEVIKA LaONUOTIKA KO YPOPIKE VTTOAOYIGTMV.



I'. Tpomog Avdaockariog ko AStoAoynong @ortntav

To pabnua dwaoketon oe 1 dreén (3 opeg) ko 1 gpyastpo (1 + Y2 dpa) avd
gfoopdoa. Ot dapaveleg and tic dtwhééelg Ba elvarl dabéoipeg otV 16T0CcEAdO LE
okond va fonbncovv tov goutnt ot peEAETN TG oxeTikng VAng. H a&ordynon Oa
yivelr pe gvoldpeon e&€taon (mapovcioon), TeMkn eEETOGN, EpYNCIEs Ko VAOTOINUEVO
oy viol pe avagopd. H avaroyia og mpog tov tedkd Pabud &xet g e&Ng:

Epyocieg 15%

Evowapeon eEétaon 15%

Ylomompévo maryvior ko avapopd 40%

Telxn E&étaon 30%
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E. Evosiktikn "YAn

Ta 6épota teprappdvoov:

¢ Introduction to Games (History & Origins)

e Game Design

e PC Game Engine Design

e Introduction to Computer Animation, Time-based Animation, Hierarchies,
Keyframe Animation, Linear & nonLinear Interpolation

e Orientation: Fixed Angle, Euler, Quaternions, Interpolating orientation

e Animation Paths: Parametric Curves (Bezier & Splines)

e (Game Artificial Intelligence: Navigation & Pathfinding, Behavioural Systems

e Interactive Cameras for Games (First-Person, Third-Person and Orbit
Cameras)

e Particle Systems: Concept, Drawing & Storage, Emitters & Animation,
Particle Collisions, Examples

e Deformation: Warping, Morphing, 3D Shape Interpolation

e Physically-based Modeling (e.g. Spring model, Forces)

e Articulated Artificial Characters (Forward & Inverse Kinematics)



