HANEHNIXTHMIO KYIIPOY
TMHMA NTAHPO®OPIKHX

XXEAIO IMTAPOYXIAXHX
ATOMIKHX AIMAQMATIKHX EPI'AXIAY

Mduog 2016




Atoukn Aumdopotiky Epyoacia

BECOME A SUCCESSFUL ENTREPRENER

Avopéag Avopéov

HHANEIIXTHMIO KYIIPOY

AR
D4

TMHMA NAHPO®OPIKHX

Mdnog 2016




ITANEHNIXTHMIO KYIIPOY
TMHMA IIAHPO®OPIKHX

Become a Successful Entrepreneur

Avopéag Avopéov

Emprénov Kabnyntig
INopyog XpvodvOov

H Atopukn Authopotikny Epyacio vtofAnOnke mpog peptkn ekmAnpwon tov
amoToe®V amdKTNong ToL TTvyiov [TAnpopopikng Tov Tunuatog IAnpoeopiknig Tov

[Mavemompiov Kdmpov

Méiog 2016



Evyoprotieg

Oa NBera va gvyapiotiom tov emPrémovta kadnynt pov k. Nwpyo XpvcdvBou ko
ToV eMPAETOVTA SIOOKTOPIKO PO1TNTH XAPN ZOYOPATO Y0 TNV EVKOLPIO VO EPYUCTD UE
™ TaPOVGA EPYACia Kot TN TOAVTIUN Bonfsia mov pov mapeiye 6” OAN TV dApKELR TNG
SMAOUOTIKNG pov epyaciag. Emiong 6o ffela va guyoplotnom to S10aKToptkd GO1TNTY|
K. [Hoavayidtm Xotlnypiotodoviov pérog tov gpyaotnpiov I'papikodv kot [Tolvpécmv
Y TV Kafodnynon Kot T CVUPOVAEG TIC omoieg LoV £€31ve KAt TN SdpKeELn TG LEAETNG

Hov.
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IHepiinyn

Yav 0épa g Atopkng Aumhopatikig pov Epyaciog éxo avaidfet v vAomroinorn tov
o voloy 10 omoio pali pe po 10toceMOa Tov avamtHYONKE amOTEAOVV T KLPLL
ovotoTikd Tov Tpoypdupotog BaSE <<Became a Successful Entrepreneur>>, to omoio
viomoteitar vod v aryida Tov Evponaikov [Ipoypdupatoc Erasmus+. H viomoinon
TOV VO OVTMOV GLGTATIKAOV EXOVV MG GKOTO Vo BonB1covy Tovg VEOUS EMLYEPTUOTIES
VO OTOKTGOVV £EEIOIKEVIEVEG YVAOGELS KOl VO TIC YPNOLUOTOUCOVV GE £VOL EIKOVIKO

TEPPAAALOV TPOGOLOIMONG EPYUCSLUKOD YDPOUL.

Kotd mv obpkelo avamtuéng g mapohoos SUTAMUATIKNG epyociog , emevovdnke
OPKETOC YPOVOC OTN KOTOOKELN] €VOC PEOMOTIKOD KOGUOL OTOV OMOTEAEITE OO
TPOGOUOIDGELS TPAYUOTIK®OV KTNPIOV , PEAAICTIKNG Kivnomng Kol aAANAETIOPACT|G TOV
YOPOKTNPO LLE TOV EIKOVIKO KOGUO KAOMDG £MIOTG KOt TNG TPOGOUOIMGNG TIS avOpdITIVIG

CLUTEPLPOPAG GE QLTOVOUO, LOVTEAD TEYVNTIG VO LOGVOVIG.

Eniong emevotbnke apretdc ypdvog 6to va viomomBel éva mouyvidl to omoio va givat
0G0 TO JVVATMOV MO PUMKO TPOG TOLG YPNotes. [ va emtdyovpe avtd €ywvav 5
TOPOVGLICELS TOV TOLYVIOOD KATH TNV JEPKELN TNG VAOTOINGNG TOV LE TPOYUATIKOVG
YPNOTEG VO UTOPOVV VAL TO SOKIUAGOL VO, LOG OVOTPOPOJOTHCOVY LE TNV EUTEIPIQ, TO

TPOPAN LT KO TEG EIGTYNGELS TOVG Y TO TPOTO TOUEILOTOG TOV T VIS0V,

Téhog onpiovpyndnke o Bdon Agdopévov n omoio evnpuep®VETE KATA TNV OAPKELDL
omov KATo0¢ xpNotng mailel to mayvidl, ypnowonowwvrag éve. RESTful API yia va
KPOTIOVTOL KATOwL 0E00UEVA. AVTA TO, dEGOUEVA YPNGLULOTOOVVTOL Otd TO SErver mov
erhoevel to Site €101 wote va pumopei va. evnuepmbel kdbe administrator kai user yio to

OTOTIOTIKA 0£S0UEVO TOV XPNOTAOV KOl TOL TTOLYVIOIOD YEVIKOTEPO.
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Kepaiaro 1

Ewayoyn

1.1. Serious Games
1.1.1. Tretvor o SErOUS GaMES. .. .uvueeieieieie et
1.1.2. Kotnyopieg SEriouS GamMES. ... ..o.uueerieieet et eteeeeeeeeeeeeeeaenenes
1.2. BaSE Game
1.2 0 KIVNTPO. ettt
D 31 0/ T
1.2.3. ExTiunoelg g ayopds Kot YOPOKTIPIOTIKG. . uveeeenreareeneenneeneennannnn,
1.2.4. Teyvohoyiec mOL YPNOUUOTTOONKOV. . .uve ettt et eete e eieeeaeennas

1.1 Serious Games

1.1.1 T sivor Ta Serious Games

‘Eva Serious Games kotaokevdlete Yoo €vo. GUYKEKPIUEVO OKOMO, €KTOC amd TNV
Kabapn yoyayoyio Tov ¥pnotn. ZuvHlog avTd To Toyvidlo £ivol TPOGOUOIDCELS TOV
TPOYUOTIKOD KOGHOV LE OKOTO TNV €KTaidevoT atdpmv 1| TNV enilvor mpoPAnudtoy.
IToAMég @opéc ta Serious Games katd tnv vAomoinon tovg Bvoidlovy v motdTnTO. o8
JPOPO GLGTATIKA TOVS OGS TO YPAPIKAE 1 TO0 OGO SlUCKESACTIKA €ivat, Yoo ov
eMTHYOLV OGO TO SVVATOV TOL0 PEOAICTIKA OTOTEAEGUATO Y10 TO GKOTO TTOL EMLHVLOVV.
Télog T Serious Games givat po KaTnyopio Toyvididv OTov Kol 0T LE TV GEPA

™G ywpilete og dALeg vITOKATNYOPIEC.

1.1.2 Kaotnyopieg Serious Games

Ta Serious Games av kot givorl o Katnyopio 1 omoio dev €xel edpawbei mANPmG

umopodpe va ta&vouncovpe to. Serious Games e d1apopeg katnyopieg[1] doov apopd
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TOV GKOTO TOVLG N/Kol TO KOowd oto omoio amevBhvovial. Mepwée amd Tig molo
ONUOVTIKES KOt Yopieg elva !
e Edutainment
2UVOLUGHAG EKTOIOELONG KO Yuyaywyiog

e Simulation games

[Ipocopoimon Kamoov AEITOVPYIHV TOL TPOYUOTIKOD KOGHOL UE CKOMO TNV
avantuén tov SeEl0TATOV TOV ¥PNOTN G€ KATOo GLYKeKPEVO Topéa (..
TPOGOUOI®THG 03NYNGNG)

e Training
YKOmOG elval Ol €KMOIOELON TV YPNOTOV GE £VO GLYKEKPIUEVO TOMED M

epyacia.

1.2 BaSE Game

1.2.1 Kivqyrpo

H yprion tov moyvidridv tpocopoimong ot ddackoiio Kot pdbnon dev ivan éva véo
QOIVOLEVO, OAAG £YEL LLOL OUAVTIKT 10TOPI0 G HEPOG TNG ekmaidgvong. Ot tedevTaieg

deKaetiec, mayvidln Tpocopoimwong xovy yivel éva vEo TopPAdEyHo EKTAIOELOT KOt
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éva. ONUOPIAEC epyodelo TOVL TOPEYEL PEOAICTIKEG eKTOOELTIKEG eumelpieg. Ot
TPOGOUOIDGEIS TAPEYOVV OTOVG YPNoTeG TNV gukopio va e€aocknBovv kot va
avamTOEOVY TIG OEEIOTNTEG TOVG GE EVa AGPOAES TEPPAALOV TOPOUOI0 LLE OLTO TOL
TPOYUOTIKOD KOGLOV KOl VL AGY0AN000V e KOTaoTAGES 1 STAMUpaTo Tov givol mlavo
va cuppovv oto péEAov[2]. E&icov onuavtikd givat 0Tt 1) eKTaidEVoT HEGH TALYVIOUDV
nmpocopoimong etvar Aydtepo “akpifny” amd 6, L ™ dopyAvmon KoTdpTiong oe £va
npoypotikd mepiBarliov mov Bo pmopovoe va givar emikivovuvn 1 avaceaAng[3].
Emumiéov, 610 mhaicio avtod Tov YopnmAoy Kvduvov mepBdAlov ot moikteg £xouvv
nepdmPLo Yo AaBog, 6edopévou OTL HTOPOVY VO TEWPAUATIGTOVV, VO OITOTVYOVV KOt VOl
apyiocovv ava, pabaivovtag amd ta Aabn tovg. Mo GAAN onuavtiky Troyn ivol 6Tt T
O Viol TPOGOUOIMONG EMTPETOVY GTOVG YPNOTES VO, LETAPEPOLY TO OOAYUOTO TNG
YVOONG TNG MOPAOOGLOKY EKTOIOEVONG O KOTAGTACELS TNG TPAYUATIKNG (NG mov
ouvdéel ) Bempio kot v Tpaktikn. Etot, dedopévou 4Tt Ta mouyvidio Tpocopoinong
AVTITPOCHOTEVOVLY  KATOGTACELS TOPOUOIEC HE OLTEG TNG TPOYUOTIKOTNTOC, Eivol
eCapeTIKA OoNUAVTIKO Vo, dnovpynBodv pealoTikég eumelpiec katt mov OBa Mo

dVGKOAO va dnpovpyn el 6TV TaPad0cIaKN EKTAIOEVON

1.2.2 X16y0¢

O o16)0¢ 0V £pyov BaSE sivor m avdmtuén evoc moryvidloh Tpocopoiwons twv
EMYEPNCEDV TOV £XEL MG GTOYXO VO, YEPVPMOGCEL TO YAGLO OVALEGH GTNV TOPAOOGLOKT
EKTTA{OEVOT KOl EPYACLOKEG KOTAGTACELS TOV TPOYUATIKOV KOGHOV KOl VO EVICYVOEL
™MV avantuén Tov  JeSloTNTOV  TOV  JUVNTIKOV emysipnuoatiov. To  moryvidt
TPOGOUOIONG TPOCPEPEL TNV eumelpio. péoa amd TV TPAEN O KOTACTAGELS 7OV
OVTOVOKAODV TIC TTPpOyHaTIkEG cvvOnkeg (Mg oty dpvon pog emyeipnone. To
oevaplo mpowbel v avamtuén g OSwdwociog AMYNG AmOQAcE®YV, EMIALON
npoPAnudtev Kot 0e£l0TnTeg OYESICUOD, EVO EVICYVEL TNV KATAVONGCN TV
CUUUETEXOVT®OV Omd SAPOPOVS KAAOOLG oL oyetilovtal Pe TN dnuovpyio pog vEog

emyeipnone.
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1.2.3 ExTymoeig g ayopas Kot (opoKTNPLoTIKG

To moyviol avagépetal Kupiwg 6TOVG VEOUS KOl ATELPOLS AvOPDOTOLS TOV ETBLOVY VO
OnNuovpynoovy 1N Ok Toug emyeipnomn, oAAG Oev €yovv TG defdtmreg, TV
EUMIGTOCLVT] KOl T YVOGON Yo va. To TpdEovv. Méca amd Tn Guveyn TPAKTIKH Ol VEOL
&yovv ™ dvvatdtNTo Vo fLOCOVV KATOGTAGELS TNG TPAYUATIKNG {ong mov oyeTilovion
HE TNV ekkivnomn poG vEag emeipnong Kot Vo OVTILETOTICOVY To TPOPANUOTO TNG
TPOAYUATIKNG {ONG TOV EVOEYETAL VAL GLVAVINIGOLV KOTA T1) S1d1KOGI10 TG OIKOOOUNONG
poG véag emtyeipnone.

To mayvidr mpocopoimong avipetonilel TV EAAEWYT TNG TPOKTIKNG EUTEPIOG OTNV
tprtoPfabuio. exkmaidgvorn, ™ S Piov pAONoM KOl TOV OPYOVICUDV EKTOLOELONG
EVNAIK®V, TPOTEIVOVTOG TN GVVOEST] TNG TOPAOOGLOKNG EKTAIOELONG KO TNG TPOKTIKNG
o€ éva IKOVIKO TepBaAlov yapmAov Kivdhvov mov enttpénove mepdmpia yro Aabn. H
onuacio TNG TPOCOUOIMONG EYKELTOL GTNV IKAVOTNTO VO EKTTALOEVGEL TOVG VEOLG TTOL
dev O10B€ToVV TIC 0eEIOTNTEG KO TIC YVAOOELS HEGH GE £V AoQUAES TTEPPAAAOV YwPic
TOV KIVOLUVO OpVNTIKOV GUVETEIDMV GE TEPITTMOON AOLVOLIOG Vo ONULOVPYHGOVY KOl VO
dlnpnoovy o véa emyeipnon Adyw g oamepiog Kot Tig mBavadg AavOacuéveg

EMAOYEG

1.2.4 Teyvohoyicg mov ypnoypomoniOnkay

e Unity3D
Mo tovg okomovg avamtvéng tov moyvidlov BaSE éyer ypnowwomombei n
dwpedv £ékdoon tov Game Engine Unity3D omov amotedei évo omd T
kaAvtepo.  Game Engine tng ayopdc ue éva tepdotio Community kot éva
amiotevto store (asset store) omov pmopet vo Ppet kaveic 0Tt embvpel KabmG Kot
™mv dueon avtamokpion tov Community ota forums yio omowndnmote Pondeia
ypewoteis. EmmAéov to Unity3D mpoopépel Ohec ¢ amopaitnteg Aertovpyieg
Kot gpyoieio mov ypetdloviar yio v dnuovpyia evog mayvidlov OnmS TO
physics engine kot To animation editor. Axoun o&ilel av copPiwbdei 611 To Unity3D
TPOGPEPEL e EDKOAO Kot amAd TpOTO TNV 0 ymYT| VO Touy Vool 6€ O1dpopeg

TAateopueg 6nmg to PC, Xbox, Android kot Mac OS.
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Téhog yio okomovg mpoypappaticpod tov BaSE éyel ypnoomomBel yhdooo
npoypappaticpov C# n onmoia mapéyxetor oto Unity3D péow tov mpoypappotog
Mono to omoio eivar éva Open-Source .NET Framework-compatible project
(emmhéov vmapyetl ko n dvvotdotnTo XpHong tov Visual studio g Microsoft

avti tov Mono).

Database
I'o v viomoinon tov Database mov ypnowomoieitol yo amobfkevon Tov
OTOTEAECUATOV TV XpNoTOV £xel xpnowonombel n yhAowooo SQL pali pe v

Bonbeta twv epyareiov MySQL Workbench kot phpMyAdmin

API

Téhog v v onpovpyio tov APl wov Bonbd oy emikovavio Tov watyvidolon
nali pe o Database £yet ypnowomombei PHP pe to micro framework Slim, to
onoio givor éva amhd ko evkolo framework pe okomd v dKoAN Kat YpRyopn

onovpyia powerful Web applications kot APISs.
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Kegpalaro 2

Yyetikd Ipoidvra

0 R 1 T 111971 34 o
2.2 Exmoidgvon EMYEIPTLOTIOV CTHEPOL. . venneenteneeneene et eeeeieeneateaneenaennns

2.3 ARMAOSEITOUS QAME. ...\ttt ettt ettt et et et et aaeeaees

2.1 Ewayoym

Ev ém 2016 Adyo owovopkng kpiong kot g afefoardtmrag tov adplo OAo Kot
Mydtepol avOpwmotl Taipvovy 10 picko vo SNUoVPYRcOVY TNV O1KN TOVS EMLXEIPNO).
Ao TV GALOL 6GOL TO TOAUOVV TIG TEPIOCOTEPES POPES KATUAYOVV GTO KAEIGIHO NG
emyeipnong Adyo Eldewyng eumepiog 1 omoio 0dnyel 6to va TAPovv AdVOUGUEVEC
anoedocelg otav mpénel. Méoa amd Ttov TOpén TV TAVIOIDV KOAOVUOGTE GTO VO
eEaoparicovpe Eva aoPaAEG 0AAG peailoTikd TEPBAAAOV TO omoio Ba emtTpEnEl GTOVG
YPNOTES VO, OTTOKTIICOVV TIG YVAGELS KO TIG EUTEIPIEG TOL ATOLTOVVTOL Y10, TV EMLTLYI0L

pog emyeipnong HEGOV evOg £1KOVIKOV TePPAALOVTOC.

2.2 EKToidg0o1 EMYEPNNOTIOV GI|HEPO.

H exmaidevon tov emiyepnuatiov onuepa yivetar Koplog péca amd v d1dacKoiio
Spopmv PPAIOV Kot OVTOALOYNG EUTEPIOV HETAED ETXEIPTUATIOV. AVTO OUMOC TOTE
dev MoV apkeTd Yo va dnuovpyndel évag emrvynuévog emyepnuotiog. Aiotixdg M
EVTLYMC Y10, CVTO TOV GKOTO YPELALOVTOL TPOCMOTIKEG EUTEIPIEC. AVTO OUWMG GLVETAYEL
10 YeYOVOG OTL TPEMEL VAL KAVELS KATowo AdBog Yo va nabeig amd avtd, Aabog to omoio
TOALEG POPES EMPEPEL KOL T YPEOKOTIN LOG EMLYEIPTOELG.

‘Etolr 1o tedevtaio ypovie PAEmovpe apkeTd maryvidiw to omoia mpoomabovv vo

GLVOLACOLY TNV YVMOGCT KOl TIG EUTEIPIES EMTVYNUEVOV ETLXEPNLATIOV, £TCL DGTE VO
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TPOCOEPOVY GTOVG VEOLG emyelpnpatieg 6Aa Ta amoapaitnto €pddlo mov yualovton

HEGOV £VOG dLOIOKESAGTIKOV TPOTOV

2.3 Alla serious game

YxedOv Olo Ta serious game TNV ayopd £(0VV VAOTOW|GEL KATL TOAD GUYKEKPLUEVO TO
omoio TIg TAVOTEG POPES amEVBVVETE GE €vo GLYKEKPIUEVO Kot HkpoD peyéBoug target
group. ApKeTég POpEG LAMGTO oty vidlo avToh TOL €100VE eV avolyovTaL TOTE Yo TO
KOWO OAAGL YPNOLUOTOLOVVTAL Y10 GKOTOVG £PEVVAG KOl EKTOUIOEVONG GUYKEKPIUEVDV
atopmv. Ocov aEopd ToV YOPO TIG ETLXEPNHOTIKOTNTAG TOAAE Totyvidia Tpocmadodv
Vo J0ACKOVV TOVG VEOLG EMyelpnUoTies aAAd OAo Yot KATO0 GLYKEKPUEVO €100G

emyeipnonc.

INo mapddetypa 1o “Game Dev Tycoon” mpoonafel va mpocopoidoet v dadikacia,

™V avarTLEN Kol TOV TPOTO AEITOLPYIOG LG ETALPEING ONUIOVPYIOG TALYVIOIDV.

90.4K Fans Y 11 M 3 W2°
Cash: 1.8M

N\ Princess Lost
J Medieval / RPG

Hype 20
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Emumiéov  axoéun  éva  apketd
oNuoey  moyvidt  ovtng NG
Kkatnyopiag eivar to “Factorio” omov
ooV 6KOTO £XEL VO TPOGOLOLDGEL TOV
TpOTO e TOV Omoio JovAevel éva

OLTOUATOTOMUEVO EPYOCTAGIO.

SIMCITY WORLD
LEADERBOARDS [SOMEVS M GLOBAL MARKET |

A PROCESSORS * J |
A e

2 COMPUTERS *
| S thbbandi

CEND.

L

©0 O O.ff

b4 TYLC

TOV ¥®Opo oV Ppiokoviot Kamola KTipla LEYPL TL pOporOYieg EMPAALOVTOL GTOL TOAITEG

»

NG TOANG oL KaAeite vo OTIAEEL O YPOTNG.

Téhog €éva oand 1o
o110 onpoPAn
oy violo ™mg
Katnyopiog VTG
etvar to  SimCity 10
omoi0  TTPOCOUOLDVEL
mv Asrtovpyio puog
TOANG OOV T TAVTOL

&yovv onuocio, amd
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Kepdiaro 3

Ye00G OGS LVGTHHOTOG

1 T00 R 3 T {1 4 1 [
32 B Py OGO ettt e
3.3 BiBMoOAKeg/FrameWorks. ... .....ouvirieii et
3.4 ATOUTIGEIC ZUOCTILLOTOG + e nvveenteeenneeenneeenneeenaeenneeennneenneeennneennans

341 ATOUTNGEIS AOYIGUIKOU. ..ttt et ee e iee e e eieeeeenns

342 ATOITNCELG YAKOU. .. nttenetett et ete ettt ee e eee e e enaaenens
3.5 APYITEKTOVIKT] ZUGTIHOTOG .« e evvueeeeettnnnaeeeeeeannnaeeeeeennnnaaeeeeennnnns

3.1 Ewayoy

Ye ovtd 10 KepdAowo Oo avaivoovpe kot Bo eEnynoovue OAo Tol epyoieinn Kot
BiBAodnkeg Tov ypeldoTnKAV YO0 TNV VAOTOINGT TOL Ty Voo, s fdong dedopévav
kat Tov APIl. Emiong 6o xobopiotodv ot amaitioelg tov AOYIGUIKOU OAAG Kol TOL
vAkov. Kot 1éhog B mopovslacTel 1) apyITEKTOVIKN TOL EVAOVEL OAOL GUGTATIKA TOV

amaptiCovv 1o ToyVviot.

3.2 Epyaieia

Mo v vAomoinon tov ToyVidoL YPEGTNKAV OPKETA epyareia Ta omoia fondncav

1660 6T GUVTAEN TOL KOJIKA OGO KOl GTNV ONIOVPYIO YPOPIKMOV Kol LOVTEAMV.

Unity3D

To Unity3D eivar éva dwpedv game engine 1o omoio eival éva omd to KoADTEPO
gpyoreio 6TO TOUED TOV HE TO UEYOAVTEPO TOCOGTO Ypnot®v. [Ipocpépel Eva TANpeg

OVUVOAO €pYOAEi®V KOl OLVATOTHTMOV TO omoio Ponbela oV EVKOAOTEPT GAAL Kot pe
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TOAD PEOMOTIKA OmoTEAEGHOTO, dNUovpyiag evog maryvidlov. Emiong vmdpyer éva
amiotevta Bondntikd kol dypnoto Documentation to omoio o cLVSVAGUO HE TO
anmiBovo community mov 1o anaptilovy TPOGPEPEL OKOUN TOLO EVKOAT] Kol EVYAPLOTN
TNV OOVLAEWY TOV TPOYPOLUATICTOV TOV TO XPNGomolovy. TéAog vrdpyel Kot éva
Asset Store 6to omoio pmopet 0 6mo1o¢ dimopte vo Ppet amd KMOUKo LEYPL Kot OAOKAN PO
plugins ta oroia evompatdvovtat oto Unity.

To Unity3D ypnoipomomnke o avti tqv €pyacio. yio TV EVAOOEL TOV dAPOPOV
GLGTOTIKOV TOL TOYVIO00 KOl OTNV evempatmoon tov physics ce 6Ao t0 mayviot.
Eniong oto Unity3D dnuovpyndnkov 6Aa ta oknvikd, 1 cOvialn Kot o EAEYXOC TOV

animations ko 1 evdcel Tov KMAKa. (e Ta. game objects.

MonoDevelop[4]

To MonoDevelop ivai éva Multi-platform ko Multiple language support IDE to omoio
ovvepyaletal dyoya pe to Unity3D, pe to omoio pmopei kKaveic va. Kavel ta Tavto 06OV
apopd TN dNUIoLPYio TOL KMOOTKA.

Y& avtd TO project £yet ypnopomombet yio Tnv dnpovpyia Tov kddika e yAowoco C#
0 OTO10G EVOMUOTMOVETOL 6T0, d1dpopa game objects tov maryvidiov.

Mali pe 1o Unity3D omotelobv o0 600 7OL0 ONUAVIIKG E€PYOAEID. OVTNG TNG

SUTAMUOTIKNG £PYACTOG.

Eclipse

To Eclipse givatl éva olokAnpopévo meptpdirov avartvéng spoppoyov IDE kat éva
amd To LeyoAOTEPO Kol TOL0 OLUOESOUEVA EPYAAEID GTO TOUEN TOV.

Me awtd 1o gpyareio, TNV YAdooa mpoypoupaticpnod PHP kot to Slim Framework £yet
avantoydei to RESTTul API to omoio givatl 0 cuvdeTikog kpikog petald mToryvidton Kot

Baong dedopévav.

Photoshop

To Photoshop &ivar éva amd ta peyolvtepa epyaireio eneéepyoociog ewovoc. Iapéyet
amioTEVTES dVVATOTNTEG Ko pyoreia Ta ooia fonBovv KAmOlO0V GTO VO TPOTOTOGEL
pa ewcova-texture 6mmg avtog embopet pe Waitepn gvkoria.

To Photoshop ypnowomombnke yio va @tiaytodv opiopéve textures ta omoio

evoopotodnkav og 6ho to User Interface tov moyvidiod yuo €va kKolvtepa aicOnTiKod
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arotédeopa. TELOG 10 epyareio avtd YpNOILOTOMONKE Yio KATOlES OMAEG LETATPOTES

OV YPEACTNKAY GE KATOL LOVTEAL TOL TTOLLYVIOLOV.

Mixamo Fuse

To Mixamo Fuse eivau éva akopa gpyaieio tng adobe 1o omoio diver v duvotdTnTO
OTOVG YPNOTEC TOL Vo, ONUIOLPYNoOLV avatars, onAadn Tto TPICOACTATO HOVTEAN
YOPaKTNPOV. Méca amd 10 epyaleio avTO VIAPYEL O PEYAAN YKAUO A0 O1A(pOpa
oLOTATIKA To ool pmopelg va emAEEELG Tov amaptilovv €va yapakTinpa Kabmg emiong
Kot po TANBdpa armd Sopopetikés pubuicels.

Me to Mixamo Fuse kot v 1otocelida5] mov 1o akolovbei Exovv dnuiovpyndei Aot
0l YOPOKTNPES OV PploKovtal Kot GAANAOETIOPOVV pEe TO Toyviol Kabmg emiong Kot

6La Ta animations mov ypnoyonomOnkay.

MySOL Workbench

To MySQL Workbench eivar 10 gpyoieio 10 omoio Pornoe otov oyediooud g

Bdong Agdopévav mov dnpovpyndnke yio 6Komovs Tov oy violov.

3.3 BiproOdnnkeg/Frameworks

.NET Framework

To mowo mve Framework eivor éva Framework tng Microsoft oto omoio eivan
Boaoiopévo oyedov O6A0 o project Adyo tov OTL ypnouonodnke ¢ Kvpla YAdooo

TPOYPOUUUATIGHOD TOV Tatyvidtov 1 CH.

Slim Framework][6]

To Slim Framework givow éva Micro Framework to omoio £yet dnuiovpyn0et yio v
viomoinon powerful web applications kot APIs. Xg avtd to Framework éxet Baciotei 1
viomoinon tov RESTful API 1o omoio ypnowomoteite yio ta koAéopata g Bdong

Agdopévav pésa 6to Tty viot.

MySOL Library
H MySql Library givot o Bifiiodnkn omov ypnoiponoteite yio Query oe MySql evtog

tov Unity3D. Avtq 1 Piprodnkn eixe ypnowonombel oto opyikd otddia g
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vAomoinomg Tov A VISlD GAAL OTN GLVElYO OVTIKOTOOTAONKE OO TNV ¥P1oN TOL
RESTful API mov avagépete mo mdvm Yo AOYovs ac@AAElog Kot KaAOTEPTS EMIO00NS

TOV TTOYV1IO10V.

3.4 AnmTio€lg ZVOTHATOG

3.4.1 Amoitio€ls AOYIGUIKOV

To moyvidr avtd £xel oyedaotel Kot VAOTONOEL Yo TNV (PON TOV GE VIOAOYIGTEG
ypopeiov. To cOotua €yer vAomomBel ko eleyytel e€aviAnTKOg oe mePPailov
Windows. ITapoéia avtd to ovothua vrapyet yioo LINUX, Mac OS xar Windows.
Emiong pe pukpég petatpomés kan tn forbeia tov Unity3D 1o maryvidt umopel va tpé€et
kot oe WebGL, Android kot 10S g cOvtopo ¥povikod d1detni.

['o v cwot) Asttovpyio Tov Toryvidov axortovvror Windows 7 kot dve, 1 Mac OS
X kot dvo, N omoia dimopte €kdoon LINUX mov vmoompiler 3D ypapikd xabdg

emiong elval amapoitnn Ko n GVVOEST TOL VITOAOYIOTH oTo Internet.

3.4.2 Anotiosig YAkov

Mo ™mv cwot) Kot KoA Aettovpyios TOV TAVISOL TPENEL va. ANPOOVLY LITOYN Ko
KAMOlEG OMALTNOELS [LE TO OGOV 0POPE TO VAIKO TOV VIOAOYIOTH Tov Ba eykotacTadel
TO oy VioL.

Apyikd 660V apopd TO YOPO TOV ATOUTEITOL YIOL TNV EYKATOCTACELS TOV TOLYVIO0V,
avtog oev Eemepvd ta 600 MB yuo kovévo amd To EKTEAECIUO OGYETMOC AELTOVPYIKOV
GUGTNLOTOG.

Emiong ypedlovrar tovAdyotov 4 GB Ram yw v ocwot Aettovpyio Kot yopic
TPOPANLOTO EKTEAECT] TOV TTALYVIOLOV.

¥t ovvéyxew éva emeepyaotne Dual Core ypoviouévog ota 2.0 GHz eivan
IKOVOTIOMTIKOG Y10 TO TTOLYViOL.

Emunpdobeta doov agopd To Ypapikd TOL Toyvidlov UTOPOVV Vo avtameEEABovV
oYEOOV OAEC M KAPTES YPAPIK®V TNG 0yopas Buctalovtog ORmS TNV mTotdTNTo TOVG OTOV
po képto eivor tedeimg advvarn. Mo évo wKovomomtikd amoTéAEcUd Kol 0G0 TOV
duvatoéV o0 PEOAOTIKO amoteite TOVAGIoTOV o kdpta ypagikov GeForce 600

Series N o avtiotoyel twv AMD koptdv.
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3.5 Apyrektoviky] LuoTiROTOS

Unity Components Schema

Al Avatar

A

Get Questions

A 4

Show
Questions

Speak

Sent Questions

API
Sent
Sent Answers
Answers

/[ GUI

User Avatar ]/

Answer
Questions
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Database Schema

¥ SectionID INT )
' SectionID INT

 SectionMam e CHAR(50)

1 UserlD INT
 DateTime DATETIME(2)

< Descripion CHAR(300)
“Geore INT

* UserID INT
“UserName CHAR(30)

< UserEmail CHAR(S0) ] for
 UserInfolD INT

“» Password CHAR(20)

¥ UserID INT

=] > Name CHAR(50)

7 Q_No INT(2)
< Sername CHAR(S0) 1 SectionID INT

< Age INT(2) 2 Question CHAR(300)

¥ SectionID INT
T QMo INT(2)
T A_No INT(2)

JIDINT

1 UserlD INT
Is_Online BOOL

1 UserlD INT

1 SectionID INT
1 10 _No INT(2)

T A_No INT(2)
! DateTime DATETIME(2)

¥

¥ A_No INT(Z)

10 _No INT(2)
1 SectionID INT
2 Answer CHAR{300)

m

1 UserID INT
 DateTime DATETIME(2)

Indexes
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Communication Unity with DB

S Call Function
Commect [
| —
1 Connection
Established | |
P
Query
-
\
Response
N
T Return
Response | —
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Kepdiao 4

Ylomoinon Xvotpnatog

L R o (/4 o P

4.2 SCENES — ENVITONIMENT. . . ..o,

4.1 Ewoayoyn

e avtd 10 KePAlato Oa Kataypdpovy ot SlEPYAIES TOL £yVaV Yo TNV LAOTOINGCT TOV
o vioov. Oa eEnynbodv ot TpOTOL KATOGKELNG KOl AEITOVPYIOG TOV TOL0 CTUAVIIKMV
OLOTATIKAOV TOV TTayvidlov. Emiong Oa vdpyovv kot £Rynon tov kdowo ddpopwv

CLOTATIKAOV OTMG KOl KATOL0L KOUUATLO TOV KOJIKO G LOPPT WEVOOKDIKA .

4.2 Scenes — Environment

Apyikd To TPOTO TPAYLO TOL VAOTOONKE Y10 TNV KOTACKEVT TOL TTALYVIO00 NTAV M
oKNVES Kat 1o TePPAAAov Tovg. Exovv kotaokevaotel 6T0 GUVOAO TOVG 8 GKNVEG TOV
TOLVIO0, EK TOV OTTOI®MV 01 dVO APOPOVV TA APYIKA LEVOD EICAYOYNG GTO TOLYVidL, TO

éva v KOpla oknvn omov Ppiokete OAN 1 TOAN ToL dradpapatileTor To Taryvidl, Kot
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TEAOG 01 VTOANTTTES AOTELOVV TO £6MTEPIKO Y1 KAOE KTNPLO TOV 0 TOiKTNG KAVETE VOl
eEepevvnoet.

Olo 10 HOVTEAD OV YPNOCLUOTOMONKAY Y10l TNV KATOOKELN] TOV KTNPIOV Kol TOV
ECMTEPIKMV TOV £YoVV ayopaoctel amd to Asset Store kot £xovv opyovmBel kKot evawbet
Ao gUEVA ETCL MOTE TAPOVY TV LOPPT] TOL ENLOLHOVGO.

Apykd Ka0e povréro tomobetOnie oty BEon mov emBvpovoa 1| Tov Empene Kot OTOV
OAOKANp@VOTAY OA0 TO KTNplo tomobetovvtav OAot ot colliders ka1 materials mov
ypewlovtay. Xtn cuvéyela tomobetodviav kKot pvOuilovtayv Olo TO. GLOTOTIKO TOL
glyov va. kavoovv pe physics, sounds, animations Kot movements 7OV OTOTEAOVGOV
HUEPOG TOV GLOTATIKAV.

TéNog OTOV OAOKANPOVOVTAY TO TO10 TAV® ONUIOVPYOVVTIOV OAC TO KOUUATIO KMOTKO
nmov ydloviav oe ol oknvi Kot tomobetodviav ota avTikeipeva mov ypealovtay.
AvTd TO KOPUATIO KOOIKO cLVNOmG €lyav vor KAVOUV UE KIVAGEIS 1 EVEPYELES TOV
EMPETE VO KAVOLV TO, AVTIKEILEVO OTTMG TO AVOLYHOL oG TTOPTOG 1) TNV EUPAVIOT] EVOG

UNVOLOLTOG.

43 GUI

‘Eva and to onpovtikdtepa mpdypato o va moyviol glval kot ot Slemapég xpno
YTl OTOTEAOVV €vaL TPOTTO EMKOVMOVING TOL ToyVidov pe to ypnot. Etol Aowmdv ot
OlEmaEC YpNOTN TPEMEL Vo €lvonl amAEG, €0YPNOTEG KOl OUOPPES €TCL MOTE VA
S1ELKOADVOLV KOl VOL EAKDOVV TO EVOLAPEPOV TOL YPNOTN.

I"a tovg okomovg avtng g epyaciog 0Aa ta Ul mov ypnoyoromdnkav oto mouyviot,
€lT€ AVTA 0POPOVGAV T LEVOD TOV TOLYVIOOL , EITE APOPOVSOV UNVOLOTO KOl EVTOAEG
TPOG TOV XPNOTN Exovv LAOTOMOEL pe kKddka kot TNV ypnon ™ PPriodnkng GUI kon
GRAPHICS mov mpocpépel 1o Unity3D kot oyt pe v yprion Canvas. Mg avtd 1o
TPOTO Koatapépape va eEac@aAicove Ta. YPNYOPOTEPL OLVOTA YPAPIKE OAAG Kot
‘duvapukd’ vrooTPLOUEVO YPAPIKA.

Ye Oleg 115 meputtddoelg ta ovotatikd tov Ul mpocsapudlovior avordymg tomv
ovoTaTIKOV oV PBpickovtar otnv 006vn kKabmg eniong Kot to péyebog g 006N otV
omoia mailetatl to moryvidl. [Moapadetypotog xdpt OAeg TG SEMAPES TOV HEVOD €£YOVLV

olokANpwbel étor dote aArdloviag tov oplBud tev Kovumdv mov embupel o
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TPOYPOUUOTIOTNG VO £XEL GTNV SIETOPT KOL TNV OMovPYio Hog VEN KOTAGTACNG TOL

opilel To kaBe xovumi, OAa To GVoTATIKA TOipvoLV TNV BEom Kot To pEYeBog Tov TPEmet.

Pause

Resume Game

Save Game

Main Menu

Controls

Settings

Exit

UserName

Password
Year Of Birth
Country

Back Register

Become a Successful




4.4 Character Controller

o v vlomoinon tov €Aéyyov NG Kivnong Kol TG CLUTEPIPOPAES TOL KVUPLOV
YOPOKTN PO, ONACOY| TOV XOPOKTHPO TOV EAEYYEL O YPNOTNG EXEL TPOTUNOEL va Yivel 0G0
TO10 amAOG Kot gvypNnotog yiverat. Me v Pondeia tov character controller component
nov divel To Unity3D ko evog SCript to omoio enttpénel 6To YOPOKTHPO. VO TEPTUTHGEL,
va tpéel, va mepmatnost 1 va Tpé€el dlaydvia. Kot voo KAaver Zoom in kot out
KOTOQEPALLE VO KPOTHCOVUE TNV EAEYYO TOV YOPOKTNPO OPKETH €0KOAM OAAL Kot pE

TOAD PEOAMOTIKA OTOTEAEGLOTA.

YEVO0KMDOIKAC

® AidBace TV £i6080 amd TG GLOKEVEC 16030V

® Av 10 ‘tpéée’ sivar evepyomomuévo B4ce TV TayLTNTO TOV YAPAKTAPO GTO

TpEEE AAMMDC GTO TEPTATA

® Stode TV TN and TG cvokevég £10ddov otov animation controller yo va

Tpé€el To KatdAAnlo animation énwg Tpémet

® Av civar evepyomomuévo to kovumi Tov zoom tote tpéée v Sradikacio TG

Kdpepag mov ekterel o Zoom

® Av to inputs dev givar undév tote 0éoe v Tomobecia Tov yapaktipo ion pe ta

INpUts L T TayOTNTO TOV YOPAKTNPO AVOAOY®OS TOV XPOVOL.

4.5 Maps

Y10 moyvidl viomotovvTal dvo dtapopeTikoi xapteg o Mini Map ko o Max Map 6mog

ovopdCovtat Tovg omoiovg Ba doVLE O KAT® [LE AETTOUEPELO.
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4.5.1 Mini Map

Apyd égovue to Mini Map 1o omoio epgavilete kb’ 6An ™ didpKelo Tov TALXVISL0D
070 Tove de€10 PLEPOG, OTTMG POIVETAL KAl GTNV 7o TAve gkdva. LToyxoc tov Mini Map
etvar va BonBnoetl tov ypnotn €161 OCTE Vo TPOGOUVOTOMEETE KAADTEPO GTO TOLYVidL
KOl yloL vo, €€l Lo YEVIKY] €1KOVOL TOL Kovtivoy Tov mteptBdAlovtog. To kévipo tov
xaptn elvan Tavta n Tomobesio Tov YopPaKTNPA GTO Ty Vidl, 0 omoiog cupPoAileTon pe
éva KOKKIvOo KOKAO kol éva PEAOG omov Olakpivere 10 mov PAEMEL O YOPOKTIPOG.
Emumiéov ektOG amd TOV YOpaKTAPO KO [ EIKOVO TOL YEVIKOD TEPPAAAOVTOG, GTO
Mini Map Swkpivovtor pe kokkva opfoydvia Olo To. oNUEiol OOV O TOHKTNG MTOPEl
va Bpet dTopa Yo TNV SIEKTEPAIMCT TMV UTOGTOADY TOL.

["a v viomoinom avtov tov Yaptn £xel ypnopomonel po aveEdpTnTn 0pBOYPAPIKN
Képepa omov akolovbel TavTa TOV XUPOKTPO KoLl TNG TEPICTPOPEG TOV OVTOS KAVEL.
AxoAo0Bmg M €1KOVO TOV KATAYPAPEL 1 KAUEPO, OLTH SOTVRIOVETE o€ éva texture to

omoio pe To KatdAAnio mask Tpocpépel anTd TO KUKAIKO OMOTELEGLAL.
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452 Max Map

Axolovbwg éxovpe Tov Max Map o onoio epeavileTe e TO TATNLO TOL KOLUTLOD «M)»
KOl 0 0moiog €yel ooV GKOTO TNV YPNyopn Kot €OKOAN UETAPAOT TOL YOPOKTIPO CE
dtpopa onpeia vTOG TG TOANG.

Mo ™y vlomoinon ovtod Tov YhptNn £€xel ypnoipomombel po tpitn kdpepo pe
opBoypapikn ANyn n omoia evepyomoleite pHOvVo OTOV €ivol avolkt 1 SlETAPN TOL
apopd to Max Map kot xoataypdaeel oAOKANpM v TOAN oe €va texture to omoio

amoTeEAEL KOt TOV XAPTN HOG.

Apyikd mapoatmpodpe 6t 6Aa to. umAe onueion 6To YhpTn €ivar OAo To onueion TOL

UTOPEL O YOPOUKTNPOG VO KAVEL TNAEUETOPOPE HEGO aLTOV TOL XdpTrn. OTav o maiktng
emAéEel éva and to onueio ot Alota ota 0e€d To onpeio avtd aALAlEL ypdOUO Kot
yivete kOKKIVO GTO YAptn, koi otn ovvéyela mEfovtag to kovumi «Teleporty o

YOPOKTNPOG LETAPEPETOL GTO ONUEIO TOV EMAEYONKE.
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4.6 Camera

‘Eva amd o onpavTikOTEPO CLGTOTIKA EVOC Toy VoD ivar 1 Kuplwg Kapepa. Aniaon
N KAUEPQ TTOL delYVEL GTO YPNOTN TOV XOPAKTHPO TOL KOl TG ALTO KIVEITE GTO YMDPO.
Y10 BaSE é&yovv viomom0Oei dvo emhoyéc yuo ) kdpepa, to  First Person wot Third
Person mode omov o ypriotg umopei vo aArdEel peta&h Tov dVO KATAOTACEDV HEGO

TOL TANKTPOL «V»,

4.6.1 First Person
Me v emhoyn g First Person kauepag n kupimg kapepo Tov moryvidlod Kiveitan kot
tonofeteite akpPog 610 VYOG Kat ot BEoN TOV HATIOV TOV YUPOKTPO OTMG EMIONG

aAlaler kar to Field Of View tng kauepog otig 180 poipeg étol dote vor divel v

yevdaicOnon otov xpnot 0Tt elvar 0 €100¢ 0 YOPAKTPOC.

4.6.2 Third Person

Otav 6pwg o ypnotng emié€el to Third Person mode tote 1 bpepa Kiveitor ko
tonofeteite miow Kot o YNAQ amd ToV YapoKTHPA TOV oy vidloy. Me avtd to TpOTOo 0
APNOTNG £XEL AL TLO YEVIKT] EIKOVA TOV YOPAKTIPO TOV Kol TOV Tomiov. [ v cwot)

Aertovpyio avtod Tov Mode &yt dnuovpynOel £va script to omoio givar vevHOvvo Yia
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avt T dovAeio. Apyikd eAéyyete av M kauepa PAEmeL Tov moikTn, ov avTd cvuPaivet
TOTE Oev yivete timota. AV OU®G Yl OMOOONTOTE AOYO M KApepo oev PAémel tov
YOPAKTN PO, Yo KAmolo aplfud 0écemv mov vroAoyilovton duvapikd EAEYYEL OV KATOLOL
amo avtég ™S Béong pumopel va ypnoomondet yio vo tomobetnBel n kdipepa €161 doTE
va BAEretl Tov gpnotn. Av kopio amd avTéc g 0€ong dev Kavomolel TNV cuvONKN ovTy
to1E M Kbpepa evarldooete og First Person mode domov va vapéet kamota 0éon omov

umopet var petakivndei n képepo kot T o€ Third Person mode. Otav mAéov vdpyet o

ATOPOiTNTOG YDPOG TOTE M KAUEPO EMOTPEPEL GTNV TTPOoKaBopIouéVN TG BEo.

4.7 Al Characters

‘Eva amd tar SuoKoAOTEPO OAAG KOl CNUOVTIKOTEPO TPAYUATO Y0l TV PEUAGTIKOTOTO
evog mayvidlon eivor m viomoinon twv Artificial Intelligence yopaxktipwv. o v
VAOTTOINGT TOV HOVIEA®V T®V YOpoKTNpoV £xel ypnowomonbel 1o mpoOypoppo
Miaxamo Fuse g Adobe. Apywad €xovv dnuovpynBei Spawn Controllers omov avd
TOKTIKG YPOVIKA dtaothpata dnpovpyodv éva véo Al Avatar kot eivon vrevbuva 610
Vo KpoTovv oTtafepd T EMIMEDD TOV YOPUKTHP®V GTO ToyVidl. AkoAovOmg yio v
VAOTOINGN NG CLUTEPIPOPES TV YapakTpmy £xel vAomondei éva script oe C# 1o
omoio mpoomabel vo TPOCOUHOACEL TNV GLUTEPLPOPH TV avOpOT®V. ApYKE o

YapoKTAPaG KaAeite va emlé€el ma evépyela Oo mpayuatomoinon (mepmdtnua, ydPOC,
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EMKOW®VIOL 6TO TNAEQ®VO KTA.) pe peyaAvtepn mhovotnta vo eEakolovbnoet vo
EKTEAEL TNV evépyeln mov ekTteloVoE Kal mpv. Av ovti 1 evépyeln dev givol To
TEPTATNUO. TOTE EKTEAEITE KOTAAANAO animation aAMd¢ av o yapaktnpoc KAnOei va
TEPTOATNCEL TOTE YIVETAL Lol GEPA A0 EAEYYOVS Kol EVEPYELEG OC EENG:
e Amopdoioe av Ba akolovOnoelg v ida mopeia ( peyordtepn mboavomTo Vo
axolovOnicel v do Topeia) N B aALGEEIS TOpEia
e Av Ba aAldEelg mopeion wale ko PBpeg OAeg TG dvVOTEC KATELOVVGELS TTOV
umopeic vo akolovnoelg
¢ Bpeg ma mopeian B akolovOnoelg €161 MoTE Vo Uy cOYKPOLONG HE GAAOV

YOPAKTIPO 1] AVTIKEILEVO

e Ofce ocav oToO)O TNV véa mopeia
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4.8 Animations and Sounds

Téhog vy MV OAOKANP®OT TOL TAVIOWOL £T6L (OCTE VO OMCOLV U0 TO
ohoKANpmUEVN EKOVA Exovv dnuiovpyndel ta Animations kot Sounds.

Kévovtag apyn amd to Animations Oemp®d amopoitnto va avagépm Tmg OAo To
Animations éyovv katefel kor ypnowwomombei oamd to Site Tov Maxiamo Fuse.
AxolovOwg £xovV UTEL GE OUAOES OVOAOYMOC TOV YOPOKTNPO 1) OLASN YUPUKTP®V TOV
agopovv katl €yovv viomombei animation controllers omov eivar vrevbuva Yy TO
blending ka1 v cwot Aettovpyio twv animations.

Télog vy TV 6ot Aettovpyia. Kol GLVIOVIGHO TV SOUNdS Tov TTaLVIdoD Exovv
viomombel ta amopaitnta SCripts  mwov @povtiCovv yia avtd. Olo ta sounds mov
ypnowonomdnkov &yovv katePfel amd €va Site[7] mov mpoopépel dmpedv pIKPES

peAwdieg Tov pumopoHv va KotefAcovy Kot va ypnoiponombovy and 1o Kabéva.
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Kepararo 5

Amoteréopato

5.1 TTopouotdoelc — TeSHING. . oottt e e e
5.2 ATTOTEAEGILOTOL. . .ttt ettt et et et et e et et et e et et et e et et e e e et eaeeneeneens

5.3 ZTOTIOTIKA AESOIEVOL. ... vntitt et et et et e et et ettt et et e et et e rteaneeeenneaaas

5.1 IMepovoidcseig— Testing
Yto  mhoiow NG
OAOKANP®OOTNG TOV £pYO
elyav mpoypoppHOTIoTEL
Kot mpaypatomotn et
KOTOEC  TOPOVGIAGELS
TOV TOLVIOOD HE TN
dvvatdotTo.  SOKIUNG
TOL amd ATOUO TTOV TO

emBopovoay.

ZVVOAKA &youv
mpaypotonombel 6 mopovcldcel €k Twv omoiov 1 5 mpoayuatomomOnkoav ot
Agvkooio, Konpog kot n pia ot Ogocario, EALGSa. 1o T1€h0g Kbe TOPOLGLAGELS
doxipacav to moyvidl dtopo OAO TOV NAMKIOV Kot SlpOpmOV TOUEDV OTAGYOANGNG.
Kotd v ddpkela tov SoKindv, culNToe®V Pe TOVS XPNOTES GALL KOl HECOV TMV
EPOTNUATOAOYI®V 7OV KANONKOV VO  OTOVTAGOUV Ol YPNOTEC OT0 TEAOG KAOE
TOPOVGIOGNG, CLAAEYOVTOV Ol TANPOPOPIES KOl AMOYELS OO TO KOGHO £TCL OGTE VO
BeAtiwbel 10 vmhpyov cHoTUa oAAE Kot TNV KOADTEPN VAOTOINGCT TOL WETEMELTO
ocvotpatog. Ot Vodeitelg TV ¥PNOTAOV OGOV KOl TO TPOPANLOTA TOV AVOPEPOVTOV
Aappdvovtay cofapd vToyn Yo TOV TPOTO AAANAETIOPOONG TOL YPNOTN UE TO Ty VidL

aAAG Ko Yoo TV Bertioon Tov.
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5.2 Amoteléopata

Téhog €xer ohokAnpwOel To maryvidl pe OAa To amOPAiTNTO CLOTUTIKA TOV TPEMEL VA
npoceépet Eva matyviol. 'Etot o 6motog dimopte pmopel va katefacel dwpedv o motyvidl
a6 to Site[8] tov project kot KAVOVTOG [ EYYPAPN LE TO GTOLYEID TOV GTNV APy TOV
o VIOlo0 pmopet va eEAEYEEL TIC SVVOTOTNTES TOV GTOV EMLYEPNUOTIKO TOPEN KoL VOl
KOVTOYOVIOTED TOVG VTOAOITOVG YPNOTEC TOL TOLYVIO0V. XE GLVOVOGUO LE TO oY VIO
éxel oloxnpmbOel wor €éva backend ovotqpa tov site  yw v mapovoioon
TANPOEOPIOY Yo TOVG YPNOTEC KOO emiong Kol  EUGAVIOT  OTATICTIKMV
anoterecpudTov 10 omoio emueindnke o K. lmavvng Kwvortavtivov.

"Exovpe viomomoet £vo mApeg cuoTno omov BELOVUE VO EMKDGOVE TO EVOLOPEPMV
TOV YPNOTOV £T61 OoTE TailovTag £va peaAOTIKO, EVXAPIGTO OAAG KOl O10CKEOAUGTIKO
oL Vidl va. Umopovv va a&loAoy GOV TOV €0VTO TOLG KOl VO TOV BEATIOC0VY OGO

apopd TOV TOUEN TNG ENLYELPTUATIKOTNTOG,

Become a Successful
Entrepreneur

5.3 Xtotiotika Agdopéva,

Telewwvovtag pe 66 apopovv To LIAPYoV cvuotnua Bo NBela va avapépm TmS 6To
backend cHotnpo mov avagépinke Kol To TAVEO Ol YPNOTEG UmTOpovV Vo Bpovv Tig

Babuoroyieg Toug kaBmg emiong Kot TO 16TOPIKO TOVG.
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€ 2ewo baseprojecteu/back ” -||a- PRT =

tes «  Andress Favorites +  toksidi =

I'evikd otoTicTIKG pHoTY

Fevikn Kararogn xpRom TUVOAIKOG APIBYOC YUPWY RaIKVIBIOU SuvokiKd Ix6p
i 10 c) 2 25.81

Anorehéoara topse: Law Firm Office - x Anotehéopara Touéa: European Commission - x

@ Corect @ Correct
@ Uncorrect @ Uncorrect

Anotehéopara topsa: Real Estate Offices - x Anoteléopata topéa: Graphic Artists' Store

B ®v =M - e

Eve amd v dAAn n OyEpIoTéC TOV GUGTNUATOG UTOPOVV VO OVIANCOVY YEVIKEG
TANPOQOPies, OTMG TOGOL TAIKTEG Ao KAOE ymPA VIAPYOLV 1| TOla £IVOL 1] EPMTNOT UE
TO PEYOADTEPO TOGOGTO EMTLYING, KAOMG EMIGNG UITOPOVV SLOYEPIGTOVV KOl VO, KAVOLV

TPOTOTOMGELG 0€ OEHOTA TOV TALY VIS0V KOl TOV YPTOTMV.

‘ Become A successful entreprene... * | +
€ S 690 http://baseproject.eu/backend/index.php, 7 +|le- pPARS

Jack favorites = Andreas Favorites + taksidi

Tevikd 6TOTIOTIKG.

. Zuvohwog Apepog Mo . ZuvohKoG ApBHOC YUpLV naDOU Evepvornoye
e K o 7 ! 0

Teoypuouai 6éon evepydy TayToy

1 L 2

Kotavop nhiog naywév - x AnoteréojaTa v Topés Tob ayVSOD - x

trol . zcop
Law Firm Office|
European Commi
Real Estate Offices]
Graphic Artists'S.

Busiess plan)

Jowéag mawéiou

Facity manaem.

2 @02 m - s% +
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Kepdiaro 6

Eni)oyog

6.1 XPNON ATOTEAEGIATIV. ...t nteneteet ettt et e e et et e e et e e et et e eae e
6.2 MEAMOVTIKO EPYO. . niiti it e

6.1 Xpnon AmotereopaTmv

To cvomua £xel dnpiovpynbel £tol dote vo umopel va eEAyEL ONUAVTIKY] TANPOPOPia
vy v PBedtioon dpdpaov BepdTmV TOV AmOGYOAODV TNV EMYEPNUATIKY KOWVOTNTO.
[Mopadeiypotog ydpt peAeTdVTOG TO OTATIOTIKG Ogdopéva Umopovpe vo. eEGyovue
TANPOQOPlEG O TOWOLG TOUEIG VTAPYEL M HEYOALTEPN adLVOUIOL GTOVS VEOLG
EMYEPNUOTIEG £TOL OOTE VO SLOPYUVAOVOVTOL CEUVAPLL Yoo TNV Pertioon avtodv Tov
npofAnudtov. Akéun pmopovue vo e&dyovpe mAnpo@opieg Yoo TO MOlEG MAIKIES
EVOLAPEPOVTOL TTEPIGGOTEPO Y1 TNV EMYEPNUOTIKOTNTO £TCL OOTE VO TPOCTUONGOLLLE

Vo EAKOGOLLE TOV VTTOAOUTO KOGHO va. a.oy0ANDEl Le ToV Topén TV ETpicEDV.

6.2 MelhovTiko £pyo

Ev katakieidl égovpe 6T0 PLOAO HOG TNV ETEKTACT] TOV VPICTAUEVOL TOLYVIOOD GE Eval
multiplayer game omov ot ypriotec o pwopovv vo avtarddEovv TAnpopopiec petacn
TOVG, VO EUTOOIGEL 0 £VOG TOV OAAG KOL VO AVTOYWVIGTOVV GE £VOL EIKOVIKO KOl 0CPOAES

nepPAALOV £T61 MOTE VAL YivOUV OGO KOADTEPOL UITOPOVV.
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[1]

[2]

[3]

[4]

[5]

[6]

[7]

[8]

https://en.wikipedia.org/wiki/Serious_game#Classification

Fowler & Pusch, 2010? Kovalik & Kuo, 2012

Kovalik & Kuo, 2012

http://www.monodevelop.com/

https://www.mixamo.com/

http://www.slimframework.com/

http://www.newgrounds.com/audio/listen/128962

http://baseproject.eu/
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Hoapaptnua A

Ye avtd 1o mapdaptnua Bo PBpeite To EPOTNUOTOAIYIL TOV YPNCUOTOMONKOY GTIC

TOPOVGIACELS TOV TPOLYHOTOTOONKaAY.
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Become a Successful
Entrepreneur ksl Crasmus+
A&oTipot emyepnuories,

Me v mopoldoa epeuvnTikh] tpoondfela emBupovUE Vo O1EPEVVIGOVHE TIS OVTIMYELS,
OTMOYELS KOl EUTEPIEG GG TYETIKG e TIG TPOKANGELS Kl TO TPOPANLOTO TOV VTILETOTICATE
Katd TV évapén g emyeipnong cog. H yvoun cag eivor wuwitepa moddtiun ya epds, kabog
Oa pag Ponbnocst va KOTOVOGOLHE KOAVTEPO TIG GVAYKEG KOL TO TPOPRANUOTE TOV

avTIET®OTICOVV 01 VEOL 6TV TPOSTAbELd TOVG VO ONULOVPYHGOLY i entyglipnon.

20 TUPOKAAOVUE VO, CUUTANPAOGETE TO GUYNUUEVO gpatnratordyto. Ot amavtioelg cag Ha
¥PNOLOTON B0V AMOKAEIGTIKG Y10, TOVG EPEVVNTIKOVG 0KOTOVG oTo TAdicia Tov Evpomaikod

ITpoypappatog BaSE (Become a Successful Entrepreneur).

Ta gpoTnuoTOrOYLO. Elval AvOVOIO KOl Ol TANpoPopieg mov o KaTaypagovy amdppNTEG Kol
0o ypnowonombody AmOKAEIOTIKG Y10 TOVG OKOMOLG TNG mopodoag Eépevuvag kot Oo
AVTIHETOTOTOOV pe amdivtn exepvbeia. Me dedopévo 6t 1 cupPort| cag etvar kabopioTiky

O0G TOPAKAAOVUE VO, ATAVTIGETE GTIG EPMTNGELS TOV AKOAOVOOVV e AmOAVT ETAMKPIvELD.

220G EVYOPLOTOVE Y10, TNV AVTATOKPIOT] KOt T GUVEPYOTIN GAG.

H epgvvnticn opddo

BaSE



1.

Become a Successful
BaSE Entrepreneur - Erasmus+

EPOTHMATOAOIIO AIEPEYNHZHZ EYKAIPIQN, EMMOAIQN KAI
MEPIOPIZMQN ZTH AHMIOYPIIA NEAZ ENIXEIPHZHZ ANO NEOYZ
ENMIXEIPHMATIEZ

AHMOI'PA®IKA ZTOIXEIA

®UAo:

[0 Tuvaika O Avdpag

HAIkia:

O 20-29 O 30-39 O 40-49 O 49+

Mop@wrTiké EitTredo:

0 Amogoitog Nuuvaciou / Aukeiou
0 Amoégoitog TeXVIKAG OXOANG

O Amégoitog lMNMavetmioTnuiou

[0 MeTaTTTUXIOKEG ZTTOUBEG

[0 AIDOKTOPIKEG 2ZTTOUDES

L AAho:

FENIKEZ MAHPO®OPIEZ I'lA THN EMIXEIPHZH 2AZ

4. 'ETog idpuong Tng emiXeipnong oag:

5. Eidog emixeipnong:
0 Mikpn emixeipnon (apiBuog atracxoioupévwy 1-50 aroua)
0 Meoaia emixeipnon (apiBudg amaoyxoloupévwy 51-250 dropa)

0 MeydAn emixeipnon (apiBudg amaoxoAoupévwy 251+ dropa)



6. Toptéag dpaoTnEISTNTOG EMIXEIPNONG:
[1 Ekmaideuon
[1 Kataokeuég
1 HAektpovikd eutrdpio
1 Topéag Toupiouol
L1 TMapoxéag uyeiag
[1 MapoxEag utrnpeciwyv
1 Xovdpikd kal Aiaviké eutrépio
[ Bioynxavia-uetamoinTikd utmopio

1 AAAog KAGdog:

7. H emixeipnon cag oteydderal o€ IBIOKTNTO XWPO
O Nai

LI Ox

STOIXEIA ENIXEIPHMATIKHE ESEAIZHE

8. Tioag wlnoe va dnuioupynoete Tn SIKN oag €mMIXeipnon;
L1 Avepyia
O EAMeiyn kaAUTepng emAOYRAG Epyaciag

Ll Oa &xw Tov £€Aeyxo Asitoupyiag TG €mixeipnong pou (wpdpio, CUVORKES £pyaciag,
TPOTTOG EPYQTiag)

O Bprka xpnuarodétnan

[0 KaredBuvon amrd Tnv olkoyéveia

L YwnAdtepo 106dnua

[ IkavoTroinon E0WTEPIKWY HOU TTPOKARCEWY (VO EQUPUOOW TIG IBEEG HOU)

1 AMAOG Abyoc:




9. MNéoo 5UoKoAo fiTav va ISPUCETE TN SIKKA 0O EMIXEIPNON;
[0 KaBoAou O Aiyo O Apketd [ TloAu O Mdpa oAU

10. Me Tmolov 1pOTO £fao@alioare TOo PBaocikG Ke@AAaio yia TRV idpuon Tng

emiYeipnong oag;
0 AIKG pou xpApaTa
O Oikoyéveia
O Adveio
O Xpnuatodotnon amd 1o KpATog i GAAO OpyavIoHO

O AMo:

11. AnA@OTE TV GITOYN CAG OXETIKA HE TIG TTAPUKATW TTPOTACEIG:

BINQWVQ JIapwvw OUTE CULQWVW,  CUHPWVW CUHQWV®
amoéAuta ouTe DlaPwvw améAuTa

{1 }

4. Eivar dUokoho va EekIvAOEl
kdTolog pia JiKr Tou €TTIXEipnon,
Adyw YPAPEIOKPATIKWV
SuaKoAILV

6. Eivai OUokoAo va &ekivioeEl
KAtrolog Wia JIkr Tou eTmIXEipnon,
AOyw ENAEIYNG YVWOEWV OTN

OIKOVOUIKN Biayeipion

Ol




8. Eivar OUokoho va Eekivioel
KAtrolog pia 8IKr Tou eTmixeipnon, 0 0 0 O O

12. X¢ olo BaBuo Ba emiBupoUCaTE VA EiXATE EKTTAISEUTE OTOUG TTAPOKATW TONEIC
TPOTOU SEKIVIOETE TNV ETMIXEIPNON TAG

BIxPWVL BIaPWVW oUTE CUPPWVW,  CUHQWVER OUPQWVW
amoAuTa oUTE DIaPwWvw amoAuTa

13. M6oo kavoTtroinpévog/n €ioTe TTou Snuioupynoare TNV SIKA TOg EMIXEiPNON;

O KaBdAou O /\iYo 0 Apketd O TloAU O TMapa oAU

14. 2¢ molo Babud Bzwpeite 6T IKAVOTIOIGATE TOUG AGYOUG TTOU OGS WBNTAV OTN

dnuioupyia Tng dIkNAg oag eMIXeipnon;

0  KoaBbéhou O Aiyo 0 Apketd O TloAu 0 Tlépa oAU

Z0¢ EUXAPICTOUNE VIO T CUVEPYOTia.




ZuppeTéXwy —ouaa No.........

2 Become a Successful
fatreprenenr

Erasmus-+

‘Evtuno ZuykataBeong
TitAog €pyou : BaSE — Become a Successful Entrepreneur
Ayarntol CUMUETEYOVTES,

Jto mhaioto avamtuéng tou [Mpoypdupatog BaSE «Become a Successful
Entrepreneur», to onoio uvlomoteitar umd TtV awida Ttou Evpwmnaikoy
Mpoypdupatog Erasmus+, (Apdon 2. ITpatnylkéG CUVEPYQAOLEG OTNV TOMER TNG
veohaiag) Ba cag mopoakahoboape va cupBaliete Sokiudlovrag €va mouxvidt
TPOCOMOLWONG Kal L LoTooeAISa TTou avamtuxOnkav pe okomo va Bondioouv toug
VEOUC ETUXEPNMATIEC VO  ATOKTAOOUV €EELSLKEVHEVEG YVWOEL KoL VA TG
XPNOLLOTIOLACOUV O€ £Vl ELKOVIKO TEPLBAAAOV TPOCOUOLWENG EPYAGLOKOY XWPOU.

310 TéAog aUTAS TS TAOTIKAG SokiuAg Ba oag Intndel va aflohoyroete To malyvist
npooopoiwong kat thv Lotocehida and dnodn AeltoupylkdTNTAG, CUUTANPWVOVTAG
OXETIKO EPWTNUATOAGYLO.

H cupmAfipwon tou gpwtnuatoloyiov eival avwvupn evw to dedopéva mou Ba
ouMexBoUv and Ti¢ anavtioel Ba xpnotponoinBolv Hovo yla Toug oKOToUg Tou
Mpoypdppatoc. H cuppetoxr oog eival evtedwg eBelovtikn. Mmopeite va emAeEeTe
VO WUNV GUMUETEXETE OE WMEPOG f} OTO OUVOAO TNG OOKLMAOTIKAG XpAong Tou
riaxvidlol 1 Tng LotooeAibag.

J0lG EUXOPLOTOULE YLOL TV QVTATIOKPLON KOL TN CUVEPYATia 6og.

H epeuvntiki opada

BaSE

Huepopnvia



ZuppeTEXwV —ouoda No.........

Become a Successful m
Entrepreneur Erasmus+

Tpijpe A
Anpoypa@ikd Xrouyeio

1. ®ovho:
O Avdpoag O TMuvaika
2. Hiwio:

Q 18-25 Q 26-33 U 34-41 Q 42-49 Q 50+

3. Xemoto PabUd XPNCIHOTOIEITE VITOLOYIOTT| OTIG KOBNUEPIVEG GOC SPOCTNPIGTITES;

Kaborov [&pa worvd
1 2 3 4 3

4. Tlapodoa kordoTaon:

O Avepyog
U Emoyyehporiog
QO Do

Tpipe B
Oépara Teyvoroyiag kar Evypnertiog g Istocshidag

A&odoynore v eumepio. oog ue v 1otooedioa, onueidvovros "X" oto avticToiyo
TETPAYWVO THG KAIUGKOS 5 onueimV.

1. H wotooehido eivar ebkoAn o xpHom.

Aooove arndivto Ovdétepog/n ZOHOOVD 0TOATA

2. H mepujynon oty worocehida ivor eOKOAN.

Al@ovod andivta Ovdétepog/n ZOUOOVO 0TOAVTA



ZuppetéXwy —ouoda No.........

3. H obdvdeon pe 1o iviepver kou m toydTnro g totocehidag Aettovpynoov
KOVOTTO I TUKA.

Aeave amdiuTa. Ovdétepog/n Zopeove andivto

4. Hotooekido drbétel EekdOapn Ko amAn Sopn.

Awgové ardrvto Ovdétepoc/n Zopeovd ardAvTo

5. Ta ypogikd g wotoceridag eivat evydpiota.

Al0pove amdAvTA Ovdétepog/n SVUEOVE oTOAVTO

6. H opokoyia mov ypnoonokitoar 6ty 10tocerida sivar cagrg.

Mopovd andivta Ovdétepog/n ZOHEOVE aTOAVTO

7.  Alheg mopotnpioelg N ool

Tpqpe I
Oépata Teyvohroyiag kor Evypnotiag Tov Iayvidwod
Ilpocopoimong

A&odoysiote v eumeipio oag pe 1o moryvior mpooouoiwong, onusiovoviag "X" oo
avtioToryo TeTpldymvo g KAiuaKas 5 onueiomv.

1. "Hpovv ot B40m va. xpnoonotio® To moyvidl Tpocopoioong oe peytho Badpd.

Alopovd ardivTto Ovdétepog/n ZOREOVE amTéAT

2. H olvdeon oto fiviepver xou m TaxdmTO TOL WOVOWO0  AErtodpynoay
KOVOTOMTIKA.

Awoavd ardivto Ovdérepoc/n ZOUOOVE ATOAVTOL



TyppeTéXwy —ouoa No.........

3. To mayvidt avramokpvdTay GTig EVIOAES MOV YPyopa.

AoV omdAVTAL Ovdétepog/n ZOUPOVEO 0TOAVTO.

4. H mpdoPaon oto maryvidl NTav ypryopr Kot EOKOAN.

AoQovd arndAvTo Ovdérepog/n ZOROOVA 0TOAVTOL

5. H teyvohoyia mov ypnoponoteitar, Kavet 1o marvidt oAb peaioTticd.

Alopoved omdAvta Ovdétepog/n ZOREOVO 0mOAVTI

6. Xpetdlerar ToAOG xpGVOoS Yo v nabet Kamotog va TaiEet To oy viot.

Atdcpmvob amdrvto Ovdérepog/n ZOUEOVO amdAvTO

7. Awokédaca o ypdvo Tov EmoEN GTO TALYVIOL.

Apovd omdAvTO Ovdétepog/n Zopueovd ardivto

8. B®a cvoTnva aTd TO TOLYVIOL Kot 6€ GAAOLG.

Awgpavd amélota Ovdérepog/n Z0pOOVAH amOAVT

9. To moyvidt evOappHvel TNV EUTAOKY KOL TNV EVEPYT GCOUUETOYN TOL XPHOTN.

Apovd amdrvto. Ovdétepog/n ZoUOOVO omdrvTo

10. Avaykdotnka vo. avalntion Ponbew apretés popéc dtav Exalo 6To mayvioL.

Aopaved ardivta Ovdérepoc/n Zopeavd ardivta

11. H opydvmon tov pevod gival apketd QUAKY TPog To (PNoT).

Alopovd améAVTo Ovdérepog/n ZOUOOVOD 0rOAVTO

12.'Hpovv oe Béon vo emiélm eUKOAN KOmOW OmAVINGY JPNOILOTOUDVIOG TO
TOVTiKL.




ZuppetéXwyv —ouaa No.........

Aopovd améivto Ovdétepog/n

13. O maiytg aliniemdpd edrora pe To moryvidt.

ZopQavd ardiuTa.

Alopovd andhvto Ovdétepoc/n

14. To moryvidt firav €bkoro oty YpMomn.

Zopeove amdivta

AlQ®VEH omOAVT Ovdétepog/n

15. Yrnp&ov otrypég mov 1o matyvidt otapdnoe ompocdoKnTa.

ZOHEOVE aTOATO

AoQovd andAvTo Ovdétepog/n

16. H opohoyio mov ypnoomoteiton 6to moryvidt etvor cogrc.

Zopemvd andivto

Aooove arndivta Ovdérepog/n

17. To mayvidt mpokaiel cOyyvomn.

Zopenve andivto

Awpovd améivto Ovdérepog/n

18. Ot otdy01 TOV T VIS0 NTAV TANPMOG KATAVOTTOL OE HEVAL.

Zopeovd andivta

AOQ®OVO omdAVTO. Ovdétepog/n

Zopeova ardivto

19. Adyo tov mheovekTudtov g Hadnong mov mapéyel o moyvidt, o to Emonla

Eavd.

AQ®ve omoAVTO. Ovdérepog/n

ZopOmVE ardivta

20. Xpnopomoudvog to moryvior fo BEATUDCETE TIG EMYEIPNUATIKEG COG IKAVOTNTEG.

A0QoVO amdAvTO. Ovdétepog/n

21. Ahheg maporTnpnoeis 1 oo

ZopEmVER andrvto




Hopdaptnuo B

Ye avutd 1o Topdptua Oa PBpeite to GDD tov mayvidio Ommg avtd elxe cuvtaybel

oTNV 0PN TG LAOTOINOMG TOV ToyVo1oV.
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INTRODUCTION

Literature review

The use of simulation games i teaching and leaming is not a new phenomenon but it has
a considerable history as part of education. The last few decades, simulation games have
become 2 new framing paradigm and a popular tool providing realistic educational
expenences. Simulation games are widely used in the military, in medical field for surgical
training or in pilot training through pilot simulations (Kovalik & Kuo. 2012).

The simulation games literature does not reveal one globally accepted definition for the
term, while the defimtion vanes among the different professions and fields (Crookall,
2010). According to Sitzmann (2011). simulation games ‘refer to instruction delivered via
personal computer that immerses trainees in a decision-making exercise in an artificial
environment in order to learn the consequences of their decisions’ (pp. 490). Kikot et al.
(2013), defines simulations as ‘a digital imtation of something real that has game
charactenstics: compefition, rules’ (pp. 14). Simulation games offer leamers the unique
benefit of experiential leaming where they ‘practice developing, implementing and
controlling competitive strategies as well as making complex and functionally integrated
decisions in a competitive environment that reflects real life’ (Zhang. 2015: 134).
Research results mndicate the value of computer-based simulation games in education as an
effective tool for the improvement of knowledge, competencies and skills. Simulations
provide the users the opportunity to practice and develop their skills in a safe environment
sumilar to that of the real world and deal with situations or dilemma that they are likely to
occur in the future (Fowler & Pusch, 2010; Kovalik & Kuo, 2012). Equally important is
that framing via simulation games is less expensive than amranging traiming in a real
environment that might be nisky or unsafe (Kovalik & Kue, 2012). Furthermore, within
this low-nsk environment players have room for error, as they can expeniment, fail and
start over again learning from their mistakes.

Simulation games promote active leaming and it 1s learners’ responsibility to buld their
own knowledge duning the process (Palmunen et al., 2013). Additionally, the use of games
can increase motivation fo leam and have a positive impact on students' leaming
performance (Randel et al., 1992; Kovalik & Kuo, 2012; Schwabe & Goth, 2003;
Sitzmann, 2011; Terrell & Rendulic, 1996). Moreover, gaming can increase the interaction
among the users while promote the development of skills in decision making and problem
solving (Kovalik & Kuo, 2012; Schwabe & Gath, 2003). Additionally, simulation games
offer players the possibility to try mnovative strategies developing their creativity skills
(Kovalik & Kuo, 2012). Furthermore, through constant playing of the game the player can
develop critical leaming skills (Kovalikk & Kuo, 2012). Simulation games promote the
development of the 21st Century skills that are considered to be cntically important for a
successful and sustamnable future of new generations (Great Schools Partnership, 2014).

Page 3of 21
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Another important aspect is that simulation games allow the users to transfer the knowledge
learned in the traditional education to real-life situations connecting theory and practice.
Thus, since simulation games represent situations simular to those of the reality, it is
extremely 1mportant to create realistic expenences something that would be difficult to
create in fraditional training (Kovalik & Kuo, 2012).

Simulation games are widely used in the business field, although according to Kovalik and
Kuo (2012) business simulation games are not frequently used as part of the curmiculum
mainly because it is difficult for educators to choose the switable game, use it effectively
and evaluate what the students have leamed. Benita (1999). also argues that the importance
of the use of business games lies in their ability to improve parficipants’ business skills and
especially problem solving and decision making. Furthermore, business simulation
expeniences offer ‘unique leaming benefits that allow business students to develop cnitical
strategic management knowledge and skills needed in the marketplace’ (Zhang, 2015:
154).

Simulation games can be used for the training of employees in order to upgrade and
mmprove their skills. Jana (2006) refers to the development of a simulation game for the
trammng of the staff in customer service. According to the results those tramed via the
simulation game obtained assessment scores 5% to 8% higher than those trained with older
techniques such as manuals. Research by Chang et al. (2003) relative to the implementation
of business simulation games also identified the effectiveness of their use. The results of
the study revealed that the use of the simulation game promoted the development of
participants’ decision-making, problem solving and planning skills. Moreover, the game
helped participants understand the concepts related to business.

Taking all the above mto consideration, the ultimate objective of the BaSE project is the
development of a business simulation game that aims to bndge the gap between the
traditional traming and real world work situations and enhance the development of the
potential entrepreneurs’ skills. The simulation game will offer experience through practice
In sifuations that reflect real-life situations m sethng-up a business. The scenano will
promote the development of decision-making, problem solving and planning skills while
1t will enhance participants’ understanding of the different concepts that are related to the
establishment of a new enterprise.
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The scenario of the simulation game

Wolfe and Gold (2007) argue that when developing an educational simulation it is essential
that the game cormresponds to the course content. Thus. for purposes of pedagogical
effectiveness the design of the scenario was based on the following topics that will be
covered during the training session that will take place both in Cyprus and in Greece:

* Business Plan

* Marketing

* Accounting

* Financing and Investment

* Controlling

» Enterpnse planning and

» Economics
During the game the user will be responsible for the development of his/her new business
— establishment of the legal person. The users will have to understand their objectives and
choose the best course of action relative to the name of the enterprise, creation of logo or
trademark, choice of type of business or registration of enterprise. The user will have to
take the necessary actions in order to ensure the 1nitial capital for the development of the
company. The product or services provided by the enterpnse must also be determined and
the user will have to take into account several variables including the ways of promotion,
the market plan. pricing policy etc. During the game players will have the ability to choose
the appropnate facilites and equipment by taking mnto account various parameters
including the location, the rent, the character or the fame of the area. Furthermore, the
simulation game will allow the users to be tramned in issues like staff recruitment, budget
development, management strategies and crisis management.
The BaSE project aims to provide a representation of the main features of reality relative
to the establishment of 2 new busimess that will allow the traming of potential entrepreneurs
in a low-nisk environment. During the game the users will be required to make business
decisions n order to achieve the goal of starting up a new business by taking into
consideration how their decisions will affect their own choices.
Another significant aspect of the proposed simulation game relates to the feedback that the
players will receive after the end of the simulation expenence that will allow them to
understand their decisions and their mistakes, reflect on them and improve their strategies.
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OVERVIEW

BaSE 1s a first and third person interactive business simulation game that places the player
in the body of a youth that 1s unemployed due to the economuc crisis and decides to start
up his’her own business.

In order to progress in the game the player must interact with the virtual characters and
fulfill the tasks that will ensure the establishment of the company.

The game takes place in a city and it 1s a fully immersive environment allowing players’
mnteraction with the other people.

The player’s main task is to navigate the youth within the city, interact with other people
to take instructions and visit all the necessary buildings for the establishment of the
enterprise.

The game will reward the players creativity and choices relative to the steps and strategies
followed for the establishment of the enterpnse.

Market considerations and features

The game refers mostly to young and mexpernienced people who wish to create their own
business but have no skills, confidence and knowledge to do so. Through continuous
practice young people will have the ability to expenence real-life situations that are related
to starting-up a new business and will face real-life problems that might encounter duning
the process of building a new business.

The simulation game addresses the lack of practical experience m higher education,
lifelong leaming and adult education organizations, proposing the connection of traditional
education and practice in a low-nsk virtual environment that allow room for error. The
importance of the simulation lies in the ability to tram young people who lack the skills
and knowledge within a safe environment without the nsk of negative consequences in
case of inability to create and maintain a new business due to inexpenence and possible
incorrect choices.
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STORY AND GAMEPLAY

Game Story

Due to the economuc crisis and the lack of job opportunities in the labor market one youth
decides to start up lus/her own business. In order to start-up the business the youth must
set up his’her business goals and expectations and reflect on how to meet those goals.
Starting from scratch in order to create a new business. our youth must decide the product
or service of the company. fulfill legal obligations, ensure funding, rent buildings. hire
staff, choose logo and forwarding the business. An adventure journey begins and our youth
will face several problems and challenges and will have to take the best course of action in
order to achieve the establishment and survival of a successful enterpnse. BaSE is a
challenging business creation and management simulation game that will allow players to
learn how to create and run a successful business.

Game objective

The games’ main goal is the establishment and maintenance of a successful enterprise. The
smooth operation and survival of the enterpnise for an amount of time will allow the player
to win the game and become a successful entrepreneur.

Game Play

In our game, the main character will aim to complete the vanious levels which are necessary
for the creation of a new company through a fun and yet realistic environment. Each level
has a specific goal that upon completion of the integration of the player/and when the player
completes 1t. gets a relative feedback where 1t is written the score for this specific aim,
which is proportional to the integration time as well as comrect and incorrect decisions
made. Then if the score exceeds a given threshold then our character can move to the next
target. In addition, there will be the selection of replay regardless the score.
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GAME FLOW

Tutorial: A sort tutonial that takes place in the city in order for the player to be familianzed
with the game environment. perspectives and controls.

Level 1: Takes place atlaw firm office where the player must visit in order to establish
the creation of the business: the user can fill his name (input), the sector of activity (list)
and the type of business (list) through an UL If it 1s possible we would like to check the
uniqueness and the size of the name, because they will play an important role at the passing
points.

Level 2: Takes place in the European Commission. The user can ask other
businessmen about the program which should be interested for. In this way s/he
saves time for not searching all the possible programs. There will be a different
person for each program group.

Level 3: Takes place in the Real estate offices. The user can visit the estate agency to
find offices for locating his /her business. There will be an offer according the money
from the funding, but if the user wants, s/he could choose the place that wishes. Each
place will cost differently, depending on the size and the location. An agent will be
necessary at the beginning, but then the user can continue without agent’s help in
order to save money. The user would be able to visit the offices and then search alone

and find the owner to make a private deal. Otherwise, the agent will be there for any
help.

Level 4: Takes place in the Graphic Artists’ Store . According to the price that is
available, the user should give a price. The higher the value, the more impressive will
be the logotype and the servant of the graphic designer. The user can suggest his/her
own logotype

Level 3: Takes place in the New Entrepreneur Building. The user is required to answer
questions concering 1ssues of the Business plan.
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Level 6: Takes place in the New Entrepreneur Building. The user is required to answer
questions concerning issues of the Facility management - Staff recruitment.

Level 7: Takes place in the New Entrepreneur Building. The user is required to answer
questions concerning issues of the Find principal.

Level 8: Takes place in the New Entrepreneur Building. The user is required to answer
questions concemung 1ssues of the View and promoting enterprise.

Level 9: Takes place in the New Entrepreneur Building. The user is required to answer
questions concerng 1ssues of the Networks and business networking.
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CHARACTERS AND CONTROLS

The user character:
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MAIN GAMEPLAY CONCEPTS

Game environment

The game begins with our hero located in outer space at the center square of the city. There
will be different paths that the players will be able to follow leading to different quests
related to the creation of the new enterprise. The player will be able to move around and
explore the city but at times the player will have to be contained into specific areas.

The background will contain buildings and singes that will show to the player the direction
for every building that he/she must visit for the establishment of the company.

The world layout will consist of distinct areas, each one making up either a complete level
or chapter (some areas may be spht up mto multiple levels depending on size and
complexity). Each distinct area will correspond to different tasks relative the establishment
of the new company.

Game walkthrough

The player will be able to visit the following spaces:
» Law firm
» Building new entrepreneur

» Real estate offices

» European Commussion offices

» Graphic artists
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GAME WORLD

Camera follows the character either at first-person or third person. The character locates
n a big city where for some buildings will exist interior space. It will be appeared only
when the character approaching and opening the door of the building. In addition, in the
top nght comer of the screen there will be a mumi map which the user can see the whole
town in a plan view. If the user, though the mini map selects one point within the city,
s'he can be teleported by selecting the option teleported pout. below the map. Also, there
will be the option of minimize and maxinuze for the mini map so that it would not block
the game (mimmize) and the user can observe better the entire city (maximize).

Dialogue

The hero will talk to different people during the game. Other characters will give advice,
and other will assign the tasks. The GUI elements will disappear after a reasonable period
of time, allowing enough fime for the player to read the text. The dialog will appear at the
middle of the bottom of the screen.

Some of the non-player characters will talk to our hero for a sentence or two. If the player
wants to talk to a character he/she wall have to push to appropniate action key when near
the character.

In-game Information

During the game the player will receive information and hints in the form of wall
illustrations, documents, screen messages that will help him decide the best course of
action for the establishment of the new enterpnise.

Inventory

The player will have a simple inventory in the form of a notebook where the different
tasks will appear and the steps the hero followed in order to achieve the goals each time.
The player will also be able to see the total score for each task.
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INTERFACE

e Start Interface
On starting for the first ime the game will display the start interface where the user

should:

» Choose a character
» Completes the following fields:

v User Name
v Password
v Year of birth
v' Country

e Main Menu

It will appear every time before the game starts ( after the start interface if it has to
appear both), or when the user wishes it any time by using the Pause Menu. The
above menu will have the following options:

» New Game
Start 2 new game from the beginning
» Load Game
Loading previous saved situation
» Save Game
Save current situation
Options
Go to Option menu
» Exit Game
Close game

‘.‘

e Pause Menu
It will be displayed by pressing the button ‘Esc’ and will have the following options:

» Resume
Retum to the game
» Restart
Resetting the last saved game
» Options
Go to Option menu
» Mam Menu
Go to Main Menu
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* Options
It will appear after selecting ‘Option’ from the Main Menu or the Pause Menu and 1t
will have the following options:

» Sound
Through 2 horizontal bar will be able to spm the Sound
» Music
Through a honizontal bar will be able to spimn the Music
» Controls
It displays a table that the user is possible to vary the controls on
» Graphics

e Report/End level
It will appear after the completion of the level and will have the following elements:

» Completion time
» Correct and wrong decisions

Also, 1t will have the following options:
» Next
Go to next level

» Restart
Restart level
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POINTS

At the end of each stage the player will collect some points that will be depending on how
s’he went at the particular level. For the calculation of the points is taken into
consideration: the time of completion of the level; sooner completed a level the more
points the user will take, and the comrect decisions the user will take dunng the level;
more correct decisions means more points.

Also, there will be other points regardless the above, depending on the rest game. The
user will get points depending on the ‘tricks/cheatings’ that s’he will make dunng the
game. These will be completely independent and will not be taken into account in the
final score for the level.

Fmally, it calculates the money that the user will need during the game. For example,
when s’he will find the graphic designer for the logotype of the company. s/he will have
to offer an available amount of money. This amount will be added as an exit for the
player and at the end of the game will calculate all the money which the player will take
from the funding. Also. it will be a companson between the amounts and it will count for
the final score.
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MECHANICS

Game engine

For the development of the BaSE simulation game the game engine that will be used is
called Unity developed by Unity Technologies. Unity game engine is a system designed
to develop games for vanous platforms like consoles, computers and handheld devices

like smartphones.
Platform

This game is specifically developed for computer platform.

Camera system

BaSE can be played in two modes: first-person and third-person. The player will be able
to switch between the two perspectives during the game. First-person perpective will
allow the user to see through the eyes of the hero providing a realistic feel. Moreover,
first-person perspective allow the immersion of players as they feel more connected to the
game hero.

When switching to third-person, players will be able to see the actions from a distance.
The player can see the avatar and its movements through the virtual world. Third-person
perspective allows the user a better understanding of the environment and simplifies the
navigation. The camera will be placed behind the character at a reasonable view of
character and the current environment.

Game physics

The hero of the game will be moving and behave as real people. The hero will be able to
jump either straight up and down or in a parabola going left or nght. When an obstacle 1s
in front of the character it will not be able to proceed further in that direction. Gravity
should be present.
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DATABASE

The database saves all the Usernames and Pass. For each Username the data will be
different, as they will be the elements that the user completes at the Start Interface. Then
for each user will be kept the information required for the Save state of the player.

Also, each user will have a reference about his’her character movements through the map.
This reference will be used to make inquiries about the business, and will help in the
upgrade of the game.

Fally, the Database will be updated:

e Per regularly intervals

e At the end of each level
¢  When the user will choose Save Game for the Menus.
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SOUND

Music

The game will have music playing during the entire course.

The music will be simple loops and should include:
- Opening section

- Menu Loop

- Standard Game Loop

Sound Effects
Sound effects will be included throughout the game.
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SCRIPT REFERENCE

Scripting will be used for the following:

r

‘l

‘I

‘I

Player Controller
Animation states
Character status

Sound Controller
Al

ul

Camera

Game Repository
Game Manager

Button Controller
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MIND MAP

A mid map was design as the main body structure of the game containing the most

important steps that a potential entrepreneur must follow in order to create a new
company. The mind map was created based on the training matenals that will be covered

during the tramning courses.
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