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MpoAoyog

Adopun yla TNV TAPOKATW TTUXLOKN €pyacia umnpée n evacyoAnon Kal To
TIPOOWTIKO HOU eVOLAPEPOV Yyl TOV NXNTIKO OXeSLOOMO emavw ota Tplodldotata
oAANAerudpaotikd mepBAAlovia Kal Ta nYotomia Tou METABAAAOVIOL OE TPAYUOTLKO
XPOVO, OTIWG AUTA TWV onuePLVwV 3D BvteomalyviSiwv.

H epyoaoia €xel w¢ okomo va aoxoAnBesl pe 6Aa ta otddla NG mapoywyns MLoG
TpLodlactatng epappoyng, e tnv Baputnta va Slvetal KUplwg O0To NXNTIKO HEPOG. ZKOTIOG
elval, n mapakdtw epyacia va avadeifel OAeg TG SUOKOAIEG TNG Tapaywyng Kat Tnv
TMOWKIAlD  YVWOEWV TOU  amaltolvVIalL Omd TIC ONUEPWEG OMASEC  avATTUENG
Bwteomayvidiwy, ptv KataAnéel pia tETola epoppoyr o TeEALKO oTadlo.

Anapaitnta gpyaleio yla TNV oAOKANPWON aUTOU TOU EYXEPRUATOC ATtav Ta SUo
BaoLkAd AOYLOMLKA UE Ta oTtola ETEAEEQ VA TTELPAUATIOTW, OMWE To FMOD Designer 2010 yia
TOV NXNTIKO OXESLOOUO Kot N pnxavn maxvidiwv Cry Engine 3 SDK (i «pnxavn ypadlkwvy,
onwg avapepetal MOAEG opEC) yla TNV dnuoupyia Tou TpLodiaotatou meplBailovtoc.
AtileL va onuelwBel otL, 1000 Ta dU0 AUTA epyaleio 600 Kal AAAO OVTOYWVLOTIKA, OTIWE N
Unreal Engine 4 i n Unity Engine, StatiBevtal Swpedv amnod Ti¢ LoTOCEAISEC TWV ETALPELWV
TOUG KOl PMmopoUV va xpnolponolnBouv elelBepa amd tov Kabéva yla eKMALSEUTIKOUG
OKOTIOUG KOl TIELPOLLLATIOMO.

JKOTOC €MIONG TNG £pyaciog authig ATAV Vo UMOPEcwW vo efolKEwBW pe Ta
neplBarlovta epyaciag Twv dU0 CUYKPLUEVWY AOYLOULKWY, KABWC OMOTEAOUV EUTIOPLIKA
TIPOYPAULLOTO TIOU XPNOLUOTIOLOUVTOL Ao TIOAAEG LEYAAEC ETALPELEG, KATL TTOU ATIOTEAEL yLa
EUEVOL ONUOVTLKA EUTELPlA YWWOoeWV yla To HéAov. To meplBdllov epyaciag Toug eival
ouvnBw¢ TaPOUOoLlo e AAAQ QAVTOYWVLOTIKA AOYLOULKA, KATL TTOU QTOTEAECE AAAO €va
KLvNTPO yla TNV eKUAONnon Twv SuvatotATwy Toug Kot TNV e€olkeiwan Pe to user interface
TOUG.
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EupETAPLO ELKOVWV
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Ewova 1.8:
Ewova 1.9:

Ewova 1.10:
Ewova 1.11:
Ewova 1.12:

“Super Mario Bros.” — Nintendo NES, 1985

H kovaoAa NES — “Nintendo Entertainment System”, 1983

H kovooAa “SEGA Genesis”, 1988

H kovaoAa SNES tn¢ Nintendo — “Super Nintendo Entertainment System”, 1990
MIDI MAnktpoAodyia

H kovaooAa “PlayStation” tn¢ SONY, 1994

Ontikog diokogc CD-ROM

H kovooAa “Nintendo 64”, 1996

O ouvd<tn¢ twv mawviditwv Final Fantasy, “Nobuo Uematsu”
Jxebdlo ensénynong Twv sonotopes

JxEdLo emeénynong Twv nyotoriwyv

Moavopaikn mopoucioon Twv NYOTOTTIWYV THE EPYATIOG
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«BoUptoogy

Ewova 2.15:
Ewova 2.16:
Ewova 2.17:
Ewova 2.18:
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Ewkova 2.21

OpLoulG TOU OXHUATOG TOU LIOVOTTTLOU, UE XPHon €L6LkoU epyadeiou
Kataokeun motauiwv, ue €161k epyaleio tne Cry Engine

ToroBétnon Bpdaywv yia Tn SnuULoupyial Twv ONUEIWVY TWV KATAPPAKTWY
TonoBétnon Bpaywv yia tn dnuioupyia tng onnAidg

Eloaywyn twv assets tng BAaotnong yia t dnulovpyia tou €18ikoU epyalisiou

Ot puBuioceic Twv asset tng BAaotnonc yia tov xywpo tn¢ JouykAag

MpooBnkn ypaotdiou kat ot Baoikec puduioELS yLa To epyaldeio ThE «BoUupTtoacy

Ta assets (apyeia) mou ypnotuomotGnkoav cuvoAikd yLa to ypaoidt

OpLoLo¢ ToU Ywpou TG Aluvng Ko TomoBETNON TG EMIPAVELAC TOU VEPOU
Toro9£tnon SLapopwv AVTIKELUEVWY OTOV XAPTN, UE TO «KXEPL»

Toro9<tnon avtikewuévou Spawn Point kalt emidoyn etoaywync Flow Graph os auto
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Tortod€tnon twv objects yLa to @PE TG MTWONG Twv Bpaywyv kat oL puBUioELC TOU

avtiotowyou AreaTrigger Object

Ewova 2.28:

H &nutoupyia tou Flow Graph yia Tov mpoypauuaTiono Tou eQE TNE MTwong Bpdywv

OTN MEPLOYNC TNG OTTNALAG
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Ewkova 4.3: Suvbeon evogc AmbientSound Object e uia meptoyn (Shape)

Ewkova 4.4: Eicaywyn twv apxeiwv nywv touv FMOD oto Sound Object tnc¢ Cry Engine 3
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Ewkova 4.6: Torro9€tnon evog SoundEventSpot Object 0To KEVTPO, yLa TOV 0PLOUO TG NYNTLKNG
TIPOEAEUONC EVOC KATAPPAKTN
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NepltAnmtikn eme€iynon mMePLEXOUEVOU

H nmoapakdatw epyaocia xwpiletal os téooepa kedpaAala. ITo MPWTO, AVAAVETAL TPWTA TO
LOTOPLKO KOUMATL Kal ylati To sound design gival onuavtiko ota Bwvteomnalyvidia, aAAd Kot
TL OUVOVTAME O€ €va PUOLKO nxotomio oe Bewpntikn Baon, KatL mou Ba poag Bonbrosl otn
OUVEXELA VO ouvBEooupe ta SIKA MaG, Texvnta nyotomia. Ta umolouta tpla kedaAala
adpopoUV OTO TIPAKTLKO MEPOG.

21O MPAKTIKO HEPOG OKOTIOC elval va avadelyBouv ta otadia e€EALENG Kal Snuloupyiag pag
oAokAnpwuévng Tplodlactatng aAAnAemibpaotikng epapuoyng (evog videogame dnAadn).
H Suadikaoia ekwvael amd tn Snuioupyia tou tpLodldotatou mePLBAAAOVTOC KOl TNG
TomoBEtnong twv £PpE KaL otn ouvéxela mapouotaletal n Sadikacia dSnuoupyiag Twv
AXwv oto FMOD Designer. Télog, oto TeAeutaio PEPOC oL fxolL tomoBetolvial OTO
oAANAerubpaotikd meparlov, waote va dnuoupynBel To TEAKO tpoidv.

Mo avaAutikd, oto Sevutepo kedpalalo Ba napouoiaotel kupiwg n dtadikacia dSnuoupyiag
Tou terrain pe tnv Cry Engine 3. Zuykekpipéva Ba Soupe mwg unopel va dnuloupynOet éva
QVOLKTO TepLBAAAOV pe Aodoucg Kal Bouva, evw otnv cuveéxela Ba tonoBetnbel n BAaotnon,
oL AlMVEC KOl Ol KOTOPPAKTEG, TOAAA AAAa avilkeipeva, oA kol £dp€ mou Ba
EVEPYOTOLOUVTAL LLE TN KivNon TOU XproTtn.

To tpito kedaAalo lval KAl TO TILO OUCLAOTIKO yia To Sound Design, kaBwg kel opillou e TN
ouuneplpopd TwV NXWV péoa amo to FMOD Designer, pLv TOUG GUVSECOUUE E TN KNXAVA
vpadlkwy, £€ToL wote va dnuioupynBet avutn n {wvrtavy aAnAsnidpacn. Toug AXOUG TOUG
€XOULE CUYKEVTPWOEL KUPLWE amod dwpeav Online BLBAL0BNKeg, evw 6coL dev Ntav oe WAV
apxelo A Atav oAU peyaiol o€ pEyeBog, xouv emetepyaotel kKataAAnAa pe tn BorBela tou
Swpeadv npoypaupatog Audacity.

210 teAevtaio keddalalo tonoBeTol e T apxeia tou FMOD péoa oto tplodldotato terrain,
adoU TPWTA OPLOOUME TIC TEPLOXEC ToUu B€Aoupe va akouyovtal ol Sdiadopol nyoL.
XpnotuormnoloU e Tooco ambient xoug o€ HeyAAEC TIEPLOXEG TOU TOTILOU, OO0 KOLL TINYEG NXOU
HE OUYKEKPLUEVN NxNTKA Tinyn (onueio) oto meptBarlov. TéAog, e€ayoupe TNV edpapuoyn
ano tov Editor wote va eival €towun yla xprion péca anod to Game SDK application mou
nepthappavetal ota apyxeia tng Cry Engine 3.



Kedalaio 1: H xprion tn¢ Houotkn¢ Ko tou sound design
ota Bwteomnalyvidia KoL onpacio Tov YoV ota nXotonia

Mati givatl onpavikog o Nxog ota Bvteonatyvidia;

OL MaUKTEG €XOUV EVEPYO POAO OTOV TPOTIO LLE TOV OTIOLO EVEPYOTIOLELTAL EVa NXNTIKO event
pHéoa oto malyvidl, to omoio pmopel va ocuumeplappavel Stahdyoug, ambient rxoug,
NXNTIKA €p€ Kol pHouolka events. Map’ 6Ao mou ota Puteomnalyvidia o maiktng eival o
UTTOS0XEQC TOU TEAIKOU OKOUOTLKOU OUMOTEAECHATOG, £XEL TOUTOXPOVA KOL TOV POAO TOU
«&nuUoupyol» AUTWV TWV CNUATWY, KATL TTOU TIPOKUTITEL Ao TLG (BLEC TOUC TIG TIPALELC
Héoa oto Tplodlaotato meptBaiiov.

YApXOUV QPKETEG OUOLOTNTEG AVAUESA OTLG TALVIEG Kot Ta Bvteomatyvidia. NMoANEG Ppopég
Ta T vidila mepLéxouv ta Asyopeva Cinematics, dnAadn full motion videos (FMV) 11 oknvég
Tou 8ev emutpémnetal Kavevog eidoug alnAenidpaon amnd tov maiktn. H dnuoupyia tou
AXOU YLl QLUTEC TLG OKNVECG TAPOUGCLALEL TTOAAEG OMOLOTNTEG e TO production Tou rxou yla
TLC TOLVLEC.

Moot epyadovtal yLo To NXNTLKO AIOTEAEGHAL:

JuvBéteg mou €xouv TNV €uBUVN yla Tt Sdnuloupylo TwWV HOUGCIKWY KOMppaATlwy. Sound
Designers mou &nuloupyolv Kol GUVBETOUV UN-HouatkoUGg xous. HBomolol mou daveilouv
TIC PWVEC TOUG, YL TIG AVAYKEG TwV SLaAOYywV Tou mawxvidlou. TéAog, audio programmers,
TIOU TIPOYPAUUATI{oUV TO TIwG OAa autd Ta otolxeia Ba Asttoupyrjoouv pall péca oto
TayvidL.

O AX0G ival ONUAVTLKOG ENMELSN:

O NXOG CUMIMANPWVEL TNV Ypo LKA ATIEIKOVLION OTO POOSLOPLOUO TOU KALLATOC Kal ToU
B£patog Tou:

e Mrmopei va untootnpiel Stadopa cupfavta oto matyvidt
» umopel va SnuoupynoeL atpdéodalpa

e Ta NXNTKA EPE KAVOUV TOV KOO0 VO LOLALEL TTIEPLOCOTEPO PEAALOTIKOG
»  OUUITANPWVEL TNV ELKOVA WE HECO avTtiAnyng TOU ELKOVIKOU KOGHOU

e Apouv oav avadpaon oTic MPAELC ToU Ttaiktn cuvSEovtag Tov Le To TepBaiiov
oTo omnoio Bploketal.
» N ewKova PeTadEPEL TO TL YIVETAL OTO KOGHO, 0 NXOC LETADEPEL TO TL ONHOLVEL
auTo

e O nxog amoteAsl KoL pnxoviouo (otolyeio) Tou matyvidiol

e MeydAng onuaociag eival emUTAE0V N LOUGCLKA UTTOKPOUGH O€ €va Ttatyvidt



To &ekivnua yia to sound design otig KOVOOAEC

O TPOYypPOUUATIONOC Kal n dnuloupyla Tou nYou ota
mpwTta pnxovAuata Atav SUokoAn umobeon, AOyw NG
OUVEXNC «UAXNGC» yLa TNV Pelwon Tou peyéBoug twv sound
files kot tng Alyng xwpntwkotntag Ing emoxng. H
OUVEXOUEVN Houolkn (loops) MapoucLAoTNKE yla TTPWTN
dopa to 1978 kol BewprnBnKe WG LA OPKETA UTTOOYOUEVN
TEXVIKN, Tou Ba PBeAtiwve ta Pvteomaiyvidia. To Space
Invaders (Midway, 1978) Atav to MpWwTto TalXvidL mou
XPNOLLOTIOINOE  OUVEXOUEVN HOUCLKN, €xXovtag €va
HOUOLKO BEUa TECOAPWVY TOVWVY va EMavoAapBAavetal Kat
HOAlota va oAAalet oe pubud, avaloya HE T

Ewova 1.1: “Super Mario Bros.” —
TEKTOLVOUEVA TNG 006vNnG. QOTOCO, T EMOUEVA XpOVLA N Nintendo NES, 1985

pHouolkn ota PBuwrteonalyvidia dev e€elixbnke Slaitepa,
adol T TMPWTA pnxavApata ATav SUCKOAQ OTOV TPOYPAUUATIOHO KOl N HOUOCLKN
KATaVAAWVE TTOAU XpOVO Ao TNV aVAITUEn evog TitAou.

Onwg avadépel kat o Hirokazu Tanaka, ouvBétng tote otnv Nintendo, n pouolki Twv
arcade NG emoxng oxedlalotav KOUMUATL-KOUUATL Kol TOAEG $opég dnuloupyouvtav
kateuBeiav otnv CPU port, xpnotpornotwvtag «0» Kot «1» Kol oTEAVOVTAG TO GHUA TOU fXOU
otnv €€060. H pvAun Twv pnxavnuatwv tng €moxng Ntav mepimou 1K pe 2K, katL mou
onuawve OtL oL dnuloupyol £mpene va GTLAXVOUV HOVOL Toug ta gpyaleia. To 1980 ot
KATAOKEVUAOTEG Twv arcade pnxoavnuatwv ouuneptéAafav dedicated sound chips 1
programmable sound generators (PSGs) H€CO OTA NXOVALOTA, LE ATOTEAECUO N LOUOLKN
oto background va yivel TLo TOVIKA KoL T NXNTIKA €PE Mo mepitexva. Eva amnod ta mpwta
Selypata autng ¢ texvoloyiag, mou ékave xprion twv digital-to-analog converters, ntav
to Rally X (Namco/ Midway 1980). Apyotepa, mpootéBnkav meplocotepa chip, wote va
Slaxelpilovtal Eexwplotd ta NxNTka €€ kol TNV dwvrh. Auto eixe wG amotéAeopa to
KEVTPLKO sound chip va «eAeuBepwOel» Kal va UMOpETEL va TAPAYEL TILO cUVOETO X0, OTIWG
to Discs of Tron (Atari, 1983), to omoio Atav €va amnd ta mpwta Plteomnalvidia mou
Xpnoulormnoinoe otepeodwVLKO NXo.

NES (Nintendo Entertainment System)

To sound chip tou NES oxebldotnke amod tov GUVOETN
Yukio Kaneoka kot xpnotwuomnotlovoe €va custom PSG chip
5-kavaAlwy. AUo KavaAla XpnoLUomoloUoaV aTOKAELOTIKA
pulse-wave nxoug, oUVOALKAG €ktaonG 8 oktafwv, €va
okopn pulse-wave kavaAl wkavo yla frequency sweep
Asttoupyia (bavikd yla «yAiotpnuo» tOVWwy, ONMwE o€
UFOs n laser edé€), €va KavaAl ylo TpLYwVIKA KUPOTO, TO
omoilo Atav plot oktaBa xopnAdtepa amd TA TOAULIKA
KavaAla. To TETOPTO KAVAAL NTaV adLEPWUEVO OTOV AEUKO
B0pufo Kkal, TENOC, TO TEUTTO KAVAAL OMOTEAOUCE TOV
sampler i aAAwwg, To Delta Modulation Channel (DMC).

B
R = T te

Ewkova 1.2: H kovaoda NES — “Nintendo
Entertainment System”, 1983
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MapoAo mou auto to sound design cuotnua ATOV coPwE TO TILO OVEMTUYUEVO yla TNV
enoxn, N K&n auvt) kad’ auth dev udilotavral akdéun cav Stadikacio ota malxvidia, pe
anotéAeopa oMol fxoL, edE Kat Louaikr va aAAnAemkaAUTttovtal cuxva. H apxn, Aoutdv,
yla To sound design Omw¢ 1o {Epoupe onuepa €ywve otnv emoxn tou NES. Ou mpwtot
NXoANTTEG EMpene MOAAEG GOPEG va BPlokouv EVDAVTOOTOUC TPOTIOUG YLO VOL KAAUTITOUV TLG
HELWUEVEG SUVATOTNTEG TNG KOVOOAEG. MNa mapadelypa, étav xpnolpomnolouvral 3 Kavaila
yla TNV pouoikn Ba Atav adlvatov va pnopouoe va xpnollonolndel éva koppdtt e 4
dwveG. OL oUVBETEG, OUWG, BprKav €vav TPOMO yla va KAVOUV TNV pia ¢wvh va mailel
«OPTED» TOOO YPNYOPQ, WOTE TO AUTL va VOULLEL OTL akoUEL pia otabepn dwvn.

AUTA N TEXVLKN, YO TIOPASELY A, ELXE WG ATTOTEAECUO OXL LOVO VA KAVEL EPLKTA TNV XPron
ouyxopdlwwyv, aMa «eheuBépwoe» kal O6VO aAKOUN KavaAlad TIOU UItopoucav va
XxpnotuomnotnBouv kamou aAAol. Evéladépouoca €mMiong TEXVLKNA yla TNV €MOXN ATAV AUTA
tou Delay fj, 6nwg to yvwpiloupe onpepa, tng «nxou». Ou oxedlaotég, av nbeslav va
SnULoupynoouV NXWw o€ €vav NXo, EMPETE va PooBEaouy emMA£ov emavaAfeLg Tou nxou,
oL omoieg Ba akouydvtouoav og eAdxLoTouG xpovoug millisecond o PETA amod Tov ap)Lko
nxo. Mmopel ot SuvatdTNTEG va ATAV TEPLOPLOMEVEG YLA TNV EMOXH, OMWE NTAV AUTOC O
TIEPLOPLOMOG TIoU  wBnoe, TeAlkkwg, o€ uPnAd enimeda tnv davtacia Kot TNV
SnuoupykétnTa Twyv sound designers.

TNV €MOXN TWV MPWTWV cuoTNUATWV Bvteomatyvidiwyv (consoles) ol cuvBéteg Enpene va
glyav kol peEYAAn yvwon TPOYPOUMOTIOMOU, EVW N OUVEPyOoid OVAUECH OTOUG
TIPOYPAUUATLOTEG, TOUG game designers kal Toug sound designers, EMpene va ATavV OTEVH.
AkplBwg emeldn ot sound designers €npemne va cuvepyalovtal OTEVA e OAQ TO TN LOTO TOU
TaLXVLSLoU, auTo onpatLve ot ol iblol Ba Empemne va SOUAEVOUV HECA OE QUTEC TLG ETALPLEG.
ITn onuepLvA €moxn, €lvat moAu cuvnBlopévo to sound design Kal n LOUGLKY) cuvBeon TwV
KOMMATIWV €VOG Ttatxvidlou va yivetal €€ ohokApou €kto¢ tou Game studio (dnAadn tng
OMAdOG TPOYPAUMATIOMOU), OKOUA KOL OE OUVEPYOOia HE OveEAPTNTOUG OUVOETEG.
Emopévwg, ota mpwta BrApata twv Pvteomaxviduwy oL cuvBEteg kat oL sound designers
ATav KoBlEpwUEVA PEAN TN TTPOYPOLUATIOTIKAG OMAdag avantuéng.

Ta 16-bit cuoctnuota Kot 0 Bavatoc Twv arcade

Mta armo TG oNUAVTIKOTEPEC e€eAifelc otnv 16-bit emoyn, nTav n
xpnon twv Frequency Modulation (FM) otn ouvbBeon. H FM
ouvBeon avantuxbnke amo tov John Chowning, oto Stanford
University to 1967-68 kal kukAogpopnoe kot BeAtiwbnke amo
v Yamaha, n omola xpnowuomnoinoe tnv péBodo autn o
Stadopa sound chips umoAoylotwy, aAAd Kat otnv ospd DX
Twv keyboard tng. Ou mpwtec 16-bit kKovoOAeg apyloav va
ELOPEOLV OTLIC ayopEC To 1987 kot pia amo tig SnUoPIAECTEPEC,
n omola €kave kat xprion FM texvikng, ntav to Sega Genesis
(Sega 1988). To Genesis €ixe £va Katd MoAU avwtepo hardware
AXou oe oxéon He tnV 8-bit kovoola tn¢ Nintendo (NES). Xto
EOWTEPLKO TOU eixe €va 3+1 PSG chip, wavo va eAéyxel ede kat  Ewdva 1.3: H kovodra “SEGA
HOUGCLKA HEPN, poll pe €va Yamaha GM synthesis chip (YM Genesis”, 1988




2612), To omola mpooedepe 6 KavaAla Pndlakol otepeodwvikoU fxou Kal éva PCM 8-bit
KavaAL (mopopolo pe auto twv DX27 kat DX100 keyboard).

QoTt0600, 0 MPOYPAUUATIONOS TwV SUo chip Tou Genesis v Rtav eUKoOAn uTtdBeon, kKabBwg
anattovoe xprnon yYA\waooag assembly. KaBe FM kavaAl eixe 4 operators (waveforms), kaBe
€va e ouxvotnta Kal envelope yla va Tpomomoleital To amotéAecpa. Ymrpxav 8
Sladopetikol tUTOL aAyoplBuou yla autoug Toug 4 operators. To QAMOTEAECUA TOU
TIPOYPOUMATIOMOU o€ assembly pall pe toug 8 alyopiBuoug onpatve OtL, ToAAoL fxoL Tou
(&lou TUTOU XpnaotpomolovToucay Eava kat ava ota moatyvidia.

SNES (Super Nintendo Entertainment System)

Me to Sega Genesis va PploKeTal TeEXVOAOYLKA
unpoota amo to NES, n Nintendo amnodaocilel va
Aavoapel tnv Ok TnG 16-bit kovooAa. To 1990 n
Nintendo kukAodopel to Super Famicon otnv lanwvia,
TO omolo €ywe yvwotd otnv AUon e ThV ovopaoia
«SNES». To SNES Atav avwtepo ot ypadlka Kol nxo
and to Genesis kal mapdAAnAa efeAixbnke kol oe
EUMOPLKA ETULTUXLO, onuelwvovTag 46ek. MwWANRoeLS. To

sound module tou SNES 81éBete diadopa pLépn, LE TO =

TIO ONUAVTIKO va gival to Sony SPC-700 —évag 8-bit Etkéva 1.4: H kovadAa SNES e
Co-processor, Ue €vav mpooaptnuévo 16-bit (sony) digital Nintendo — “Super Nintendo
signal emefepyaotr, aAAA Kal évav 16-bit stereo DAC. Entertainment System”, 1990

To DSP nAtav €éva wavetable synthesizer mou pmopouce va umootnpiéel péxpL 8
oTEPEOPWVLKA KOVAALQ, LE TIPOYPAUMATI{OMEVN oUXVOTNTA, EvTaon, AAAQ Kol ETUAOYEG yLa
edpé onwg reverb, ¢didtpa, panning, envelope generators kat MIDI 6pyava. AvtiBeta e
TIPONYOUUEVEG TEXVIKEG OUVBEONG TIOU XPNOLUOTIOLOUOAV OTOUG NAEKTPOVLKOUG NXOUG, TO
wavetable synthesis xpnoluonolovoe €tolpa Yndlakd deiypata opydvwy, oe cuvduaouo
HE BAOLKEG KUHATOUOPDEG avaAloylkwy synths, e amotéAeopa To TEALKO AKOUCUA va Elval
TIOAU TTLO PEAALOTLKO Ao auto t¢ FM synthesis.

OL ntpocwrilkoi UTtOAOYLOTEC Kol | EAguon Twv MIDI

AOyw TNG avAyKNG TWV TaXVISLWV Kol TwV HOUGCIKWYV yla KaAUtepo Axo ota PC, ota péoa
Tou 1980 &ekivnoav va kukAodopouv otnv ayopd oL mpwTte third-party FM kapteg nxou. Ot
KAPTEC AUTEC ameuBuvoviouoav TG00 OTOV gamer 000 Kal oTov composer: AlEBetav joy-
stick game port, mou pmopovos emniong va xpnotpomotnBel kot wg MIDI port, péoa amnod
£181koV¢ avtantopec. To mpwtokoAAo MIDI opiotnke To 1983, £T0L WOTE LOUGCLKEG CUOKEUEC
(synthesizers, keyboards, mixing desks, computers, KTA) va. pmopouv va XpnoLpomnotlouv £va
kowo format. Ita MIDI pévo To onfpa NTav auto Tou HETadLdoTav Kal OxL 0 NXOC aUTOC
KaOaUTOG, Ue AMOTEAECUO TA OpXELQ VOl EIVOL OIPKETA HLKPA O€ HEyeBoC.
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Ta mAeovektiuata tou MIDI Atav TOAU
ONUOVTIIKA Yyl  TOUG  OUVOETEG  Twv
ButeomalyviSiwyv: ALEUKOAUVE TIC OUVOEOELG,
adol bev xpelaldOVToOUCAV YVWOELS YAWOOWV
TIPOYPOUMOTIOMOU Yl KATL TETOLO Kol Ol
ouVvBETeg pumopovoav va ypapouv ameuBeiog
TN MOUCLKN TOUG, XPNOLLOTIOLWVTAG HOUGCLKA
keyboards. O Hikpdg OyKog Twv apxeiwv ATav
EMIONG €va ONUAVTIKO TAEOVEKTNUA Twv MIDI
yla T gaming KOVOOAEG TG €moxng, agdou bev
emBapuve Slaitepa tnv meploplopévn RAM autwv Twv cuotnuatwyv. Qotoco ta MIDI
O1EBeTaV KoL OPLOPEVA LELOVEKTALOTOL.

Ewkova 1.5: MIDI MAnktpoAdyra

To MO ONUAVTIKO NTAV N TEPLOPLOUEVN TIOWKIALD opyavwy, adol utpxav pévo 128 mpo-
arnodaciopéva «opyavoy, evw TIOAEG POPEG OPLOPEVA ATIO AUTA TA «OPYAVA» ATAV ATIAWG
AXOL TOUALWV 1N €AlKOTTEPou, Tou O6ev ATAV amapaitnto OToUC MOUGCLKOUG, OAAQ
TeploooTeEPO Toug sound designers. Eva akOUn UELOVEKTNUA ATAV, TO OGO SLadOPETIKA
akouyovtouoav ol iSlol fnxoL avapeoa oe SLadOpPETIKEG KAPTEG Nxou. Evag nxog umacou
Atav evieAw¢ SLadopeTIKOG AO UTIOAOYLOTH O€ UTIOAOYLOTH], LE QTTOTEAECHA OL CUVOEDELG
va Unv okouyovTtol MAvia Onwe TG €ixe davraotel o dSnuoupyoc. Qotoco, autd To
teAevtalo pelovektnua e€aAeidpOnke otic gaming KovooAecg, adou ekel to hardware Atav
Tavta otabepd Kal 0 SnUOUPYOC Umopouoe va E€pel akplBwg To Mwg Ba aKOUuoTeL N
ouvBeon Tou.

H emavdotacn tov CD-ROM 6Ttov nXNTIKO GXESLACUO

PlayStation (Sony)

H mpaypatiki emavactoon yla tv Blopnxovia twv Bvteomatyvidlwy Kol Tng Xpriong tou
Axou, NpBe to 1994 pe to PlayStation tng Sony. Auth n
KovoOAa prmopouoe va maiéel 24 nxoypadnuéva Kavaila,
KATL TIOU ATOV OPKETO WOTE VO UITOPECOUV yLla TIPWTN
dopd oL cuvBéteg va avamapdyouv OAa T Opyova HLOG
OUUPWVIKAC opXNotpag. Asv NTav OHwG MOVO OUuTh N
npayuatik PeAtiwon. H xpnon tou CD-ROM  wg
amoBnKeuTIKO péoov  yla  To  Tavidla, el  wg
amoTEAECUQ OL SnuLoupyol va pumopolv va anodnkeloouv
TO TIOTOUC NXOUC, MEYAAUTEPNC XWPNTIKOTNTOG, EVW
UTINPXE OKOUN Kal n duvatotnta yla Stereo onupata. Ekel
Opwg Tou OlEdpepe TO  PlayStation, ntav otnv
apxLtektoviky, adol TAéov oL oxedlaotéc eiyav tpelg Ewkove 1.6: H kovobAa “PlayStation”
em\oyEC yla tnv oUvBeon e pouctkic: Ta MIDI, Tta ™G SONY, 1994

MODS kat to Red Book Audio.
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CD-ROM

H tpltn emloyn mou ntav Stabéowun yla to PlayStation
elvat n Aeyopevn Red Book Audio, &nAadn yYndrakn
Houolkn mowotntag CD. e autiv tnv péBodo ywotav
XPNon akoun HMeEYAAUTEPOU TOCOOTOU  MVAUNG KO
Suvaung tou enefepyaotr, adol EMPemNe OAa Ta apxeia va
elvat  mpo-nxoypadnuéva, evw  omataAoUos  Kal
HeyaAUTEPO XpOVo amo To laser tou driver. Emiong auti n
HEB0BOG bev emétpemne tnV aAAnAenidpaon HeTall TOU
soundtrack kat tou maiktn. Map OAa autd, n moloTnTA
Atav n KaAutepn Suvatr Kal To KOUUATIA Hmopoucav va
nxoypadnbouv o kavovika studio, akOun KoL amno
OUUPWVIKEG OpXNOTPEC KAl XOpwWSLEC, yLa TG aVAYKEG TOU TatyviSLoU.

Ewkova 1.7: Ontikog diokog CD-ROM

INUAVTIKO YEYOVOG NTav OTL oL OXeSLAOTEG Urmopouoav va SnpLoupyolV CUVOECELS WE
TIAPATIAVW oo €vav TPOmout. MNa napadelypa, to «One winged Angel», To pouoiko Béua
ano 1o malxvidt Final Fantasy VII, xpnowuonololoe T660 oUVOETIKOUG XOUG, OGO Kal TPo-
nxoypadnuévn texvikn (xopwbia).

Nintendo 64 (Nintendo)

O avtinalog tou PlayStation, To Nintendo 64 tng Nintendo,
ATav €miong Kavo yla avamapaywyn 24 kavoAlwv nxou,
OHWG OXL HE SUVAULKO TPOTIO. AUTO CHUALVE OTL, OtV Eva
patch Axou Slavepdtav oe €va KOVAAL TOU CUOCTHUATOG,
HETA oUTO ntov ToAU &uUokoho va aMhdfel oe €va
Slapopetikd patch. EmutAéov, to Nintendo 64 Sev emétpene
ToVv Tpito TPOMOo cuvBeong (tov Redbook audio), kabBwg dev
61£0ete CD-ROM yla amoBnKeuTIKO HECOV.

Ewkova 1.8: H kovooia
“Nintendo 64”, 1996

ITUA LOUGLKNC KOl ONUOVTIKEC CUVOEDCELC

ZTUA HOUOLKAG

To oTtuA NG pouotkng ota video games dev umopel va nmpoodloplotel pe akpifela, emedn
dépel MoOAATAEG emppoEC. ZTUA Omwc: Gothic, classical, rock, baroque, Caribbean, Celtic,
hip hop, heavy metal, new age, techno, trance, dance, jazz, akOun Kol TIEVTOTOVLIKN
lamwvik Jouoikr, elval  peplkd style mou xpnowlomolouvtal ota  ONUEPLVA
Bwreomalyvidia. AkplBw¢ AOyw AUTAG TNV HEYAANG YKAMOG KAl TNV armoAuTng eAeuBepiag
w¢ mpog tnv davracia tng ocuvBeong, mMoAloi cuvBéteg Bewpolv OPKETA €AKUOTIKO TO
ypayiuo Houolkig ywa Bwteomatyvidia. Itn Plopnxavia Tou Kwnuatoypddou TOAAES
ouvBéoelg Bplokovtal cuvnBwg péoa oe oteva mAaiola, ou TMOAAEG dopéC opilovtal Kal
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amo tnv dla tnv tawia. H Blopnxovia twv Bvteomatyvidlwy emtpenel cadpws LeYaAUTePO
TELPAUATIOUO.

Aladopég oto OTUA HOUOIKNG ota Blvteomalyvidla cuvavidpe Kal HeTaly Twv Ouo
Sladopetikwv ayopwv, SnAadn tg SUTIKNAE KAL TNG LAMWVLKAG ayopadc. OL MpwToL CUVOETEC
yla Buvteomalyvidia nTay, apxika, ano tnv lanwvia, akpBwg emeldn ano kel Eekivnoav Kot
OAEC 0L KOVOOAEG TtaLXVLOLWV (0w ¢ avadEpOnKe TPoNYOUEVWG, OL TTPWTOL CUVBETEG AvTa
anoteAovoav UEPOG TNG TPOYPUMUATIOTIKAG opadag kot SoUAevav HEoA OTLG ETALPLEC),
KATL TIOU OnUaivel OTL yla €va Heyalo OSlaotnua ol lanwveg ouvBéteg eixav To
«povomwAlo». Me Tnv e€EALEN TwWV KOVOOAWV Kall LE TNV OAOEVA KOl LEYAAUTEPN EUKOALD e
TNV omola Unmopoloe Kaveig va ouvBEoel pouaotkn yla éva Buvteomalyvidt, to mpodiA Tou
avefaptntou sound designer ATav TEALKA QLUTO TIOU ETKPATNOE.

To evbladépov oloéva Kal TEPLOCOTEPWV OUTIKWV ETALPLWV ylo TN Blopnxavia twv
BwrteomayvidSwy ta teAevtaia 20 xpovia, aAAd kat n evaocyxoAnon ToAAwv SUTIKWV
etalpewwv hardware pe tov xwpo (Microsoft, apple ktA), £€xouv mMA£ov PpépeL Hila Loopporia
avapeoa otg ouvbéoelg. Map OAa autd, Otav TPOKELTOL yla TEPLYPAdIK) HOUGLKN,
Bewpeltal OTL OL LAMWVLKEG CUVOECELG Elval AVWTEPEG ATO TLG SUTLKEG.

INUAVTIKEG OUVOEDELS

To 1985, to Super Mario Bros, ATav to TMPWTO
BwrteomalyvidL mou xpnowdomnoinoe «meplypadikn
HouowKn», We Tov ouvBétn (Koji Kondo) va
Snuoupyet SlapopeTika KOUUATLO TIou
Aewtoupyoloav wg «umoBaBpo» yla kABe meploxn
TIOU ETLOKEMTOTAV O Taiktng. Koppdtia omwc to
KEVTPLKO BEpa tou Super Mario Bros, eivat SUokoAo
va tonoBetnBolv o KAmowo oTtul/ Katnyopia
HOUOLKAG. 2adwG HECA OE OUTO UTIAPXOUV
ETUPPOEG A Jazz MOUCIKN, OUWG O TOVIOMOG TOU  Ewdva 1.9: O ouvIETNC TwV mayviSLiV
puBpuov eival o folky kot n peAwdia xapouuevn Kot Final Fantasy, “Nobuo Uematsu”

He ovvtopeg Pppaocels. To Bépa dev Bupilel oute

lamwViK HouoLKA, aAAAd oUTE Kol KaBopd SUTIKO KOUUATL —TIPOKELTOL YLOL VOl EVIEAWC
KalvoUpyLlo £(60¢ LOUGOIKNC.

Oewpeltal OTL AUTOC O TPOTOG £lval KATL ouvNBLOPEVO yla TNV KOUATOUpO TwV lamwvwy
ouvBeTtwv, ol omoiol TTOAEG dopEg emnpealovtal and EEva 16N Kal, HEoa oMo o SIKN
TOUC OTTTIKN, TO LETATPEMOUV O KATL EVIEAWC EexwploTo. Mapadelypa oe autd amoteAouv
TO0O0 TO 6o To Bépa tou Super Mario Bros, 600 kal o cuvBEtng twv mavidiwy Final
Fantasy, Nobuo Uematsu. O (610G Sev eixe kamola dlaitepn HOUGCLKA eKMaibeuon Ta mMPpwWTa
xpovia t¢ {wng Tou, Top OAO TIOU TOU APECE N MOUGCLKN amd KPR NAKIO Kol OUCLOOTIKA
Atav autodidakto¢ Houotlkdc. O Nabuo Uematsu €ypalde to mMPwWTo OAOKANPWUEVO
soundtrack yla to mpwto malxvidt tng oepadg Final Fantasy tng Square, to 1987 kat n
LLOUGLKH TOU £ixe emiong évtova meplypadika otolxeia.
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O Uematsu moteé Sev Ekpu)e OTL OL EMPPOEG TOU NTAV TTAVTO SUTIKEC. YTa 12 tou Egkivnoe
va paBaivel muavo B€Aovtag va poldoel otov Elton John, evw tou &nuioupyoloav
€unveuon ol The Beatles, Emerson, Lake & Palmer, Simon & Garfunkel kat oL progressive
rock pmavteg. To To €vtovo TapAdelypa autng TG €vtovng Eemppong, n omola
«SlaotpePAWVETALY UE EVOV HOVASIKO TPOTO OO TNV LATIWVLKA KOUATOUPA, QMOTEAECE TO
Béua tou yuwa to final Fantasy VII, «One winged Angel», yla To onoilo €xel avadEpel OtL
EUMVeEVOTNKE amo to «Purple Haze» tou Jimi Hendrix.

ToL NYOTOTILOL GTOV ITPOYUOTLKO KOOUO

T elvai €va nxotonio;

‘Eva nxotomio pmopel va oploBel pe moAAoUG tpomouc. Na moAAoUG NXOTOmio onUaiVEL Eva
OUVOAO YWV TIoU Bpiokovtal TomoBeTnUévol o €val CUYKEKPLUEVO TieplBallov. TEtowo Ba
UMOPOUOE va lval amo To NXOTomio evog moAucUxvaotou re(odpopiou, HEXPL Eva SWHATLO
N €éva TpoTikKO 6A00¢. OUCLAOTIKA OUWE, O OPLOUOC TWV NXOTOTILWY, TPOEPXOUEVOG OO TNV
ayyAlkn Aé€n «soundscapes» (“sound” + “scapes”), amoteAel éva mapadofo, kabBwg €vag
AX0G Umopel va akpoaoBel, aAAG OxL va epdavioBel omtikd. Evag akopn BAcLog oplopog
TWV nYoTomiwyv elval OTL mpoKeLtal yia meplBarlovta ota onoia ot yewdwvikoi, Blopwvikol
Kal avBpwmnodwvikoi fxot aAAnAemikaAumrtovtal. OAa T TPONYOUMPEVA £XOUV HEYAAN
epappoyn Kal ota TEXVNTA NXOTOTA, OMWE QUTA TWV TPLOSLACTATWY £POpUOyWY, OTO
omoila ouvAbwg mpoomaboUpe va AVOMOPAOTACOUUE —HE TEXVNTA MHECA QAN pE
PEAALOTLKO TPOTIO- £VA TPAYMOTLKO NXOTOTiO.

Eival moAU ouvnOlopévo oe olyXpoveg TPLOSLAOTATEG EPAPUOYEG, OWE QUTEC TwV Video
games, va OUVAVTOHUE NXOUC KOL TWV TPLWV Kotnyoplwv (Yewdwvikoi, Blrodwvikol,
avBpwnodwvikol), pe tn povn Sladopd OtL €ival otnv Kpion tou sound designer mola
katnyopla emBupel kaBe dopd va avamtuiel MeploocoTEPO 1 va TIPOPAAAEL TTEPLOCOTEPO
oto Beatr. MPAKTIKA AUTO onuaivel OtL, MOAEG PopEC o pa Tplodlaoctatn epappoyn
UITOpPOUV oL UTTOAOUTOL NXOL Vol HElwBOoUV o€ €vtaon, Omw yla mapddelypo otav BEAoupe
va dwooupe éudaon oe €vav Slahoyo 1 va pPeTadEpoupe Kamola aiobnon oto Besartn
(maiktn), OMW¢ AUTH TOU TPOUOU N TNE EKMANENG. 2TA TEXVNTA NXOTOTLO Elval EMOUEVWE OTO
XEPL TOU oXeSLAOTH TO MWC Oa XPNOLLOTIOLOEL QUTA TA EPYAAELQ, TIPOKELUEVOU VO TIETUXEL
OKNVOBETIKA TO aLloOnTIKO amotéAeopa mou emBuUEL.

‘Eval aKOUN ONUOVTLIKO KOO XOPOKTNPLOTIKO TWV NXOTOTIWY TOU TIPAYUATIKOU KOGHUOU Kol
QUTWV pLaG Tplodlaotatng epappoyng, EXEL VO KAVEL LE TNV ONTIKA avtiAnyn tou akpoatn
o€ OX€0n e TNV aiobnon tng akor¢ tou. Mpokettal yia Vo alobnoelg oL omoieg Bplokovtal
OUVEXELX 0 oUYKPOUOH Kal TTOAU cuxva n pia avalntd amno tnv aAAn tnv emiBefaiwon pog
nmAnpodopiac. Auto pmopel va xpnotpornolnBei mMoAAEC POPEC WC TTAEOVEKTNHO IO TOUG
sound designers autwv Twv nxotomiwv, kabBw¢ Sev eival mavtote amapaitnto £va
OTITLKOOKOUOTLKO amotéAsopa va emiBeBatwvetal kat otig dUo atobnoelg (akon, opaan).
Onwg XapaktnploTika sixe €€nynost kat o Stephan Schutze oe op\ia tou oto Freeplay
2011: «ov aKoUOOUUE €vav Nxo eAkomrtépou va Olaoxilel tov oupavo, oANd bdev
KATAPEPOUUE EKELVN TN OTLYUN VA TO EVIOTIIOOUUE PE TO HATL, aUTO Sev onuaivel OtTL TO
EAKOTITEPO AUTO Oev elval UTTOPKTO». AUTO €lval KATL TTOU LOYXUEL TOCO YL TOV TIPAYLATLKO
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KOOUO 000 Kal yla Ta Tplodlaotata nyxotoria Kol HaAlota ToANEG PopEG UMOopEL N xprion
TETOLWV TtAPASELYHATWY va gival emBuunt. To PONYOUUEVO TO CUVAVIAUE KUPLWG OE
TIEPUTTWOELG OTOU Xpelaletal va yivel olkovopia twv 3D assets kal Tou peyEBoug pLog
Tplodlactatng epapuoyng, kabwg To MOvo olyoupo eival OTL €vag NXOG «KOOTL(EL»
UTTOAOYLOTIKA YLO Lot GUOKEUT TTOAU ALYOTEPO QMO £va TPLOSLACTATO UOVIEAO, OTWG AUTO
€VOC EALKOTITEPOU.

Eidn nXwv ota Gpuoika -kat oxL povo- nepfaiiovra

OL AxoL mou cuvavtape ocuvnBwg ota nyotormia kabe eldoug katnyoplomolovvtal Kupiwg o€
Tpelg katnyopliec. Autol elval ol yewdwvikol nxot, ot flodwvikol nxot kat avBpwmnodwvikoi
AXOL. ITNV MPWTN KOTNYopLla CUVAVTIAUE NXOUG OTIWG oo GUOLKEG TINYEC, OTIWE TOV HXO TOU
avépou, tng Balaococag, MBavVwWG NPALOTEIWY, TPEXOUHUEVWVY TIOTOMULWY, TNG BPoxNg, Twv
KEPOUVWYV, KOTOALOONOELG K.a.. 2TOUC BLodpwVIKoUG NXOUG CUVAVTAUE KUPLWE RXoug {wwv,
OTWG KAAEOUOTO TTIOUALWYV, KPOAUYEC 1 GWVEG KlvOUVOU BNAQOTIKWY KoL YEVIKOTEPA OAOUG
TOUC NXOUC NG mavidag. ZToug avlpwmnodwvikoug AXOUG GUVAVTAUE NXOUC TWV OTIOLWV N
TPo€AeUON €lval KATMOLA TEXVOAOYLKN TNy, OMWG KATOLA CUOCKEUN, KATOlA pnxavn n
YEVIKOTEPO KATIOLO -QUTOMOTOTIOMNUEVN 1 KUN- TNy SnUoupynUévn amo tov avlpwro. e
outh TV gpyacia Ba cuvavtooupe Kupiwg nxotomia amo Tig SU0 TPWTEC KATNYOPLEC,
SnAadn kupiwg nxouc meptBarlovtog kat Axouc Lwwv.

AANAnAenidpaon nxotomniwv

ElvalL moAAég ¢opéc ToOu O éval TPAYUATIKO nXOTOTio SOUNDTOPE
TapatNPOUUE €va otabepd potifo otoug AxXoug aAAd Kot
évtoveg aMhayéc. OL oAAayég umopel emiong va  eivat
OVOUEVOUEVEG, TOTIOBETNUEVEG OE TLO apyd Hotifa, Oonwg n
oAAayn TNG NUEPAC KO TNE VUKTAG 1 QKOO KOL TWV ETTOXWYV TOU
€TOUG, AAQ KOl O€ TILO AUECA -OMPOPBAENTA- YEYOVOTA, OTWG
kamowa Eadvikn vepomovti N évag oeouos. To ocUVoAo Twv
YEWDWVIKWY, Blodwvikwy Kal avlpwmodwvikwy AXwV OE ULa
TiepLoxn amoteAel TEAIKA aUTO TTOU OVOUALOUUE «nxoToTtion. Ta
«sonotopes» amoteAoUV TI( TEPLOXEC €eKeive¢ mou Svo N
neploootepa  OladopeTik@  nyotomia  ocuvdEovtal  Kal
oAAnAerukaAUmtovtal. EmutAéov, Oa ouvavIOOUUE KoL TQ
soundtopes, TO oOmola OMOTEAOUV T OAAAYEC TOU
TAPATNPOVVTIOL OTO GUVOAO €VOG NXOTOTioU, 0w N oMY  Ewdva 1.10: Syésio enesriynonc twv
TOU KEAQISIOPATWY TWV TMOUALWVY Katd tn duon tou nAlou f ot sonotopes

Kpauyég {wwv TG (Blag kowotntag Kata tnv mposldonoinon

yla kamotov kivéuvo.

SONOTONE

TETOLEG TIPOYPOAUUOTIOUEVEG 1 UN OAAQYEG, QTIOTEAECOV ONUAVIIKO TAPAYOVTIA OTh
Snuloupyla TNG CUYKEKPLUEVNG Epyaciag Kal €yLVE TIPOOTIABELD VAl TI AVATIAPOOT|COUUE
000 TIO TIOTA (PEAALOTIKA) YIVETAL, OE TPAYUATIKO XpOvVo, oto tplodldotato mepLBaAlov
KOTAL TN TIEPLUTAAVNON TOU OKPOATH OTO NXOTOTLO.
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Ewova 1.11: 3yébto emeénynong twv nyotomniwyv

SOUNDTOPES

MNapouciocn TWV NXOTOMiWV TOU XAapTn

To tplodlaotato emninedo mou €xoupe oxedlaoel xwpiletal oe MOAAAMAG nxotomnia. Kamola

elval ywplopéva avaloya pe To UPOUETPO, evw AAAa Bplokovtal otnv mopeia Tou Bactkou
Spopou mou kaBodnyel Tov xprnotn, evw AAAa nxotormia Siamepvolv AAAa peyaAutepa
nxotornia, aAAalovtag i mMPooBETOVTOG OTO CUVOALKO AKOUGHA TOUG.

To mpwto nyotomio mou Ba CUVAVIACEL O XPAOTNG OTNV Topeia Tou €elval autd g
BdAaocoag kot tn mapaAiag. MNpokettal ovolaotikd yla 0o nxotonia, mou Bpiokovtal oto
610 onpeio, pe tn Stadopd OTL 0TO VA 0 AXOG TWV KUUATWY AKOUYETAL TILO SuvaTtd Kal oo
™ KatevBuvon tng BdAacocag, evw OTO GAANO TILO OTOUAKPUOHEVA, OCO O XPNOTNG
QTTOUAKPUVETAL OO TO VEPO. MpOKELUEVOU va SLaxwpLlooue Ta nYoTomia To €va amnod to
AANO €XOUUE XpNOLUOTIOLNOEL TO epyaleio pe ta Shapes (BA. TO AvIiOTOLXO KOUUATL OTNV
TomoB£Tnon Twv AXWV), KATL TTOU Ta KAVEL va EEXWPLIOUV TO €val oo TO GANO, ETUTPETOVTAS
HOG va TapakoAouBriooupe KOAUTEpPA TNV €KTACN TOU KOOevog amd TNV LOOUETPLKNA
KAUEPQ.

Mtla mopaThpnon mou LoXUEL yla kKaBe nxotomio, €xel va kavel pe tnv fade-in, fade-out
omOoTACN OTNV Omola 0 NX0G XOAUNAWVEL ) aufavel OTav KvoUHaoTe péoa N £€€w avtioTtola
oo ta olvopa Tou KABe evog. Avaloya pe tn ¢uon tou KABe nyotoriou, n pubulon auti
uropel va €xeL pLa T amo 10 €éwg 20. H pUBulon autry ovoudletal «OuterRadius» kat
Bploketal oto AmbientVolumeObject tng kaBe meploxnc. Na nmapddeyua, to neptBaiiov
¢ LoVykAag Slabétel Tiun OuterRadius=20, kaBw¢ emBupoUUE oL oL TNG {oUYKAAG, WG
mio duvarol, va epdavilovtol akouoTKA vwpitepa amo aAAoug, KaBwc auto Ba yvotav Kal
oTNV Mpaypotikotnta. AvtiBeta, to meptBaliov tng Bdlacoag Stabtel OuterRadius=15,
EVW aUTO NG omnAldg Slabtel pikpotepo OuterRadius=10, kaBwg ermbupovpe n elcodog

16



OTO NXOTOTILO TNG OTNALAG va £lval TILO AUECT KOl VO TOUTIETAL LE TO TIPOYHOTLIKO OpLO TIOU
opiletal amno tnv nEtpvn eicodo tne.

To endpevo nxotorio sival auto tng {oUYKAOG KATA TNV nUepnoLla ekdoxn TNG Kal xweig va
UTIAPXEL KATIOLO event TOU va avooTatwvel To tomio. ESw Ba ocuvavtiocoupe mAoucto
nxoxpwpo anod {wnpd kaAéopata mouAlwy (Sltadopwv el6wV), KPAUYEC amd HalLoUSEG TIo
0paLd KAl TOV NXO TOU QVEHUOU VO CUMITANPWVEL NXNTIKA. To €mMOPeVO nxotormio mou Ba
OUVOVTNOEL 0 XPROTNG Elval auTd HLOG TILO OKOTEWNG €kdoong TG dla JoUyKAQG, LE TIUKVN
ouixAn. ESw 10 n)Yoxpwpa oAAalel kot xdvel tnv lwnpn nuepnowa &uwabeon Ttou
T(PONYOUHEVOU nxOTOTiou. @a okKoUoOUUE va Efexwpllouv TMEPLOCOTEPO OL NXOL TWV
TPoViwY Kal Twv PBatpdxwv, evw ylo mpwtn ¢opd Ba akoUoel kol ambient pouotkn
(«hollow_drone_001», and tnv BiBAoBAkn fnxwv Sonniss), n omola €xelL w¢ OKOMO va
SNULOUPYNOEL pLa aywvia 0TO XProTN Kal va TOV TIPOETOLUACEL ylo KATL Ttou Tibavwg Ba
akoAouBroel otn mopeia. O Xog Tou avépou BplokeTal emiong o XaunAr €vtaon, eVw To
(610 LoYUEL KL YLt TOV X0 KATIOLWY HaipouSwy, Tou akoUyovTal O HaKpLVr andotaon.

Y€ TETOLOU €l60OUG TIEPUTTWOELG, OTIOU 0 OKNVOBETNG BEAEL va peTadEpEL KamoLla aiobnon
TPOLOU OTOV TEALKO XPrOTN, 0 NXOC KPLVETAL WG €val amod ta TiLo Bactkd epyadeio mou €xel
kavel¢ otn &uaBson tou, KaBwg dnuloupyel pla avnouxia oto Xprnotn, «AEYovtac» Tou
vwplitepa otL mBavwg va Bploketal oe kivbuvo, aAAG TauTtoxpova adriVvovTag ToV Vo KAVEL
o (610¢ uoBEoELg 0TO HUAAG Tou, PEXPL N ElkOVA val Tou emiPBeBatlwoel 1 OxL TEAKA TO
YEYOVOG. AUTA N TEXVLKA Tou Asyopevou «build up» xpnolpomoleital emtuxnuéva amod
ToAAOUG okNVoBETEG o MOAAA Blvteomalyvidia Tpdpou, Ta omoia oucLAoTIKA KatadEpvouv
va €lval emtuxnpéva akplwe eMeLdn METUXALVOUV va «KTloouv» autol tou €idoug tnv
avnouxia oto Xprotn, UE AMOTEAECHO TO OMOLO YEYOVOG KIvEUVoU emakoAouBnoel, va €xel
EVIOXUOEL TPONYOUHEVWE ONUAVTIKA amod to Stdotnuo «nouvyiag» oto sound design. To
ETOUEVO NXOTOTILO TIOU EXOUME ETAEEEL EXEL WG OKOTIO va SnULOUPYNOEL €va TETOLO event,
XWpPLg OUWE va UTIAPXEL KATIOLOG TIPAYUATLKOG KivOuvog yla Tov xpRotn Kal gv eival dAAo
oo TNV amnmotoun TPOTKN Bpoxn uMO Tn ocuvodela Kepauvwv, N omoio akoAouBel oto
ETOUEVO ULOO TOU NXOTOTIOU TNG OUIXANC.

Y€ aUTO TO onuelo Ba akoUOGOUPE OAOUC TOUG MTPONYOULEVOUC AXOUG TNG OpiXANnG pall pe
€va EMUTAéOV NXNTIKO event, TO OmMolo €XOUUE Tpoypappotiosl va cupBaivel pia dopa
uovo. To event tng Bpoxng Eskivael Pe TNV £l00S0 TOU MAIKTN OTO CUYKEKPLUEVO Shape Kot
amoteAeitat anod dVo nxnTka layers: éva tng Bpoxng Kat Eva Twv Kepauvwyv. Mrmaivovtog o
Xpnotng otn omnAld, n Bpoxn 6a otapatnoel, onwg ivat puokd e€aAlou kal dev Ba
enavaAndOei, yla va akoAouBnoel éva aAAo nxotortio.

To nxntomoio tng omnALdg dtabétel emiong éva NXNTIKO event TOU EVEPYOTOLELTAL KATA TNV
eloodo TOU XprioTn Ot QuUTAV, TO omolo eivat n mtwon PBpaxwv amd tnv opodn. To
OUVKEKPLUEVO £PE nNxou SlaBétel moAAamAoug nxoug Bpdxwv, €tol wote va anodobel
KaAUTEPA N TUXOLOTNTO HE TNV omola TMEPTOUV Kal SNULOUPYOUV TO QVTIOTOLXO NXNTLKO
anotéAeopa. To nxotomio TNG omnAldg, av Kal To Alyotepo mAouolo, SlaBEtel téooepa
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layers Axwv, He To MPWTO va gival pla Bon xapunAng ocuxvotntag, to SeUTepo va ival o
AVEPOG TIOU MBavVWE va pnaivel anod tnv €l0060 Kal va avtavakAd ota TOLXWHATA TG, TO
Tpito va eivat ot fRxot tng LouykAAG (TNG MEPLOXNG TNG OUiXANG) O€ TTOAU QTTOUOKPUOUEVN
amnooTacon, eVw To TETapTo layer glval otayoveg vepou Tou EpTouv oto £6adog o Tuxaia
onuela anod Ta TowHaTa TNG omNALAG. AKOpa, n ontnAld Stabétel kal SUo SoundEventSpots
TIOU €XOUV VO KAVOUV UE £0TieC PwTLAC, UE TNV pia va Stabétet Alyo o Babu nxo amo tnv
GAAN. EmutAéov, mpokelpévou va amodoBel KaAUTEPA N KAELOTH TIEPLOXI) TOU CUYKEKPLUEVOU
nxotormniou, €xoupe tonmobetnoel péoa amnod tnv CryEngine 3 éva Reverb edé yia tov o, 1o
ormolo ennpedlel cUVOALKA OAOUC TOUG XOUG TTou Bplokovtal péoa oto shape tng omnALag.

Byaivovtag anod tn onnAld o xpotng Ba mapatnpioel OTL N Bpoxn €XEL OTAUATAHOEL KAl OGO
TIPOXWPAEL TapaATNPEL OTL KAl 0 KAlpOG BeAtiwvetal, emavadépovrag To mepLBAAlov Tou
nxotomniou tng (oUYKAAG -TOOO NXNTKA OAAQ KOL OTTIKA- O0TO ¢uacloAoyko ¢ {wnpo
nxoxpwua. AkhouBwvtag Tov SpOHOo KOl Tnyaivovtog aploTtEpA O TAIKTNG UMopel va
KateuBUVOEL TPOG TO LUSATLVO NXOTOTO TOU XAPTN.

210 uddativo nxotomio Ba cuvavtroel 3 MOTAULA PE SLAPOPETIKA NXoxpwHaTa (avaioya Ue
To BABo¢ toug), 3 KATAPPAKTIEG €mMioNG He SLAdOPETIKA nYoxpwHata (avaloya HE TO
HEYEDOC TOUG), piat Alpvn kot nYoug amo Batpdxla, TO00 KOVTA oTnV EMLPAVELA TNG OCO Kal
oe Sladopa onueia KOTA UAKOC TWV MOTAUWY. XTO CnNUELl0 oTo omoio mepimou €gkvael To
vdatwvo tomio, o xpnotng Ba £xelL l0€ABeL 6N OTO €MOPEVO nXOTOTio, TO omolo eival
0pewo PpOwonwpvo meptBAAAov. MPOKELTAL OUGCLAOTIKA YlO TO EVOLAUECO HEPOC TOU
Bpioketal petall NG {oUYKAAG KAl TwV XLOVIOMEVWY Bouvwyv. e autd To nyotomio Ba
OUVQVTHOOUUE OUVOAIKA Tpla layers, éva pe mouAld Stadopetikol €idoug amd autd TG
{ouykAag, €va akoua layer émou o avepog Ba eival o Suvatog kat éva akopa layer pe
HOKPLVOUC NXOUG EVIOUWYV. TO CUVOALKO GKOUGLIOL TOU NXOTOTIOU £XEL WG OKOTO val €lval
TIO APENO amo auTo tn¢ {ovykAag kal pe Stadopetiki mokihia Blodpwviag.

Av o0 xpriotng kateuBuvOel Bopela PoG To HEYAAO KATAPPAKTH, Ba ELCEABEL auTOUATA OTO
O UTEPUPWUEVO XLOVIOUEVO NXOTOTO. XTO XLOVIOUEVO HEPOG TOU XAPTN O AVEHOG
armoteAel TO KUPLWG AKouopa, EVvw TOAU apald Ba akouotouv kKot GwVEC amd QETOUC.
KateuBuvopevog aplotepd amo Tov HEYAAO KATAPPAKTN, 0 XPHotng Ba Bpel pia cuokeun
uetadopadc, n onoia Oa tov petadépel apeoa oto mepLBAaAAov tng LoUYKAQC, TIPOKELUEVOU
VO CUVEXLOEL TNV TIOPELO TOU OTOV KEVTPLKO SpOLLo.

To endpevo nxnTomio gival auTo TNG TIEPLOXNG OTIOU YIVETAL £V OELOUOG. 2KOTIOG £dw £lval
vVa TPOCOWOOUE OTOUG UTAPXOVTEG AXOUG TOU NXOTOTiou TNG {OUYKAOG MLa KATAOoTOON
Tavikol. O@a aKOUCOUUE TIG HATHOUSECG Kal Ta TouALd va dwvalouv MOAU TILO TTUKVA Kol
duvatd, evw UTIAPXEL ETUITAEOV KoL HLla €vtovn Bor) mou dnuloupyeital amd tov CELOUO.
Byaivovtag amo tnv KUKALKR TIEPLOXA TOU event TOU OELOUOU KOTEUOUVOUAOTE OTO EMOUEVO
KOl TEAEUTOLO NYOTOTiO TOu XAaptn, dnAadr oto METPVO TOUVEA. IKOTOG £6w elval va
oKoUyeTaL TOoOo To nxotomio tng {ouykAag, aAla pe tn xprion Occlusion edp€ péoa amo to
FMOD, pall pe Reverb edpé amod tnv Cry Engine, e€opolwvovtag £€T0L TO MEPACUA TWV NXWV
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¢ {oUyKAQG HECO OO TOL XOVTPA TIETPWHATA KAl TIC £L0080UG Tou ToUveA. Omwc Kal otn
TIPOYHOTLKOTNTA, OL TILO XOUNAEG cUXVOTNTEG KatadEpvouv va dlacyiocouv oplopéva UALKA,
KATL TTOU OTNV NXNTWKA emnefepyaoia emttuyyavetal eite pe Occlusion ep€ (av umapyel
SlaB€o1no), aAwe pe low-pass diAtpa, To omoio pmopel va dSnuovpynBet eukoAdtepa o€
omnoloénmote audio editing mpoypappa, onwe to Audacity. Ita Bwteonalyvidia eivat mo
ouvNOLoUEVO VA CUVOVTAUE AUTH TN TEXVIKN O uTtoBAAAooLa onUEia, Omou MBUHOUUE va
SWOoOUE TNV EVIUTIWON OTL OL XOL SLaTteEPVOUV TO VEPO KOl OAAOLWVOVTAL.

TéNog, e€epXOLEVOC IO TO TOUVEA 0 Xprotng Ba Bpebel yia pia akdun ¢opd oto nxotomnio
¢ JouyKAaG Kol otn cuvéxela Ba e€€ANBeL oTo TeAKO TepLBAAAOV TNG MapaAiag, yla va
oAokAnpwoel TNV Sladpoun Tou OTo onuelo ¢ Papkag. ITnV mMopakatw d¢wroypadia
UmopoUpe va doU e To mwe delyvel cuvoAka O6An n mponyoLuevn dtadpour, HEoa amo Ty
LOOUETPLKN KApEPa Tou Editor.
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Ewoéva 1.12: [avopalitkn mapouciaon Twy NYOTOMiwV TN Epyaoiog
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Kedalaio 2: Eloaywyn otnv Cry Engine 3. Anpovpywvtog
éva tplodiaoctato mepBaAlov pe pa pnxovn ypadilkwv

Ti eivaw pla Game Engine;
Mua cuvtoun meplypadr KOG Unxavng BvteomatyviSuwy (n Kat «unxavng ypadikwv»), Ba

Umopouoe va Atav OtL anoteAel To meplBaAlov epyaciag mou Umopel va ekTeAEoEL éva
Bwreomavidl. Tu opwg eivar éva PBwteomalyvidy Mpoktikd Oa pmopolUcaue va
Bewpriooupe OtL €ival oTdNTOTE UMOPEL va AEITOUPYNROEL LECW PBIVTEO ONUATOC OE HLa
0006vn KoL va eKTEAEITAL O€ TIPAYUATLKO XPOVO QATIO VAV I TIEPLOCOTEPOUC XPNOTEC. TEXVIKA
OUWG, éva Bvteomatyvidt anoteAeital amo éva cUVOAO TEXVOAOYLWY, OL OTIOLEG UImopoUV va
npootebolv péoa oto Kowo meplBAalAov epyaoiag pLOG HnXavng ypadlkwy, wote, HEow
OUTAG, VO UTTAPEEL TEAIKA TO amoTéAeapa Ttou BAEMOUE orUEPa ota Bvteomnalyvidia.

Ol topeig mou pmopel va mepthapPBavel Eva Blvteomatyvidl Kal Umopouv va AELTOUPYRoouV
oxebov og OAa ta MEPLBAANOVTA TWV ONUEPLVWV HNXOVWYV YpadIKWV Elval:

Physics — E€opolwon peaAlOTIKWY EVEPYELWV TIOU UTIOKOUOUV OTOUG KAVOVEG TNG PUGCLKAG
TOU TPOYUATIKOU KOOUOU, QVEMTUYUEVEC o0t Tplodldotato meplBaArlov. TEtowa
napadelypata pnopet va gival and tnv peaAloTtiki Kivnon KAmowu udpAaopatog, HEXPL TNV
g€opolwon Tou avanmndAUATog Ui UAAag 1 tng Kivnong Twv KUUATWV.

Input — Eival to péco XEPLOMOU TOU TEALKOU XpRotn. Autd umopel va amoteAeital ano
KATOLO TIANKTPOAOYLO KOl TIOVTiKL, PEXPL €va game XELlpLoTAplo [ akoupa Kal kamoia VR
OUOKEUN e motion sensor aviAntopeg.

Rendering — MpOKeLTaL yla TNV ELKOVLKH ATELKOVLON, TO600 o€ 3D 6o kat o€ 2D neptBaAiov.
H amewkovion Umopel va 0TOXEVEL €lTe O €val PEAALOTIKO QTIOTEAECUA ELTE OE KATOLO TLO
KOAALTEXVIKO OMOTEAECHO. TNV Tepimtwon Ttou mpwtou, i 3D ewova ouvhnBwe
amoteAsital ano moAuywva, UPEC (textures), PWTIOUO Kal OKLEC, AVTAVAKAAOCELG Kol AAAEG
TEXVIKEG PEAALOTIKAG QTIELKOVLONCG.

Scripting — AntoteAel Tov kwSLKa ou pmopet va dnuioupynBel ek véou 1} va TpomomnolnOel
Héoa amd Ta N6n umdpxov scripts ulag pnxavag ypadlkwv. Zuvibwg ol YAwOoOoEG
TIPOYPOUMOTIOMOU TIOU Xpnotgomolouvtal givat: C# kat C++, python, Java, Lua, petagu
AA\wv.

Collision Detection — Eival to cUotnua mou €uBUVETAL WOTE TA TPLOSLACTOTA AVIIKELLEVA
va £X0UV UTOoTAoN OTo TPpLodlaotato neplBaliov, mou va pnv dtagpopormoleital and auth
TN MPOYHOTIKOU KOopou. Tétola mapadeiypata Oa pnopovos va Atav n emiPBpaduvon n
oKOpa Kot N {nNuLd mou pmopei va SnuoupynBet og €va 3D autokivnTo, av TPAKAPEL O ML
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empAVELA KOL YEVIKOTEpA OTIOATOTE €XEL va KAVEL Ue emadry SUO N TMEPLOCOTEPWV
TPLOSLACTATWY LOVTEAWV.

Artificial Intelligence — MNpokeltal yla to cuotnua dnuLoupylag vonuoouvng Xapakthpwy
miou Sev eAéyxovtal amo tov maiktn. Tétola napadeiypata Ba pnmopouoe va ival KAmoLo
€XOPLKOG XAPOKTANPOAG TIOU EXEL TIPOYPAUUATIOTEL VAL KUVNYA TOV TTAKTN 1 avTiBeTa KATTOLOG
XOPOKTIPOG TIOU EXEL TIPOYPAUOTLIOTEL VO TOV OUVOSEUVEL.

Hxog — O xog ota Bvteomnatyvidia pmopet va dtabétel cupmnepldpopég mou opilovral péoa
amno properties ta omoia StaBalel n pnxavn ypadkwy, anod kanowo middleware npdypappa
(6rmwg FMOD 1} Wwise). Qotoc0o 0AEG oL UNXaVES YpadLkwv SLaBETouv AslToupyieg yLa TTOAU
TIELOTIKA NXNTWKA amoteAéopata og tplodlactata neptBallovta (nxog, occlusion, profiling
K.a.), aAAG Kal AElToupyieg yio Suvapikr aAayr) tTng LOUCLKNG.

Quotkd oL duvaToTNTEG TWV MNXAVWY ypabLKWY OV OTOHATAVE MOVO O OUTA, KaBwg
TIEPLEXOUV AELTOUPYIEG akOUa Kal yla oknvoBeaoia, Omwe eloaywyn cut scenes, SLaAOYwv,
FMV (full motion video) kat CG ypadikwv (pre-rendered ypadikad ermunédou tawviag), online
AELTOUPYLEC VIOl CULLLETOXT) TTOAAWV XPNOTWV Kol AAAQL.

Mol elvall GNUOVTIKEC OL LNYXOVEC TTOLLXLOLWV;

MNalawotepa, otnv enoxn tTwv 2D ypadikwy, Atav MoAU cuvnBlopévo n kaBe etalpesia va

améntue TNV 81K tNG pnxavn ypadkwy, pe ta Sikd tng epyaAeia. Auto elval KATL TTOU
aMate pllika votepa amd tnv €Aevon twv 3D ypadikwv otn Blopnxovia, YE TIC UNXOVEG
YPADIKWY VA QVOITTUOOOVTAL and EEXWPLOTEG ETALPELEG, €UTIEPLEXOVTAC EPYAAEia TOU
Xpnolpevouv o MoAA £(6n BvteomalyviSlwy. AuTo NTAV ATAPAITNTO TTPOKELLEVOU VO NV
XAvetal kaBe dopd xpovog oto va avamtiooetal eE0AOKANPOU aATO TNV OPXA KL nXavh
vpadkwyv yla kaBe Bvteomnalyvidy, anod tnv KaBe stalpeia. Autd PE TN OELPA TOU OnUaivel
OTL, TO EPYAAELQ KOL O XWPOG EPYACLOG OUTWV TWV UNXAVWV APXLOE val YIVETAL TTILO oTaBgpdG
kol 6edopévog yla 0Aoug Toug developers, e amoTéAeopa va gival o eUKOAO KAVELG va
eknaldevuTel og éva TEToLo TePLBAANOV.

Ta mponyoUpeva eixav w¢ CUVEMELA va HEWWOel Katd TMOAU O XpOVOG Kal TO KOOTOG
QVATTTUENC EVOC TTALXVLOLOU, TO OO0 OUWCE AVTLIOTAOUIOTNKE CNUAVTIKA ard TO YEYOVOG OTL
Ta Bwreomayvidia éywvav peyaAUTepa, To MOAUTAOKA Kal Tiio GAOdo&a, KATL TToU OUWG
elval Betikd ywa tn PBlopnxavia. Me to TEXVIKO HEPOC va €lval TILO CUYKEKPLUEVO, OL
oxeSlaoTéC elyav TMAEOV TNV gukalpila va EMIKEVIPWOOUV TMEPLOCOTEPO OTO KAAALTEXVLIKO
HUEPOC TNC EUTIELPLOG TOU XPNOTHN, OMWCE OTNV LOTOPLA, OTOUG XOPAKTHPEC, OTNV OPXNOTPLKN
HOUGLKH TTou ouyxva ypadetal pe tn Stadikacio tou outsourcing yla MoAAG Blvteomatyvidla,
oTLG online Aeltoupyleg Kal YEVIKA OTO TIEPLEXOUEVO. QOTOCO UTIAPXOUV OLPKETEC ETALPELEG
TIOU QVATMTUCOOUV OKOUA KOl CAHEPO TLG SLKEG TOUC UNXAVEG YPOdpLKWY, KATL TIOU OUWE
yivetatl akplPwg eneldn pmopouv va amoppodrioouV £va TETOLO KOOTOG.

22



Oplopévecg SnUodANg UNXAVEC oY VISLwv
Unreal Engine: Eival pla amo T SnUodNECTEPEG UNXAVEC TtaxVidlwy, oAAA Kol amo TIg

naAaotepeg og 3D mepBaAlov kat avartuxdnke anod tnv Epic Games. H mpwtn €ékdoon tng
KukAodOpnoe o 1998 kat cuveyilel va xpnoLUOToLE(TaL LEXPL KL ONUEPA UE TNV 4" €kboon)
™NG. Oplopévol YyVwoTol TITAOL TTOU avamtuxOnkav PE Tn CUYKEKPLUEVN Hnxavn, €ival ta
Gears of War, Mass Effect, Bioshock, Batman: Arkham kot d&A\a. MAgovékTnua NG
OUYKEKPLUEVNG UNXAVAG Elval N EUKOALQ TNG OTNV TTAPAETPOTOLINGN, KATL TTOU ONUaivel OTL
Umopouoe va xpnotpomnolnBet og moAAd kot Stadopetikd (6n mayvidiwv.

Unity Engine: H Unity amoteAel emiong pia €0KOAn otn xprAon Hnxavi moxvidlwy Kot
XPNOLUOTIOLELTOL oo TIOAAOUG UIKPOUG Kal avefdptntoug dnuloupyou yua interactive 3D
naxvidia. Mmopel emniong va xpnolponolnBel e t€tolo TPOMo wote va dnuioupynbouv
TIOAAQ €16n mauyvidlwy Kal o€ Eva PEYAAO EUPOC CUCKEUWV. ITO TOPASELYLOTA OPLOUEVWY
TitTAwv mou avamntuxdnkav pe tnv Unity Engine Ba Bpoupe ta: Lara Croft Go, Her Story,
Pillars of Eternity, Kerbal Space Program kat GAAa. To LOXUPOTEPO XOPAKTINPLOTIKO TNG
onuepwng €kdoong tng Unity (Unity 5) elval (owg to yeyovog otL StatiBetal dwpedv mpog
OAoOUCG, HE TIOAAQ XOPAKTNPLOTIKA KOl AELTOUPYLEG KOl UTopel va xpnowuomownBel yua
avamntuén oe OAEC TIG eVEPYEG TMAATPOPHES TNG ayopds. Qotoco otnv Professional Edition, n
omola SlaBETel O TMpoXWPNUEVEG Asltoupyieg, Onwc beta access, game performance
reporting, customizable splash screens, team license kot dAAa, UTAPXEL UNVLALO KOOTOG
anoktnong.

GameMaker: e avtiBeon pe AAAeg pnxaveg matyvidlol, To HEYOAUTEPN TIAEOVEKTNHA TNG
GameMaker eival OtL 6ev amalTteEl YVWOEL( TPOYPOAUMOTIOHOU Kal coding yua va
xpnotgorownBel. O xprnotng umopel va dnuloupynoel maxvidlia péow «point-and-click»
Aeltoupylwy, e peyaAltepn taxutnta. Oplopéva napadeiypata TitAwv pe tnv GameMaker
elval ta: Spelunky, Hotline Miami, Super Crate Box kat Hyper Light Drifter. MapoAo mou n
OUVKEKPLUEVN HNnxovh €xel oxedlaotel wote va eival amAr otn Xpron, wotdéco auto
onUaivel OTL €XEL TIEPLOPLOMOUC WG TPOG TNV TIOWKIA LA TwV TiTAwV Tou pmopel kaveic va
dnuoupynoel. Qotéoo, av kal dlatiBetal Swpedv os pia Baotkr popdn, n EMOYYEAUATIKA
™G €kboon MPEMEL va amoktnBet emi mMAnpwuN.

Godot Engine: H cuykekpluévn pnxovn umopel va xpnotuomnotnBet kupiwg yia 2D aAAd kat
3D Bwrteomnalyvibla. Xpnowgomnolel yvwotd epyaleia kat eival dwpedv alld Kal open
source. Aev UTAPXEL KATIOLO KOOTOC ayopdg, oUTe Kol royalties 1 kamolog AGAAOG
TIEPLOPLOUOG yla ToVv Snuioupyo. AkpLBWC emeldn) eival open source, autd onuaivel otL
SlaB€tel evepyn kowvotnta Tou SlopOwVEL CUVEXWG TIC AELTOUPYIEG TNG KOL ATIAVTIAEL OF
QIOPLEC TWV XPNOTWV TNG.

AppGameKit: H cuykekplpévn pnxavn eivat ldavikn Kupiwg yla aveéaptntoug Snuoupyous
Kal apxaploug developers. Xpnolgomoleital Kuplwg yla avantuén epopuoywv oe dopntég
ouokeUEG (lphones, Android, k.a.), aAAd kat ywa Mac kat Windows edapuoyéc. H
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AppGameKit kootilel mepirmou 80 SoAapla Kot pmopei va amoktnBel pall pe dtadpopa add-
ons, onwg tov Visual Editor, wote va untap&el KAAUTEPN TEALKN TLUR YLO TO XPHOTN.

Cry Engine: Meploodtepa ylo TNV HNXAVH TOLXVIOLOU TIOU ETUAEXONKE OTN GUYKEKPLUEVN
epyooia Ba paboupe oto endpevo kepalalo. H CryEngine diatiBetal mAéov Swpedv yla
XPNon, HE OAEC TIC AELTOUPYIEC TNG KAl UIMOPEL va XpnolpomolnBel yla avantuén os OAEC TIG
onuepveg mMAatdopueg (Xbox One, PlayStation 4, PC, Oculus Rift, k.a.). H Cry Engine €xel
OXETIKA KaAn umootnplén amo tutorials kalt documentation, wotdco Sev Bewpeital WG pa
Qo TG EVUKOAOTEPEG yLla apXApLoug dnuLloupyouls. YIIAPYXEL EMIONG UTTOOTAPLEN YL ayopd
Sladopwv assets péoa amo to Cryengine Marketplace, katL mou pmopel va BonBnoet
HULKPOTEPEC OUABEC QVATITUENG, EVW UTIAPXOUV aKkOUa Kol Swpedv assets mou SiatiBevral
HUECQ OE «TTOKETAY.

Amazon Lumberyard: H cuykekplu€vn pnxovr amoteAel tnv Lo npoéodatn npoondbela Tng
Amazon wote va €l0éABel otnv Blopnxavia oavamtuéng Bwteomalyvidliwyv. H pnxavi
SlatiBetal dwpeav, xwplg royalties 1 GAAa KOOTN Kal eMITPENEL Apeon aAAnAenidpaon He
online mMAatdopueg onwg ta Twitch (streaming mAatdpopua) kot AWS (Amazon Web
Services). H punxavr tTng Amazon CUYKATOAEYETAL OE QUTECG TTOU €lval amAEG otn xprion Kat
€XEL KaL AeLTOUpyieg yla avamntuén epappoywv moAAamAwy nalktwy (multiplayer games).

RPG Maker Engine: H cuyKekpLévn pnxavn elvat amo Tig mo amAég otn xpron Kot Slabétet
£TOLHA EpYOAELD PE T OTTOLO UIMOPEL aKOUA KOl VA apXApLog va SnULoupynoEL Eva ETOLUO
Bwreomayvidl, xwpi¢ amoAUTWE Kapla yvwon MPOoypopUatiopoy i Kwdika. H pnxavi
kootilel 80 doAdpLa, wotdco umdpxel kal pa dwpedv €kdoon yla ta Windows. Av kal n
OUYKEKPLUEVN HNnXovh ameuBbuveTal KUplwg O apxAploug XPAOTEG, TILO TIPOXWPNUEVOL
XPNOTEC UmopolV va KAvouv xpAon NG Javascript yAwooag TPOKELWWEVOU va
S510hpopOoTOL|COUV TO TIALXVISL TOUG OO TIG ETOLUEC AELTOUPYLEG TTOU TTPOOhEPOVTAL.

LibGDX: H ouykekpluévn pnxavy xpnoluorolel Java mepipdAlov kat API (Application
Programming Interface) to onoio unootnpilel OAeg TI¢ MAATPOPUEC. AUTO OnUalvel OTL elval
davikr) ywa cross-platform Snuiouvpyieg, SnAadn otav emBupolpUe o TITAOG pOG va
avarntuxBel mapdAAnAa oe MOANATAEG MAATPOPUEG. ZNUOVTLIKO TTAEOVEKTNUA TNG UNXAVAG
elval otL emutpénel Tov apeco €leyxo kal debugging péoa ano to desktop Tou xprotn, KATL
TIou £€0LKOVOEL XpOVo otnv 0An Sladikacia eAéyxou.

Urho 3D: Mpokettat ya pa dwpedv kot cross-platform pnxav mou xpnoluomolel tnv
vAwooa C++. AtaBétel wiki oxetikd pe tig Aettoupyieg xpriong tng ywa ta Windows Visual
Studio kot MinGW, Android kat Linux. Emeldn ival dwpeav dlabétel evepyn kowotnta,
WOoTOO0O0 ATALTEL Ao ToV Xpron va €XeL KAAEC YVWOELG TNG YAwaooag C++.
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H emiAoyn tnc pnyxavineg rtaxvidiwv Cry Engine 3
Ztnv ayopa tou 3D video game design undapyouv

OMw¢ avoadépape SeKASEC UNXAVEC TTOUXVLIOLWY,

wWOoTO00 OeVv elval OAeg eAeVBEpPEC yLa Xprion amo

TO €UPU KOO, KABwG amoteAolv gpyaleia Twy
ETALPELWV OL OTOIEC TIC €Xouv avamtuEeL — —_—
OTIOKAELOTIKA YlLO E€0WTEPLKN TOUC Xpnon. 2t C R YZ N G | N —
TETOolO Ttapadeiypata CUYKATOAEYOVTAL UNXOVES  Ewdva 2.1: To logo (Aoydturo) tne Cry Engine,
mavblwy onwg n Fox Engine tng Konami 4 n tétoktnotia tng Crytek

Frostbite Engine tn¢ Electronic Arts. Qotooo,

TIOAAEG QTO TIG LEYAAUTEPEG UNXOVEG TtaXVISLwV (6mwg Unreal Engine, Unity, Cry Engine)
SlatiBevral kot Swpedv 0To €UPU KOO, HECW ELSLKWV -TIANPWE AELTOUPYIKWY EKSOCEWV-
TIOU UTIAPXOUV QTITOKAELOTLKA YLa EKTTALSEUTIKN Kot LBLwTLkA xprion. H Cry Engine 3 StaB&tel
to CryEngine 3 Free SDK, TO oOmoio Kol XPNOWOTOWOUUE Yyl TNV QVATTUén Tou
TEPLBAANOVTOC TNG CUYKEKPLUEVNG EPYACLAG.

H Cry Engine &nuwoupynnke amnd tnv Meppavikr game developer statpeia Crytek, tov Mdio
Tou 2002 Kkal ouveyileTal va XpnOLUOTOLELTAL £WG KoL CRUEPQ, Exovtag GTAaoeL TNV €kdoaon
«Cry Engine V». ExeL xpnolpomnotn0el oe GAoUC TOUG TITAOUG TNG ETALPELNG, E TOV TPWTO VA
elval to Far Cry (2004) kat cuveyilel va umootnpilel OAeC TIC eVEPYEC TAATPOPUES TNG
ayopag. H tpitn t¢ €kdoon, n Cry Engine 3 n omola Kol XPNOLUOTIOLOULE OTNV TTOPOKATW
gepyacia, avakowwbnke to 2009 Kol avamtuxOnke apxikad yla TG TMAATPOPUEC TWV
Microsoft Windows, PlayStation 3, Xbox 360 kat Wii U. H pnxavn unootnpilet Ti¢ yYA\wooeg
C++ kal Lua Scripts kat Tig ekdooelg twv DirectX 9, 10 kat 11.

Oplopéva amod ta mAeovektripata tng Cry Engine 3 eival n gukoAla pe tnv omoia pmopel
Kavel¢ va O&nuoupynoel éva peydho uolkd TmepBAAAov, xwpilc va E€XEL YVWOELS
TIPOYPOAUUATIOHOU. ITO NXNTIKO MEPOG N pnxoav ouvepyaletal dpeca Ue to middleware
npoypappa FMOD, evw pag Sivel Tn duvatotnta va Staxwpicoupe eUkoAa to mepLBaAlov
O€ TIEPLOXEC-NXOTOTIA, KATL TTOU POG SLEUKOAUVEL dLlaitepa 0TO OKOTO AUTH TNG £pyaciag.
AN\OG €vaG ONUAVIIKOC TapAyovTag yla TNV €mMAoyn TNG, OTNOTEAECE TO QVAAUTIKO
documentation aAAd kat ta emeényntikd Tutorial Bivteo mou pmopet va Bpel kaveig amo
aveéaptntoug developer, kdatt mou Ponbnoe onuaviikd otnv oAokAnpwon tou 3D
nieplBaAlovtog mou BEAaE va avamtUEoUE.

Npoetowacia npv tTh SnULoupyio Kot ITapotnPNCELC

Mpw €skviooupe tn Snuoupyia tou terrain otn Cry Engine, sival KaAd va €Xoupe oTo

HUOAO HOG MLa YEVLKA €KOVa yla To mepLBArAov To omoio BEAoupe va SnULOUPYHOOULE.
ZuvnBwg umdpyouv emutAéov BApATA TPV KATIOlOG Eekwvioel va Snuloupyel éva
tpLodldotato meplBarlov, KabBwg ot HeyAAEC mapaywyeG ouvnBiletal va oxedlalovral
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npwta Sdodldotata oxedla os xapti (| concept arts), Ta omola amoteAoUV TNV apXLKA
€unvevon yla toug 3D designers, €toL wote n 3D dnuioupyia va Baclotel o€ auta.

Avdloya pe 1o péyeBog tou kAaBe mavidlol, To preproduction pmopel va elval apketa
moAUTAoKn Stadikaoia Kot urnopel va xwpiletal PEXPL Kol o8 SLOPOPETIKEG OUAdES pHéoa
otnv kAaBe etalpeia. Eva mawxvidt pmopel va Slabétel ekatoviddeg OLadOpPETIKEG
tonobeoieg kol XWAAdeg assets (xapaktnpeg, utd, avilkeipeva K.o.), KABe éEva
oxebloopévo tooo o 2D concept art, aAAG Kat o€ 3D HOVTEAO OTN CUVEXELQA.

ITN OUYKEKPLUEVN €pyaocio €xeL mpotiunBesl éva avolkto meplBailov to omoio Bupilel
TPOTIKO vNoi, WG €xouv SnuoupynBel emumAéov tonoBeaieg mou Eedpelyouv apKeTA amo
To BAOCWKO OTUA pLag Tpaocivng {oUYKAQG, KATL TIOU E£YLVE TIPOKELMEVOU va umapEouv
SLaPOPETIKA NXNTLIKA ATOTEAECUATA OTNV epyacia. Qotdoo, mMoté pia dnpoupyla Sev eival
«TEALKN» OO TNV apXN KO, AV TTapatnenOnKe KATL KATA T SnuUioupyla authg TG Epyaoiog
glval, otL pla dnuloupyia opiletal pOVo o€ €val LIKPO TTOGOOTO OO TNV apXLKN WOEa, KaBwg
otnv mopeia n 6éa auty pmopel va egeAiyBel kat va avamtuxBel oAU SladopeTika,
€xovtag Kupiwg SUo mePLopLlopolG: (a) TG LkavOTNTEG TOU dNnULoUpyoU HE Ta Epyaleia ou
€xeL otn 8aBeon tou Kat (B) To puéyebog Tng opadac.

JUVEMWG TOPATNPOaPE OTL, N opxikn Wéa ywa 1o meplBallov mou Béhape va
SNULOUPYNOOUHE avamTUXONKE TIEPLOCOTEPO OE KATOLO ONUELOL 08 CUYKPLON HE TNV OPXLKN
60, evw avtiotolya EMpene va pnv avamntuxBouv GAAa onueia mou KpiBnkav mepLtta.
AUTO Selyvel kat Ta TPOoPANUATA TTOU CUXVA QVTILETWITI{OUV UIKPA Kol peydAa studio kata
™V avamntuén titAwv Kal Ba pnmopoloape va MOUUE OTL, autd eival ocuvnBwg emiong dvo:
(a) va umapyxel eite pla umepdphodofn 16€éa, n omola otV TOpEla TPETEL va
«UTIOBABOULOTELY OE KATL TILO PEAALOTLKO KOl TILO TIPOKTIKO YLo TO HEYEDOG Kal TIG LKAVOTNTES
Tou studio ) (B) va umapyet pLa pikpn WEa, n omola va eEeAlyOel akOUN TTEPLOCOTEPO KATA
™V avamntuén, xapn oto TAAEVTO TS opadac.
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Anpovpyia tou terrain

To MPWTO MPAYUA TIOU TIPEMEL VA KAVOUUE WOTE VO EEKIVAOOUUE vol oxedLaloupe TO

nieptBarlov eivat va Snuloupynooupe €va véo apxelo, oto omoio Ba amobnkevovtal OAeG
oL aAAay£€G Kal ta assets ou PocBEToUE O0TO CUYKEKPLUEVO project. Matwvtag File > New
Ba epdaviotel éva napadbupo «New Level» oto onoio Ba kALBoU e va oploou e To péEyeBog
Tou TEPLBAAAoOvVTOC Kal To Ovopa. Ot povadeg eival o PETPA, OMOTE yla €va terrain
1024x1024 kat pe BrApo 1o 1pETpo, Ba £XOUUE L0 GUVOALKH EKTOON TOU EVOC TETPOYWVLKOU

XALOUETPOU.

Eikova 2.2: O oplouoc tou ueyédoug tou terrain (xaptn)

ITn OUVEXELX TIPEMEL va opiooupe 1o €6adog kalt tn Odlacoa, OMwe emiong kat va
gekwvriooupe va oxebLalou e UPOUETPLKA TO TOTIO PaG. AUTA HImopoUV va Yivouv péoa amnod
tov Terrain Editor (Terrain > Edit Terrain). To MpWwTO TOU XPELALETAL VA OPLOOUE OE AUTOV
Tov editor eival To UYPog Tou wkeavou. Eival meploocotepo BoAkO va oplobel éva voupepo
mou Ba Bupduaote, kaBwg otnv mopeia Ba KABoUUE va oplooupe dladopa dAAa settings
Tou editor MAvw OO TO GUYKEKPLUEVO VOULLEPO, OTIOTE OTLONTIOTE EYAAUTEPO Ao auTo Ba
aroTeAEl LEPOG TNG OTEPLAG TOU XAPTN.

Matwvtag péoa ano to: Terrain Editor > Modify > Set Ocean Height, Ba eTuAé€oupe TeEAKA
Ta 10 pétpa w¢ To AVWTEPO VYOG yia tnv BaAacoa.

27



[ testcry - CRYENGINE Sandbox
Fle Edt Modfy D

Ewkova 2.3: KaGoplouog tou Uouc Tou wKeavVoU OToV XApTh

ITN OUVEXELA TIPETIEL VA OPLOOUE TN OTEPLA, KATL TO OMOLO UMOPEL va yivel Pe TOAAOUG
TPOMouG Kat He SladopeTikéC «Bouptoec» tou editor. EmMeldny oTnV MPOKELIUEVN TIEPUMTWON
XPEL{OMAOTE pLa TTOAU UEYAAN emidpavela Pe €va otabepod UPog mMavw and to VYPog tNng
Bahacoag, yia auto Ba emhéEoupe amo ta Brush Settings tnv Flatten Sladwkaoia.

Eneénynon twv epyaAeiwv tovu Terrain Editor:

Ma tov Kappa: To pUnmAe xpwpa amelkovilel tTnv Bakacoa mou €xoupe opiosl. Otdnmote

HOUPO aTELKOVIEL TN OTEPLA. TO HAUPO XPWHA yLla TN oTePLA aAAAleL oTASLOKA OE YKPL Kal
aompo avaloya pe tnv uPopeTpikn Stadopd. MNa mopddelyua, KATL OV eivat TTOAU XapnAd
otnv Bdlaocoa Ba eival pe okoUpo HavPo evw €va Pouvo Ba amelkoviletal pe AoTpo
XPWHQ, OMWCE TEPLMOU Kal o€ €va xaptn and Sopudopo.

Outside Radius: Opilel To ewtepikd péyebog Tng Bouptoag. Auto unopel va dpavel pue duo
TPOMouG: eite amod tov 2D pmAe kapPa mou amelkovilel tn BdAacca otov editor, elte
kateuBelav péoa amo tn 3D amewkovion.

Inside Radius: Opilel Tov sowteplkd KUKAO NG Bouptoag, dnAadn to TOCO KOVTIA OTO
efwteplkd Oplo Ba eivat n alay mou OEAoUpE va ETILHEPOUME. TNV TIPOKELUEVN
neptmtwon ot dUo emloyég pmopouv va sival pali, kabwg Béloups va oplooupe pla
peyaAn flat emudavela.

Hardness: Opilel To moco amotopa Ba avupwbel to £€6adoc péoa oto mMAaiolo NG
Bovuptoag. MaAl ebw Ba XpelaoToUPE pla HEYAAN pUBULON, €TOL WOTE va PNV uTapéouv
KEVA 0TV eTLpaveLa ou BEAOUUE aPXLKA VO OPLOOULE WG OTEPLA
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Height: Opilel to UYog TNG oteplag. Auth €ival KoL N TLO onUAvtikg emloyr mou Ba
XPELaOTEL va opiooupe edw, kaBwg to voupepo Tou Ba tomobetricoupe edw Ba oploel To
opxlkd UPo¢ g otepldc. Mponyouuevog sixape emhé€el ta 10 pétpa ywa To VYOG Tou
wWKeAVOU, emopévwg otdnmote emAEEOUE WG «height» TAvw amo «10» Oa amoteAEoeL
HEPOG TNG OTEPLAG.

MapakATW UIMOPOUUE Vo SOUUE TIG aAAAYEG TIOU ETLPEPOUV OL TIPONYOUUEVEG pUBUILOELG,
1000 oto ducdldotato KapBd, 000 KAl OTNV TPLOSLACTATN OIELKOVION oo Tiow.
MapatnpoUpe OtTL, omoudnmote Kal av PetadEpoupe tn Bouptoa, Ba dnuoupynBel pia
erudavela pe 3 PETpa UYPog mavw amnod tn Bdlacoa:

Ewkova 2.4: SxebLaouog tnG EMIQAVELAC TG OTEPLAG, LUE TN Xprion epyaleiou BoUptoac

AuTOg eival évag amd Ttoug TOAAOUG TPOTOUG WE TOUG OToloug Mmopel Kavelg va
dnuoupynoet éva playable terrain yia to xpriotn. To onuavtikod pe tnv CryEngine 3 gival otL
HOG ETUTPEMEL VO SOKLULACOUE OE TIPAYHOTLKO XPOVO TO terrain mou Snuloupynoaue, péoa
amo in-game KApepa MpwTtou tpoowrou (Ctrl + G).

Elvat emiong ouvnBiopévo, oe peyada meplBarlovta, ol level designers va pnv
Snuoupyouv To terrain péoa amo T pnxovn ypodLkwy, aAAd amo Tpita mpoypaUoTo TToU
ouvepyalovtal pe tnv Cry Engine kol utdpXouVv amoKAELOTIKA yU'auToOV To okomod. H Aoyikn
TETOLOU AOYLOMLKOU €lval ouolaoTika n bl pe aut tou Aoylopké FMOD mou
XPNOLUOTIOLOUE OE QUTH TNV €pyacia yla ToV OpLoOPO TNG CUMMEPLPOPAC TWV NXWV, EVW
ovtiotolya epyaleia UTAPXOUV KoL Yol GAAQ TUAMATA €VOC TITAOU, OMWG LKA AOYLOULKA
yla Toug animators.

MNapakatw otnv Etkova 2.5 pmopoupe va SoUUE TO TEALKO OXNUO TOU terrain mou €XOUUE
Snuoupynoet otov Kappa.
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Ewkova 2.5: Suvolika n Stauoppwaon tou e5apouc ano Ynia

H EmiAoyn twv textures

Mpokeévou va Selyvel To mepBarlov o aAnBwo, sival anapaitnto va emAEEOUUE TNV
KataAnAn udn, n texture. Itnv MPOKELUEVN TepiMTwon Ta texture pog amoteAolV TO
£6a¢og Tou Tomiou Kal Ta £XoUpE Staxwplosl avaioya pe to UPOg TG KABE MePLOXAG, £TOL
WOTE VA TIETUXOUME KOl TO QVTIOTOLXO OmMOTEAEopUA. O OPLOMOC QUTWV TWV ETILPOVELWV
yivetal péoa amd tov Texture Editor, o omolog pog divel moAAég duvatotnteg. OL mio
ONUOVTIKEG TIou Ba XpNOLUOTOL )OOV E 0TO SIKO pog mepBAAAov elval 0 oXeESLOOUOG TwY
texture ava vopetpkn Stadopa.

monmmmomm@ann

ccth

Ewkova 2.6: OplouoG EQaplUoynG EMPAVELWY (texture) otn oTEPLA, avaloya LE To UYOS ToU eécpouc
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Onwg Kal pe ta brushes tou terrain, £tol kot €dw o editor pog adnvel va lwypadicovpe
™V emupAVELA HILOG TIEPLOXNG OE TIPAYHOTIKO XPOVO, WOTOCO MOG OIVEL KOL OPLOUEVES
ETUAOYEG £TOL WOTE VA LNV UTtApYouVv avBpwriva AaBn. Mplv oplooUUE OPWC TLC ETILPAVELEG
Kal Ta settings yla tnv kABe pia, otnv mponyoupevn ¢wrtoypadia (Etkova 2.6) pmopoU e
va doU e Tto interface tou texture editor. 2to aplotepd mapdbupo (Terrain Texture Layers)
BAEMOUUE OUVOALKA TIOOEG eMIdAVELEG €XEL TO terrain pag, evw n emloyn evog texture
yivetat ano 1o véo napabupo mou pag epdaviletal, tov Material Editor.

Avdloya pe To project, plo opdda pmopel va emAé€el péoa amo Sekadeg £tolua texture
mou unapyxouv otn CryEngine, opwg ouvnBiletal n kABe etalpeia va €xeL ATOopA TOU val
Snuoupyouv katvoupyla textures, oxeSLAOUEVA ATIOKAELOTIKA YL TNV OVAYKN TOU KABe
natyvidlov. Autr n dadikacia yivetatl cuvnBwc péow Photoshop.

Itnv napakatw pwrtoypadia (Etkova 2.7) BAEMOUUE GUVOALKA TIG ETILGAVELEG TIOU €XOULE
oploel yla TI¢ S1adOpPETIKEG TTEPLOXEC TOU XAPTH, OAAG KoL Tat UPOUETPLKA settings Tng kabe
HLOG, £TOL WOTE VA NV AAANAETUKAAUTITEL TTOTE N pia TV GAAN pe adUoLKo TPoTmo.

Ewkova 2.7: SUVvoAiKd oL ETMIPAVELEG (textures) Tou €youv xpnotuomnolndei oto Tomio

JKOTOC ATav va Snuoupyrnooupe SladopeTika eMimedo 0TO CUYKEKPLUEVO terrain, Ta omola
Eexwpilouv t600 amo to texture tou £8ddoug, 600 Kal NYNTIKA Kal PUOLKA Kal oo To
vewypadiko VP oc. ETol, UTIAPYEL TO PWTO ETLTTESO TTOU ATOTEAEL TO TILO TIPAGCLVO UEPOG TNG
{ouykAag, To deltepo eminedo mou amoteAel éva Mo £epo «pOvomwpLvo» mepBarlov pe
Alyotepn PBAdotnon kal To Tpito emimedo mou amoteAel To Xloviopévo Tomio. Eival
ONUAVTLKO emiong va erAeXOel kal €va emmAEoV texture yla TV mapaiio, aAAA KoL yLo Tov
BuBO tng BaAaooag, TwV MOTAULWY KAl TNG Alpvnc.
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T€Aog, yla va tornoBetriooupe ta textures Oa mpémel va naue oto Terrain > Layer Painter,
€va akopa epyaleio PBouptoag, to omoio mapatnpoUUe OTL SLaBETel TAEOV OAEG TIC
TANpodopILeC yLa TIC EMIPAVELEG TTOU OPLOAUE TIPONYOUUEVWG. ZUVETIWG, ETUAEYOUE KAOE
dopa molo texture BEAOUUE va TOTTOBETOOULE KAl OTN CUVEXELA TIEPVAUE TN BoupTtoa oto
xaptn, dixwg va amatteital peyaAn okpifela oto XEPLOMO TNG, KOBwWEG oL EMAOYEG TOU
OploaUE TIPONYOUUEVWE OIMOTPEMOUV TO avOpwriivo AdBog Kol Hag omayopeUouv va
TomoBetroou e AAAN emipavela oe onpeio mou dev €xel opLoBEeL.

MNowAla 6To XpWHATIOUO TWV Texture edadouc

M onuavtikp TeXVki Tou Ponbdel oto va yivel TO TEOTKO TO €8ado¢ Tou

neplBairlovtog kal wWblaitepa tng mpaowvng emudpavelog tng {ouykAag, ivat n xpnon
TIOAAQIMAWY XPWHATWY TN¢ Sla andyxpwong (ylia mapdadelypa, mpacivou) otnv empavela
(texture) mou kaAUTTEL OAOKANPN TNV Tteploxn tng (oUykAaG. H ouykekpipévn Stadikaoia
Umopel va yivel eUkoAa péoa anod tnv ertthoyn Terrain > Layer Painter kat ané to layer mou
elyape Onuloupynoel MPoNyoupévwes yla To texture tng {oUykAaG, TO omoio elyope
OVOHAOoeL w¢ «Basic Grass». ETUAEYOVTOG TO OUYKEKPLUEVO layer Kol KATolo SLopopeTIKO
TPACLVO XpwHa KABe dopd, UMOPOUUE va SWOOUUE TMEPLOCOTEPN TOWKIALA 0To £8adog.
JUuyKekplpéva eTUAEEOUE TPeElG OLAdOPETIKEG OMOXPWOELG TOU TIPACLVOU, OL OTOLEC
tonoBetnBnkav pe tn Bouptoa tou Layer Painter editor, pe tnv To okoUpPA TPAGLVN
amoOXPWOoN va TomobeTeltal yUpw amo Toug SpOUOUG TOU XAPTH, ONwe GaiveTal Kal amo tnv

napokatw Eltkova 2.8.

Eikova 2.8: EMUTAEOV XpWUATLOUOG TWV ETILPAVELWV YLO TIEPLOCOTEPN aAnBopavela
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Anuoupyila SpOUWYV KAl LLOVOTTOTLWV

MpLv TOMOBETAOOUUE TIEPLOCOTEPEC AEMTOUEPELEG OTO terrain, KAAO €lval va TAPOUUE ATtO

TWPA OPLOUEVEG aMODACELG yla TN YEVIKOTEPN Asltoupyia tou. Etol, eival mpotiudtepo
QVTIKE(HEVA OMWE SpodpoL va TomoBetnBouv Katd autn tn ¢aon tng avamtuénc. Evag anod
TOUG TPOTIOUG YLa VA SNLOUPYNCOUUE Eva SpOUO PECO OTO TOTtO €lval va avoifoupe éva
eninedo Mépaopa mAvw oto omnoio Ba tonoBetnBel To layer Tou Spoduou. Ano ta epyaleia

TIOU XPNOLUOTIOL|CAE TIPONYOUUEVWE armo Tov terrain editor, Ba xpelaotoupe tnv Flatten
Bouptoa. MNvwpilovtag to UYPog Tou edadoug, umopole va oplooupe to VYOG amod To
omnolo Ba mepaoel 0 pouoG, OMWS dalvetal Kal otnv Mapakatw dwrtoypadia (Etkova 2.9).

Ewkova 2.9: Eninedn Stauoppwaon tou e5apouc, yLo TNV KATAOKEUN SPOLUWV KoL LLOVOTTATLWV

ITn ouvéxela, Tnyaivovtag aplotepd otnv emiloyr Misc, Omweg ¢aivetal otnv €nNOUEVN
dwtoypadia (Eikova 2.10), Ba mapatnprioovpe otL n Cry Engine pag Sivel éva Eexwplotod
gepyaleio yla tn Snuoupyia twv Spopwv. Me auto, UMOPOUUE va SNULOUPYACOUUE ML
emupavela dpoépou pe omolo oxnua BEAoupe, va tomoBetiooupe €0IKA textures emavw
otnv enipavela Tou dpopou, eVw UmopoUpe, av BeAnooupe, va aAAGEOUHE apyOTeEpA Eva
HUEPOC TOU OXNUATOG TOU SPOUOU XWPLG VO EMNPEACOUE OAOKANPO TO TOTTLO.

Me TO TOU TATHOOUUE TO e€pyaleio Snuoupyiag Spouwv, o kEpoopag aAAalel Kot
UMOPOUUE va EEKIVICOUME va Tou Slvoupe oxnua, mpooBEtoviag S1adopeG «EVWOELGY N
points (ne amAd KALK) Tou opilouv TIC KOUMUAEC Tou Spopou. Otav BeArjooupe va Tov
olokAnpwooupe matdpe SAG KA, yla va oploBel 1to TEAKO TOU Onuelo. Adou
anodaciooupe ylo to oXUa tou SpOUOU, OTN CUVEXELDL QTTOMEVEL VO OPLOOUUE OO
oplotepd To texture (Material) mou Ba xpnolpomoljooups KOOWG Kol KATOLEG QAAAEC
ETUAOYEG EUPAVLONGC, AV TO EMOBUUOUE, OTIWE TO TAATOG TOU.
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Etkova 2.10: OplouOG TOU OYNUATOG TOU OVOTTATLOU, LUE Xprion €L8LkoU epyadeiou

To npoBAnua tng nepMAAvVNonG: IXESLAOUOC EMMAEOV SpOUwWV

Mua mpooBrkn n omola kpiBnke amapaitnTtn Katd tn mopeia avamtuéng Tou TOTiou Hag,

glval autn Twv emumAéov SpOUWV KoL TIEPATUATWY, WG onueia kabodrynong Tou akpoath
oto terrain. Map 6Ao mou 0AGKANPOC 0 XApTNG eival eEAeUBepoG Ipog e€epelivnon, WOTOCO N
6éa twv moAamAwv Spopwv va kaBodnyouv tov Beatr) 0 CUYKEKPLUEVA OnUEla TIOU
B€Aoupe va tov oteiloupe, Aettoupyel amoteAeopatika ya Suo Adyouc. MpwTtov, lval mLo
€UKOAO ylO TOV 0XESLOOTH VO TPOOGDEPEL La TILO TTAOUGLA NXNTLKN EUMELPLOl OTOV AKPOOTH
YUpw amd auTA To HOVOTATLA, KABWE UTAPXOUV TEPLOCOTEPEC TUOAVOTNTEG VA TTEPACEL
oo €KEL 0 AKPOATHC KAl Apa €lval TtLo AOYLKO va TOTOOETAOOU UE EKEL TIEPLOGOTEPA NXNTIKA
events. JUYKeKpLUEVa, TtoAAoL ol {wwv aAAd Kol Karmola arnod Ta nxotonia (0mwg auto Tou
OELOMOU 1 TOU ToUVEA) €xouv tomobetnBel emdvw otnv mopeia tou Spopou. TEAog, n
kaBodrynon Tou MAIKTN KPIVETAL QmapaitnTn TPOKEWMEVOU VA UTIOPECEL va TEPLNynOel
TIANPWC OTO TIEPLEXOMEVO TIOU EXEL VOL TOU TIPOCGHEPEL CUVOALKA O CUYKEKPLUEVOG XAPTNG,
kaBwg Stadopetika Oa xpelaldtav oAU XPOVOC TIPOKELUEVOU VA OVAKAAUYPEL oMo HOVOG
TOU KATOLa NXNTIKA events ToU BPLOKOVTOL OE TILO HLOKPLVEC TIEPLOXEG.

Anupovpyila MOTOULWV

Me mepinmou avtioToL o TPOMOo HE QUTO YLa TO SPOUO UIMOPOUUE VoL SNULOUPYCOULE Kal Ta

notauta otnv CryEngine. H povn dtadopd edw eival otL €va motauL pmopel va kwveitat
HOVO TIPOG TO KATW, EMOUEVWE TIPETIEL VAL TPOTIOTIOL)COULE avAaAOYwS CUVOALKA TO terrain
HOG, WOTE VO UTIAPEEL £va PUCLKO ATIOTEAECUA. ITO CUYKEKPLUEVO XAPTN amodacicape va
SNULOUPYNCOUKE 3 LLKPA TIOTAMLA TTOU KOTOA)YOUV O€ [Lal Alpvn.
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To epyaleio «River» tng Cry Engine pag Slvel mpaktikd tTn Suvatdtnta va opiocoupe tnv
eMLPAVELQ TOU VEPOU yla TO TOTAUL, KabBwg Kat tn ¢dopd otnv omoia Ba Kwveital, pall pe
GA\eg emAoyEG, oL omoleg ¢aivovtal ot aploTEPA OtV €mMOuevn pwrtoypadia (Etkova
2.11). Onwg KoL otn mepimtwaon tou 6popou, yla tn Snuoupyia tou motapou opiloupe Eva
oXNUo Tou e pa Stadpopr mou amoteAsital and SLaPOopPeTIKEG «EVWOELG» (points) kal

€L0AYOVTOL UE EVa KALK, EVW LE SLTAG KALK 0pl{OULE TO ONUELO TTOU KOTAANRYEL TO TIOTAML.

Ewkova 2.11: Kataokeun motauilwy, Ue eL6Lko epyaleio tng Cry Engine

Tpononoinon tou terrain yia Th SnULOUPYLO TWV KATAPPOXTWV

Mpokewévou va dnuoupyndel to meptBaAlov evog katappdktn, v pag Sivetal KAmoLo

OUYKEKPLUEVO epyaleio, OMwG pe TN Snuoupyla Twv SPOUWV KOl TWV TOTAHWY, OAAG
UMmopoUpE va SlapopPwooUUE HE XELpOKivNTO TPOMO €T0L TO TOMIO HOC, WOTE TO
amotéAeopa va delyvel apkeTd GUOLKO. ITO XAPTN EXOUUE ETUAEEEL v TOTIOOETHOOUE TPE(C
KaTappakteg SladopeTikwy PeyeBwv (€vag HeyaAog, EVog LECOLOG KAl €Vag ULKPOTEPOC), OL
omolol otnv nopeia Ba cuvodevovtal anod SLapoPETIKA AKOUCHUATA.

10 pEPOC TIOU cuvdEovTal Ta 3 TOTAMLA HETAEU TOUC, TO OTolal €XOUV ETOL Kal OAALWG
Sladopetikd UPog, adroape Eva KEVO TO OTIOLO TO KAAUAUE E OVTIKELEVA OTIWG TIETPEG,
SNULOUPYWVTAG £TOL TOV «TOLXO» YLOL TOV KOTAPPAKTN. AVIIKELLEVA OTIWG TETPEG UITOPOUV
va Bpeboulv mnyaivovtag otnv emthoyr) Brush > Browser Kal TUAEYOVTAG OTN CUVEXELD TO
3D avtikeipevo mou pog evlladépel. H tomoBEtnor Tou yivetal GUECA OTO TOTIO, EVW
UopoU e va To kavoupe clipping péoa oto €8adog 1 péoa oe AAa avTikelpeva (Omwg
aA\a Bpaxia), mpokelwévou va daivetal to KaBe avtikeipevo Alyo mio dtadopetikd anod to
AaAAo (MEPLOCOTEPA VLA TN TOTIOOETNON AVTIKELUEVWY OE EMOUEVN EVOTNTA).
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ErutAéov pmopoupe va aAAA€oupE TO HEYEDOG TwV BPAaXwWV KOl TN YWVIA TOUG, L€ CUVETELQ
va [N XPELAZETAL VO XPNOLLOTIOLOOUUE TIEPLOCOTEPA Ao 3-4 (6N Bpdxwv yla éva KoAO
amotéAeopa, Kabwg elval okomog va punv davepwvetal n emavalndn twv assets. Auto
elval 8laitepa xprA oo o€ HEYAAEC TTAPAYWYEC, ETOL WOTE VA UTIAPXEL OLKOVOLLLOL 0TN Xprion
TwV SladopeTIKwY assets, Apa KoL TNG CUVOALKAG XWPENTKOTNTAC TOU TiTAou oto &iloKo.

Ewkova 2.12: Torto9€tnon Bpayxwv yla tn Snuioupyia Twv onUEiwY TwV KATAPPAKTWY

Anuovpyia thc onnALAC

Ma t dnuoupyla tng omnALAC XPNOLUOTOLNCAUE L0 AVTLOTOLXN TEXVIKA UE QUTHA YL TOUG

KOATAPPAKTEG, KaBw¢ oe auth tnv €kdoon tn¢ CryEngine, TO AMOKAELOTIKO £pYaAEgio Tou
UTtapxeL yla tn dnuoupyia ontnAaiwv dev Atav dtabéoipo. ETol, oploape pia «Aekavn» oto
terrain tnv omola otn cuvéxela KaAUape Pe Bpaxta and mMavw aAAd Kol TIEPLUETPLKA OTNV
€loodo kalL Toug Tolxoug. ZTtnv mapakdtw o¢wrtoypadia (Eikéva 2.13) BAEMOUME TO
E0WTEPLKO TNG OMNALAG, Koltwvtag mpo¢ Ta £€w Kal tnv Sladlkaocia pe tnv omoia
toroBetnOnKkav ta Bpaxa ywa Tt SlapopPwon TwV TOWHATWY. ZNUAVIIKA £pyoAsia
TIPOKELUEVOU VA TETUXOUHUE €V OWOTO AMOTEAECUN, amoTéAecav Ta  epyaleia
nieplotpodng, peyeBuvong Kal Petakivnong mpog 0Aoug toug dfoveg (X, Y, Z), ta omoia
daivovtal oto mavw aplotepd HEPOG TG toolbar tou Editor (BA. kOKKLVN emionuavon).
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Ewkova 2.13: Tortodstnon Bpdaywv yla tn dnutouvpyia tne onnAiag

IXebLaouo¢ tng BAdotnong

‘Eva ano ta peyalvtepa mAsovektipata tng Cry Engine 3 eival n sukoAia pe tnv omoia

UIOpOUUE va Slapopdwooupe GUCIKA TOTA, TEPAOTIWY SLOOTACEWY, XWPLG va xpelalstal
va TonoBetolpe éva-éva Ta assets (Omw¢ Sévipa, Bauvouc, mMETpeg, KTA). Oco peyalo Kot
av €ival To terrain, PmMopoUUE HECA O UEPLKA SEUTEPOAEMTA VA TO EUMAOUTIOOUME UE
Sladopetikad PpuTA, OpKeL VoL OPLOOUUE O TIPLV KATIOLEG 0TABEPEC MapaUETpoUS. Duolka
UMTOPOULE KOl VO TOTIOOET|COUE £VA-EVA OPLOPEVA OO QUTA, O€ TIEPLITTWOELC TTOU KATIOLO
onueio xpeldletol MEPLOCOTEPN MPOCOXN, EVW HUIMOPOUUE OKOUO KOL VO LETOKLVI\OOUUE
outa Tou €xouv Non tomoBetnBel pallka, av €xouv tomoBetnOel oe onueia mou dev
€MOUUOUE.

310 6IKO pag xaptn yvwpiloupe OtL €xoupe 3 SLAPOPETIKA NYXNTIKA TOTO: QUTO MULOG
{ouyKkAag, €va To opevo GpOLVOTIWPLVO TOTTO 0TO EVELAUEDO KAl €va XLOVIOUEVO TOTIO OTO
PnAO UEPOC TOU XAPTN. AMO TN OTLYUN TIOU TA TPl auTd Toria €Xouv SLadopeTIKO
VP OUETPO, OUTO pag BonBasl onuavTika Kat oto oxeSlaopud Twv dévipwv. To epyaleio mou
Ba xpnowomnowjooupe edw PBploketal otn katnyopla Terrain > Vegetation Kal TPOKELTAL YL
pwo «Bouptoa» n omoia prnopel va puBulotel amd mpwv wote va «oxedlale» Sévipa o€
OUYKEKPLUEVO oNUELD LLOVO TOU XAPTN, amoTpEnovTag To avBpwrivo Aabog.

Onwg paivetal kat otn Etkova 2.14 kal oto onpeio «1», mpwTta ETAEYOUUE TO EpYaAEio TNG
BolpToag KAl 0T CUVEXELA TIPETEL VA SNULOUPYHOOUE OPLOUEVEC KATNYOPLEG yLa Ta assets
(otnv mepimtwon pag, ywa t BAdotnon). H dnuoupyla Twv Katnyoplwv €ival onuavtikn
S10TL opadormolel 6oa assets Bplokovtal PHECA OE QUTH, HE CUVETIELQ VO UTTIOPOULE KOl €K
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TWV UOTEPWVY va aAAAdoupe puBuioelg mou va ennpealouv Pollkd OAa TA AVTIKELHEVA TNG
KaTnyoplag f va tn XPNOLOTIOL)COUHE WG EXEL VLA VAL OXESLACOUUE apyoTEPQ, UE Ta Sl

settings, kamolo AA\o onueio Tou XApPTn. 2XTO ONUELD «2» BAEMOUUE OPLOPEVEG ATO TIG
KaTnyopLleg mou £xoupe dnuloupynoel yla tnv opadomnoinon tng BAdotnong.

Ewova 2.14: Eloaywyn twv assets tn¢ BAaotnong yia t dnutoupyia tou eL8tkoU epyadeiov «Bouptoagy

Vegetation MmnopoUpe va mpocBéooupe 1 va adalpECOUpE assets
OMoLadATOTE OTLYUN Ao A Katnyopia, matwvrtag de€i kALK

Brush Radius: , , , ,
O€ MLOL OTTO AUTECQ KOL OTN CUVEXELA BpLO'KOVT(XC Ta assets nmou
Paint Objects

pog Slvovtal péoa otn pnxavn ypodlkwy, onwc daivovral

Objects

Beach trees oto onueio «3». Elval emiong Suvatod, va dnuioupynost

High trees + ground

Aol s o KATIOLOG TA SIKA TOU AVTIKELEVA, OTWE Ta SEVTPA Kal va Ta

|_patch_leafs_med b (|
(4005,

KAVEL import otn pnxovn, €Tl WOTE TO AMOTEAECHA va glval
mo auBeviikd. Ito emopevo mapdadslypa tng Ewovag 2.15
ground_fer_bush.big_a (210) BAémoupe oplopéva amd ta settings mou umopoUpE va
oplooupe ywa va TETUXOUHE €va PUOLKO QTOTEAECHA.
Metafl aA\wv, UTopoUpE va oplooupEe To TTOOO Kovta Ba
elval ta 6évtpa petagl Toug, va opiooupe to randomization
NG $opdg Toug, aAAA akOpa Kal To oco Ba petafallovtal

arnod Tov AVEUO.

s Fetontim 0] 1O TO  ONUAVTIKO — setting  elvar  {owg oavta  Twv
«ElevationMin» kav «ElevationMax». Na mapadeypa, otnv
neptmtwon tng PAaotnong yia tn {ovykAa, £XOUUE OploeL n
OUVKEKPLUEVN Katnyopla va oxedialetal mavw omo ta 13

" Ewéva 2.15: O puﬁuoac
Twv asset tn¢ BAaotnong yla 38
ToV YWwpo ¢ {ouykAag



HETPA (mMin) Kal Katw amo ta 20 petpa (max). Auto onpaivel 0tL n Bouptoa Ba yepioesl pe
S8évipa HOVO Ta onueio TOU XAPTN LE TO CUYKEKPLUEVO UYPOUETPLKO gVpPoG. Me Ttov iblo
TPOMO OUVEXI{OUMUE KOL YLl TIC UTIOAOLTIEG TIEPLOXEC TOU XAPTN, ETUAEyOVTIAC TIAVIO TO
KatdAAnAa objects mou Bewpolpe OTL Talpldlouv alodNTIKA otn KABe TEPLOXN, EVW OTO
TENOG TPOTOTIOLOUNE HEUOVWHEVO KaATola Sévipa wote va exwpilouv meploodTEPO,
KAVOVTAC XProN TwV gpyaAeiwv petakivnong, avgnong kat meplotpodng.

Muwkpotepn BAaoctTnon: ypacidl Kot xopta

Mta onpovtiky eloaywyn mou BonBaesl onuavtika otnv andédoon peaAloHoU GUVOALKA OTO

Tomio, elval auth tnG Kovtig BAAOTNONG, OTWG XOPTWV Kal ypaotdiou. H Cry Engine 3 eivat
OO TIC MNXOVECG TIOU ETUTPETIOUV va TIPOOoTEBOUV €UKOAQ KOL YPRYOPa TO CUYKEKPLUEVA
assets tng PAAOTNONG O PEYAAQ OnUela TOU XApPTn. AUTO TIOU TIPETEL APXLIKA VO KAVOULE
elval va SnUloupynooupe plo akoun katnyopia ota Objects tou Editor tng BAdotnong
(Terrain > Vegetation). Natwvtag 6etl kAlk oto mapdbupo kot «Add Categoryy,
Snuoupyou e TNV Katnyopia «Grass», péoa otnv omola Ba TomoBeTocOUUE £va GUVOAO
amo assets BAAOTNONG yLO TO YPOOLOL, TIPOKELUEVOU VA UTIAPXEL OLPKETH TIOLKIALO WOTE va

UNV yivetal eUKoAQ katavontr n emavaAnyn.

Ewova 2.16: MpooBrikn ypaotdloU kat ot Baoikeég puBuioeLs yia To epyadeio tng «Bouptoac»

Me 8kl KAk emavw otn katnyopia kat ermhéyovtag «Add Object», UTIOPOUE VA ELGAYOUE
Ta apxela tng PAdotnong otov editor. Ta ouykekplpéva assets mou emAéEape Bpilokovtal
otn tomoBecia «maesdk/Objects/Natural/ground/grass» kol glvol To TOPAKATW TIOU
daivovtal otnv Ewkova 2.17. Yto Se€l uEPog BAEMOUUE TO QMOTEAECUA OTO TPLOSLAOTOTO
neptBaArlov. Onwg Kot Pe Ta mponyoUpeva mapadsiypata yia tTnv PAdotnon, to ypacidt
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TomoBeteltal pe TNV €mloyn «paint objects», evw €lval amopaitnto NPWTA Vo
TPOTIOTIOL)COUUE OPLOUEVEG TIAPAUETPOUG, WOTE VA TIETUXOULE LA LOOPPOTILA AVAECO OTO
OTITLKA PEAALOTLIKO KOL OTO VA PNV €lval apKeTd «Bopld» n epopuoyr moU avamtUCCOULE.
OL TILO ONUAVTLKEG TIAPAUETPOL TIOU TIPETEL VO EvEpyoTionBouv eival ta RandomRotation,
AlignToTerrain, To Density=20 koL 1o SizeVar=0,6. Avaloya LeE TO TMOCO PEYAAN eival n
nieploxn mou BéAoupe va KaAUPOUUE, UTTOPOUHE VO aUENOOUE To PEyeBOC TNG Bouptoag
ard 1o slider mou Bpioketal mavw amnd to «paint objects». Na tnv meploxn tng LoVYKAAG
eTAEEQUE N BAAOTNON VA €LVOL TILO TTUKVA OTO KEVTPO Kal yUpw aro tov §popo, kabwg eivat
o ouvnOwopévo va KivnBel ekel o malktng, evw yla To UTIOAOUTO TOTO ETUAEEQUE TILO

apatd tornoBetnon PAaocTnoNg.

Ewkova 2.17: Ta assets (apyeio) mou ypnotuomnotndnkav cuvoAikd yia to ypaoibt

Anuovpyia the Alpuvng

Ztnv Cry Engine 3, n BdAaocoaq, ta motduLa Kot oL Alpveg amoteAouv EExwPLOTA oToLXEla KaL

yUauto to kaBe éva €xel Kal ta SIKA Tou gpyaleia kal pubuioels. To meptBallov pag
TiePLEXEL Kat U0 ALUVEC, oL OTtoLEC elval TOTTOBETNUEVEG OTNV XN KL OTO TEAOC TWV TPLWV
notapwv. To epyaleio mou Ba xpnouomnoljocoupe yla t dnuioupyia tng Aipvng Bploketal
ota Objects > Area > WaterVolume. To epyaleio autod 6bivel ™ OSuvatotnta va
Snuloupynooupe €va omolodnmote oxnua oto mepLBArlov, oploBeTWVTOG KUKALKA T
OnNUElol TOU UE TOV KEPOOPO EMAVW OTO TOTIO, SNULOUPYWVTAC £TOL TNV ETLPAVELD HULOG
Alpvne. Itnv mapoakatw dwrtoypadia (Eikova 2.18) BAEMOUUE PE AVOLXTO UTIAE XPWHA TA
opLa TNE AlUVNG KL TIG ETIAOYEC TOU OUYKEKPLUEVOU EpYOAEioU.
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Ewkova 2.18: Oplouog tou Ywpou tnc Aluvng kat TomodeTnon ¢ EMNQAVELNG TOU VEPOU

ML oNUAVTIKY) AEMTOUEPELQ, TIPOKELUEVOU Va KaTaAdPeL 0 editor OTL AUTA €ival Ta 6pLA TNG
Alpvng eival, To MPWTOo UE To TEAEUTALO OoNUEio TOU oxAUATOC va ePATTTOVTAL, £TOL WOTE Va
olokAnpwBOel o kUKAOG 1 TO omoiwodnmote oxnuo €xoupe emAé€el. Mpodavwe elyape
SlopopPpwaoeL amo MLy £TOL TO TOTO oG WOTE Vo yVwPL{ou e akplBwE To onUELo To omoliog
Béloupe va kKaAUPEeL n Alpvn, evw To HOVO TIOU EMPETE VA MPOCEEOUE NTAV T OpLOL OTA
omola teAelwVel To object Tou MoTAULOU He auTd TNG Alpvng, va edamtovtal opald. TEAoOG,
TipEnel va eTNé€oupe €va material (Mtl) yia tnv emidpaveia tng Aipvng, avaloya Pe TO WG
emBupoUpe va Seixvel. AUTO UMOPOUME VA TO KAVOUUE OPLOTEPA Ao TIC LOLOTNTEC TIOU
BAEmoupe otn dwtoypadia KoL oTn CUVEXELO EMIAEYOVTOG TO OTOLXELO gUdAVIONG QO TOV
Material Editor kat moatwvtag «Assign Item to Selected Object».

TonoB£Tnon TWV OVTLKELUEVWV

‘Eval onNUaVTIKO oTolXelo mou mpémel va €xel kKaBe meplBaAlov mou npoomnabel va deiyvel

PEOALOTIKO €ival va TpoomaBel va XpnolUOMOoLeEl TIG €MAOYEC yla pallky TomoBEtnon
QVTLKELUEVWYV OE onpeia mou Ba elyav £Tol Kot AAALWG ULt TUXOLOTNTA KAl OTOV TIPAYOTLKO
KOoUO (Omwg 6évtpa, duTA, METPEG, KTA), £TOL WOTE TO PATL Vo UNnVv KataAaBaivel eUkoAa
v enavdAndn. H Cry Engine, pag 6lvel tn duvatotnta, okopa Kol otnv pollki
TOmoO£TNON OQVTIKELUEVWY, va oplooupe TO randomization Toug, OmMwg eldape
TIPONYOUHEVWE UE TN Snuoupyia tng JouykAag Kal Twv dutwv. QoTO00, Ylo TIEPUTTWOELG
mou B€houpe va oxeSLACOUME KATL OUYKEKPLUEVO, TIPETEL vo TOMOOeTocOUUE T
OVTIKELJUEVA €VO-€va HE TO «XEPL». AUTO UMOPOUUE VA TO KAVOUUE amd tnv emloyn
aplotepd «Geom Entity» (Ewkéva 2.19) kol oTn CUVEXELD ETUAEYOVTOC QO TG KATNYOPLES
Tou epdavilovtal Ta AVTIKEIPLEVA TIOU oG EVOLadEPOUV.
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Ewkova 2.19: Torto9£tnon SLa@opwy avTIKEUEVWY OTOV XAPTN, UE TO KXEPLY

Oplopéva amod Ta QVIIKEIMEVA TIOU €XOUME TOMOBEeTNOEL, €lval: Kopuol SEvipwv oTn
napalia, pa mpoPAnta pe éva okadog, Bpaxla ota 0pLla TnG mopaAiog, oplopéva Gputd otn
ALLVN KoL OPKETA OVTLIKEIPEVO HECQ OTN OTNALA. INUAVTLIKA EPYAAELN WOTE VA UITOPECOUE
Va TOLPLAEOU E TO KAOE QVTIKELUEVO LE TO TtEPLBAAAOV lval n peyEBUVON TOU QVTIKELUEVOU,
N MEPLOTPOGN TOU Kal N LETAKIVNON Tou oTov Tplodlactato agova.

To epyaleio twv Flow Graph

MpLv MPOoXWPNOOUKE oTNV €MEENYNON TNG XPong Twv € Kal TNV SLaocUVOESH TOUG LE TOUG

AXOUG KOl Ta nYoTomia Twv TEPLOXWV TOou XAptn, €ival onuavtikd va emnegnynbel
nponyouuévweg n xprnon twv Flow Graphs otnv Cry Engine 3, kaBwg¢ mpokeltal yla
anoapaitnto epyaleio, dixwg To omoio Ba nrtav advvato va 506l n omotadnmote olVOeTN
Kol Apeon ocupnepldpopd oto nyotorio. Ta Flow Graphs mpokettal yio €va omtiko scripting
TepLBAANOV TIPOYPOUUATIONOU, OTO OTIOL0 0 XPNOTNG UTopel va cuvbéoel OAa ta objects
™G UNXavAg HeTtafl Toug Kol va toug amodwoel aAANAemdpaoTikéG cuuneplpopég. To
nieplBaAlov Sev amaltel and Tov Xpriotn va €XEL YVWOELG scripting 1} KwdLKa Kal Unopet va
dnuoupynoel oUVOeteg ouUMEPLPOPEC, ylo TOPASELYUO, avapeca ota objects twv
nieploxwv (shapes), ota Ambient Volumes kot 0Ta OMTIKA €GE.

Av kat Ba avadepBolpe avaAutikd ywo to kaBe Flow Graph mou é&nuloupynoape ota
OXETIKA onpeila mou adopolv Tn dnuloupyia Twv avtiotolwv nxotomiwv meptBaiiovrog,
WOoTO00 UrmopouVv va avadepbolv oplopéva Baolkd tng tepuvoloyiag Twv Flow Graphs,
yla TNV KaAUTEPN KaTavonon Toug:
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Terminology

Négn Nepypadn

Graph ‘Eva and povo tou Flow Graph avadépetat kat wg graph.

Nodes Ta Nodes amoteAoUv TNV OMTIKA avanapdotacn Twv entities (Entity node)
N Twv ouvictwowv (Component node) mou &levepYoUV GUYKEKPLUEVES
Aewtoupylec.

Component Ta Component nodes gival ouclaotikd nodes ta onoia dev Bpiokovtal wg

Node entities péoa otov xaptn, aAAd tpoodEpouv karmota dlaitepn Asttoupyia
ota flow graphs. Ta Component nodes xpelaletal va KOTOANYOUV OE
KAmolo entity set, 0To omoio Kot Aeltoupyouv.

Entity Ta Entity Nodes amotelouv entities péoa otov xaptn. Kabe Entity €xel ta

Node S1ka Tou inputs Kot outputs, Owg £xouv oplobel oto kabéva.

Links Ta Links €ivalL o tpomog pe tov omoiov cuvdéovtal ta nodes. Ta Links
eudavidovral wg «kaAwdla» i YPOUUES KAl CUVSEOUV TIG EL0OS0UG KAl TLG
e€d6douc Twv nodes.

Ports OAa ta Nodes €xouv eloodoug kat e€6doug, oL omoieg ovoudlovtal Ports.
Ta Ports xpnolponolouvtat yia tn ouvdeon twv Nodes pe ta Links kat
elval ta BeAAKLO XpWHATOC UTTAE OTLC AKPEG TOU TTAALoLoU evog Node.

Graph ‘Eva Entity mou mepléxel cwopévo €va oAokAnpo Graph, ovoudletat kalt

Entity graph entity.

Spawn point: To onuUeLo EKKIVhONC TOU XAPTN

Mpokelévou va oplooUHE TO onueio oto omoilo emBupoUUE 0 akpoatng/ XpProtng va
EeKLVOEL TNV TEPUTAAVNOH TOU OTO TOTIO Mag, TIPETEL va oplooupe éva spawn point. Xe
niepimtwon mou dev oploBel KATL TETOLo, TOTE autopata n Cry Engine ekwvael Tov maiktn
oo TIg ouvtetaypéves 0,0,0 Tou xAptn, KATL Tou Sev elvat emBupnTo. Evag xaptng unopetl
va €XEL amo €va €wg KAl ATELpa spawn points, avaloya e TG mpoUnoBEéoelg kaBs dpopa
Tou €xeL B€oeL o gameplay designer. ZTo XAPTN TNG CUYKEKPLUEVN Epyaoiog ExEL oploBel éva
spawn point w¢ onueio ekkivnong Katl éva akopa spawn point w¢ onueio petadopdg tou
naiktn og aAAn meploxn Tou xaptn (portal).
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Ta spawn points amoteAoUv Eexwplotd objects HEoa oTn pNXovr ypadLkwy Kol Urmopouv vo
TomoBetnBolv eAelBepa oto TpLodiactato neptBaiiov. Mnyaivovtag otig emhoyég Objects
> Entity > Others > SpawnPoint Ba BpoUUE TO OUYKEKPLUEVO oObject, To omoio €xeL tn
OUYKEKPLUEVN eUdAvLIon KoL eAaxLota properties, onmw¢ paivetal kot otnv Ewtkova 2.20.

595,99 12.99 Ang
17458

Objects
Archetype Entity
Brush
Entity
Geom Entity
Particle Entity

Lock Selection | x: 8| speed:[ 1] [.1]1[10] ||| APhysics | [NosyncPiayer || Goto position || Mute Audi

Eikova 2.20: Tormo¥£tnon avtikeluévou Spawn Point kot emtidoyn eloaywyric Flow Graph oe auto

Mpokelévou va evepyomolnBel €éva SpawnPoint mpénel va xpnowlomnowjooupe to Flow
Graph cvotnua tng Cry Engine. Em\éyovtag katw 6efld ota properties Tou object tnv
emhoyr) «Open», otnv evotnta «Flow Graph», UMOPOUUE VA TIPOYPOUHOTIOOUME ML
ouunepLlPpopa yLa TO CUYKEKPLUEVO Spawn Point. ITn ocUYKeKPLUEVN TiEpiMTWOn eMBUUOUUE
ETUAEEOUUE VA EVEPYOTIOLELTAL KATA TNV €vapén tn¢ Stadikaciag Tou matyvidlou, onote Ba
XPNOLOTIO|OOUHE TNV eVTOAR «Game:Start», To omoio Stabétel éva output. To emduevo
entity mou Ba xpelaotoupe eival to i6lo to spawn point. ExXovtdg to emAeyUEVO OTO XAPTN,
urmopoupe e 6e€l kAk emavw oto flow graph va emAé€oupe «Add Selected Entity»,
TIPOKELUEVOU VO ELOAYOUHE eUKOAA TO entity Tou oto flow graph. ¥tn cuvéxela cuvééoupe
To output Tou Game:Start pe 1o input «Spawn» tou Entity:Spawn. Autd onuaivel OtL To
OUYKEKpPLUEVO entity Ba evepyomoleital kaBe dopd mou EeKvAeL 0 XAPTNG, UETADEPOVTOG
€TOL TOV TALKTN OTO OUYKEKPLUEVO onpeio Tou €xouue opioel TomoBetwvtag TO OTO
mepLBAaAAov.

2TO OUYKEKPLUEVO TEpLBAAlov emBUMOUUE 0 Ttalktng va EeKVAEL amd Tn TEPLOXA TOU €VOG
nxotomiou tng mapaliag, SimAa otnv Kateotpappévn Bapka. Mapakdtw otnv Ewkova 2.21
BA£moupe o flow graph mou €xou e oploel yla To spawn point Tn¢ ekkivnong.
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Flow Graph

File Edit View Tools Debug

Breakpoints

Ewkova 2.21: Anutoupylia Flow Graph yia to apxtko Spawn Point tou tomiou

Area Trigger Objects

Mpwv poXWPNOOUUE oTNV €nefnynaon Twv edp€ mou xpnollonoldnkav oto eninedo, sivat

anapaitnto va enefnynbsl n Aswtoupyia twv AreaTrigger epyaleiwv, ta omoia Oa
XpnowuornownBouv apketd otn cuvéxela ota Flow Graphs Twv ontikwv e¢E.

Ta AreaTriggers mpokettal yia Objects mou Bpiokovtal otnv tonobeoia Objects > Entities >
Triggers > AreaTrigger xal n Baoikr toug Asttoupyia eival va kavouv enable to Port evog
Node tou Flow Graph, tn oTlyur mou 0 XprRotng MEPACEL O LA TIEPLOXH LE TNV omola €XeL
ouvbeBel To ouykekpluévo AreaTrigger Object. H xprion evog AreaTrigger object péoa oto
FlowGraphs, €xel wg €€ng: Adotou tomoBetricoupe To object oto XApTn, UMOPOUUE va
eMAEEoU e TO Shape ToOU £XOUpE SNULOUPYNOEL, OMWCE yLa TTAPASELYUa auTo yia Tnv Bpoxn
Kal, TATWVTOC OTa properties tnv emhoyn «pick» amd to «target», UMOPOUME va
emAé€oupe to AreaTrigger kal va to ouvdécoupe oto Shape tng meploxng. To emduevo
BrApa eival va emidé€oupe to AreaTrigger kal ota properties tou Object va emiAé€oupe va
Sdnuoupyrooupe éva véo Flow Graph (create > new). 2tn cuvéxeila Oa petadepOolpe otov
Flow Graph Editor 6mou pnopoUue va EEKLVI|COUUE va eLodyou e nodes.

To mpwto mou Ba xpelaotoUue eival to Game:Start. To emopevo eivat to 6o TtO
AreaTrigger, to omoio €xeL tnv ovouaocia entity:AreaTrigger. MpoKeWéVOU va PNV TO
avalntape otnv Alota pe OAa ta entities, pmopoupe eUKOAQ va TO EMIAEEOUE OTO TOTIO KOl
pe Sel KAk va eTiAEEou e va TO eloayoupe aneuBeiag oto Flow Graph. To emopevo entity
Umopel va gival To edp€ mou BEAoupe va evepyomolnbel pe tnv €i0080 pog otnv mepPLoxn,
OmMw¢ oto mopddelypa mou daivetal otnv napakdtw Pwrtoypadia, yla to edp€ TG BPOoxNAG.
ErmAéyovtag oto tomio to €€ tng Bpoxng, To elodyoupe Kot autd pe Oe€l KAk oto Flow
Graph. TéAog, POKELUEVOU va €lval OAOKANPWHEVN n omTkoakouoTik Sdtadikaoia, Oa
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XPELaoTEL va elodyoupe Kal éva AmbientVolume object, pe tnv dla Stadikacia, oto omnoio
Ba tonoBetnOel To nYotomio TNG BPOXNAG.

Flow Graph

File Edit View
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Ewkova 2.22: Anutoupyia Flow Graph yla tn OUUTTEPLEOP TOU EQE TNG EPLOXNC TNG Bpoxn¢

H Aoyikn Ttou script mou daivetal otnv mponyoUuevn ¢wtoypadia £xel wg e€ng: O xaptng
gekvael kal to AreaTrigger evepyomoOleElTAl Kol TEPLUEVEL TNV €l0060 TOU XPHOTN OTN
nieplox) =2 O Xprotng £LOEPXETOL OTO OXAUA TNG TePLoXNG Kot = To AreaTrigger pe t
OELPA TOU EVEPYOTIOLEL TO €MOUEVO entity, dmw¢ autod tng Bpoxns = To Entity tng Bpoxng
EVEPYOTIOLELTOL KL IE TN OELPd Tou > Evepyormolel tov Ambient fxo tng meploxng. Otav to
AreaTrigger kataAdBeL OTL 0 Xprotng eENABE amod tnVv TepLlox) = ATEVEPYOTIOLEL TO £PE TNG
Bpoxng to omoio e TN Oepd Tou > Armevepyonolel Tov AXO TNG BPOXNAG. INHUAVILKO
TIPOKELUEVOU OAO TO MopAmnavw script va evepyomolnBel pia povo ¢popad eival va €xoupe
eTUAEYUEVN TNV eTiAoyn « Trigger Once», amo ta properties tou AreaTrigger. AUTO onualvel
OTL 00e¢ GOpEC KoL va €l0€ABel ava o Xprnotng otnv meploxn, n Ppoxn dev Ba
evepyormolnBel €ava, Slvovtag £Ttol TNV EVTUMWON OKNVOBETIKA, OTL ATOV HLO TPOTUKN
Eadvikn Umopa mou MEPAOE.

MNpooBnkn avtikelpuévou petadopdc Tou XpHotn

Mta akOUn onUaAvTiki mpooBnkn mou Bonbdel tnv ypryopn TEePLynon tou XpHotn otov
XAptn, €lval aut) TG OUOKEUNAG HeTadopdc tnv omoio €xoupe TOMOOETAOEL OF
OUYKEKPLUEVO onUelo Tou xaptn. O Adyog UTapEng UTAG AUTOU TOU QVILKELUEVOU, TO OTIoL0
OTITIKA TO £€XOUME oploel va Bupilel payko portal tnAepetadopdc, £xel tomobetnOel oto

BOPELO TUN O TOU XAPTH, OPLOTEPA TOU PEYAAOU KATAPPAKTN KAl £XEL W OKOTIO VO LELWOEL
OTO £AAXLOTO TOV XPOVO Tou Xpeldletal Kavelc yla va petaBel ano 1o Bopelo PEPoC Tou
XApTn 0TOo KEVTPO TNG {oUYKAQG.
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H dnuloupyia evog tétolou onpeiou petadopag anattel SVo onueia: €va onueio elcodou
Kal éva €€66ou. Ma To MPpwWTO, amatteital n tonoBetnon evog emumAéov Spawn Point otov
XAaptn, To omoio opilel To onueio oto omoio Ba kataAnéel o xprnotng. MNa to onueio
€10680u, 0 TPOTOC TIoU £XEL XpnoluomolnBel mepléxel éva AreaTrigger Object kal éva Area
Box Shape. to AreaTrigger €ival amapaitnto vo opiooupe €va script oupnepldopadg, To
omolo va eUTEPLEXEL OTN AOYLKN TOU Kal To Spawn Point mou €xoupe tonoBetnoel, onwg Ba
Sdolpe otn ouvéxela. To mpwto PrAua sival n tonoBétnon tou AreaBox Shape, to omoio
opilel to onuelo el06dou. Itn ouvéxela tomoBOeteital to AreaTrigger entity kal Tto
ouvdéoupue pe TNV eTAOAN «Target Link» pe to AreaBox shape. Auto onuaivel 6tL autd ta
6Uo entities mAéov aMAnAemidpoulv. TéAog, to TteAeutaio Object mou mpémel va
TPOCOECOUE E€XEL va KAVEL ME TOV NXO Kol €ival éva amAo SoundEventSpot, kabwg
emBupol e, Otav o Xpnotng Slaoxioel To onuelo HETAPOPAC, VO AKOUCTEL €va NXNTLKO

Flow Graph
File Edit View

Breakpoints

Ewkova 2.23: Anuioupyia Flow Graph yiLa Tov mpoypauuatiouo TG CUCKEUNG UETAPOPAC TOU XPHoTH

EmiAéyovtag to AreaTrigger Ba Onuioupynooupe éva Flow Graph, mpokelpévou va
dnuloupynooupe €va Script. To mpwto Node mou Ba xpelaotolpe ival to Game:Start kat
oTn ouvéxela To entity:AreaTrigger. Ta emopeva Nodes eival ta entity:SoundEventSpot kait
entity:SpawnPoint kat n ouvoAikr ocuvbeopoloyia €xel w¢g €€ng: To Game:Start -
Evepyortoletl to AreaTrigger e TO TIOU EEKIVAOEL O XAPTNG, TO OMOLO UE TN OELPA TOU >
Avapével tnv elcodo Tou maiktn oto AreaBox pe To omoio £xel ouvOebel. Otav £10€ABeL O
Xpnotng oto AreaBox —> Evepyomolouvtal tautdypova ta: - (a) SpawnPoint kat (B)
SoundEventSpot. To amotéAeopa Ba eivalt o xpriotng va petadepbel oto onuelo g
mePLOXNG NG J(OUYKAOG TIOU €XOUUE Oploel, akolyovtag €va nXNTtiko edé. tnv
nponyoUuevn Ewova2.23, pmopolpe va SoUpe ouvolikd to Flow Graph mou é£xet
xpnotuornon6et

47



Ma tn dnuloupyila Tou NXNTLKOU €€ XPNOLLOTIOLCOLE EVaV NXO 6 SEUTEPOAEMTWY QMO TV
BLBAL0BN KN Sonniss, pe tnv ovopacia «/mpact_Boom_Distorted_02», pey€éboug 3,3MB kat
ota 4608kbps. To apxeio WAV elonx6n oto FMOD w¢ SimpleTrack Event kat emAéyovtag va
gvepyonoleital pia ¢popd pe v emdoyn «OneShot», evw ETUMAEWV HELWOAUE KAl TO
Volume ota -6 dB (avoAutiki meplypadr Twv epyaieiwv tou FMOD oto avtiotolyo
kebaAalo).

[ enviroment_ambient/Effects/Portal

> | m

Playlist Playback Options

Rand Sound
Playback Mode
10000% | Impact_Boom_Distorted_02.wav

©® Oneshot

Resampling

Repeating Loop

o Off

PlayCount  ©0 a

Successive Loop Automatic

Lopcom o sustment— 100% (@)
Queved Sounds 1 s Fixed

Granular sampleRate 48000 Hz .

Grain Interval

Ewova 2.24: O puBuioeig tou OneShot nyou, Ue t™ xprion tou FMOD, yLa T CUCKEU!) UETAQOPAS

Eltcoywyn TWV ONTIKWV £PE

Ye dladopa onpeia Tou Xaptn €xouv xpnolpomolnBel ta Asyopeva otrmika £0O€, 1 aAALWG

Particle Effects. Mpokettat ouvolaotikd ywa Objects tng Cry Engine ta omoia Ba ta
OUVQVTIOOUE TOOO HECO OTLC Katnyopieg Entities, 6oo kat Particle Entities. Ta avtikeipeva
outd upmopolv va tomoBetnBolv omoudnmote oto TOomio, OUWG TOAAG amd auTtad,
TIPOKELUEVOU va AElToupyrnoouy, xpeldletal va ouvdeBouv pe kamolo script mou Ba toug
opilel pLa cupnepidpopd, OMWE AUTH TTOU UIMOPOUE VAL EMITUXOUUE UE TNV Xprion Twv Flow
Graphs.

Edé Pwtidg Kat kamvou: MNpokelévou va anodobel mMeloTIKOTEPA TO €PE TNC £0TLAG TNG
dwTtLag, xpnolpomnoloape cuvolika tpia Particle Effects.

MpoKeLTaL yla T

«smoke_and_fire.ground_fire.burning_debris.small2.small4»,
«smoke_and_fire.campfire.small.new_fire_burningl»
«smoke_and_fire.ground_fire.burning_debris.small2.tank2».

To nMpwto ep€ otn oelpd amoteAel Tov KAmvo armo tn GwTLd, To SeUTEPO ATOTEAEL TO PwWG
TIOU EKTIEUTIETAL KOl TO TPito amoteAel tnv bta tnv PAdya. Ta tpla auta £dp€ €xouv
toroBetnBel TMOAU Kovtd, AAAA HE TPOMO TOU VA TIAPOUOLAZEL HLOL TIPAYHOTLKA €otia
dwtldg, SnAadn o kamvog va Byaivel mavw amod tn ¢wrtld, To dw va alveTaL TTEPLUETPIKA,
K.0.K.. Kal ta tpila edpé mou €xouv xpnolpomnolnBel yia t dwtid dev eival anapaitnto va
ouvdéovtal pe KAatL aAAo 1 va Stabétouv kamola cupnepldpopd, apkei va evepyomotnbolv
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oo Ta properties Touc wote va eival active ocuvexwg. EmumAéov, kabe edé pmopel va
eleyxBel nepetaipw péoa amod to menu tng database (emloyn) «Go To Database»), o€
neplmtwon nou Béloupe va aAAAlouE TO XpwHA TNE GWTLAG TN SLapKeLla, To pPEyebog, n
OKOUO KOL VO ELOAYOUUE €vav AX0 oto € (woTtdoo tn Stadikaoio auth epeic eTAEEQUE va
TNV KAVOUHE EEWTEPLKA, XPNOLUoToLWVTaG Eexwploto SoundEventSpot Object).

Ed€ opixAng: Eva amd ta onuavtikd pé tou Xaptn, To omoio BonBad onuavtikd otnv
eudavion evog amod Ta nYotoria pag, elval auto TnG opixAng. Npokettal yla éva Object to
omnolo Ba 1o Bpouue ota Objects > Entity > Render > FogVolume kal punopet va tonoBetnBel
QUTOUOLO OTO XAPTN, Xwplg va xpeltdletal va ouvdebel pe katt aAAo. Eival amapaitnto va
oAAdoupe oplopéva amd Ta properties Tou, TPOKELNEVOU TO €P€ TNG OUiYANG va yivel
OPKETA TELOTIKO. XTNV dwtoypadia (Etkova 2.25) urmopolpe va SoU e OUVOALKA Ta settings
TIOU XPNOLUOTIOLOAUE TIPOKELMEVOU Vo SnuioupynBel pia PeyaAn €KTaon OTo XAPTn ME
OuiYAn. ZTO XAPTN MOG UTIAPXOUV CUVOALKA 2 €€ OUIXANG, £val UE TILO TTIPACLVN ATOXPWon
yla To nxotorio mpLv Tn Bpoxn Kal éva pe pia Tio ykpila andxpwaon yla Thv IEPLOX OTou
UTTAPXEL KaL To €d€ TG Bpoxng. H aAlayr autry oTo XpwHUO UTTOPEL va Yivel emiong péoa
amo ta properties tou Object.

FPS 67.3 [52..76]]

Eikova 2.25: TomoU£tnon e ouixAng kat ot puduioeis tou avtiotoyou object

Edé agpa kat mtwong GUAAwV: AUO aKOUn €PE€ TIOU XPNOLUOTIOLNONKOV OTNV KEVIPIKN
nepLoxn t¢ LoVykKAag, ival autd tn¢g mtwong GUAAWV KoL TG OKOVNG TIOU UETADEPETOAL UE
Tov aépa. Kat ta dUo edé Bplokovral péoa otnv Particle Entity katnyopia. Ta cuykekpLUEVa
edé dev ouvdéovtal apeca pe KAmolo NxNTtikd Object, OTMwg cUVEPRN LE TIG MEPUTTWOELS TWV
epé g dwtdg, Opwg n mpoobnkn Ttoug eival amoapaitntn kabw¢ Ponbouv otnv
oVaTaPAOTACN TOU OVEUOU OAOKANpou Tou nxotomiou. O AVEHOG OTO NXOTOTIO MOG
oANGlel 600 0 AKPOATAG KATELBUVETAL O TILo BOpELA TIEPLOXN, HE TNV TTEPLOXN) TNG {OUYKAOG
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va SLaBETEL TNV TILO APEUN NXNTLKA EMEVOUCH TOU QVELOU KOL TLG XLOVIOUEVEC TIEPLOXEC Val
€xouv To duvatd AVEMO HE Ta Mo €viova dpuonpata. H cuykekplpévn nxntikn dtadopad
€XEL QMOTUTIWOEL OTO OTTIKO PEPOG HE TNV TILO EVIOVN Kivnon twv Sévipwy, Ue Ta devipa
OTLG TILO BOPELEC TIEPLOXEG VO KLVOUVTAL EVTOVOTEPQ, KATL TTOU opileTal eUKOAQ LETA QTO TNV
«Bending» emloyn otov Vegetation Editor.

To edé yla oV agpa TIou xpnotuornoenke eival TO
«environment_fx.ambience.bound_ground_fog_dark.density.swirl» Kalt  pmopel  va
TonoBetnBel omoudnmote oto XAPTN, KAAUMTOVIAG TOV OAOKANPo. OmMwg KalL oTov
TIPOAYHOTLKO KOO0, £TOL Kol €6w 0 a€Pag lval oTNV oucia adpAToC O0TO avOpwTMLVO HATL
Kall palvetal mapd LOVO OV TTOPACEPVEL KATIOLO AVTIKELUEVO 1} OKOVN. TO CUYKEKPLUEVO EPE
OTIOTE TIPOKELTAL OUOCLOOTIKA ylo €PE OKOvNG n omola Kiwveltal mpo¢ Siadopeg
KateuBUVOoELg, Slvovtag £TOL TNV eVTUTIWON OTL UTTAPXEL AVEUOC. To €d€ TNG MTWONG TwWV
dUMwWV TOU xpnolpomolBnke eival to «weather.environment_dust.forest» kol o€
avtiBeon pe to €€ Tou aépa, SLOBETEL HUIKPOTEPO QTIOTEAECUA OTO XOPTN. ZUYKEKPLUEVA
€xoupe tonmoBetrioel moAAamAd tétola Objects KATA KOG TOU KEVTPLKOU SpOLOU Kal LOVOo
otnv neploxn tng {oUYKAQG, MPOKeLUEVOU va KaAUDOel oAOKANPN N €KTaon TNG.

Edé Bpoxng: To edé tng PBpoxng amoteAel Entity Object, To omoio PBpiloketal otnv
tonoBeoia: Objects > Entity > Environmental > Rain. To CUYKEKPLUEVO €DE TPETEL val
Sl00€tel kamola oupmeplpopd MPOKELUEVOU va epdavileTal oTn EPLOXN TIOU EMLOUUOUE,
kaBwg &ev B€Aoupe n Bpoxn va gudaviletal ce 0AOKANPO TO XAPTN. ZKOTOG €ival To edpE
™¢ Bpoxng eival va dtabetel to 61k Tou EexwpLotd sound design, To omoio Ba cuvuTdpxeL
He to Ambient object tng mepoxng tng opixAng. EmumAéov, emiBupolpe n PBpoxn va
amoteAel éva event ou Ba cupBel yia pa povo popad kat Sev Ba emavaingBOei. Emopévwg
OAEG QUTEG OL CUUTIEPLPOPEC TIPETEL VAL OPLOTOUV UE script péoa amo ta Flow Graphs.

To MPWTO TOU TIPEMEL VO TPOCHBECOUE OTO TOMIO €lval va OPIOOUME TNV TEPLOXN OTNV
omolia BéAoupe va evepyomnoleital to ep€ TG Bpoxng. AuTO UMOPOUUE VA TO KAVOUUE UE
Vv xpnon twv Shapes. Itn moapakdtw ¢wroypadio (Ewkéova 2.26) pe 10 pol xpwua
daivetal o xwpog tov omoio Exoupe dSnuloupynoeL yla tnv Bpoxn.
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Ewkéva 2.26: Oplouoc e meploxng tns Bpoxng Ue T xprion Twv Shapes

To emdpevo Prua elvat va tomoBetricoupe to AreaTrigger object, aA\d kol éva
AmbientVolume object kat va akoAouBricoupe tn Sladikacia Snuloupyilag evog script
oupumneplpopdg, pe tn xpnion twv Flow Graphs, 6nwg €€nynoapue MPONYoUpEVWE OTNV
evotnta twv Area Trigger Objects. To amotéAeopa Ba ival n Bpoxn va gkvael, pall pe tov
AXO TNG, LE TO TIOU ELCEADEL O XPHOTNG OTN CUYKEKPLUEVN TIEPLOXA KAL VO OTOHLOTAEL OTOV
€€ENBOeL a6 autny, xwpic va enavalapBavetal, Sivovtag £ToL TNV EVTUTIWON OTL TPOKELTAL
ylo pla tapodikn TPOTKN pmopa. H peyaAUtepn KOKKLVN TEPLOXN OTnVv omoia Pploketat
HEoa n Teploxn TS BpoxnG amoteAel TNV MeEPLOXA TNG OUIXANG ELVOL OUCLOOTLKA N TEPLOXNA
oTo omnoio ta U0 nyotormia cuvumAapXouV He To 6lo Ambient NxNTIKO amotéAeopa.

Ed< ntwong Bpaxwv: Me tnv elcodo Tou xpriotn otnv onnAwd Ba evepyomotnBei dAAo éva
Hovadiko event, Tou omoilou n Aoyikr) MOLAlEL APKETA PE TNV AOYLKH Tou event TnG Bpoxnc.
Alya H€Tpal HETA TNV €l0080 OTNV OomMNALd €xoUupe Snuoupynoel €va kouti (AreaBox), To
omoio Ba amoteAéoel To onueio evepyomnoinong ywa to AreaTrigger entity. To ed€ mou Ba
XPNOLUOTIOL|OOUE €06W €XEL va KAVEL WE TNV TPWIN Ppdxwv Kal elvol To:
«environment_fx.debri.falling_dirt.stones» kal Ba to Bpel Kaveig ota Particle Entities, evw
emumA€ov Ba xpelaotoUpe Kal £va Object yla To NXYNTKO £Pé TG MTWONC Twv Bpdxwv. ItV
enopevn pwroypadia (Eikova 2.27) umopoupe va SoUpe To TwG €xouv TomoBetnOel ta
Tpla objects, oto eMAvVW PEPOG TOU KOUTLOU.
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Ewkova 2.27: Torto9<tnon twv objects yLa To eQE TN¢ MTwaonc Twv Bpaywv kat oL puSUIOELS TOU avTioToLoU
AreaTrigger Object

To enopevo Brpa eivat va cuvbéooupe pe Link to AreaTrigger e to pumAe AreaBox kat va
Eekwvnooupe tn Sladikacio Snuoupyiag evog akopa Flow Graph yla 10 GuyKeKpLUEVO
AreaTrigger. Méoa oto Flow Graph Ba xpelactoUpe kat maAt to Node Game:Start, otn
ouvEéxela to (6lo to AreaTrigger entity Kal oTn oUVEXELD TO €€ TNG TITWONG TwV Ppaxwv.
TéAog, OMwg Kal Pe To mapddelypa tng Ppoxng Ba xpelaotel va elcdyoupe teAeutaio To
Object tou rHxou.

H ouvbdeopoloyia daivetal ocuvolilkd otnv mapakdatw dwrtoypadio (Etkova 2.28) kol n
Aoyikr) tou script elval n €€ng: O xaptn fekwvadel kal to Game:Start - Evepyomnolel 1o
AreaTrigger, To omoio MePLUEVEL TNV €l0060 Tou Xpron. Otav eloéNBeL oTn UMAE TIEPLOXH TO
AreaTrigger = Evepyorolel to £dpé tng mrwong Ppdxwyv, To Omolo UE TN OEPA ToUu >
Evepyomolel tov Axo. To 6Ao event cupBaivel Kal o€ autr) TV Mepimtwon pia ¢opd Kot yla
QUTOV TOV AGYO €XOUUE evepyomolnoeL TNy emloyn «TriggerOnce» amod ta properties Tou
AreaTrigger entity.
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SearchResults

Node

Eikova 2.28: H énuioupyia tou Flow Graph yia Tov mpoypauuUatiound Tou EQE TnG Twong Bpaywv otn
TIEPLOXNG TNG OTNALAC

Ed€ oewopou: MNa tn Snuoupyia Tou ePpé Tou CELOPOU EXOUUE XPNnOoLHomoliosL To Shake
Object mou Pploketal otnv €§ng tomoBeoia: Objects > Entities > Enviroment > Shake.
OuOoLAOTIKA SEV TIPOKELTAL YLO TIPOAYHOTIKO EDE CELOUOU TIOU EVEPYOTIOLEL UE KATIOLOV TPOTIO
Kivnon oto tomio, aAAd yla ep€ mou KOUVAEL TNV KAUEPA TOU Xpnotn, mMAnotaloviag moAu
KOVTA TO QVTIOTOLXO amoTEAEoUA VOGS oslopoU. To ouykekpluévo Object dev To ouvbéoape
HE TNV TIEPLOXN TNV omoia €XoUpe ONUIOUPYNOEL EMAVW OTNV TIOPELO TOU KEVIPLKOU
povormatiol, Kabwe Slabétel amd HOVO TOu £val KUKALKO €UPOG 8paconG. ZUYKEKPLUEVA
£€XOUE TpOTIOTOLNOEL ota properties Tou Object tnv aktiva 6pacng tou ota 40 péETpa Kot
T0 €p€ TOU Kouvhpatog oto 0,5. To ed€ TOoU OElOHOU TOMOBETNONKE OTO KEVIPO TNG
TLEPLOXNG TTIOU €XOUUE SnNULOUPYNOEL, OMwG daivetal otnv mopakatw ¢wrtoypadio (Ewkéva
2.29).

Ewkova 2.29: OpLoloG TNG TIEPLOXIG TOU OELOUOU Kat ol puduioeLg Tou «Shake» e@é
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To emopevo Brpa elval va oplooupe pla cupnepldpopd Pe TNV xprion twv Flow Graphs,
OMWG €€NYNOOLE OTLC TTPONYOUEVEC TIEPLITTWOELG YLoL TNV Bpoxr KAl TNV twon Bpdxwv otn
OTtNALA. ZKOTIOG €lval, Otav eLOEADEL 0 XpriOTNG OTNV TIEPLOXN, N KAUEPA va apXileL va TPEUEL
Kal to nxotomio va oAAalel, ekdppalovtog Tov MaAVIKO Tou Onuioupyeitat. Autd Ba
avanapaotabel TO00 HE TOUG EVIOVOTEPOUG NXOUG {WwV 000 Kal Ue To Bountd mou Ba
Snuloupyeital amod to yeyovog tou oelopol. Otav gE€EABeL 0 xpnotng amod v &v Adyw
TIEPLOXN KOl OTAUATAOEL O OELOMOG, TOo nxotomio Ba emavéABel otnv puoLoAoyLK) TOU
katdaotoon. H mapandvw cuunepidpopd dSnuovpynbnke pe to €n¢ script ota Flow Graphs,
onwg ¢aivetal otnv napakatw dwrtoypadia (Etkova 2.30).

Flow Graph

File Edit View Tools

z9
2 3

E
B
B
=
B
B
| 44
| 1§
-}

Breakpoints

Ewova 2.30: Anutoupyia Flow Graph yia tn ouvbean tou @€ Shake kat Tou fyou, yLa tThv mepLoxl) Tou
OELoUoU

Edé katappaktwv: Ta eh€ MOV XPNOLLOTOONKAV YLoL TOUG KOTAPPAKTEG Elval TTOAATAG
Kall TOMOBEeTHBNKAV EMAVW OTa PPAxLA TTOU £XOUE TIPONYOUHEVWE ELOAYEL OTO TOMIO HOG,
TIPOKELEVOU va SWOOUV TNV eviUnwaon Tou vepol Tou meédtel amod udPog. H xprion
Sladpopetikwyv ed€ tou 8lo TUMOU ATAV amopaitntn €tol wote va dnuoupynbsl pa
TUXOLOTNTOL OTNV ELKOVA KL VA NV UTIAPXEL €viovn emavaindn twv assets. Ta edpé avta
umopoLv va Bpeboulv otnv katnyopia Objects > Particle Entity > Water > Waterfalls kat
€xouv TomoBetnbel oto mepLBANOV HE TOV TPOMO TOU ailvetal OTNV TAPAKATW
dwtoypadia (Etkova 2.31). NopOAo TOU UTTOPOULE VA ELCAYOUE )Xo aneuBeiog oto kAbe
edpé péoa amnod tnv database toug, €xoupe eMAEEEL KAl E6W VO AVOTTIOPACTHCOUE TOV NXO
a6 efwteplkd SoundEventSpot, yio peyaAUTepn €UKOALQ OXETIKA HUE TOV OPLOUO TNG
KateLBuvong Tou nou.
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Geom Entity

rfall breaksaall

Eikova 2.31: Torto9€tnaon @& vepou yLa SNULOUPYIO KATAPPAKTH

Goto position

Mute Audio
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Kedalaro 3: Avantuén tou HxntkoU IxedLa0pHoU HECW TOU
FMOD Designer

Ewtocaywyn octo FMOD

H ewoaywyn evog nxou oto tplodidotato neplBailov umopel va yivel e Suo tpomoug. O

TIPWTOG E(VaL TIEPLOCOTEPO TIPOXELPOC Kol Sev cuviotatal, KaBws MPoodEPEL TEPLOPLOUEVEC
Aewtoupyileg yUpw amo TN ouumepldpopd TOU NXOU —n Eloaywyn TOu apxeiou nxou
kateuBelav péoa otnv Cry Engine 3. O 6gUTEPOG TPOMOCG Elval KAVOVTAG XPHON OPLOUEVWY
«middleware» mpoypapudtwy, Ta omola efelSIKEVOVIAL OTNV EMKOWVWVIA HE TIg
YVWOTOTEPEG KNXOAVEG matxvidlwy, onwg Tt Unreal Engine, Unity kat tnv Cry Engine mou
XpnotpomnoloU e epeic. Ta o dSnuodAn mpoypdupota mou eival oxedlaopéva yla sound
designers sivatl autn ™ otyun dvo: ta Wwise kat FMOD Designer, to omoio mAéov Ba
avtikataotabei ano to FMOD Studio.

To FMOD Designer 2010 mou XpnOUOTMOLACAUE OE QUTH TNV gpyacia, datiBetal wg
Swpeav download amnd to site tng etatpeiag (http://www.fmod.com/) kot amotelel to

gepyoAeio yla tn Snuoupyia Twv SUVAULKWV NXNTIKWV events Tou amaltouvial ot
videogames. To meptBarov epyaciag tou FMOD eival oxeSlaopévo Pe TETOLO TPOTIO WOTE
VaL LNV OITOLTOUVTOL YVWOELG TIPOYPOUUATIONOU OO TO XPHOoTN, O OMOL0G UTTOPEL va £XEL TOV
amoAuto éAeyxo NG oupmepLdopAC TwV AXwWV HEoa oto tplodldotato f to Sodldaotato
nieplBaAlov.

OpLOPEVEG QO TIG ONUAVIIKOTEPECG Asttoupyie¢ Tou FMOD eival autég Twv layers, twv
TIAPOUETPWY, TWV AUTOPATIOMWY, Tou crossfading, Twv DSP (Digital Sound Processing) edé
TIOU UTIOPOUE Va ELl0AyoU e o€ KABe layer, evw MOAU onuavtikn Aettoupyia eivat auth g
«tuxaiog ouumepldpopdc», 1 aAlwwg, randomization. Ekel mou Siadopomolouvral
onuavtika ta Bwteomalyvidia oe oxéon pe aMa €i6n tEXVNG ypappLkou povtal (omwg
TOLVIECG, OELPEC KTA), elval akplPwg OTL, OAA T TAPATAVW CUMBALVOUV OE TPAYUATIKO XPOVO
puéoa oto malyvidt. H emkowvwvia tou FMOD pe tn pnxovn matxvidiou (Cry Engine) yivetat
o€ eninedo mapapETPwy Kat OxL kateuBeiav oe eninedo apxeiwv AXwv, KATL TOU €lval TTOAU
ONUAVTLKO.

Zkomog tou FMOD eival va Snuoupynoet éva output apxeio mapauétpwv (FDP), to omoio
TIEPLEXEL OAEG TIC CUUTEPLPOPECG EVOC NXOU 1 €VOG OAOKANPOU project AmMelpwY NXWV Kol
uropel va «Slafactel» 0g MPAYUATIKO XPOVO amd Tn pnxovn mowyvidiov. Mpoypappata
onwg to FMOD umnootnpilouv eniong outputs yio OAeg TG SlaBéoipeg MAATPOpUES Kal
ovotnuata, onwg eivat ta PC, Xbox, PlayStation, Nintendo, android kat aM\a. 2tn
OUYKEKPLUEVN EPYACLO XpPNOLUOTIOLOUME WG output TNV emloyn yia ta PC.
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NpoBAnpata kot AUGELC UE TO MEVEDOC TWV X WV

O Topéag Tou NYoU Twv Bvteomalyvidlwyv €xel au€noeL onUAvVTIKA Ta TeEAeUTala xpovia To

HéyeBog Twv TitAwv, Ye TOAAA projects va SlaBEtouv TAEov péXPL Kal mavw and 10GB
NXNTLKOU UALKOU. ZUVETIWG, N XWPNTLKOTNTA AMOTEAOUOE AVTIOTE MPOBANUa yla toug sound
designers Kal TIPETEL VAL UTIAPXEL CUVEXWG TIPOOTIABELA €€0LKOVONCNG TTOPWV, £TOL WOTE TO
HEyeBocg Tou malxvidlou va pnv ival acUudopo yla Tov TEAIKO KatavaAwTtr), aAAd Kot va
unv dnuioupyeitatl mpoPAnUa pe TNV UTOAOn opdda mou epydletal otov dlo TitAo,
kaBwg OAol «avtaywvilovtaly mavw otov (6o xwpo. Ymdpxouv OLADOPEG TEXVLKEG
OUUTTIEONG, TIPOKELMEVOU va LELWBOEL Kal AANO To HéyeB0C TOU NXNTIKOU UALKOU, OHWG elval
eniong cuvnBlopévo moAa matyvidla va €xouv uncompressed NXNTIKA assets, £T0L WOTE va
UTTAPXEL LEYOAUTEPN SLalyELa OTO TEALKO TIPOIOV.

Mpokelpévou va KataAdBou e TIg HeETABOAEG TTou uTtHPEav Ta TEAEUTALO XPOVL OTOV TOUEQ
TOU nYou, Ba pmopoUCcAaUE va XWPLoOOUUE Ta NXNTIKA assets oe 3 Baolkég katnyopieg. H
TPWTN Katnyopla gival auth TG LOUOLKAG. Onwg avadEépBnKe Kal 0TO LOTOPLKO HEPOC, ATIO
TOTE Mov elonxOnoav ta CD ROM otnv ayopad, ta videogames Eekivnoav va XpnoLLomoLlouv
mAnpn soundtracks, pe to péyebog Tou HouatkoU UALKOU va augavetal kot AAAO oTnv €moxn
tou DVD format aA\d kat emumAéov pe To BluRay Kol TIG HEYAAEC XWPENTLKOTNTEG TWV
okAnpwv Slokwv. Ze MOAA onueia evog tithou o sound designer pmopel va BgAnoel va
XPNOLLOTIOLNOEL QUTOUCLO €Val LOUOLKO BEpa Kal, €(TE vao OTAMATHOEL Vo Ttallel PUE TO TIOU
TEAELWOEL TO KOUUATL, E(TE VO ELOAYEL pLo oA cupmeplpopa emavaindng.

QoTO00 0 TOMEQC TNC HOUOLKAG Twv Ttatyvidlwyv €xel BonBnbel onuavtikd Tic teAeuTaleg
SeKaeTieg e pa o £€umvn XProN TOU HOUOLKOU UALKOU, OTw¢ €lval autr TG SUVOLLKAG
pHouotkng. O designer umopel va ypaeL Eva UIKPO LOUGLKO BEpa PEPLKWY SEUTEPOAETTWY,
To omoio Ba smavaAapuPfdavetol UG KATTOLOUG OPOUG, oL omoiol opilovtal and middleware
TipoypAppOTO OwWE To FMOD. AUTO TO HOUOLKO BEpA pmopel va eVOANACOETAL GUVEXELD IE
aA\a, avaloyo HE TIC TPALELG TOU TAUKTN Kal avaloya pe tn oknvoBeoia mou B€AeL va
TIETUXEL 0 SnUoupyoC. Mo mapadelypa, UMopel va UTIAPEEL £va TILO apyO HOUCIKO BEépa
HEPLKWV SEUTEPOAETITWY, YLa oNEla ota omoia dev UTIAPXEL KATIOLOG EXOPOC yLO TOV TTAKTN
otnv 0Bovn tou, To omoio va eVOANACOETOL UE KATIOWO TLO yprHyopo Ofua pe TO TOU
kataAdBel to FMOD OTL TapoUCLACTNKE £0TW KAl £VAC avIimaAog otnv 08ovn.

Me tn SuvauLK HOUGCLKN KATadEPVOUUE va EXOUME €va AAANAETLOPAOTIKO NXNTIKO
OTOTEAECHO ATIELPNC BEWPNTIKA SLAPKELAC, KATL TTOU TALPLALEL ATOAUTA UE TNV ArtpOPBAETTN
dvon evocg videogame, evw TOUTOXPOVA KATAPEPVOUUE VA UELWOOUUE ONUOVTIKA TO
HEyeBOC TwV apyxelwv Tou xpnotpomotlolvtal. Mwa akopn katnyopia nxwv givat puaotkd ot
AXoL Twv €€ Kal Twv ambient Axwv. AuTo¢ o Topéag, Omwe Ba SoUUe Kot otn PAEN, elval
0 HOVASLKOG TTOU UMOPOUUE VA EEOLKOVOUNOOUUE TO TEPLOCOTEPO UEYEDOC, TAAL KAVOVTOAC
Xprion SuvatotATWV Kot TEXVIKWVY Ttou divovtal péca oto FMOD.
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TEAOG, av KATL €xel avénBel Spapatikd Ta TEAeUTAlo XPOVIA OTO GUVOALKO HEyeBOC evOg
videogame TtitAou, €ival To NXNTIKO UAIKO amod Ttoug SlaAdyoug Kal TIG OMIAIEG Twv
nbomowwyv, oL omoiol KaAouUvtol O€ OAOEVOL KOL TIEPLOCOTEPEG TOPAYWYEG Yl va
nxoypadnBouv. Eva pouolkd BEpa pmopel va eivol POALG HEPLKA SEUTEPOAEMTA KAl val
TPy OTOTOLEL SUVOHLKY emavaAndn yia TOANEG wpeGg, evw €vag Slaloyog Sev umopel va
enavaypnolpomnotnBei, kabwg anotelel éva povadikd yeyovog to omoio €xel nxoypadnBel
ylol KATIOLO OUYKEKPLUEVO KOMMATL TNG Lotopilag | tng adnynong. IUVENMWG, TPEMEL va
xpnotponotnBel avtouaolo. Av mpaypatonolnBel peyaAn cuurmieon auto Ba €xeL avtiktumo
OTn ToLOTNTA TOU AXOU TNG opAiag, evw &ev ival kat Aoykd va §00el n dwvr kamolou
YVwoTtoU nBormolol, MPOKELEVOU VA UTIAPEEL €val pEAALOTIKO KOL TIOLOTLKO AMTOTEAECUQ, YLa
va Katootpadel TEAKA autd otn cuumieon. Mpodavwe TETOLEG MEPUTTWOELG e€0pTWVTAL
ano 1o £i60¢ Tou MayvidloU, HE KATIOLA VAL UNV €XOUV HEYAAEG ATOLTNOELS 08 SLAAOYOUG
(6mwcg kamolo racing matyvidt), evw aAAa va Bacilovtal og autoug (6nwg RPG matyvidia).

21N OUYKEKPLUEVN Epyaoia KAVOUUE Xpron Kuplwg ambient Axwv Kat yla autov tov Adyo Ba
TIAPOTNPAOOUUE KOAUTEPA TIC TEXVLKEG TTOU UTTOPOUE VA XPNOLLOTIOL|OOUUE OTa apXEla
NXou, £€T0L WOTE va UTtApEel KaAutepn Slaxeiplon Twv assets.

To neptBaAAov epyaocioc tov FMOD Designer

Mpw Eekwvriooupe éva project oto FMOD eival kald va opicoupe amod mpwv éva Audio

Source Directory kat €va Build Directory. O mpwtog pakeAog eival autog ano tov onoio Ba
SlaBalel To mpoypappa Ta apxLlka apxeia nxou, omwc kamola BBALoOAKN Ue assets YWV
mou €xoupe Nén BpeL i nxoypadnoel, evw to SeUtepo amotelel Tov pakero-£€060 péoa
otn unxavy matxviblou, otov omoio to FMOD Ba 6nuwoupyriosl O6Aa ta apxeia Tou
xpelaovtal wote va Slafaoctouv oL MOPAUETPOL amd Tn unxavr. Av kat to FMOD bev
oAAGeL Ta ap)Lka apxeia Rxou (onwc ta WAV) aAAd anAwg ta dtafalel kat Snuioupyel pa
oelpa amo Sika tou build apxeia (FDP, FSV, FAV, BAK kot GAAa) TTOU TEPLEXOUV OAEC TLG
TIAPOUETPOUC MaG, KOAO £lval woTOCO va UTIAPXEL Ttavta back up Twv apxlkwv AXwV, ot
neplmtwon corruption 1 koatd AdBog ofnowdtwv amd copy-paste. Mo onpavTKA
TIAPAETPOG TPLV TO TEALKO build eival va emAé€oupe oto tab «Banks» oL oL va yivovtat
«Streaming From Disk», €ToL WOTE va LNV UTLAPXEL KABUOTEPNGON 0TO GOPTWHA TWV APXELWV
uéoa otn Cry Engine.

MNa tov pdakeAo twv sound libraries emAé€ape va dnuloupyrnocoupe Evav katvoupylo GAKeAo
OTOV UTIOAOYLOTH KOl HECO VO TOTIOBETHOOUHE OAa TA NXNTIKA assets ou SlabEtoupe, €tol
WOTE Vo €Xoupe dpeon mpooPacn oe OAa. lNa to build directory, kattL mou eival oAU
oNUAvVTKO va yvwpiloupe, dtadopetikd n punxovn ypadikwv dev pmopel va dtafdaoel ta
apxela tou FMOD eivat, n dnuoupyia tou build apxeiou va €xel tnv idta ovopaocia e
oauti Ttou build dakélou. Ta mapddewypa, Snuoupynoope €vav  dAakeAo
«environmental_ambient» péoa otov omoio to teAko build apyeio Tou FMOD kataAnyel os
«environmental_ambient.fdp».
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Project Properties

enviroment_ambient

enviroment_ambient
Audio Source Directory C:VJsers-_\DesktopV:MOD Ptyxiaki\Sound library
Build Directory iC:\Users I O<sktop\Cry Engine 3\GameSDK\Sounds\PTYXIAKH_sounds\enviroment_ambient
Template File 3D_ambient. fdt
Build Interactive Music Yes
Pre Build Commands
Post Build Commands
Pre Save Commands
Post Save Commands
Encryption Key
Notes

Ewova 3.1: Oplouog twv QakeAwv eloaywync kat dnutovpyiag (e€aywyrg) apxeiwv ato FMOD

KaAo eival mpwv ekvriooupe KAmolo project va SnUIOUPYACOUME Ula Tipwtn Soun
opyavwong e ta epyaleia mou pag Sivet to FMOD. Ta mo onuaviikd mou Oa
XPNOLUOTIO)COULE Yl TNV OpyAvwaon tou project sivat ta Templates, ta Event Groups Kat
ta Multitrack kat Simple Events.

TemplatES: Mpokeral yia v ET(U\OVI’] TIou pag bivel File Edit Project Audition View Window Help

™ Suvatotnta va owlOUPE KATIOLEC TIAPAUETPOUG et T —

Kall puBULoELS, £TOL WOTE VA UIMOPOUUE EUKOAX VAL TLG

Groups Categories

epapudoouvpe oto HEAAOV O€ KATIOLO TIOPOUOLO

NXNTIKO event. XTn OUYKEKPLUEVN €pyaocia Ta _ ¥ Templates: enviroment_ambient
Templates pag BonBolv woTe va XpnNOLULOTIOL|COU LUE . [ 30_ambient

Ta 86l settings og OAoug touc ambient fxoug tou % 3D_ambient
TeEPLBAANOVTOC, KATL TIOU €XEL VO KAVEL TOOO HE Ejungle _ground
gfokovounon xpovou, aAAd BonbBadel emiong Emedium_around

ONUAVTIKA O€ TepimTwon mou BEAOUME va UTIAPXEL
opolopopdia 0TO NXNTLKO OMOTEAEGHAL.

Event Groups: Eva project Ba mepléxel moANamAd
Event Groups péoa oto omoio Ba tomoBeTooUUE T
NXNTka events tou malyviblol. Ta events eival

aveéaptnta petafl TOUG Kol yUOUTO UTOPOUE OTO

(6lo project va €xoupe €va event group LE TOUG Ewdva 3.2: Mapdbetyua tne Statacne tou
interface tou FMOD, yia ta Event Groups

ambient Axou¢ kot AGAAo event grou € nxou
Xous & P HE NXous kat twv Multi kat Simple Track Events

ekpnéewv. Méoa og autd ta group Ba tomobetricoupe
otn ouvéxela ta Multitrack kat Simpletrack events.
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Simpletrack Event: H cuykekpllévn Katnyopia elval Kal n mo onuavtikr mou Ba kABel va
xpnowomnotroet o sound designer oto FMOD, kaBw¢ kabe éva anod autd ta SUo events €xeL
™ O Tou xpnowwotnta. Apxikd, to Simpletrack event poag 6ivel t Sduvatotnta va
TomoBeToOUE TIOAAQTAQ OpXELO AXOU KOl VO OPLOOUE va €XOUV KATIOlA cupTiEpLdOPA
HETAEL TOUC. Autr Umopel va eival amd To va akouotouv pla popd o CElpA, UEXPL Va
yilvetal anepo randomization TnNG OPAC AKPOAOHG TOUC, EVW UITOPOULE VO KAVOUUE TO
QMOTEAECMO OKOWN TILO «TuXaio», TmpooBEtovtag pitch kot volume randomization
napayoviec. MmopoUpe eniong va xpnowuonotjooupe Granual randomization, dnAadn ot
AxoL va moailouv Tuxolo pEoA O €va XPOViKO «mopdBupo». TEtoleg pubuioelg
XPNOLUOTIOLOUVTOL OUXVA O TIEPUTTWOELG OTIWE OL NXOL TwV TIOUALWV Ot €va TepLBailov,
KaBWC TO TTAEOVEKTNUA lval, OTL UE EAAXLOTO XWPO, UMOPOUE VA EXOULE EVOL TIPAYLATIKA
PEAALOTLKO QTIOTEAECUA, TO OTIOLO HAALOTA VIVETOL SNULOUPYELTOL OE TIPAYHATIKO XPOVO.

[ enviroment_ambient/Animals/Animals B Animals

Playlist Playback Mode
Sound Oneshot

soow  BEES_Olwav Repeating Loop Resampling

PlayCount 0 o Off

mosquito_01.wav e 3 Automatic
® Successive Loop
agusment— 100% (@)

Queu Fixed

50.00%

Granular SampleRate 48000 Hz .

2]

be

linear

3

20

B

Aovaee Jun |
podreabe |

| _myepecinr.b |

|0 MaxPoston .. [0

Playlist Options

Playlist Behavior

® Random Shuffle Sequential

a

Sound Randomization

Atenuaton 0d8 ( )

Pitch 10 s/tones ’

Ewkova 3.3: To interface evog SimpleTrack Event Editor oto FMOD Designer 2010

Multitrack Events: Ta Multitrack Events pag¢ adrijvouv va &nuloupynocoupe akoOua TiLo
ouvBeta anoteAéopata o€ ocUykplon He ta Simpletrack Events. Ouolaotikd €va Multitrack
Event eival éva ouvolo amnod Simpletrack Events ta omoila cuvnxouv oe Sladopetikd layers.
Mta onuavtikn dtagpopd os oxéon pe ta Simpletrack events eivat ol autopatiopol Kat ta
Sladopa edp£ nmou pmopouv va pootebouv oe éva Multitrack Event, emumAéov pe OAeG TIG
duvatotnteg evog Simpletrack Event mou eibape mponyoupévwg. [Mpokelpévou va
dnuoupynooupe éva Multitrack Event mpémel mpwta va dnuioupynocoupe éva «Sound
Def», amd tnv avtiotowxn emloyr) €MAVW OPLOTEPA. XTN OUYKEKPLUEVN emloyn Ba
dnuoupynooupe SladopeTikeg katnyopieg ue Simpletrack events, ta omola Ba meptéxouv
moAAamAoU¢ AXoUC Kal Ta omola Ba xpnotpomnotnbolv otnv Mopeia w¢ «makETa» ota layers
tou Multitrack Editor. 2Tn OUYKEKPLUEVN EPYOOLA TTAPATNPOULE OTL EXOULE XPNOLLLOTIOL|OEL
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Eexwploto Multitrack Event yia kaBe €idog {wou (0mwg MouALld, Tibnkot, K.0.), EVw akoua
KalL 0 XOG Tou aépa anoteAeital anod 1o 5ko Tou Eexwploto Multitrack Event.

Me auTO KatapEPVou e va eAEYEOUUE EEXWPLOTA TO KABE NYNTKO amMoOTéAEoUA, avaAoya
HE TO TL B€Aou e va KatadpEPOUE OTO NXNTLKO MepLBAAAov. MNa mapddelypa, emBUpoUE
oL NXOL TWV TTOUALWYV vVa aKoUyoVvTal Tilo cuxva e randomization toco oto pitch 600 Kal oto
volume, evw avtiotolya emBUPOUUE OL AXOL TWV TIOAKWV VOl aKOUYOVTAL OE €V TILO OTIAVLO
XPOVIKO TapdBupo kal oe Sladopetikr €vtaon. MNapakdtw (Ewkova 3.4) UmopoUpE va
apaTnPnooupe KaAUtepa to eplBaiAov epyaociag tou Multitrack Event Editor.

Mndos = 0

Use Terpiate {30 anbent
) (34089900 Gf22-4c.

Ewkova 3.4: To interface evoc MultiTrack Event Editor oto FMOD

Anupovpyila AXWV KATOPPAKTN

Onwg avadEpape Kol TPONYOUUEVWE, TIPETIEL VAL UTIAPXEL CUVEXWG TpooTtdBeLla Ta apxeia

Axou o€ €éva videogame va eivat 6co 1o Suvatov MIKPOTEPA O UEYEBOC Kal va
xpnowlomotwouvtalt 6co 10 Ouvatov meplocotepe; dopég, Kabw¢ autd mpoobidel
amodoTkoTnTa 08 OAO TO project. MNa tn Snuoupyia NXWV vepouL, OTIWE EVOC KATAPPAKTN I
€VOG TIOTOQULOU, UTMOPOUME VO XPNOLUOTIOL)OOULE TPEIC TIPOOCEYYIOEL], QMO TNV TILO
«eAadpld» aAAd pn PEAALOTIKN, HEXPL TNV TILO TELOTIKA OAAA QUTh ME TO UEYAAUTEPO
HEyeBoC apyeiwv.

H mo «ehadpla» Ba Atav va pnv xpnoluomoljocoupe kabBoAou apxeio nxou kot va
emAé€oupue amd to FMOD tn xprion €vog white noise onuartog, to omoio, péoa amod
Sladopa edpé O6mwg To pitch, pmopol e va To KAVOUUE va Bupilel Tov NXo TPEXOUUEVOU
vepoU. Mwa Tétola mpoogyylon Ba nrtav Ibavikni yla KAToLlo project mou xpeldletol va KAVEL
g€apxnN¢ olkovouia oto pEyeBog Twv assets, OMWG KATIOLO TaLXVidL yia popnTEC CUOKEVEC I
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android. H 8eUtepn mpooéyylon Ba NTav va XpnoLULOTOL)COUE HOVO EVa apXELo NXOU Kal,
TAAL péoa amno to pitch effect, va metuxoupe tpia SladopeTikd anoteAéopata yla tov Kabe
KaTappaKtn. TEAOG, N TO PEOQALOTIK) HEODOSOC aANd autr HUE TO HEYOAUTEPO WEYEDOC
apxelou Nxou eivat va xpnolpomnotjooupe SladopeTiko apxelo AXOU yLa KABE nXNTLKA Ttnyn
(katappaktn).

Av KATOLOG €XEL €vav HOVO nxoypadnuéVo nxo Kot BEAEL va SnULOUPYNOEL TEPLOCOTEPQ
apxela xwpig tn xprion tou FMOD, Ba umopouoe va XPNoLUOTIONOEL Kamolo equalizer yua
va aAldel to UPog toug. Katt tétolo Ba pmopouoes va YiveL e TPOYPAUMOTA OMWG TO
Audacity kai, pe tov TpOmo mou daivetal otnv mapakatw d¢wrtoypadia (Eikdéva 3.5),
UMopOoUUE va Snuoupyrnooupe éva low-pass dpiAtpo yla €vav fxo, To omoio Ba pnopovoe
OTn OUVEXELD va xpnolpomolnBel oto FMOD w¢g «oykog» yla to background kamolou
KATAPPAKTN, TAUTOXPOVA LE Eva SLOPOPETIKO APXELO NXOU HE TILO KAQUTIPO» NXOXPWHAL.
e e m. |—I-§:W o e e R Y| LR T R WY |

n ] B - » 1 T T T
)22 D2 Dle-[xp: bei___o ‘[[x[mmMe oo 6 AlAL[LIMe
||| Windows WAS/ | 9 Speakers Reatek High Defi |2 Sereo) Recor | 4) |Speakers (Reatek High Defi v

20Hz 30Mz 40Hz  60Hz  100Hz 140Mz 200Mz 300Hz  500Hz 700Hz 1000Hz 2000Hz 3000Hz  S000Hz 10000Hz 20000Hz 40000Hz
EQType @Draw (O Graphic []Linear Frequency Scale  Length of Filter: ' 4001

Select Curve:  unnamed v Save/Manage Curves... Flatten Invert 4 show grid lines.

e [ ]

<
|- ProjectRate (Hz; SnapTo:  Selection Start: @End OlLength Audio Position

Lneow ~| ot -/ [00n00mO00000s~ [00n00m08253s7 [00h00mO0.000s7

Stopped. Actual Rate: 48000

Ewkova 3.5: Moapadetyua evog Low-Pass @iAtpou, ue tn Bondeia tou npoypauuatog Audacity

e aUTA TNV gpyacio eMAEEQUE yla TOUC TPEIC KATAPPAKTEG TNV Tpitn pEBodo, kabBwg
xpnowlomnotwoape tpia SladopeTikA apyela NXOU yla TO NXNTIKO QTMOTEAECUA TWV TPLWV
KaTappoKkTwy. QoTOCO aUTO eV onuaivel OTL KABE KATAPPAKTNG EXEL OO €va LOVO apXEio
AXou Tto omoilo mailel amAd oe emavaAnyn. MNpokelévou va SWOOUUE TEPLOCOTEPN
AETITOUEPELA KOL TIELOTLKOTNTA OTOV NXO TOU KABEVOC, XPNOLUOTOLCAUE ylo KABe €vav
KATAPPAKTN Kol Ta Tpla apyxela nxou, kabBwg €tol Kot aAAlwg to TeAkO péyebog tou build
dakélou Sev ennpealetal and 1o moosc popeg Ba xpnotpomnolndel to (6lo UAKO péoa os
€va project. Mpaypaty, to TEAKO apxeio tou build mou xpnolponoleital pévo yla Toug
KATAppAKTEG, GTAVEL Ta 6,60MB, KATL TTOU €lval APKETA KOVTA OTO MPOOTIOEUEVO UEYEBOC
Twv TpLWV .WAV apxeiwv.
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Toug Tpelg Katoppdkteg toug opoadomoljooue o€ €va Event Group pe 1o Ovopa
«Waterfall_sounds» pe tov kdbe éva va xapaktnpiletal avaloya HE TO HEYEBOC TOU
(Waterfall_small, Waterfall_medium, Waterfall_big). la «kdBe éva koatappaktn
Snuoupynoape tpia layers, ota omoia tomoBetOnkav ta avtiotolya apxeia Axou, Ta
omola yLa eukoAia €xouv to (6lo Gvopa pe To Ovopa Twv katappaktwv: Waterfall_small,
Waterfall_medium, Waterfall_big.

MoAU onuavtikn Asttoupyia yla évav A0 OMwE auTOG €vOG KOTAPPAKTIN €lval, To va
TIETUXOUUE TNV EAATTIWON TNG £VTAONG QVAAOYQ WE TNV anmdotacn otnv omoia BplokeTat
kKaBe dopd o akpoatng/ maiking. Yrndpxouv SVo tpodmol va kabopiooupe TNV €vtacn Tng
amootacng tou nxou. O évag eival va opiooupe epeilc ol (Slol TOV QUTOPOTIONO TNG
e\dTtwong va yivetal péow plag epbivouoag ypauung oto Volume Effect tou kabe Layer,
Kal 0 AANOG TpOmog eival va opicoupe oto FMOD tnv andotacn ota properties 8¢l Kat
ota 3D settings. Kat ot U0 TeXVIKEG amaltouv TV mpolmobeon va éxoupe PTLALEL KAl TNV
avtiotolyn TapAueTpo o HETpa oto FMOD, uia Baocikrn Asttoupyla mou Ba e€nynBel
TIOPOKATW.

[® waterfalls/waterfalls_sounds/waterfall_small

o0 exa

S
[on lowimseen

Ewkova 3.6: Torro9<tnon twv Volume Effect ota layers Twv Katappaktwy

JTO OUYKEKPLUEVO TIOPASELYHO £XOUME Xpnolpomoliosl tn Sevtepn HéBodo. Etol Aoutov
netwvtag 6e€l KAK Mavw amd To Mpwrto layer pmopoUpe va XPNOLUOTIOLCOUUE TN
Suvatdtnta tou FMOD pe TIG MapapETPOUC —HLa AKpwG Baotk Asttoupyia yla to sound
design moAAwv project. Evw eival ouvnBLopEVo Og TTPOYPAUUATA AXOU N YPAUUN LETPNONG
VA AOTEAEL TAVTOTE TO XPOVO, OE TPoypAppaTa O6nwe to FMOD n ypapun auth Unopet va
napoapeTponolnbel kat vo oploBel eAevBepa amd tov sound designer pe omoiadnmote
povada pEtpnong amattet To project. Etol Aowndyv, n povada pPETPNONG UITOPEL val TIEPLEXEL
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OO HETPO KOL AIOoTAoN, HEXPL TaxuTnTa, UPOC 1 akopa kot RPM pnxavig, o€ nepinmtwaon
TIou B€AOUE va SNLOUPYICOULE NXOUG LUTOKLVATWV.

JTO OUYKEKPLUEVO TAPASELYUA OPIOAUE WG

0% Parameter Properties

povada  pétpnong ta  METpa. [ TOUG
' . ’ Name
Katappakteg «small» kat «medium» €XOUUE
, , , Name (distance)|
oplogeL tnv amootaocn twv 50 kot 60 peTpwv

avtioTola WG MEYLOTN, EVW YLl TOV HEYOAUTEPO

Range

KaTappaktn oploape to (6lo voupuepo ota 100m.

' ' ' ‘ Mini | ¥ .g. 2000
AUTH 1 TOPAUETPOC Ba evowpaTwOEL apyoTepa G 10,000 €. 2000
' . , , Maximum value 60.000 (e.g. 10000)
oto TeAO build kat Ba avayvwplotet ano ) Cry
. . , ' Units meters (e.qa. RPM)
Engine. EmutAéov, O6efld oOTIC TAPAUETPOUG
, , s Ruler spadng 2.000 (e.g. 1000)
TIPETIEL VAL EVEPYOTIOLIOOUE TG ETIAOYEC yLa val

Velocity

akouyetal o nxog oe 3D mepBaArlov (2D nyot

i i ' ' ' Velodi . its
glval ouvABwe KATOlo HOUCIKO  Bfpa), va o o i

Loop behavior Oneshot v

oA\aéoupe to Max 3D Distance pe to (810
, , , , Seek Speed  0.000 (units/sec)
VOUUEPO TIOU €XOUUE Opilosl yla Tov KABe
KOTOPPAKTN KAl EMUTAéov, otV E€mAoyn SR TR

Keyoff on silence {oneshot events only!)

«Rolloff» va eTuAé§ou e To «Linear».

KaBe katappaktng amoteAeital amd 3 nxoug.

MPOKELEVOU VO TIETUXOUE TO OUMOTEAECHO TIOU ) ’ ’
Ewkova 3.7: Ot eTTLAOYEG yLa TOV 0PLOUO TWV

B€Aoupe yla tov KABe €va, XpNOLULOTIOCAUE TO ROPAUETDWY, BTWE AUTIC TC AéaTaoNC

Volume Effect kat opioape kaBe ¢opa molo

opxelou nxou Ba akovyetal o duvatd otov KABe €va. EmutA£ov, §e€Ld OTIC MAPAUETPOUG
oaA\a€ape to Pitch yia to kaBe multitrack event, Eekwvwvtag pe 0 nuitovia (Pitch) yia tov
HLKPO KOTOPPAKTN, HETA ME -3 NULTOVLA ylo TOV PEoaio Kal -5 nuitovia yla Tov peyaio. H
emloyn auth, o€ avtiBeon pe to Volume effect mou tomoBeteital oe kAOe layer Eexwplota,
ennpeadel kot ta 3 layers Tou KABe KATAPPAKTN, EMOUEVWG £lval KAAS va pnv EEMEPACOUE
Sladpopomowoelg avw Twv 6dB, KoBwg HETA oL Yol allowwvovtal onuavtikd. TEAog,
kavovtag Build to project, dnuloupynoape éva apxeio to omoio pnopei va dtafaoctel ano
™ Cry Engine kat va toroBetnbel péoa oto 3D meptfdAdov pe tn xprion twv «Sound Event
Spot» (BA. KeddAauo 4).

Anupovpyila XYWV £6TLWV GWTLAC

Onwg elmope koL o mPonyoupevn evotnta, oc dladopa onueia tou XAptn E€XOUUE

TomoBetnoel oplopéva epé PwTLAC, T omoila Ba cuvoSeuTOUV Kal Ao TOUC AVTLOTOLXOUG
Axou¢. OL AxoL autol Ba Asttoupyolv avefdptnta amod Ta UTOAOUTA nxoTomia Kal Ba
aroteAouv sound spots mou Ba elval CUVEXWCE EVEPYOTIOLNUEVA, EKTIEUTIOVTAC VOl NXNTLKO
OTIOTEAECH, QTIO CUYKEKPLUEVN NXNTIKA Ttnyr. To MPWTO ONUELo €lval N KATECTPAUUEVN
Bdpka oTtnV apxr Tou Xaptn, otnv onoia tornobetnoape 3 Tétola epE, EVW TO EMOPEVO £lval
600 510POPETIKEG £0TIEC PWTLAC OTO ECWTEPLKO TNG OTINALAG.
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Ewkova 3.8: Tormodétnan SoundEventSpot avTIKEWEVOU yLa TNV INYI E0TIOC PWTLAG

OL oL mou mPooTEBnKav yLa vo OAOKANPWOEL TO OTITIKOOKOUGTLKO QTOTEAECUA OE QUTEG
TIG €0Tigg, elval ouvoAwka 4 SoundEventSpot Objects, Ta omoia Bpilokovtal ot EMAOYEG
Objects > Sound > SoundEventSpot, koL €xouv tomoBetnBel mMoAU kovid ot £0TieC. To
NXNTIKO apxelo mou emAéxBnke yla va xpnolpomolnBel oto FMOD Bp€bnke amod tn
BBALoOnKN Nxwv Foundation Library kat emeepydaotnke Ye TPEiG TPOMOUG: MpwTov, amo 1o
OpXIKO apxelo Twv 56 OeuTEPOAEMTIWV XpnoLUOTOoaPE €va amoomaocua 14
SeutepoAémtwy, To omolo otn cuveéxela tomobetibnke oto (blo project tou FMOD oto
omoio €xoupe amobnkevoel ta Sound Event twv Katappakiwv. To mponyoUUEVO TO
TPAEAUE TIPOKELUEVOU VA XPNOLUOTIOL|OOULE yla EUKOALA Ta (Sta Templates pe autd twv
Katappaktwy. H Sevtepn enefepyaocio mou SLabEtel 0 mapamavw NXog £XEL VO KAVEL LE TO
Volume, to omoio pewbnke katd 6 dB péow tou Volume Effect tou FMOD, evw n tpltn
enefepyaoia €xeL va kAvel pe To pitch Tou Axou, aAAd pévo yla TV Mepimtwon NG €0Tiag
TWV XNULKWV 0T otnALd, Omou Kal pooBEoape To mapakatw edpé oto FMOD (Ewdva 3.9),

TIPOKELUEVOU VA SWOoOoUPE £va TiLo BaBU NXOXPWHO OTO CUYKEKPLUEVO NXNTLKO OTTOTEAECLIOL.

B waterfalls/waterfalls_sounds/Fire_large Reverb: none

u u Stopped CPU0.05 Active: 0 ch

JFIRE_BURNING_OFF_MEDIUM_ESTABLISHED_CLOSE_LOOP02_STEREO

Ewova 3.9: AAAayn) Tou pitch yia t pia eotior wTLAG, yLa THY armodoaon Lo XaunAou nYoxpwUaTog
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Hxntiko ed€ ntwonc Bpaxwv

Onwg etmwOnKe MPONYOUPEVWG OTNV EVOTNTA YLO TA EPE, KATA TNV (0080 TOU XprjoTN OTNV

omnALd, €xelL mpootebel To edé Mtwong Ppaxwv anod tnv opodn. MNa va cuvodéPouue to
OUYKEKPLUEVO event Ba mpeEnel va Snuloupyrnooupe évav nxo oto FMOD mou va SlaBgtel
ML TUXOLOTNTAL OTO NXNTIKO OMOTEAEOMA. [la QUTOV TOV OKOTMO MMOPOUUE va
XPNOLUOTIOL)COUE TIOAAQTTAQ OlpXELDL LE NXOUG aTd TITWOELG BPAXWVY Kal Vo 0plOOUUE pLa
ouuneplpopd. TUyKeKpLUEVA €xouv xpnolpomolnBei 3 Siadopetika apxeia WAV oe éva
Sound Def pe tnv ovopaoia Rocks_falling, onw¢ ¢aivetat kat otnv napakatw Ewoéva 3.10,
€vw ota properties tou Sound Def éxoupe opioel Ti§ €€n¢ mapapétpoug: Spawn Time = 200-
300ms, Play Count = 2, Trigger Delay = 200ms. To cuykekplévo sound def €xeL tomoBetnOel
otn ouvéxela og eva Multitrack event tou FMOD, pe éva povo layer.

5! Rocks_falling

Ewova 3.10: Hyntikd apxeia kat TAPAUETPOL YLa TO NXNTIKO QIMOTEAECUA MTWOoNG Bpaywv

Ambient nyot nepiaiiovroc ((ouykAa, crtnAld, mapaiio, K.o.)

Mta oAU onuavtiki katnyopia Axwv yla kabe Bwteomalyvidl eival avty twv ambient

AXwv. MpOKeLTAL Yyl TIEPLOXEG, OL OMOieC pmopel va gival amd €va SwHATIO PEXPL ML
TEPAOTIAL €KTAON, OTIC omole¢ O€Aoupe va TOMOOeTOOUUE £va  SLOPKEG NXNTLKO
OMOTEAECU, TOU omolou n mpoéleuon &ev Ba eival ouykekplpévn. MNa autolg TOug
ambient Axou¢ xpnouonolouvtal Ta idla 3D settings oto FMOD 6mwg Kal pe to uTtoAouna
sound event spots, evw HOVO T LOUGCLKA KOPUATIA cuvABwg armoteAouv 2D rxoug.

21N OUYKEKPLUEVN €pyaocia Ba XpnOLUOTIOLOOUUE O APKETA onpeia ambient Axoug kat
OKOTIOG €lval KABE TEPLOXT TOU XAPTN VA EXEL KOL TO AVAAOYO GKOUGHA TIOU TALPLATEL PE TO
OTTLKO TNG OTUA (textures, PAdotnon ktA). Ot puBuioelg oto FMOD yla O0Aeg TI¢ ambient
TIEPLOXEC TIOU O €LOAYOUUE €lVOL KOLVEG, ETMOUEVWG UMOPOULE VO XPNOLUOTIOL)OOUE
OPKETA QTOTEAECUATIKA TO epyoAeio Ttwv Templates. ML autdov Tov AOyo €xoupe
dnuloupynoet éva template pe tnv ovopacia «3D_Ambient», To omoio Ba xpnotponownOei,
HE MIKPEC Sladopomolnoelg, yla to Topakatw mepBarlovta: ¢ (oUYKAQG, TOU
$Owonwplvol Tomiou, TOU XLOVIOUEVOU TOTIOU, OTN OTINALY, OTN TAPAALQ KOl OTO TTOTAMLA.
Itnv Ewkova 3.11 pmopoU e va SoUUE TIG puBUIoELG TTOU XPNOLUOTIONCAE yia To ambient
template:
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Ewkova 3.11: Optouog twv Templates yia ta 3D Ambiences

Sound Defs: Eva onuavtiko epyoalAeio tov FMOD

Mpw TPOXwPHOOUUE otn Onuloupylad Twv AXWV Tou TePLBAAAOVTIOG, MO ONHOVTLKA
Aettoupyia tou FMOD tnv omoia Ba xpnotpomnolcoupe cuxva ota Multitrack Events twv

ambient Nxwv, eivat avt) twv Sound Defs. Ta Sound Defs Ba pmopolcaps va ta
g€nynooupe pe amho tpomo w¢ Simpletrack Events mou tomoBetolvral w¢ €vag eviaiog
nxo¢, péoa ota layer tou Multitrack Editor. Auto onuaivel, OTL UMOPOUUE VA ELCAYOULE
otov Sound Def editor éva oUvolo nxwv, oto omoio Ba oplocoUHE TAPAUETPOUG,
randomizations kat otdnmote Ao Ba pog emétpeme £va Simpletrack Event kai, otn
OUVEXELQ, VO XPNOLUOTIOLOOUUE OAOKANPOo autd to Simpletrack Event wg éva nxntiko
apxeio mouv, pali pe dAAa, Ba amoteAoUV €va HEPOG EVOC NXNTLKOU oUVOAOU (] dAALWG, EVOC
Layer tou Multitrack Editor).

Itnv napakatw dwrtoypadia (Ewkova 3.12) BAémoupe Tic pubuioslg evog Sound Def yia
TOUC NXOUC TWV TIOUALWV TNG OPELVHC TEPLOXNC. MNapatnpoupe OTL £xouv elcaxBel moAAamAQ
oapxela .WAV, ta omnola, onwg ¢aivetal Sefla ota properties, dStabétouv randomization
settings otnv évtaon, oto pitch kat oto kAaBe mote Oa akolyovtal (Spawn Time).
JUYKEKPLUEVA, BEAOUUE VO UTIAPXEL EVA OXETIKA HETPLA-TIUKVO NXNTLKO QTOTEAECUQ, OTOTE
ETAECOE OL NXOL TWV TIOUALWV VA EVEPYOTIOLOUVTOL HECA OE EVOL MIKPO NXNTLKO
«mopabupo» Twv TEeptmou 500-2000ms, svw emumAéov eMAEEQUE va UTTOpouv va
OKOUOTOUV £WG Kal 2 NXOL TOUALWV TaUTOXPOvVA, OFE TEPLTTWON TOU e€vepyormolnbolv
tuxaia 2 Axot pali (Maximum polyphony).
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Ewkova 3.12: To interface twv Sound Def ato FMOD kat ot puSuioeLs yLa to mapdSelyua Twv movAlwy e
OPELVIC TTEPLOXNC

Ambient nyot nepipaiAovrtoc (cuvexeia...)

‘Exovtag Snuioupynoet 0Aa ta Sound Defs pe ta nYntika oakovopota piag (oUykAaG,

umopoUe TAéov va ta tomoBetricoupe otov Multitrack Event Editor mpokewuévou va
oplooupe oOuvoAlkd TNV ouumepldpopd TOUC. [ TOUug NAYoug TNG JouykAog Oa
XPNOLIOTo)ooUE OUVOALKA 4 layers, tpla amd ta omoia Ba xpnoiwpomoinBouv yla
SlapopeTikoug NYoug {wwv Kal €va yla Tov X0 Tou avépou. Ta NXNTIKA opxeia, el6ka
oTtoug Nxoug twv lwwv, dev xpelaletal va eival peyala oe Siapkela kabwg, Adyw Tou
randomization twv Sound Defs, o xpriotng dev Ba kataAafaivel eUKoOAa OTL TTPOKELTAL yLa
AlyooTtd nXnTika assets ta omoia emavaAapBavovtal.

To peyalvUtepo WAV apyeio oe autod to layer eival 1o Forest_day kal mpokettal yia 39
SdeutepOAenta nxnTtikol ambience TpomikoU O6ACOUC, TO OMOL0 XPNOLUOTIOW|COUUE WG
«Baon» yw ta onueia mou to meptBaliov NG lovykAag Ba Bploketal oe nuepnola,
duololoyikn Kataotaon. Na Tov AVeNOo, TO apxeio £xel SLApKeLa 22 SEUTEPOAETITWY, EVW
yla ToOuG UTTOAOLTTOUG AXOUG TwV {WwwVv Ta apxela eival MOAU PLKPOTEPQA, OTWE TOU €VOG i
6U0 beutepoAémTwy, KABWC TPOKELTAL yla PEUOVWUEVA TiTLiopata ) kpavyeg wwv. Xe
TIOAAEG TEPUTTWOELS ToU Oev umopoloape va Bpoupe moAAamAd apxeia pe StadopeTika
{wa, TPOTIUAOCOLE VO TIAPOUUE HILOL CUVEXOUEVN dpaon evOog {wou KOl VA TOUOVWOOUUE
KaBe «Aé€n» tou, kKOPBovtag tnv pe to Audacity, dnuloupywvtag £tol moAAamAd WAV
apxela, wote va SouAéPel kaAUtepa to randomization twv Sound Defs.
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[ jungle_ground

Ewova 3.13: Juvodika ta 4 layers yia to 3D Ambient neptBaAAov tn¢ oUykAag

Itnv nponyoupevn ¢wtoypadia (Ewkova 3.13) mapatnpoupe to nwg Seiyvouv ta 4 layers
HE TO OUVOAIKO NXNTIKO amotéAecpa yla to meplBaAlov tng louykAag. TEAog, elvat
amopaitnto 6e€ld ota properties va ivat evepyomolnpuévo to «Mode: 3D».

Anuloupyila YWV yLa TO TTOTAULOL

Me avtiotolxo Tpomo Ba EpyacTOUE KAl ylot TOV X0 TOU TIOTAMLOU, UE TN Hovn Stadopd

OTL auTO¢ Ba amoteAécel ambient o Kal OXL NXNTIKO YEyovog Tou Ba €XEL CUYKEKPLUEVO
onueio oto mepBariov w¢ mnyn, OMwWE OTn TEPUTTWON UE TOUG Katappaktes. H dtadopa
OVAUECQ OTIC SUO TEPUTTWOELG €lval, 0TL oToug ambient nxouc opiloupe €va «KouTi» 1] pLa
TepLOXN (To MOTAUL) PECA OTNV OMOL0 AKOUYETOL TO CUYKEKPLUEVO NXNTIKO QTIOTEAECUA,
evw ovtiBeta OTav 0 AXOGC TAPAYETAL ATO £V OUYKEKPLUEVO ONUEio (Katappaktng),
ennpealetal Kupiwg anod tnv andéotaon.

Ma Tov AXO TOU TIOTAHLOU XPNOLUOTIooapE Eva nxoypadnuévo ambience anod tn Swpedv
BBALoOAKN RXxwv Soniss.com, Tov omoio eneepyaotnkape mpwta oto Audacity pe Toug
€€N¢ tpomnouc. Emeldn to apyeio ntav mavw and 1 Aentod, XpNOoLULOTMOLCAE HOVO TA TPWTA
10 SeutepoOAemta Kal emMAEOV OXeSLACAUE KOl XPNOLUOTOLNOOUE TO TTAPOKATW equalizer
(Ewkova 3.14), mpokelpuévou va Swoou e Tio Babld utdoToon 0To AKOUCHO TOU VEPOU.
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Ewova 3.14: Anuioupyia evog Low-Pass @IATpou yla éva nxnTiko apxeio VOg moTauLloU

2TN OUVEXELA EEAYAE TO CUYKEKPLUEVO ATOOTIAOMO WG apxeio .WAV kat o€ oAU uPnAo bit
rate kalL To tomoBetnoape otn BLBAOOAKN pe TOUug uMOAoutoug nxoug tou FMOD. Itn
ouvéxela oto FMOD yxpnotuomnotwjooape ta dla templates pe ta omoila prialape kol Toug
umoAoutoug fxoucg TepPBAAAOVTOG. o TeplooOTEPO PEAALOUO OTO TEAIKO QTOTEAECHQ
XPNOLLOTIO | CAUE TNV (Bla TEXVLKNA LE QUTH TTOU avoPEPAUE TIPONYOUUEVWG LE TOUC TPEILS
KATapPAKTeG. ETol Aoutov dnuoupynoape tpla dtadopetika Multitrack events, éva yla
KABe motaut, Ta onoia Stadoponolovvrtal avaloya e To pitch: -3 nuitdévia yla To Jkpo, -5
NULTOVLA YLO TO PECALO KAl -8 NULTOVLO YLa TO Tio BabU Kot PEYAAO TTOTAML. ITNV TTAPOKATW
dwtoypadia (Etkova 3.15) paivetal n dnuioupyia tou multitrack event yla to motaut.

[ enviroment_ambient/3D_ambient/river_big [ river_big

o0 exa

Ewéva 3.15: H emidoyn) twv puduicewv yia éva amd ta 3 MoTAULA TOU XAPTH
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Anuloupyla TOU NXOTOTLOU TNC GITNALAC

Ma tn dnuioupyia Tou nxntikoL meptBarlovtog tng onnAldg dev Ba xpelaoToUE TTAOUGLO

NXNTLKO OUMOTEAECHA, WOTOCO UMOPOULE VO XPNOLLOTIOLOOUE SLAPOPES TEXVLKEG WOTE VA
HETAdEPOUE OTOV TtaikTn TNV aiocBnon tou Oykou tn¢ omnAldg. Onwg eibape eniong oe
T(PONYOUHEVN EVOTNTA, TO HEPOG TNG OTNALAG TEPAAUBAVEL KAl €va NXNTIKO event, OMWG
QUTO TNG MTWOoNG TwV Bpdxwv amo tnv opodr], KATL TOU OUWG amoTeAel one-shot Axo kat
bev mepllapBavetal oto ouvoAlkd ambient Tou Tomiou tng omnAldg. YrnevOuuiletal eniong
OTL 1o TepIBAAAoV NG omnAldg Slabétel péoa otnv CryEngine éva oAlkd Reverb edé, to
omnolo ennpealel GUVOALKA OAOUG TOUG NXOUG O€ QUTH TNV TIEPLOXH.

.....................

Jow osclating dstorton 3

Jorest_richt

e Torplote.
o (08243385 506d-4...

[Water_drops

Ewkova 3.16: Anutoupyia twv layers kot puduiosic yia to nyntiko reptBaidov tng onnAiag

Itn onmnAld Xpnolhomolioape cuvoAlka 4 layers. Ta SU0 mMPWTA AMOTEAOUV TO NXNTLKO
background tou xwpou, pe po xapnAn Bon avépou Kal €va akopa Layer pe pia xopunAn
ouxvotnTa yla va KOAUTITEL TO KEVO. 2TO Tpito layer €xoupe xpnoluomoliosL To ambience
aro tn vuxtepvn meploxn t¢ {ovyKAag, To omoio BEAoupE va akoUyETaL TAPAOPdWEVO,
oav va akoUyetal €€w amod tn onnALd. Mo va To TIETUXOUE QUTO EXOUE XPNOLUOTIOLOEL TO
edé Occlusion a6 to FMOD os cuvbuaopo e To € évtaong. Ito teAeutalo Layer €xoupe
xpnowlornouost o€ €va Sound Def mévte xouc and otayoveg vepou, ot omoieg Sltabgtouv
randomization puBuiocelg yla to pitch, to volume kat to spawn time. Onwg KoL pe TOUG
UTTOAOLTTOUG XOUG artd TG AAAEC TIEPLOXEC TOU XAPTN, XPNOULOTIOLCAUE KOL OTN OTINALA TLG
puBuioelg tou template mou eiyape Snuoupynoel mponyouuévws. To volume edé to
XPNOLIOTIOCOE KAl yla Ta urtoAouna layers, avaloya pe to Tt B€Aoupe va Eexwpllel oto
ToTio TN¢ omnALag, onwg ¢paivetal otnv Etkova 3.16.
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Anpovpyia nyotoniov OaAaccag kot mopaAiog
MpoKelévou va EXoUE Eva GUOLKO ATIOTEAECUA YLOL TNV TTEPLOXN TNE TapaAiag, xpelaletal
0 NXoG NG BaAlacoag va akouyetal o duvatd 600 MANGCLAJOUME TPOG Ta KUMATA Kol

Alyotepo 000 BPLOKOUAOTE TIO MakpPLd. la autdév tov Aoyo Ba dnuioupyriooupe Suo
Sladopetika multitrack events, éva yla tnv o amoPAKPUOUEVN TIEPLOXT TNG TtapaAiag Kal
€va Lo TOUC AXOUG TWV KUUATWV.

Xpnowuomnotwjoape Vo nxoypadnoelg anod ambience wkeavol anod tn dwpedv BLBALOONKN
Sonniss, pla yla ) kaBe nepiotaon. Eneldn ta apyxeia Ba nailovv o emavainyn, dev eivat
amopaitnto va eival peyaAo o€ SLAPKELO KAL VLA AUTOV TOV AOyo «KOPaUE» amod tnv KABe
nxoypadnon €va anoomnacpa Twv 25 pe 30 deutepoAéntwy, dnpLOUPYWVTAG £TOL, HE TO
Audacity, dVo Sladopetika apxeio nxou. MNa eukoAla, Ta apyeiad AUTA T OVOUACQE
«beach_ambience_far» kol «beach_ambience_close».

File Edit View Transport Tracks Generate Effect Analyze Help

6) 4 . %) 6 PY | T = @ | L7541 4845 42 JCickto Start Hontoring b1 15151256 OHU ) L5754 51 45 45 4239 Po-30-27-24 2185128 6 307
| 2 = k : = = S T T T =
s de deded S plel k[l p 54 o Ju[m@mw] (] & 2[e[[L[[»]io

- Windows WAS/ v | S Speakers (Realtek High Def |2 (stereo) Recor | 4) |Speakers (Realtek High Def ‘

Ewkova 3.17: EmiAoyn nyntikoU amoonaouatog 25 Ssutepoentwy yla tn Snutoupylia apyeiou fxou yla thv
nieptoyn ™n¢ dadaocoag

Itn ouvéxela Snuioupynoape duo véa Multitrack Events oto FMOD, pe TIC OVOUQGLEC
«beach_close» kal «beach_far». Ta events autd Ba €xouv Suo povo layers, éva yla ta Vo
WAV apyxeia mou dnuovpynoape anod to Audacity kat éva deutepo layer pe nxoug yAapwv
Tou €xouv tomoBetnBel mponyoupévwg os éva Sound Def. MNa toug Axoug Twv YAdpwyv Ba
oKoAouBricoUpE TNV (8la TEXVIKA KOL ME TO TponyoUueva mapadeiypata. Oa
XPNOLLOTIOL|OOUE GUVOAIKA 4 UIKPEC ekdpAoceL yAdpwV Ta omola Ba elcaxbouv oe éva
Sound Def, £t0L wote va xpnoLUonoltooupe oplopéva randomizations, mplv elcaxBolv oto
Seutepo layer tou Multitrack Event. Itnv mapakdtw ¢wrtoypadia (Eikova 3.18) PAEnoupe
TG puBbuioelg mou €xoupe opioel oto Sound Def twv yAdpwv (beach_birds).
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B Sounds fi#) beach_birds

u Display randomizationin: ' Percentage Weighting u n

Sound Play Percel Propert

ﬁ animals\birds\seagull_01.wav 25.00% beach_birds
Play Mode Random No Repeat

animals\birds\seagull_02.wav 25.00% o

ﬁ animals\birds\seaqull_03.wav 25.00% Volume Randomization -4

animals\birds\seagull_04.wav 25.00% Pitch 0

Pitch Randomization 3

Pitch Randomization Behavior [Randomize Every Spawn

Spawn Time [4991, 10533]

Play Count 0

Maximum Polyphony 2

Trigger Delay [0, 0]

3D Min Position Randomization |50

3D Max Position Randomiza... |100

Notes

Ewkova 3.18: Torto9tnon 4 apyeiwv Ue «ppaoeic» yAdpwy, yia ™ dnutoupyia Sound Def yia tnv meptoxn tng
Jadaocoac

Ot yAdpol Sev elval amapaitnTo va akolyovtal TIOAU cuxvA Kol ylo auTo €XOUME oploel va
yivovtal spawn €wg kal SUo ¢paocelg, péoa os éva mapdBbupo 5 éwg 10 SeutepolémTwy.
Eniong opioape randomizations yla pitch kat volume, aAAG kat emutAéov 3D randomization
yla amootaoelg avapeoa ota 50 kat 100 pétpa. To tedeutaio Ba BonBriost W8laitepa waote
ol YAdpol va akoUyovtal cav va Bplokovtal Hakpld. Itnv napakatw pwrtoypadia (Etkova
3.19) BAémou e nwG eloayou e to sound def kal Tov Ao Twv KUpAatwv ota dVo Layers Tou
Multitrack Event. OL puBuioelg Twv epé mapapévouv ol (SLEC PE QUTEC TWV UTIOAOIMWY
templates, evw povo yla to event «beach close» yaunAwoape Alyo tnv €viaon Ttwv
KUMATWV e €va volume effect.

B enviroment_ambient/3D_ambient/beach_dlose = [® beach_dose

Ewkova 3.19: Ot puBuioeic twv 2 layer otov Multitrack Editor, yia tn dnutoupyia tou nyntikou neptBaAiovroc
™m¢ adaocoag

TéAog, emeldn oto nxotomio tng mapaAiag €xoupe SUo SladopeTkA akoUoUATA, AUTO
onuaivel OtL apyotepa, KOTA TNV TOomobEtnon Twv Axwv, Ba mpémel va oplooupe dvo
SlapopeTIkEG IEPLOXEG (shapes) oTig omoieg Ba akoUyeTal To KABe £va, kATl mou Ba Sovpe
TIo avaAUTIKA oto KedaAawo 4.
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Anuoupyla nYotoniou ouixAnc

ITO NXOTomio TNG OUIXANG €MBUUOUUE va TIETUXOUME TNV NXNTIKNA QMOTUTIWON €VOC TILO

npepou meplBallovtog louykAag, Oupilovtog apketd vuxtepwo TeplBallov. To
OUYKEKPLULEVO NXOTOTIO EKTELVETAL OTNV (6la €KTaoN e TO €P€ TNG opixANnG (BA. avtiotowxn
gvoTnTa) Kal mepAapBAVEL KaL TO CNUELO 0TO omoio Ba akoUyeTal N TPOTLKN Katatyida. 2to
FMOD xpnotpomnotijoape to 3D Template mou €xoupe SnULOUPYNOEL OO TIPLV yLa OAOUG
toug 3D Ambient Axou¢ kal emumAéov dnuloupynoape €va véo MultiTrack Event pe tnv
ovopaotia Mist_jungle oto omoio Ba sloaxBouv oL AxoL. Oa xpnowlononbouv cuvoAka 4
layers pe nxnTtikd events: To mpwto layer amoteAeitatl anod 1o NXNTKO apyeio forest_night
Kall TipOKELTaL yla ambient nxoug wwv Bpadivig wpag (omwg tplldvia). To CUYKEKPLUEVO
Layer Ba eivat o duvatd anod ta urmolouna, kabwg emBupoU e va Eexwpllel 0TO nXoTOTTO
Kal yla auto €xoupe B€oel €va Volume Effect mepimou oto 80% tng évtaong. To deUtepo
layer amoteAeitat amdé ambient pouowkny (Hollow _drone 001) kot é£€xet eloaxBOet
TIPOKELUEVOU VO SnULOUPpYNROEL atuoodalpa OTOV aKPOATH, OE CUVOUNCOUO HE TO OKOTEWVO
niepBarlov rou dnuLoupyel To edp€ TNG ouixAnc.

[ enviroment_ambient/3D_ambient/Mist_jungle

[ on —lomarsms |
[Cisre=s finees B

Ewoéva 3.20: O puBuioeis twv teaoapwv layer atov Multitrack Editor, yia tn dnuioupyia tou nyotoriov tne
ouixAng

To tpito layer mep\appavel tov avepo (Cave wind) pall pe éva edpé €vtaong mou TO
HELWVEL oxedov oto 20% tng €vtaong tou. To teleutalo layer meplhapBavel €va cuvolo
oo KPOUYEG HaloUSwy, oL oTtoleg €xouve amoBnkeutel vwpitepa wg Sound Def kal €xouv
xpnowlornownBel emiong Kal otnv MEPLUTTWON Tou nxotormiou tng umoAownng {ovykAag. H
Slagpopa edw eivail otL xpnotpornololpe 1o (6o Sound Def aAAd oe TOAU WUIKPOTEPN
€vtoon, mepinmov oto 40%, MPOKEWWEVOU Vo SWOOUME TNV evIUTwon tng amnootaong. O
OKOTIOG TOU NXOTOTIOU TNG VUXTEPLVAC OUIXANG €lval va AMOTEAECEL TOV MIPOAYYEAO €VOG
aA\ou peyaAutepou event, OMwE tTNG TPOTIKAG Katalyidag mou Ba akoAouBroel otnv
nopeia. TéAog, péoa otnv Cry Engine €xoupe tomoBetroel otn Stadpoun tng ouixAng kat
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oplLopEVOUC Eexwplotol nxous wwv, wg Sound event spots, OMWG TOUG NXOUC TWV
Batpdxwv TOU £XOULE XPNOLUOTIOLAOEL KAL OTO TAPASELYUa Tou uSATVoU nxotormiou (BA.
avtiotolyn evotnta).

Anuoupyla YWV MLOC TPOTILKAC KaToyidol

ITO ULOO TEPLMOU PEPOC OO TO CUVOALKO NXOTOTIO TNG OWiXANG, €XOUUE TOTOBETNOEL TO

edE€ pLOG TPOTUKAG KaTalyidag. Ikomog edw gival To MPONYoUUEVO NXOTOTO TNG VUXTEPLVAG
OUiYANG va ouvuTApXEL PE TNV Katolyida Kol ylia autdov tov Adyo ta dUo ambiences
ouvnyoLv. Onwc¢ eivat puoikd n katalyida MPEMEL va ETUKOAUTITEL € PeyaAo Babuo toug
UTTOAOLTTOUG NXOUG, KOl yla auto €xel oploBel va akouyetal mo Suvatd. H katatyida
6l00étel to &ikd NG MultiTrack Event oto FMOD pe tnv ovopaoia Jungle_rain kat
niephappavel 2 layers. Ito mpwto neplapPfavetal to Ambience amnd tnv nxoypadnon pa
TPOTIKNG Bpoxng, Le TNV ovopaoia Tropical_rain2 kot oto SeUTEPO €XOUUE SNULOUPYNOEL
€va Sound Def pe toug nxoug kepavvwyv. To cuykekplpévo Sound Def meplapPavel tpia
NXNTKA apxeia WAV pe kepauvoug, ta omoia €xouv dnuiloupynBel and éva peyoAUTepo
opxeio, kOPovtag Tpeic KEpauvoUC CUVOALKA UE Tn xprion Tou Audacity. Ta tpla auta WAV
apxela Stabétouv tig €€ng pubpuioelg oto Sound Def tou FMOD: Pitch Randomization=6,
Spawn Time=8000-15000, Maximum Polyphony=1, Min-Max 3D Distance=100-500.

MapoAo mou €xoupe Alya apxeia yla Toug Kepauvoug, opilovtag éva pitch randomization
ota 6dB amo ta properties tou FMOD, katad€pvoupe va Ta KAVOULE va. akolyovTtal KABe
dopd apketd Oladopetikd. EmutAéov, TO pEYAAO Xpovikd Tapdbupo oto omoio
EVEPYOTOLOUVTAL OL KEPOUVOL, HELWVEL APKETA TNV €MOVAANYPN KOTA TNV EPUTAAVNON TOU
XPNOTN OTN CUYKEKPLUEVN TEPLOYXN). TN cuvEXeLa To Sound Def TwV KEPAUVWYV ELCAYETAL OTO
bevtepo Layer tou Multitrack Event mpokelpuévou va dnuoupynBel cUVOALKA O NXOG HLOG
TPOTUKAG Katalyidag, omwe paivetal Kot 0TV MAPAKATW ELKOVA.

Ewoéva 3.21: Anutoupyia nywv Bpoxng, o cuvduaouo UE KEpaUVOUG, ot 2 éeywplotd layers
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Anuoupyla NYOTOMIOU CELGULKAC S0vnonC

la to nxotomio oto omoio Ba AdBeL xwpo TO yeyovog TOU OELOMOU, OKOMOC €ival va

SWOoOoUUE TNV EVTUTIWON TNG AVOOTATWONG OTO NXNTIKO amotéAecpa. Emeldn to yeyovog
oupPaivel oto emimedo tng loUykAag, AUTO onuaivel OTL oL AXOL Twv TOUAlwvV Ba
TIAPAUEIVOUV OE WLKPOTEPN EVTIAOHN, EVW ETUMAEOV £XOUME TIPOOOECEL KATIOLO ETTAEOV
layers oto FMOD. XuvoAikd Ba xpnowuomnolnBouv 5 layers oto FMOD. To mpwto amnoteAel
TOUG NXou¢ twv TouAlwv tN¢ fouykAag (forest_day) mou €xeL xpnowuomolnBel kot ota
nponyouueva mapadeiypata. To Sevtepo layer amoteAel €va kawvoupylo Sound Def pe
Axoug Sladopwv {WwvV, OMWE MAIHoUSWY Kol TPOTILKWVY TTOUALWV. Ta properties o€ auto To
sound def €xouv puBuLoTEl pe TETOLO TPOTIO WOTE Ta {wa Vo akoUyovTal Tio cuxva (Spawn
time = 1000 pe 2000ms), to €va mavw oto AdMo (Polyphony = 3), pe emutAéov
randomizations oto Pitch (3dB) kat oto Volume (-5 dB). To emouevo layer amoteAel tnv
OVaTTOPAOTACT EVOC TAPAKOUVAUATOC XOAUNANRG oUXVOTNTOG TToU BEAOUE VO OKOUYETAL OE
adplotn KatevBuvon o OAn TNV Teploxn. lMa autov tov AOYOo HMOPOUHE va
XPNOLLOTIOL 00U E oo ta apxeia twv Sound Defs mou €xoupe AdN, 0w elvat oL AXOL Twv
Bpadxwv mou mépTouv otnV (0060 TNG OTINALAG.

H novn enegepyaoia mou Ba xpelaotel va mpooBéooupe and to FMOD, eival éva Pitch g,
TO omoio To pubuiloupe ota -34 nuITOVIA. AUTO KAVEL QUTOUATWS TOV X0 MOAU 1o Babu
oAAG Kal Lo apyo, Sivovtag tnv evtUTIwaon OTL TPOEPXETAL OO PEYAAN OIMOCTACN, OO KATL
HEYAAO TtOU KLVE(TOL.

fi#) earthquake_animals

Ewkova 3.22: Anuioupyia nywv {wwv o€ avaoTATwon, ano ta (SLa apxeia nyou, TPoKeUEVOU va eéouolwIel To
NXNTLKO ATTOTEAECA EVOC OELOUOU

T€Aog, To emopevo Layer xpnolpomoleitol and tov avepo (to (dlo apyeio nxou He TO
napadelypa tn¢g unodownng {ouykAag), evw wg teAeutaio layer éxoupe mpooBEaeL nxoug
TMOUAlWV TIou Tetdve. o To TeEAeutaio xpnoluomowndnke é€va apxeio nxou povo
(birds_flying), To omoio ewonx0On wg sound def, pe Spawn Time ta 4 sec, Trigger Delay ta 10
sec Kkal pitch randomization ota 3 dB.
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NpooOnkNn NXNTIKWV EPE yia KAELGTO TOUVEA

‘Eval akOun nxotorio mou BploKeTal 0TOV KEVTIPLKO SpOUO, Elval AUTO EVOC TETPLVOU TOUVEA.

2TO CUYKEKPLUEVO EMOUPOUE VO akoUyovTal oL fxoL tn¢ {oUyKAQG KOTA TNV NUEPA, OUWG
ue évtovo reverb ed€, To omolo, OTWG KaL 0Tn MEPLMTWON TN onNALAG, Ba To mpooBéooupe
Héoa amo TNV pnxavn ypadikwv. Mnyaivovtag ota Objects > Sound > ReverbVolume,
UMOPOULE VA TOMOBETHOOUUE TO OuyKekplwévo Object oto meptBdAlov kol va TO
ouvdéooupe pe to Shape tou mepdopatrog. Autd onuaivel 6tL, OAoL oL fxot mou Ba
okolUyovtol Héoa auth Tn meploxn, Ba emnpealovtal and 1o Reverb. To ouykeKplUéVo
Reverb &laB&tel Aiota pe Stadopa presets kat £xel emhexBel to Corridor_Narrow.

ErutAéov, €xoupe dnpoupynoel éva Eexwplotd MultiTrack event oto FMOD, pe 3 layers,
TIPOKELUEVOU VA UMOPECOUUE VA TIPOCOECOUUE opLopéva eDE oTOUG OGN UTAPXOV NXOUG
™G JoVyKAaG. ZKOmMOG 6w €ival va SWOOUUE TNV EVIUMWON OTL oL fXoL Slamepvouv Eva
UALKO, omote Ba xpnotpomnotjooupe to ep€ Occlusion, yia ta Layers Twv YWV TwV MOUALWV
KOl TwV paipoudwy. EMUmA£wy Ba XpnoLLOTOL|COULE Kal Eva eh€ EVTAoNC YLO VO OPLOOUUE
ToLloL Yot Ba akouyovtal o duvata amno, ONMwc alveTal oTnv mopakatw Ewkova 3.23.

[ enviroment_ambient/3D_ambient/tunnel_ambient = | [ tunnel_ambient

Ewkova 3.23: Xprion Occlusion e@é yLa To nYoTormio Tou METPIVOU TOUVEA
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ErunAéov Rxot {wwv
Méoa oto meptBailov €xouv mpooteBel kKal oplopévol AGANOL oL XOL OL oTtoloL Sev €xouv va

KAVOUV UE eviaia nxotomia, aAAd e CUYKEKPLUEVEG NXNTLKEG TINYEC. TETOLOL NXOL Elval ot
KOUVOUTILWV KOl EVTOUWYV TIOU TETAVE (Kupiwg yla to meptBaAlov tng {ouykAag), aAAd Kot
nxot Batpdaxwv yla to meptPBarlov Omou undapxel vepo. Ta onueia auvtda Ba tomoBetnBolv
OUYKEKPLUEVO O€ HEPN ATO TA oMol EVOEXETAL VAL TIEPACEL O XPROTNG.

MNa t dnuoupyia toug ptiaape Suo SimpleTrack Events, éva pe tnv ovopacia «bugs» Kot
€va He TNV ovopaoia «frogs». Mo To MPWTO XPNnollomnolioape dU0 apxeio e AXOUG amod
HEALOOEC KoL KouvouTila, VW TipocBEoape kat randomization +/- 3 nuutoviwv oto pitch. 3¢
avtiBeon pe to eMOpEVo MAPASELYHA, Yla TOUG SUO AUTOUG HXOUG EXOULE XPNOLUOTIOLHOEL
Vv enloyn «Successive Loop», KATL TTOU ONUOLVEL OTL, OTOV TIEPACEL O TALKING QMO TO
OUYKeEKPLUEVO onpelo, Ba maifel tuxaia €vag amod toug SUo NYoug, Xwpig va uTtapgel
enavaAnyn (loop). Ztnv napakdatw dwrtoypadia (Etkova 3.24) BAEmMoupe To WG daiveTal
TO ouyKekpLUévo SimpleTrack Event yla Toug XOUC TWV EVIOUWV.

& enviroment_ambient/Animals/bugs

Playlist Playback Options Build Options

Sound

Bees_01.wav Playback Mode Bank

Oneshot

so00% MOSQuito_01.wav Repeating Loop Resampling
Play Count e Off

Automatic

susment— 100% @)

Fixed

® Successive Loop

samplerate 48000 Hz (@)

Playlist Options

Playlist Behavior

® Random Shuffle Sequential

Jis= i}
Sound Randomization |_useresciote o ambent |
e

Ewkova 3.24: Anutoupyia evog Simpletrack Event Stapopouc nyoug eviouwv

M TOuG AXOUG TWV BATPAXWV XPNOLLOTIOL|COLE TIEPLOCOTEPO ApPXELX XOU, £TOL WOTE va
elval mo tuyaio to amotéAeopa, kabBwg Ba xpelaotel va opiooupe va mailouv yla AmMeLpo
XPOVIKO Sldotnua. Auth tn dpopd xpnoldomnolioape tnv Granular puBuion yla emavaindn
Kal oploape €va mapaBbupo amo mepinou 2 dsutepolenta péxpL 10 deutepolenta (Grain
Interval), p€oa ota omoio PmopoUV va NXHOOUV TAUTOXpova £we Kat 2 Batpayta (polyphony
= 2). Téhog xpnouomnotnoape randomization oto pitch twv +/- 6 NUITOVIiWY. TNV MOPAKATW
dwtoypadia (Eikova 3.25) pmopolpe va SoUpE WS Seixvouv GUVOALKA Ta OpXEla Kal oL
puBuioelg yla ta BatpadyLa.
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Sound Defs

[E enviroment_ambient/ Animals/frogs

> =

Playlist Playback Options Build Options

Sound
frog_01.wav Playback Mode Bank
Oneshot enviroment
frog_02.wav Repeating Loop Resampling
paycom oo ff ® off
Automatic

frog_03.wav
0g_{ Successive Loop

n
frog_04.wav 100% .
Queu
frog_05.wav o Granular mpieRate 48000 Hz (@)
Gean nteral
Iy o
| Damsostmcefon ]

frog_06.wav
|2 atonstnce.. [ssssieins |

Polphony 2 O

w w0 §

Playlist Options

Playlist Behavior
® Random

unds to be repeated

Allow sile be repeated

Sound Randomization

Atsouation 0dB ( )

Ewkova 3.25: Anutoupylia Simpletrack Event yia tn dnuiouvpyia randomize fnywv Batpaywv
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Kedalaio 4: TomoBEtnon twv AXwv péca otn Cry Engine 3

Ye moAAQ peyaAa studio kat projects, mpoketpévou va tonoBetnBolv o éva meplBaiiov ot
nxoL mou €xouv dnuloupynBel péoa amd mpoypdupota 6nw¢ to FMOD, amatteitol pla
emumAéov eldIKOTNTA, OMwG autr tou Audio Programmer. ZuviBwg xpelaletol KoAn
emowwvia avapeoa otoug Sound Designers kat Audio Programmers evog project, kaBwg
kal ot dUo eival unmevBuvol yla to 100% tou NYNTWKOU amoTeEAECUATOC €VOG TitAou. Mla
Sladopd avapeoa otoug dVo eival, O0tL 0 audio programmer TPEMEL VA EXEL YVWOELG TNG
unxovng ypadlkwv otnv omoio avamtuoosTal To project, evw o sound designer oOxL
anopaitnta. NPOoKeWWEVOU VoL UTIAPXEL KAAUTEPN ETLKOWVWVIO OVAUECO OTOV TEPAOTLO OYKO
TWV NXNTIKWV event Kal TWV TAPAUETPWY TIOU UIMOPEL va UTTAPXEL O€ VAl LOVO apXELO TOU
FMOD, unapyxel n duvatotnta o sound designer va ypaeL oplopéves onuelwoels (Notes)
1000 oto Event Group oto FMOD, 6co kat oto kaBe Multitrack 3 Simpletrack Event
Eexwplota.

Mpokelpévou va Stafaocel n Cry Engine to apyxeio mou avamtuéape MPONYOUUEVWG OTO
FMOD, mpé£mnel va To TonoBeTicoupe péoa oTov pAakeAO e Ta umolouta sound assets TG
HUNXOVNC. TN CUYKEKPLUEVN epyacia £xoupe Snuoupynoel SUo pakEAOUG, Evav yla TOUG
ambient xou¢ kKat aAAov €vav yla Ta UTtOAoUTa NXNTLKA events (OTWE KATOPPAKTES K.a.). Ot
dakeloL autol Bpiokovtal oTIG MOPAKATW TOMOBETIEC:

Ambient nxou:

« Cry Engine 3\GameSDK\Sounds\PTYXIAKH_sounds\enviroment_ambient»

YrtoAounot nyot:
« Cry Engine 3\GameSDK\Sounds\PTYXIAKH_sounds\waterfalls»

Onwg elmape Kal mTPONYoUPEVWG oTNV apxn TNG evotntag yla to FMOD, npémnel péoa otov
televtaio ¢pakelo, To build apyeio va €xel to i6to dvopa pe tov dpakero. Etol, Ba Bpoupue
uéoa ta apxela «enviroment_ambient.FEV» xal «waterfalls.FEV» avtiotolxa, ta omnoia
elval autd mou Ba «StaBace» n punxavn ypadkwv. MPOKELUEVOU VA OPIOOULE TOV XWPO
mou Ba akolyovtol autol oL AxoL, ultapxouv SLadopeg TEXVIKEG, avaloya Kol pe tn duon
Twv AXwv. MNna toug ambient fxoug ({ouykAa, MOTAULA K.T.A.) UTTOPOUKE VA OplOOUUE Lo
TLEPLOXN OTnV ormoia Ba akoUyeTal HoVipwE To KaBe nxntiko background, evw yla GAAeg
NXNTIKEC tNYEC Ba oplooupe éva onpeio oto mepLBAAov.
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TonoB€étnon twv Ambient NYwv

Ma tv tomoBEtnon twv ambient RYwv MPEMEL va SNULOUPYNOOULE TOV XWPOo Tou Ba

OKOUYETAL 0 KABE rxog, xpnowlomnolwvtag ano ta Area Objects to «Shape» (Objects > Area
> Shape). Autd 10 epyaleio pag Sivel TNV SuvatoTnTa VO OPLOOUUE WLl TIEPLOXH OTO
nieplBarAov, omoloudATIOTE OXAUATOC KO, OTN CUVEXELD, VA CUVOECOUE OE QUTO TO oYM
KAmoLa WbLotnta. ITnV mePLmTwon tou nxou, Ba emAé€oupe va To oUVOETOUUE €va AAAO
object yla tov (xo, To «Ambient Volume» (Objects > Sound > AmbientVolume). Ta. oxrjpota
oTnV Mepintwon evog eEwTePLKOU TEPLBAANOVTOC, UMOPEL va £XOUV AKAVOVLOTO CXNUA, TO
omolo €xoupe Onuloupynoel onuelo-onueio (Slvetat emiong n  duvardotnia va
HeTaBAaA oupe ta onuela autd otn Topela, o MePIMTWON TOU TO TOTio MOG aAAAEEL
OXNUA), EVW UTIAPXEL aKOPO N SuvatdtnTa va XPNOLUOTIOLICOUUE ETOLUO OXNUATA, OTIWG
TETPpAYwWvVA 1 TapaAANAOypapa, OTN TIEPITTWON TIoU €XOoUE ambient xoug Swuatiou.

Mta eTmA€oV AEMTOUEPELD TIOU TIPETEL VA TpooexOel elval Ta oxAuata autd va KOAUTITOUV
0AOKANpPN TN Meploxn otnv omoia Ba pnopouoe va Ppebel o xpriotng oto neptpariov, £tol
WOTE VA KNV UTIAPXOUV NXNTIKA KEVA. ITNV mapakatw Pwrtoypadia (Etkova 4.1) PAEnoupe
TO WG UMTOPOULLE VOL OPLOOULE TETOLOU 160U TIEPLOXEC O€ €va TOTiO.

Ewkova 4.1: Xprian tou epyaleiou “Shape”, yLa Tov 0ploud Twv SLa@OoPETIKWY NXNTIKWV TOTiwYV

Adbtou SnuULoLpPYNCAE TOUG XWPOUG Yyl Tou¢ ambient Rxoug, To emodpevo Brpa eival va
Toug ouvbéooupe pe ta sound objects. Ta OCUYKEKPLUEVA QVTLKEIMEVA HMTOPOUV va
tomoBetnBolv omoudnmote oto meplBaiAov, apkel va yivovtat link pe kdmoiwo shape.
MPOKEWWEVOU VA TO KAVOUME OUTO, TPETEL va TAUE ota «Shape Parameters» Kol va
EVEPYOTIOLNOOUME TNV EMAOYN «pick». TN oUVEXEL TIPEMEL va eTUAEEOUE To sound object
To omoio BéAoupe va ocuvdécoupe oto oxAua. XIto emopevo mapadeyua (Ewkova 4.2)
BAEmou e twg Seixvel o cuykekpLevn dladikaoia ya tov ambient Axo tng LouykAag.
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Ma va eivat o eUKoAn N epdavion Twv oXNUATWY o€
éva meplBallov, emAé€ape emiong TNV emloyn
«DisplayFilled», To omolo yeuilel pe xpwpa oAOKAnpo
TO OXNHA, KAVOVTAG TO va poLalel Ue Toixo. EmAEEaue
eniong koL amd éva SladopeTKO XpwHaA yla KABe
OXNUQ, £T0L WOTE va EeXWPLEL N YO TIEPLOXN UE TNV
GAAN, OTWG Lo TTAPASELY A TO TTPACIVO XPWHA YLA TO
shape tn¢ LouykAag. Emiong, upwoape apkeTd OAa ta
OXNUOTA, £€TOL WOTE VO UMOPOUUE VA EPYACTOUUE
ano HeyaAn amootoon oto mepBaiiov, alAd Kal yla
va kaAludpBolv ta omoia keva mou TBAvVWG va
UTIAPXOUV. AUTO Onuaivel OTL T oOxAUata Oev
€KTE(VOVTAL HOVO QPKETA TAVW oo To £€6adog, ald
Kol KATW oo auTo.

Ta «AmbientSound» objects Ta omola ouvb€ovtal e
TO KABe oxNUa elval KoL AUTA TIOU HOG ETITPETIOUV VAl
doptwooupe Ta apyxeia nxou tou FMOD. Qotdoo pag
adrvouv va KAVOULE KOl OpPLOMEVEG pubuioelg mou
EMNPEAlOUV TO GKOUOMO TWV HYXwv, OnMwg va
oplooupe tnv anootacn tou fade-in kat fade-out mou
Ba akoUyovtal Tiplv eloéANBoupe kal eE€ABoupe amod
€vav TETOLO XWPO ovtiotolxo. TNV TOPAKATW
dwtoypadia (Ewkova 4.3) BAEmoupe to Mwg Seiyvel
éva Sound AmbientVolume Object otav eival
ouvdedepévo He MLl TEPLOXN, EVW aplotepd
UTOPOULE VOL OPLOOUIE TIC TTOPAUETPOUG TOU.

H mnopapetpog «OuterRadius» €xeL oplotel ota
20uETPpa, KATL TTOU CNUAiVeEL OTL TO NXNTLKO Tormio Ba

<No Custom Material >

Area: EI: MinSpec: All

Shape Params

Shape Parameters
Num Points: 88

Edit Shape
Use Transform Gizmo

Reverse Path Split

Reset Height

Target

Pick Remove Select

Double-Click to Select

Eikova 4.2: Ot TapaUeTpOL TOU Epyareiou

llshape”

ektelvetal yla 20 pETpa €Ew OO TAL OPLAL TOU CXNUATOG TTOU £XOUUE OPLOEL, SNULOUPYWVTAG

€tol éva fade-in kal fade-out edp€, mou kavel To Eekivnua Tou NXOU AlYOTEPO QAMOTOMO. 2€

aA\a oxruata €xoupe opioel SladopeTkO VOUUEPO OTNV avtiotoln pubulon, omwe otn

neplmtwon 1t omnAldg (OuterRadius = 5). EmutAéov mpémel o NHxo¢ va eivat

gvepyomolnpévog (emhoyn «Enabled») kot TéAOC vo €mIAEEOULE TO NXNTIKO asset mou

£€XOULE SNULOUPYNOEL ATO TNV TTAPALETPO «Name».
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Ewkova 4.3: 50vbeon evoc AmbientSound Object e uta mepioyn (Shape)

Matwvtag emavw otnv napapetpo Name pmopoupe va avoifoupe tov Sound Browser péoa
otov omoio Ba Ppolpe OAa Ta NXNTIKA Oopxela Tou €xoupe Snuoupynoel pe to FMOD.
Mapatnpoupe emiong, onwg ¢aivetal kat otnv Ewkova 4.4, 6t n CryEngine avayvwpilet
QUECA KOL TLG TTOPAUETPOUC TIOU EXOULE OPLOEL YL TO KABE apXELO, OTIWC OTO CUYKEKPLUEVO
napadelypa Pe Tov NXo tg {oVyKAOG KOl TNV MAPAUETPO «spread». Mag Sivel emiong t
SuvaTtoTNTA VA KAVOUWE preview To NXNTIKO QmoOoTaou, HETABAANOVTOC OE TTPAYUOTLKO
XPOVO TLG MaPAPETPOUG, TIPLV TG TomoBeTrioou e oto sound object.

I_Iat(thaq « OK» u.T[OpOL') IJ.E va W Sound Browser
TOTIOOETAOOUUE TO OpPXE(O TIAEOV OTO [RENmusi
nmepBAAOV, KATL TIOU onuaivel OTL, b oK

kdBe dopd mou Ba ewENBoupe oto Cancel
npacwo oxnuo Ba evepyormoleital o Auto play

. . . ¢ Play
ambient NXO0¢ «jungle_ground»,

Browse File...

gxovtag é€va fade-in/ fade-out 20

Refresh

HETPWV OMO Ta Opla TOU OXNUATOG.
AUTO £miong onuoivel OTL OTa OpL TWV : myesd
OXNUATWV UIMOPEL va KOUGOUE AXOUG oo 000
oo 6Uo SladopeTkA NYNTIKA ToTtia,

KATL OLWG TIOU €lval Lo peaALOTIKO OTO

GKOUOMO OO TO VA UTIAPXEL QUECN
Ewéva 4.4: Eloaywyn twv apxeiwv fxwv tou FMOD oto Sound

Slakormr evog nxou.
d X Object tn¢ Cry Engine 3

Elval emiong edpiktd péoa Og pLa TIEPLOXA VA UTIAPXOUV KAl ETLMTAEOV OXNUATA UE AAAOUG
ambient xoug, onw¢ cupBaivel oto MEPLBAANOV LA LE TOUC HXOUC TWV TPLWV TIOTOHLWV.
Ze autn TNV Tepimtwon €xoupe Snuloupynoel tpia dadopeTikd oxnuata ta omnola
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ouvbéovtal pe tpla Stadopetika sound objects, €éva yla KABs MOTAUL ETO CUYKEKPLUEVO
nieplBarlov, 6tav o maiktng MANCLACEL KOVIA OTNV TIEPLOX) TOU TTOTAULOU, Ba akoUOoEL TOGO
TOV NXO TWV TIOUALWV amtd TO YEVIKOTEPO TeEPLBAAAOV, aAAd Kal TOV X0 Tou ToTOpLoU. H
pUBuULoN tou OuterRadius €xeL oploBel edw ota 20 PETPA, £TOL WOTE O YOG TOU VEPOU va
QIMOKAAUTITEL VWPLTEPQL OTOV TAKTN TNV TomoBeoia tou motapol. Mapakdtw (Ewkova 4.5)
BAEmoupe mw¢ deixvouv oto TEPBANAOV TA OXAMOTA TIOU €XOUME €TUAEEEL yla Ta Tpla

TOTAMLAL:

Ewkova 4.5: Anuioupyia Twv oxnuatwv (shape) ylo ta NynTLkd Toria Twv 3 KATOPPAKTWY

TEAOG, UE TOV (610 TPOTIO EPYACTAKAUE KOL YLOL TOL O AT TWV UTIOAOUWVY ambient tomiwv
TOU XAPTN, OMWC AUTA TNG OMNALAC, TNG TapaAiag, Tou ¢OwomwpLvou TOMoU Kol TOu
Bouvou.

TonoB£tTnon NXWV KOTAPPAKTWV

Mo va TOMOBETHOOUE CUYKEKPLUEVEG NXNTIKEG TINYEG eV XPELATETAL VA OPIOOUUE KATIOLO

neplBaAlov i oxnua, aAAd va oploOUUE TNV TNyr TOU NXOU KAVOVTOG XPrnon evog aAAou
sound object, tou «SoundEventSpot». Ta OUYKEKPLUEVA ONUEia UMOpoUUE va Ta
TOMOOETAOOUUE OTIOUSATIOTE, UE TOV NXO va eMNpeAletal MAEoV amod TNV andotaon Tou ToU
€Xoupe opioel. H emloyn Tou nXNTIKoU apxelou ylveTal e TAPOUOLO TPOTO, OTWE KAl TNV
evoTNTa Ue TOUG ambient Axouc. MNapakdtw (Etkova 4.6) PAETOUUE TO WG UITOPOUUE VA
oplooupe TNV TNYH NAXOU yla TOUG KATAPPAKTEC, TtomoBetwvtag to SoundEvenSpot
OVTIKELLEVO TIEPLTIOU OTO KEVTPO TOU KABE KATAPPAKTN.

H povadikn tpomormnoinon mou €XoUEe KAVEL oTa properties Tou object eival oto Radius, T0
orolo to €xoupe BAAeL va Talplalel pe To radius Tou apxeiou Tou €XOUE SNULOUPYNOEL OTO

84



FMOD. lNoa Tov TIo JIKPO KATAPPAKTN, BAEMOUUE OTL UTIAPXEL £VOL LEYLOTO OMOCTACNG TWV
50 pétpwv, péoa ota omoia EEKWVAEL va aKOUYETAL O NXOG, 0 omoiog Suvapwvel 660 o
naiktng mAnolalel otn nnyn. Me tov (6lo tpémo Ba epyacBoupe yla va Tomobetriocape oto
TePLBAANOV TOUC AXOUG KaL TwV UTIOAOLTWY SU0 KATAPPOKTWV.

u g
a

| {clcteial )

Ewéva 4.6: TomoO€tnon evog SoundEventSpot Object 0To KEVTPO, yLa TOV 0PLOUO TNG NXNTLKNG TPOEAEUONG
EVOC KATAPPAKTN

TonoB€Tnon LEULOVWUEVWV QX WV

Ma toug NXoug mou BEAOUPE va €XOUV CUYKEKPLUEVN TNy MPOoEAEUong, Onwe ta Suo

SimpleTrack Events mou SnULOUPYNOAUE TIPONYOUUEVWE VLA TOUG NXOUG TWV EVIOUWY Kal
Twv Batpdyxwv, Ba MPEMEL Vo TOTIOBETAOOUUE E TO XEPL TG NXNTIKEG TINYEG QUTEG OTO
neplBarlov, kavovtag xpnon Ttwv SoundEventSpots. Autd onuaivel OTL TPEMEL va
TOMOOETAOOUE TOUG NXOUC O onueia mou Ba eiyav onuoaoia, OMwG TOUG NXOUG TwV
Batpdaxwv otnV AlUvn Kal To KouvouTilo. o€ onpela e ukvh BAaotnon.

TNV napakatw ¢wroypadia (Etkova 4.7) BAémoupe tnv tornobétnon evog SoundEventSpot
otnv enudpavela tng Alpvng, amo to omoio €xoupe emNé€el va akouyetal To SimpleTrack
Event pe ta Batpayia. MPokeWEVOU TO NXNTIKO ATIOTEAECUA VA OKOUYETOL OE €Val UEYAAO
€vUpog, €xouue opiloel To Radius TG nxNTkAG Ttnyn¢g ota 20 pétpa. Avaloya e To onpeio
ToU TtePLBAANOVTOC EVOEXETAL VOl OPLOOUUE SLOLPOPETLKA KOL AVA TIEPLOTAON TLG ATIOOTACELC
Twv uTtoAoinwv SoundEventSpots.
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| llaieia]

[SetGlobalState 11->2 LEVEL_LOAD_TEXTURES™->RUNNING' 3.1 seconds
|<Sound > Sound-FmodEx-AudioDevice Thread created: FMOD nonblocking

Ewkova 4.7: TorroO€tnon evog SoundEventSpot, yLo Tov 0pLouo Tou anUEio NYNTIKNG TTPOEAEUONG TWV NYWV TwWV
Batpaywv, amo tnv enipaveLa tng Aiuvng
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MapatnproELg KoL CUUMEPAGHATA YLd TNV Edapuoyn

H Export dtadikooila Tou Yaptn 6tn pnxavn

To teleutaio otadlo yla tnv oAokAfpwaon tou Xaptn Sev eival Ao amod To export Tou otnv

GameSDK pnxavy tng Cry Engine 3. OL TPELC ONUAVTIKEG SLAdLKACIEG TTOU TIPEMEL va
oAokAnpwBoUV MPoKELUEVOU TO export va elvat MANpeG eival oL €€n¢: Ao tnv emloyn tou
menu TPETIEL TPWTA VO CWOOUME TOV XAPTN, WOTE To TeAeutalo save back up va eivat
oupuPadilel pe to teAko build, kATL TOU €lval MEPLOCOTEPO TIPAKTIKO Yyl EUAC. AEUTEPOV,
TIPEMEL va eTUAEEOUME TNV €TAoyr «Generate Terrain Texture», KATL TIOU OVOAVEWVEL
OUVOALKA O0TNV PNXOvr OAEG TIG AAANQYEG TIOU €XOUUE KAVEL OTLG ETLDAVELEG TOU £6AdOUG.
AUTEG umopel va €Xouv va KAVOUV TO0O HE TNV TomoBEtnaon kamola AAANG emdAvelog oe
pa nén umapyxouoa, 660 Kal TNV oAAayn KATIOLOU XPWHOTOG TTOU EVOEXOUEVWE KAVOE
T(PONYOUHEVWG. TENOC, pEmel va eMNEEOUE TO «Export to Engine», KATL TOU PETADEPEL
OAOKANPO TO TIEPLEXOEVOU TOU XapTn o€ playable popdn oto Game SDK.

To GameSDK mepllappavetatl péoa otov iSlo dakeho pe tov editor kal UMOPoUUE va
SOKIUACOUE TOV XAPTN Mag akplBw onmwe Ba ¢awvotav Kal oto TeAKO TPoilov Kal Yéoa
a6 éva Ul mou Bupilel €vtova autd onuepwvwv Blvteomalyvidlwy, HE EMAOYEC yLla
puBuioelg Twv ypadkwv (low, medium, high, ktA), aAAd kol AAAeG puBUioELS YL TOV X0,
TOV XELPLOKO KaL TNV OVAAUGCH. ZUYKEKPLUEVA TIPOTEIVOULE TO TtepBallov va epdaviodel o
avaiuon 1920x1080 kat o Low Settings ypadikwv i dtadopetikd o avaluon 1280x720
Low settings yla ouvotiuata pe Awyotepo duvaty GPU. To ovotnuo oto omoio
dokipaotnkav ot Suo mponyoUueveg pubuioslg SlaBgtet 2GB pvAung otnv Kapta
ypadlkwy, He To anotéAeopa va epdaviletal ota 60 kapé avda dsutepoOAemTo.

EktéAeon tng edpapuoyng péoa ano tov Editor

Edv BéAeL kAmolo¢ va UEAETACEL TOV XAPTN KAl TN KOATOOKEUN TOU, TIPOTELOUUE val TOV
avoifel péoa amd tnv emhoyn «Editor» kal OxL péoa amo to «GameSDK». O Editor tng
unxovng Bpiloketat oto path: Cry Engine 3 > Bin32 > Editor. Méoa otov Editor pmopoupe va
doptwooupe tov pakeho «PTYXIAKH», o omoiog eival ouclaotikd oAOKANPOC 0 XAPTNG ToU
€xoupe Snuoupynoel. Me tn xprion tng KAUEPAG UIMOPOoULE va TiepmAavnBol e eAelBepa
o€ OAOKANPO TO XAPTN, EVW HE TN Xprion Tou SHIFT umopoU e va eMITaYUVOUE TNV Kivnon.
MNatwvtag emniong Control+G pmopoUlue va SoKluAcoupe To MePLBAANOV amd TNV OTTLIKA
ywvia Tou maiktn.
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Nwg erBapuvel o NXog pia epappoyn

Onwg oupPaivel oe kaBe mawvidl, omowadnmote aAlayn N MPOoONKN €XEL UTTOAOYLOTIKO
KOOoToC. OTdNMOTE MPOCHECAUE EMAVW OTO XAPTN, OMwC S€vTpa, AVTIKEIPEVA, VEPO K.A.,
ermBapuvouv téoo TNV GPU 600 kat tnv CPU. To (610 Opw¢ cupPaivel Kal Le TOV TOUEQ TOU
AXOU. ZUYKEKPLUEVA, Aettoupyie¢ Tou FMOD ol omoleg ekTeAOUVTOL OE TIPAYHOTIKO XPOVO
amo tn pnxovn, onw¢ randomizations, autopatiopol, spawn mapdbupa, epE K.a., EXouv
€MiONG KOOTOCG Kal KAatavoAwvetal Kupiwg n Suvaun tng CPU. levikotepa 0 AXOG TWV
maxviSLwyv eivat kupiwg CPU based meptBdAlov, evw O OTMTIKOG TOMENG MEPLOCOTEPO GPU
nieplBaiov.

MP3 vs. WAV format. Moto ivat kataAAnAo;

Mta onUOVTIKY Ttapatienon mou avakoAUPape kata tn Sldpkela tng enefepyaciag Twy
AXwv, €ixe va kavel pe to MP3 format. Evw moAAot xot, oL omoiot dev xpetalotav va lvat
o€ KON molotnTa (OMwWE yla MopAadely o KAToLlo XaunAng cuxvotntag founto) unopovoav
va Bpiokovtatl oe popdn MP3, auto tehika Sev ntav edikto, adou ta MP3 apxela eival
okataAAnAa yia onoladnimote cuvexopevn emavainyn (loop). O Adyog Rtav otL 1o MP3 wg
format €xeL kAmoLo TOAU HKPO XPOVIKO KEVO OTNV OpXH TOU KABOE apxelou HE amOTEAEDUQ,
otav yilvetal emavainn avtol tou apxeiou, va akouyetal KaBe dopd €va Kevo, wg Eva
«KALK». Mo autov tov Adyo Emnpene va petatpéPoupe kaBe MP3 apxeio, pe tn BorBela Tou
Audacity, oe WAV format, to omoio tav 1baviko yia looped fyoug.

Tu eivat to FSB extension;

To .FSB file extension sival éva amnod ta apyeia mov dnuiovpyet otov Build pakero to FMOD,
poall pe ta .FDP (FMOD Project File) kat .FEV (FMOD Audio Events) apyeia kot onuaivel
«FMOD Sample Bank Format» file. O ¢pdakelog autog nepléxel mAnpodopieg nxou, Omwe yla
HOUGLKN Kal opAla, yia Bvteomatyvidia mou oxedldotnkav yla KovooAeg onwg PlayStation
kat Xbox.
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BiBAloypadia kat nmnyEg tnG epyaciag

BiBAio: “Game Sound” — Karen Collins
“An introduction to the history, Theory, and practice of Video Game Music and sound Design”

BiBAio: “ Soundscape Ecology Principles” — Almo Farina
“Soundscape Ecology: Principles, Patterns, Methods and Applications”

AloAE€eLg Tou KaBnyntr Kwota Avayvwotou

O Kwotac Avayvwotou Exel S186akTopiko ota Mpapikd ue YmoAoylotn Kot EXEL EpYAOTEL yLa xpovia
otnv Microsoft Game Studios, otnv AyyAia, avantuoocoovtag nmawyvidia yia to Xbox kot Xbox360. Exet
AaBet uépo¢ otnv avartvén twv mayvidiwyv Conker: Live and Reloaded yia to Xbox kat Kameo:
Elements of Power, Perfect Dark Zero kat Forza 2 yia to Xbox360.

Abaokel Teyvodoyiec WuxaywyikoU Noyiouikou (videogames), Mpapika pe YroAoyiotn kat Etkovikn
Mpayuatikotnta oto Tunuo MAnpowopikng tou loviou Mavemniotnuiov.

2To epeuvnNTIKA TOU evLlaépovta teptAauBavovtal ot Teyvodoyiec Bivreomaiyvidiwv kot Etkovikwy
Koouwv, ue 18taitepn Eupacn otnv e@apuoyn Toug otn uadnon Kat otnv KoWVwVIKOIoinan, Kot ot
TexvoAoyiec TPLOIAOTATWY YPAPIKWY LUE UTTOAOYLOTH).

To site tou BBAiou tou K. Avayvwotou, «Bivteontaiyvidia: Biounyavia kot avantuén»:
http://videogamesbook.wordpress.com/extra/

EmunAéov apBoypadia mou xpnotponotidnke arnd Online ogAibeg
https://www.emusician.com/
https://www.gamedesigning.org/career/video-game-engines/
http://filmsound.org/game-audio/
https://en.wikipedia.org/wiki/CryEngine

Mny£g nxntikoU LALKOU
https://sonniss.com/
https://www.soundsnap.com
http://www.grsites.com/archive/sounds/
https://freesound.org/

FMOD Designer 2010
Download tn¢ edpappoyng kat tou Manual “FMOD Designer User Manual”
https://www.fmod.com/

Cry Engine 3
Download tou “Free SDK”, £ék6oon 3.5.8
https://www.cryengine.com/
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http://www.ionio.gr/depts/cs/
http://videogamesbook.wordpress.com/extra/
https://www.emusician.com/
https://www.gamedesigning.org/career/video-game-engines/
http://filmsound.org/game-audio/
https://en.wikipedia.org/wiki/CryEngine
https://sonniss.com/
https://www.soundsnap.com/
http://www.grsites.com/archive/sounds/
https://freesound.org/
https://www.fmod.com/
https://www.cryengine.com/

Cry Engine 3 Documentation
To Online Manual tng Cry Engine 3
http://docs.cryengine.com/display/SDKDOC2/Home

Audacity
H dwpeav edpappoyn “Audacity” mou xpnolponotBnke yla tnv enumAéov enefepyacia nxou
https://www.audacityteam.org/

BLBAL0OAKN NXNTIKWV apXEiLWV IOV XpnoLLonotOnke

Ta nXnTKa apxeia mou €xouv xpnotpomnolnBet eival oto cUVoAo toug WAV apyeia, upnlou

bitrate, 1600 povodpwvikd aAAA KOl OTEPEOPWVIKA Kol €Xouv BpeBel amd TIG MAPAKATW
online BLBALOOAKEG:

https://www.soundsnap.com/tags/rainforest

https://sonniss.com/

http://www.grsites.com/archive/sounds/

https://freesound.org/

MoAAa apxeia ta omoia KpiBnkav peydAa os Slapkela, emeéepydotnKkav OTn MOPELA PE TN
BonBela tou Audacity, TpokelUEVOU va XpnoLpomolnBel éva UKPO AmOOTIOCHO UTWY OTO
TEAKO mixing péow tou FMOD. Mapakatw akoAouBel n avaAutikn Alota Twv apxeiwv mou
€Xouv xpnotpornolnBel oe OAa ta NXNTKA events KaL ambiences:

Filename Juality JResample Rate | Original Rate | Bit deptf Channels |} Sound type |File size

E FIRE_BURNING_OFF_MEDIUM_ESTABLISHED_CLOSE_LOOP02_STEREQ.wav bank AutomaticRate 48000 Hz floating point Stereo Microsoft WAV 5605kb  SW 3D

E waterfall\waterfall_big.wav bank AutomaticRate 22050 Hz 16-bit Mono Microsoft WAV 359kb ~ SW 3D
E waterfall\waterfall_medium.wav bank AutomaticRate 22050 Hz 16-bit Mono Microsoft WAV 316 kb SW 3D

E waterfall\waterfall_small.wav bank AutomaticRate 96000 Hz 24-bit Stereo Microsoft WAV 5222kb SwW 3D
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ﬁ animals\Bees_01.wav

ﬁ animals\birds\bird_01.wav

E animals\birds\bird_02.wav

E animals\birds\pird_03.wav

E animals\birds\pirds_flying.wav
ﬁ animals\birds\canary_01.wav
E animals\birds\canary_02.wav
ﬁ animals\birds\canary_03.wav
E animals\birds\canary_04.wav
E animals\pirds\canary_07.wav
ﬁ animals\birds\crow.wav

ﬁ animals\birds\crow_02.wav

E animals\birds\hawk.wav

E animals\birds\kookabura_birds_01.wav
E animals \birds\kookabura_birds_02.wav
E animals\birds\kookabura_birds_03.wav
E animals\birds\peacock.wav

ﬁ animals\birds\seagull_01.wav
E animals\birds\seagull_02.wav
E animals\birds\seagull_03.wav
E animals\birds\seagull_04.wav
ﬁ animals\birds\vulture_01.wav
E animals\frog_01.wav

E animals\frog_02.wav

E animals\frog_03.wav

E animals\frog_04.wav

ﬁ animals\frog_05.wav

ﬁ animals\frog_06.wav

E animals\monkey.wav

E animals\monkey_01.wav

E animals\monkey_02.wav

ﬁ animals\mosquito_01.wav

E forest sounds\forest_day.wav
ﬁ forest sounds\forest_night.wav

No Resampling

Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
No Resampling

No Resampling

No Resampling

No Resampling

No Resampling

No Resampling

Automatic Rate
Automatic Rate
Automatic Rate
No Resampling

Automatic Rate

Automatic Rate

11025Hz
11025Hz
11025Hz
11025Hz
22050 Hz
11025Hz
11025Hz
11025Hz
11025Hz
11025Hz
11025Hz
11025Hz
22050 Hz
44100 Hz
44100 Hz
44100 Hz
11025Hz
44100 Hz
44100 Hz
44100 Hz
44100 Hz
11025Hz
44100 Hz
44100 Hz
44100 Hz
44100 Hz
44100 Hz
44100 Hz
11025Hz
11025Hz
11025Hz
11025Hz
48000 Hz

48000 Hz

16-bit Stereo
16-bit Mono
16-bit Mono
16-bit Mono
8-hit Mono
8-hit Mono
8-hit Mono
16-bit Mono
16-bit Mono
16-bit Mono
16-bit Mono
8-hit Mono
16-bit Mono
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Mono
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Mono
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Stereo
16-bit Stereo
8-bit Mono
16-bit Mono
16-bit Mono
16-bit Mono
floating point Stereo

floating point Stereo

Microsoft WAV 249 kb
Microsoft WAV 40 kb
Microsoft WAV 61kb
Microsoft WAV 39 kb
Microsoft WAV 100 kb
Microsoft WAV 10 kb
Microsoft WAV 10 kb
Microsoft WAV 24 kb
Microsoft WAV 23 kb
Microsoft WAV 10 kb
Microsoft WAV 8 kb
Microsoft WAV 22kb
Microsoft WAV 138 kb
Microsoft WAV 478 kb
Microsoft WAV 409 kb
Microsoft WAV 463 kb
Microsoft WAV 61kb
Microsoft WAV 67 kb
Microsoft WAV 225 kb
Microsoft WAV 335 kb
Microsoft WAV 325 kb
Microsoft WAV 61kb
Microsoft WAV 183 kb
Microsoft WAV 113 kb
Microsoft WAV 223 kb
Microsoft WAV 463 kb
Microsoft WAV 847 kb
Microsoft WAV 565 kb
Microsoft WAV 85 kb
Microsoft WAV 100 kb
Microsoft WAV 69 kb
Microsoft WAV 104 kb

Microsoft WAV 14847 kb

Microsoft WAV 7486 kb

SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D

SW 3D

ﬁ Impact_Boom_Distorted_02.wav

E low osdillating distortion 3.wav

ﬁ music-ambiences\hollow_drone_001.wav
ﬁ ocean\beach_ambience_close.wav

E ocean\beach_ambience_far.wav

E rocks-falling\rock tumble down debris long 06.wav

E rocks-falling\yocks stream down heavy 02.wav
E rocks-falling\soil and dirt debris heavy 13.wav
E waterfall\River_Dam_Light_Fienup_001.wav

E waterfall\Tropical_Rain2.wav

ﬁ waterfall\water drops(many)\water_drops1.wav
E waterfal\water drops(many)\water_drops2.wav
E waterfall\water drops(many)\water_drops3.wav
ﬁ waterfall\water drops(many)\water_drops4.wav
E waterfall\water drops(many)\water_drops5.wav
E wind\cave_wind.wav

ﬁ wind\spooky_wind.wav

E wind\thunders1.wav

ﬁ wind\thunders2.wav

ﬁ wind\thunders3.wav

E wind\wind0 1.wav

E wind\wind02.wav

E wind\wind04.wav

No Resampling

Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
No Resampling

No Resampling

No Resampling

Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate
Automatic Rate

Automatic Rate

96000 Hz
96000 Hz
96000 Hz
44100 Hz
48000 Hz
96000 Hz
96000 Hz
96000 Hz
96000 Hz
48000 Hz
22050 Hz
22050 Hz
22050 Hz
22050 Hz
22050 Hz
44100 Hz
11025Hz
44100 Hz
44100 Hz
44100 Hz
11025 Hz
44100 Hz

44100 Hz

24-bit Stereo
floating point Stereo
24-bit Stereo
floating point Stereo
floating point Stereo
24-bit Stereo
floating point Stereo
24-bit Stereo
floating point Stereo
floating point Stereo
floating point Mono
floating point Mono
floating point Mono
floating point Mono
floating point Mono
16-bit Stereo
8-bit Mono
floating point Stereo
floating point Stereo
floating point Stereo
16-bit Mono
16-bit Stereo

16-bit Stereo

Microsoft WAV 3414 kb
Microsoft WAV 7176 kb

Microsoft WAV 33400 kb

Microsoft WAV 8678 kb

Microsoft WAV 11389 kb

Microsoft WAV 2963 kb
Microsoft WAV 5411 kb
Microsoft WAV 1323 kb
Microsoft WAV 7735 kb
Microsoft WAV 7542 kb
Microsoft WAV 57 kb
Microsoft WAV 76 kb
Microsoft WAV 25 kb
Microsoft WAV 28 kb
Microsoft WAV 12 kb
Microsoft WAV 5771 kb
Microsoft WAV 61kb
Microsoft WAV 2191 kb
Microsoft WAV 3324 kb
Microsoft WAV 2245 kb
Microsoft WAV 307 kb
Microsoft WAV 4558 kb
Microsoft WAV 3852 kb

SW 2D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D
SW 3D

SW 3D




