2'YT'XPONA AEITOYPIIKA 2YZTHMATA - EBAOMAAA 1

Eicaywyn & Baoikn ApXITEKTOVIKA
A2

O BepehidnG pOAoG Tou AcIToupyikKoU 2UCTANATOS TNV AVATITUEN
Noyiopikou, Web & Video Games.



Ti gival To AsiTtoupyiko ZuoTnua (0S);

H KevTpIKN YEQUPQA ETTIKOIVWVIAG JETAGU UAIKOU (hardware) kal epappoywyv (software).

E0): S
Aiayeipion MNMépwv MepiBaAAov EkTéAEONG
Katavénon CPU, RAM, atmoBrikeuong Kai Mapoyxn otabepou TTePIBAANOVTOGC VIO

TTEPIPEPEIAKWY OUOKEUWV. browsers, IDEs kai game engines.

0

Ac@dAsia & ‘EAsyxog

AlKalwpaTa XpnoTwy, ATTONOVWOnN
OIEPYACIWV Kal TTPOOTACIA OEQOPEVWV.



T elvall To AeLtoupyLko 2uotnua (A.2.);

* YUVOAO TIpoypappaTwy Ttou dlaxelpilovtal To
UALKO (Hardware).

* [MopEXOUV KOLVEC UTINPECLEC OTLC EPAPUOYEC
(Software).
* H avaloyia: To A.2. eivat o "dlaxelplotnc” pLog

rnioAuvkatotkioc (Hardware) yio va (ouv apuovIKa
ol evotkol (Edpappuoyec).

* AMopaitnTo ylo TNV EMKOWVWVLAL
KWOLKA/AOYLOULKOU LLE TOUC TOPOUC TOU
urtoAoyLotn (LEow APIs & System Calls).



ApxitekToviKn A.Z.: NMupnRvag & KEAugpog

[Mw¢ aAANAETTIOPOUV Ta ETTITTEDQ TOU AEITOUPYIKOU CUCTHUATOG.

KAPAIA ZYZTHMATOZ AIEMNA®H

MupnRvag (Kernel) KéAugog (Shell / GUI)

To epIBaArov ypagikwyv (GUI) 1 n kovooAa evioAwv (CLI) trou

O 1ruprvag dlaxelpileTal atreudeiag To UAIKO, TOUG XPOVIGHOUG TNG
ETTITPETTEI GTOV XPNOTN KAl OTIG EQAPPOYEG VA OiVOUV EVTOAEG OTOV

CPU ka1 1ig TTepIoxég pvnpng RAM, Trapapévovtag adpaTtog oTov

TEAIKO XprioTn. TTUpVva.



ApXLTEKTOVLIKN 2ZTpwpaTwV (Layered
Architecture)

— Hardware: CPU, RAM, Aiokot, GPU, Kapta
AlKTUOU.

— NMupnvac (Kernel): AtokAelotikn mpoofaon oto
hardware (Kernel Mode).

— System Calls / Yninpeoiec: Mnyaviopol
ETILKOLVWVLOC.
— Edpappoyec (Software): Browsers, IDEs, Game
Engines (User Mode).
e Jnuavtiko: Aloxwplopoc User Mode vs Kernel
Mode yia tnv acopaAeLla Tov cUOTAUATOC.



BaoikEg ApxiTekTOoVIKEG Mupnva

2UYKPITIKN TTpooéyyion petagu Monolithic kal Microkernel oxediaong.

Monolithic Kernel Microkernel

EAGxI0TEG BACIKEG AEITOUPYIEG OTOV TTUPAVA- Ol UTTOAOITTEG TPEXOUV WG

OA\eg o1 uttnpeoieg Tou ouoTiuarog (drivers, filesystem) Tpéxouv oTov idI0
aveEapTNTES dlEPYQTieC.

XWPO PVAUNG.

O Napddeiypa: Linux, Windows NT. YynAf Tax0tnTa eKTéAEONG. O Mapddeiypa: Minix. YynAnR otafepoéTnTa Kol ac@AaAsia.



H Kapbia tou A.Z.: O Mupnvoc (Kernel)

* Monolithic Kernel (MovoAiBwkac):
— OAec oL UTtNPECLEC TPEXOUV OTOV LOLO XWPO
UVAUNG.
— Mapadbeyua: Linux.
— [MAgovektnuo: YPnAEC TaxUTNTEC Kol EMLOOOELC.
* Microkernel (Mwkportupnvac):
— 2TOV MUPNVA LOVO Ta AmoAUTWE armapaoitnta.
— Mapadewyua: Minix, QNX.
— [MAeovektnua: YPnAn otabBepotnta Kol acdpaAeLa.



2uvdeon pe Tnv E10IKOTNTA

Mati o Texvikog E@apuoywy MNMANPo@opIKAG TTPETTEN va yvwpilel A.Z.;

Web Developers Multimedia & Video

BeATioTOTrOINON TTOPWYV CUCTANUATOG

2TAOIUO TOTTIKWV servers, dIaxeipion apXeiwv
IRl L= I 2 (RAM/CPU) yia rendering Kai eTTeéepyaacia

Kal epyaoia o€ Linux/Unix tTepiBaAAovTa. .
TTOAUPECWV.

Video Game Creators

Kartavénon drivers KapTwy YpaQIKWY,
dlaxeipiong threads kai cross-platform
EKTENEONG.



Yuvbeon A.2. pe tnv Eldkotnta pag

 Web Developers: Torikn avamntuén
(Localhost), mpocopolwon servers,
Slkalwpata apxelwv.

* Multimedia Creators: Bapla Siaxeiplon
nopwv (RAM, GPU), BeAtiotontoinon Multi-
threading yiwa rendering.

 Game Developers: Apeon enadn pe APls
vpodikwv (DirectX, Vulkan, Metal), dtaxeiplon
xapnAnc kaBuvotepnonc (Low Latency).



Yuvoyn & Zuumepaopata

* To A.Z. elval o BepeAloc AiBoc kaBe
UTTOAOYLOTLKOU GUOTAUOTOC.

* Hyvwon th¢ apXLTEKTOVLKNC Tou BonBael otnv
artoSOTLKOTEPN AVATITUEN KWOLKAL.

* Evac kaAoc developer KatavoeL TL cupPalivel
«KATW OO TO KATIOY.



Epwtnoeic & ZulnNTnon

EioTe £TOIMOI VIO TO EPYQOTNPIAKO OEVAPIO XapTOYPAPNOoNS UAIKOU Kal IEPYACIWY;



