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1. EIXATC2IH 2

TiTAOG:
LOMBIE XQPIOATNTOKAAYVY

EiSog:

e 3D Game (TpiodiaoTaTo 1TaixVvidl)

e First-Person shooter (POV)

e Apaonc / Toopov EmPBicwonc (Survival)
e Singleplayer (1 MNaixTNg)

[Mov amevOLveTal / Target group:

AOYO TTOAD Biaiov LAIKOUL KAl XPNoN OTTAWYV ATTELOLVETAI OTIC NAIKIEC TTAV® ATTO 18 XPOoVvaV, OAANG CLYKEKQIUEVA ATTELOVVETA
OTCG AQTOHa TTOL BEAoLYV va BIGCOLY TOV TPOMO TNGS EMPIOONS ATTO TNV ATOoKAAvyn TV Zombie.

LKOTTOG:

YKOTTOC TOL TTAIXVISIOUL £ival va TIPOKAAETEI PpOPO Kal avaTtpIXiAa GTOV TTAiXTn, O OTToiog MEooadel va emPInoEl ATTO Ta Zombie
UE OTTOIOONTTOTE TOOTTO, JECA ATTO TO EAANVIKO TTAPASOCIOKO KATEOTOAWMUEVO TTEQIRAANOV.




2. 2ENAPIO TOY NAIXNIAIOY

Kevrpikn 16&a:

H e€oA0BOpevon KaOe Zouti Sivel OTOV TTAIKTN KATTOIOLS TTOVTOLG, OTTOL HE ALTOLG UTTOPEl VA ayopaoEl OAA TA ATTAPAITNTA WOTE VA
MITOPEI VA TTIPOOTATELTEI KAALTEPQ.

rovouwn:

XpovoAoyia 1953 ota Kapivia tng Anpvov... O povoc emlVvTac atro TNV ATToKAALYN TV Zombie OTO XwWEIO €ical €0V TTOL TTPO-
OTTABEIC VO APLVOEIC KAl VA ETTIRICEIC OO0 TTEQICOCOTEPO YIVETAI ATTOTEAEIOVOVTAC TA Zombie (TO TTAIXVISI TEAEIWVEI EXO! VA NV UEI-
VEIC (VTAVOC). A va UTTOPECEIC VA AULVOEIC KOALTEQA UTTOPEIC (OAAQ KAAO €ival) VO ayopAoEIC WE TTOVTOLC:

*[lpovouiakeg 1610TNTEG/Perks (PpiokovTal o PApENIA PE KOAOTI, TTOL TO KABEva Sivel SIAPOPETIKES ISIOTNTEC OTOV TTAIXTN, OTTOL UE
ALTO PUTTOPEI VA TTPOOCTATELTEI TTIO EDKOAQ ATTO TA Zombie. T1.X LTTAPXEI Eva Perk TToL OTAV TO TTIEI O TTAIKTNC TOL TIPOOCPEPEI YONYOPLOTE-
OO YEUIOUQA OTTAOL)

o’'O1TAa (QTTO TO TLUXEPO KOULTI)

e KA&ISuEva pEpN ToL XapTn (ayopadlovtac Ta, PonBdave TOV TTAIXTN VA €ival TTIO EAeLOEOOC YIATI OTO AaLEAvVOoVTAl Ol YOPOI EPXOVTAI
TTEQICOOTEPA KAl SLVATOTEPA Zombie, OTTOTE Ba NTAV KAADTEPO, VA £XEl EEKAEIOWTA SIAPOoOA PEON YIA VA UTTOPEI VA TREXEI OE UEYO-
AOLC XWPOLC KAl OXI O€ MIKOOLC SIOTI B6a eYKAWPRIOTEI)



2. 2ENAPIO TOY NAIXNIAI

rxedSiaypappa tng Sounc kai tov gameplay Tov maixvidiov:

Backstory TommoBeoia X PIKOI MpwTaywVIOTNG Kivbuvocg

CDUO'IlO)\OYIKI’] UEOA OTO KCIIJiVICI /\I"']IJVOU XWPIKOGC ovouq(omv oty IV\T[C!Q}JTFCI}JI"]TO'OQ Ta Zomb'|e ETTITNOVTAI
XWPEIO TTOORIOUNXAVIKN KOIVWVIA OTOV TTAIXTN

aypoTng 'Evac 'EAANVAC TTATTTTOLANG
TToL Ba Tov 6€IC va KABeTAl
OLVEXEIQ OTO KAMPEVEIO UE
XWPEIATIKN evévpuaoia.

YOYKEKPIMEVA OTO KEVTOO TOL XWEIOL,
OTTOL KAOE PIKOO XWPEIO TTEPIEXEI UIT
TTAQTEIQ KAl pIa TaREpva

Tpo1rog yia va AvBei To mpoBAnua Challenge Aovon

Na ayopaoel KaALTEQA OTTAA Kal Perks yia va Na yalewel apKeETOLS TTOVTOLG OKOTWVOVTAG TA Na Ta oKOTwOoE€l yia va

UTTOPEI VA TTOOOCTATELTEI TTIO EVOKOAA /ombie {Noel




2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard (Apxiko yia Trailer)

MELAIO NAANO
TRAVELLING CAMERA (Lateral)

[Mapovciaocn TNS EAANVIKNG TAREEVAC

F AD E O UT TTOIV TNV €TTI0E0N TV Zombies SeixvovTag

TO TTOOO XOPOULWUEVOI KAl TO TTOOO KOAG
TTEQVAYAV JE TPAYOLSI, XOPO KAl YEAIO.

SKIES :
i. . i — % (Ooco n kauegpa kavel fade out 0 NXog

Eekivasl amo £6@ | 1 ’ XO u I’])\CbVEI)

AKOLYOVTAI XTOTTNUATA TTAAIAC KAUTTAVOC

AOTIA: 2YTXQPIANOI EPXONTAI EPXONTAIIL...
(O Mama-Tecwpyns pwvadlel poPICHUEVOC KABWCS XTLTTAVE O KOUTTAVEC)

CUT I ———S

O€EA. 1



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

- KONTINO NAANO

I (to mAavo Oa &cixveral yia Aiyo) !

1 Ta xepia TV Zombie Byaivouy TNV ETMIPAVEID

@ PHFOPO I

- ' [PHTOPO m

KONTINO NAANO

META TNV YoNyopn aAAayn TTAavouL (Cut) oTny emipaveia BRIoKOVTAl KAl TA KEPAAID
TV Zombie O1ToL Ba KOITAVE TNV KAUEPA EVTOVA

T S

OEAN.2



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

MEZAIO MNMAANO
TRAVELLING CAMERA (Lateral)

[Mapovoiaon TNG EAANVIKNG TAREPVAC

FAD E | N | APF 3 FAD E O UT KAl TNG TTAATEIAC PETA TNV ETTIOEON TV Zombie

SEIXVOVTAC TO TTOCO KATECTOAWUEVO KAl

- SKIA SKIES EYKATAAEAANUEVO €ival Pe T Zombie va
ATy OKOTWVOLV OTTOIOV AVOOWTIO PPICKOULV.

(Ooo n kapepa kavel fade in 0 Nxog
SLuvauVEl)

FADE IN : vy FADE OUT

Aoy
« “
e -
ouvexile «
(Ooo n kauepa kavel fade out o Axog
O-E)\ . 3 XapNAwVel)



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

*VTPIVYK VTPIVYK

*KAEIOIUO TNAEPVOUL

——aY ue

CUT (ZTON HXO AATKQMATOZ)

*UTTAQ n&oﬂuﬂ)\

OetN4

KONTINO MNMAANO

O UTTAPUTTAUNTOOG AKOLEI TO TNAEPLVO
KOl TO ONKWOEl, OUWCS SEV €IvVAl KOAG
TA VEQ TTOL Ba ToL TTEl O INMAaTTaYEWEYNS

AOTIA MNarrayewpyn:
MTTAPUTTAUNTOO...EiI0QI HOVOG COV....
TTOOOTATELOOV...

(XTOV NXO TOL SAYKWUATOC AANALEN

n oxnvn)

MEXAIO NAANO

Plongee (camera amod ynAd)

O MTTOPUTTAPNTOOC UETA ATTO TO
TNAEPVNUA TTAElI VA TTAPEI TNV
KQPAUTTIVA TOL




2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

KONTINO MNMAANO
TRAVELLING CAMERA

O MTTapputTapnTooc oTAidel TNV
KAQAUTTIVA KAl N KAUEEQA avePRaivel yia
va SOVPE TO PAEUIA TOL

OEAN.S



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

FENIKO NMAANO

CONTRE PLONGEE (KAMEPA XAMHAA)
+ TRACKING SHOT

g;»;{fmd Ta Zombie katevBovvovTal TTPOC TNV TAREPVA
OTTOL HEOCA PEICKETAI O MTTAPUTTIAUNTOOG

- g

b\ | ) | > FTENIKO NMAANO

_ . 2

!" ﬂ" g POINT OF VIEW (POV)
A O MTTAEUTTAUATOOC TTVPOPROAAE
4B | 1
CUT (ZTON HXO TOY
[TYPOBOAIZXMQOY
(STOXEYEI) (MYPOBOAEI)

O€EN.6



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

FENIKO NMAANO
TRAVELLING CAMERA

BAETTOLIE TOV AVATPIXIAOTIKO XWEO
TTOL TA PWTA AvVABOCRNVOLY

ANABO2XBHNEI H AAMITA

FENIKO NMAANO
TRAVELLING CAMERA

# Ta zombie Byaivouv oTnV ETMIPAVEID
\ \ KQI TOEXOLY AAAG €ivVal TTAPA TTOANO

CUT BN

OEN./



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

¢ (©A KOYNIOYNTAI

\

O€EN.8

CUT STHN TEAEYTAIA NOTA

FENIKO MNMAANO

O UTTaPUTTAUNTOOC BPICKETAI OTO
TOXEPO KOULTI YIA VA TTAPEI EVA
KAADTEQO OTTAO.

(Ma va KaTaAaRel auTOC TTOL TO PAETTEN
TTOOO ONUAVTIKO &ival, diapnuideTal)

otav Ba yiveral n Slapnuion TOL TO
animation Tov NEwa Ba eival oTaPATNHEVO)

KONTINO MNAANO
POINT OF VIEW (POV)

O MmTapputTaunTooc ayopadel va OTTAO
ATTO TO TLUXEPO KOULTI KAI ALTO AVOIYEl

AKOULYETAI O NXOG TOL TLXEPOL KOLTIOL



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard

AOTIA: OOOOOOOOO0O TQPA EINAITIOY MIAAME XQXTA...
(O MTTOPUTTAUNTOOC UIAGEI EVOBOLOIAOUEVOC)

*AKOLYETAI JETA ATTO TNV OMIAIG TOL TO YEUIOUA TOL OTTAOL (ALTOUIATO OTTAO)

KONTINO NAANO

O MTTapuTTapNToOC TTVEOROAAE TO ZoMmbie ue TO
KAIVOLPYIO OTTAO

OEN.9



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

S

\A\ i

(H AIAAPOMH NMOY KANEI)

—== [ENIKO MPOX KONTINO NAANO
POINT OF VIEW (POV)

O UTTAPUTTAUNTOOC KATELOLVETAI TTOOC
TO Perk yia va 1o el

— — 4 MEZAIO MAANO
POINT OF VIEW (POV)

KATW KAl ONKWVEl TO TTOTNE! YIA VA TTIEl

| O MmmapummapnToocg KaTeRalel TO OTTAO

S

oOeN. 10



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

(oTav Ba yiveral n Siapnuion TOL TO
O-E)\. ] ] animation Tov NEWA Ba eival CTAPATNUEVO)

FENIKO NAANO

KaBwc 10 1Tivel aAAadlel To TTAAVO Kal Siagpnuidetal

KONTINO NAANO
POINT OF VIEW (POV)

YNKWVEI TO TTOTNPI YNAA CAV OWOTOC

'EAANVAC KAl A€l TNV XOPAKTNEIOTIKN

ppoaon XTHN YTEIA MAX kai TO TTiVEl

AOTIA: TIA EAATE 2TON ©OEIO MHTXO TQPAAA AIABOAIA

(kaBwc¢ SiapnuileTai)




2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

@»' €mETOIMATTEITE MA MIA EMTEIPA... s

FENIKO NMAANO
POINT OF VIEW (POV)

O MTTOPUTTAPNTOOC TTVEOROAAEI TA
/ombie

(Ta yoQuUUATA PEYOAAWVOLV)

A5,

FENIKO NMAANO

[livel To Kpaoi kal SiapnuileTal Kar avTo

AOTIA: AAAO ENA GA TO EMNINA
(kaBw¢ SiapnuileTai)

OeAN. 12

S



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard ¢

FENIKO NMAANO
POINT OF VIEW (POV)

BAETTOLE TO YONYOPO YEUIOUA TTOL KAVE
XapPNG 1o perk TTov NTTIE

€=m . NOY AEN ©A THN ZEXAZETE NOTE mmp

=)

FENIKO NMAANO

[livel To Kpaoi kal SiapnuileTal Kar avTo

AOTIA: BAPELTE ME OXO GOEAETE
(kaBw¢ SiapnuileTai)

S

O€eN.13



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

MEZAIO MNMAANO
POINT OF VIEW (POV)

To Zombie xTuTTdel TOv MTTAPUTTIAUNTOO
KAl N 0BovN KOKKIViel

(oTOV TTVPOROANICUO AAANALEI TO TTAQVO)

AOTIA: OYTETE TANAGEMA XAY OEAQ NA TTAQ X TO XQPA®DI MOY
(O MTTapuTTapNTooC pwvadlel VELPIAOUEVOG)

U T SN

O¢A. 14



2. 2ENAPIO TOY NMAIXNIAIOY 2

Storyboard

MEZAIO NMPOX FENIKO NAANO
LOOM OUT

O UTTAPUTTIAUNTOOC TTOOO0TIABE va
TTOOOTATELTEI AAAQ ATTO TO ZOOM OUt
BAETTOLE OTI £EOXOVTAI ONO KAl
TTEQICOCOTEQA

AOTIA: AYTH EINAl MONO H APXHHHH
AEN ©A ME BAAETE EYKOAA KATQ
(MTTapuTTapNTo0oC Ppwvadlel ammo Yakpelq)

iy

(TO MAANO TPIN KANEI ZOOM IN)

OEA. 15



2. 2ENAPIO TOY NMAIXNIAIOY

Storyboard

O€eN. 16

ZIIMBIE

ReL\OA O A AYY

LOMBIE

REANOANOR AL AYY

$

LOMBIE

RR\NQATIOR AT AYY

[1EpTEI TO Qipa TTIOW ATTO TOV TITAO-AOYOTLTTO
YIA VA TTOOKAAETEI TTEQICTOTEQO POPBO-TOOUO

HXOI: mToIAIEC ATTO QIPATA - SAYKWUATIES

XAUNAWVEI TO OpAcCity KAl PTTAIVEI TO AOYOTOTTO
TOL TTAIXVISIOL OTNV B£0N TOL SLVAUWVOVTAC
TO OpPACIty TOL



3. EPEYNA X .

Avagopec ammo maixvidia:

.'.-

i = e e e eI e

(AMO THN XEIPA BINTEOMAIXNIAIQN TOY CALL

J\!J“ ;._um *""
LD M LS
WORL D AT \WAR 56 Allm;"gw OF DUTY)
<LCT7TIB3IES
. BLACK OPS Gameplay
1 ,}'f JURRES ,"gr O OoTOXOC TOL TTAIXVISIOL EIVAI VA ETTIRICOOETE O€ KABE YOPO €I0POANC (OUTTI
- LUETA TOV OTTOIO EEKIVA EVAC TTIO SVOKOAOC YOPOC. OI TTAIXTES EEKIVAVE TO
Taixvidl pe eva Colt 1911 kal Exovv TTOOCRACN O€ UIA ETTIBECN CWUA UE
OWUA PEOW EVOC PAXAIPIOL JAXNG, KOBWC KAl TO TTOAL 4 xeipoBouPidec.
Kata TN SIGPKEIA OI TTAIKTEC TTOAEUOLY TA COUTTI, AQUPAVOULY TTOVTOLC. ALTA
TA ONUEIA XONOIUOTTOIOLVTAI YIA TNV AYOoEA OTTA®YV, TIOOVOUIA KAl TTPO-
?% 4 cnll“fn“T\' oBaon og SIaPpoEA HEPN TOL XAPTN. MEPIKOI XOPTEC EXOLV SIAPOPETIKEC
Em i’h ] BLACK OPS Il TTAOPAANAYEC COUTTI TTOL YEVVIOLVTAI O€ CLYKEKPIWEVA KOUATA, OTTWC TA KL-
.\.3.;_./\L_.K C)Pes 1 vNYOOKLAQ CouTtTl. TO TTaixVvidl S1aB8ETEl pIa TTOIKIAIG ATTO TTOOVOMIA TTOL
ZOMBIES UTTOOOLV VA AYOQAOCTOLYV HE TTOVTOLC KAI TA OTTOIA TTOO0C8IS0LY OTOLC

TTAIKTEC BEATIOUEVECS IKOVOTNTEG.

rtoixeia Evéiagpepovrog

e Gameplay
:«\. ' e PeOANIOTIKG TOIOSIAOTATA AVTIKEIWEVA/TTIOTES
e PEONIOTIKEC ZOombie + KIVNOEIC

WORLD PREMIERE 26.09.1 2

ACTIViSioN.
Ga
!

CALL'DUTY

BLACK OPS

9 l:nu nun' - |
BLACK OPS

ESLOWARN e KATaoTPO®IKO TTEQIBAAOV

iOMBiES e YKOTEIVN XPWMUATIKN TTOAETA (Zombie/AvTikeiueva/Oupavoc)
AR Ry 1 * YAUAVON XPWUATIKN/OXeSIAOTIKA TV Perks

OCTOBER 12

DDDDDDDDDDDDDDDDDDDDDDDD

o HYNTIKO £PE

AC|IViSIOH LLLLLLLLLL .COM % RRRRRRR



3. EPEYNA S

KoAal ammo eikoveg avapopag (Zombie):
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3. EPEYNA e _

KoAal amo eikoveg avapopag (Perks):

L ’ l _ \“ *. ;
y | « 8

. - -
| ' - *r:_;

Hold

|

|
|
|

for Speed Cola [Cost: 3000]

Il




3. EPEYNA

AvagopEC Ao TNV TPAYHATIKOTNTA:

(KAMINIA AHMNOY, EAAAAA)

[MAnpoYopIeS

Ta Kapivia BpioKovTal 0Tn VOTIOAVATOANKN XEpOOVNOO TNC ANUVOL O€ ATTO-
OTAON TTEQITTOL PICNC WEAC ATTO TNV AKTN. AIOIKNTIKA AVNKOLY OTOV ANUO
ANuvoL TNC Mepipepeiac Bopeiov Alyaiou (TTooypauua KaANKoATNG).

Ol KATOIKOI €ival KLPIWS AYPOTEC KAl KTNVOTPOMPOI. LNUEQA KAANEQYOL-
VTAI OITNEA KAl AUTTENID, £V WC TO 1970 TTEQITTOL KAANIEQYOLT AV KAl TO
BapPaki. ATTO 1O 1937 A&TOLEYEI [EWPEYIKOC LVUVETAIDIOUOC. XTO KEVTOO TV Ka-
LIVIKOV LTTAEXEN N TaRepva Avopeac OTTOL Eival TTAPASOCIAKO OTA XWEIO
ATTO TTAAIG VA PPICKOVTAI OTO KEVTOO TOL XWEIOL HE TO PNUICUEVO KOKAIKO
SEVTOO OTO KEVTOO TNC TTAATEIOC.

rtoixeia Evéiapepovrog

 [TaAIQ oTTiTIO (+eKKANOIQ)

e MNapadooiakn (TTaAid) TaRépva

e [TAQTEIQ XWPEIOL UE TO KLKAIKO SEVTPO

e KATOIKOI XWPEI0L (XOPAKTNPECHPOPETIEC TOLC)
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3. EPEYNA

):

Jo)o

(TaB

O EIKOVEC avapoPaAC

KoAal arr




3. EPEYNA B a

i

Ko)\ag amo au(ovag avacpopag (MTTOPUTTAOEC):

i
¥




4. MPOXXEAIA

Karown NioTtag




4. MPOIXEAIA .

MAareia




4. MPOIXEAIA .




5. MOPEIA IXEAIAZIMOY 2

XapaKn']pqg (MTTOPUTTOUNTOOC):

e®®E f"%"‘ )1‘7 &'Iﬁl& _.LLiE- "‘f“?(“@‘ﬂﬁf

CCCCCCC

@ ?

-]

Heignit
e
Praoportions
] ee—
African
Asian
Cauczsan
a
SOCETCEL 4 rm
SEP L FrNE DOLME ALL O OQ{?‘MF‘ @ ?
Fles | Modellng  Gecmetries Material s Pose fAnmate Rendering Setinge  Utiibes:  Hep  Communil
| =3 e
]
5 fUsersfi reDrive /Sy ypopalmak=hurmanyy 1oy 3jmod
Refresh
ated
- —
- ey frees
r[Mode:OR] —— s 5?‘

[0 TNV SIOUOOPLICN TOL XOPAKTNEA OTO TTAIXVIOI OV, ETTEAEEA G PACN va SNUIOLEYN-
O £VA JOVTEAO ATTO TNV APEXN YIA VA UTTORECE VA TO SIAUOOPGOG TAV £VAV NAIKIWUEVO
AVOPWTTO. TO CLYKEKQIUUEVO OVTEAO TO EPTIAEA PE TNV PONBEIA TOL TTPOYPAUUATOC
make human Kal oTn cuvexela To ERAAa oTo blender yia To AANAEW XPWUCS OTA POLXA
TOL AMQ KAl VIO VA SNUIOLPYNOGW TNV LPN TOL TTAEKTOL POLXOL. ETTEETTE VA €MMAEEW TNV
LUTTAOLLA KAl VA SNUIOLEYNOG YIA ALTNV EVA KAIVOLEYIO Material kal PETa e TNV PonBeia
NG epappoync BlenderKit (eqpapuoyrn oto Blender TTou £xel EOKOAN TOTTOBETNON AVTIKEILIE-
VAV, PV KTATT) WA KaI TOTTOBETNOA TNV LN TTOL NOEAQ.

Fabric



5. MOPEIA LXEAIAIMOY 2

Xapakrnpag (Zombie):

|@| m ixam O  characters

I\
dobe

H H

Survivor & Lusth Pumpkinbhulk L Shaw Warzombie F Pedroso

Cacual

Femae

Miltary
WWWWWWW
Profession
RRRRRR
SSSSS

sssss

Vintage

wwwwww

DOGHEE ALL 60GAOND @ ?

s PosefAnmate  Rendering  Seffings  Utlites

O XOPOKTNPAC EIVAI ETOIMOC ATTO TO MIXAMO, OPC YIA VA TOL TOTTOBETNOW TO AYPOTIKO
OOLXO, ETTOETTE VA KATERAOC HIO (PIYOLOA E TO POLXO ATTO TO Makehuman. ApoL TNV TO-
TTOBETNO G Ba SIayPAW® TNV PIYOLEA KAl TV UTTAOLLA WOTE VA APNOGW HOVO ALTO TTOL
OEAwW. APNVOVTAC LOVO ALTO BA KOLYNO TOV XOPAKTNPEA PECTO OTO POLXO KAl e TO Cirl
+]6a TO KAVW £VA.

Heb  Community

PLTN
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5. MOPEIA LXEAIAIMO

MicTa
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. MOPEIA XXEAIAZMO®

MioTa




V4

[TOPEIA LXEAIAZIMO®
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