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Befoicva ot1 eluar o ovyypoapéas ovths e gpyaoiog kot 0ti kabe Pfonbeia tyy omolo. giyo yio v
TPOETOIUATIO. THS EIVAL TAPWS AVAYVWPLOUEVH KOl OvapépeTal oty spyooia. Emiong, éxwm kotaypdyer
TG OMOIEC TNYEC OTO TIG OTOIES EKOVA XPNON OE00UEVWYV, LOEMDY, EIKOVMV KOl KELWUEVOD, EITE QVTES
ovopépovral axpifag eite mapappoaoueves. Emmiéov, fefaicdvaw oti avth n €pyacio. TPoETOUCTTHKE
OTO EUEVOL TIPOOWTIKG, ELOIKG ¢ TTOYIOKY &epyacio, oto Tunuo Muyovikov I[IAnpopopikns woi

Hiexrpovikav 2votnudtwv tov ALIIA.E.

H mopovoo epyocio amotelel mvevuotikn 10i0ktnoio tov goitnty Mmodtn Oopd mov myv ekmovnoe.
2t0 mlaioio ™S TOMTIKNG QVOIKTHG TPOOPOTHS, O GUYYPaPENS/ONUIonpYOs ekywpel oto Aicbvég
Hovemortiuio e EALGOOS €10 ypRONG TOV OIKOALMDUATOS OVOTOPOYWDYHS, OOVEIGUOD, TOPOVCIATHS OTO
KOIVO KOl WHPLOKNG OLGYVDONS THS EPYOTLOS O1EQVAS, 0 NAEKTPOVIKI HOPPH KAl O OTOI0ONTOTE UETO,
YI0. O100KTIKODS KOl EPEVVHTIKODS OKOTOVS, GVED ovtallayuotos. H avoixtyy mpoofoon oto mAnpes
KEWWEVO THG €PYasiag, Oev onuaivel k' 010VONTOTE TPOTO TOPOYWDPNTY OIKOLWUATDV OLOVONTIKHG
I010KTHOLAS TOV GLYYPOPEQ/ONUIOVPYOD, OVTE EMITPETEL THV AVOTOPAYDYY, AVOONUOCIEVCY, AVTLYPAPH,
TOINoN, EUTOPIKY xpHon, Olavouy, &kooon, ustapoptwon (downloading), aviptnon (uploading),
UETAPPAOH, TPOTOTOINGN UE OTOIOVONTOTE TPOTO, TUNUOTIKO. 1] TEPIANTTIKG THS EPYACLAGS, YWPIS TH pHTH

TPONYOVUEVI] EYYPOPH TOVOIVESH TOV OVYYPOPER/ONULOVPYOD.

H éykpion g mroyaxng epyaciog and to Tuqua Mnyovikav ITAnpoeopikng kor HAektpovikadv
Yvompdtov Tov Atebvovg [avemiomuiov ¢ EALGSOG, dev vmOONA®MVEL OTOPOUITATOC Kol 0odoyn

TOV OTOYEDY TOVL CLYYPUPED, €K LEPOLS TOL TunpaTog.






Hepiinyn

Ot unyavég moyvididv amotehodv Pactkd epyaieia yia T dnpovpyio cOYXPOVOV o VIdidV Kot
EQOPUOYDV. Znuepo, Onupogirels pnyovég omwg m Unity, m Unreal Engine w1 m Godot
YPNOUYLOTOLOVVTAL EVPEWMG OO EMAYYEAUATIEG KO AVEEAPTNTOVS dNUIOVPYOVG, YEpTn OTN PIAMKOTNTA
TOVG TPOG TOV YPNOTN KOl TIG ToAvApOueg duvoToTNTEG OV TTPocPépovy. H mpdodog avtdv Tmv
UNYOVAOV EYEL ETAVOGTATIHOEL GTNV AVATTLEN TOLYVISIDV, EXTPETOVTAG TN OMLovpyia ToAvTAokwy 3D
KOOCU®V, TNV EVOMUATOOT TEXVNTNAS VONUOGUVNG KOL TNV OTOJ0TIKN Sl0EIPIOT TOV GUGTNUATOV.
AvTo €xel EMTPEYEL GTOVG YPNOTEG VO OTOAOUPBAVOLV TOLYVId VYNANG TOLOTNTOG GE Uio TANODpa
TAOTQOPUADV, OO KIVITEG GUOKEVEC UEYPL KOVGOLEG KOl VTTOAOYIGTEG. O EQUPLOYES TALYVIOIDY £YOVV
OTOKTNAOEL PEYOAN onuocio oty Kowwvie, onuepo, kabdg wépa and v yoyaymyia, TopExovy
EKTOLOEVTIKA OQEAT, €VKALPIEG KOWMVIKOTOINGONG Kol gvioyvorn Oe£l0TTOV HECH SLOOPUCTIKOV
eumepldv. IHoyvidin mov cvvdvdlovv padnon kol Kowmvikée aAlnAemidpdoelg Exovv kepdicel
ONUOTIKOTNTO TV ¥PNOTAV, ONLLOVPYDVTOS LU0 TAYKOGHLIN KOWWOTNTO TOUKTOV TOV GLVOEOVTOL Kot
OAANAETOPOVV G€ d1dpopa eminmeda. XTOY0G TN TAPOVLSAS TTVYINKNG epyaciag eival n avddein g
oNUACiaG TETOIWV EPUAPLOYDV GE Pid oEpd amd TOEIS TG KaBnuepvoTnToC, O™ 1 SloKESAGT,0
aOANTIoOUOG, HEC® €VOC amAoD  Toyvidlov/epapuroyne (quiz application). A&lomoldvTog o Epyareia
™G, KATAPEPO Vo OMMoLpYNo® &vo quiz application youyoymywkov mePLEXOUEVOL, TO OMOi0
vrootnpilel dvo ekdooels. Tnv atopkn (SinglePlayer Option), otnv omoia o ypfotng mailel povog
oV t0 KOvi{ kot v opodikry (MultiPlayer Option), otnv omoia dVvo maikteg mailovv avtimolot.
Tavtdypova, o xpnotng £xel v enthoyn va mai&el 1000 o€ tomkd (local), 660 kot og S1AGIKTLAKO
(online) emimedo. Trv idwa oTiyun, umopel va dnuovpynoetl 1o 61kd Tov TPoPid amodnikebovrog oKop,
ViKEG KOl TTEG TOL GMUEUDVEL GTO TALYVIOL. X€ AVTO TO £YYPOPO, OPYIKE, YiveTal o TOPOLGIOGCT) LLOG
CEPAG UNYOVOV TOLVIOIDY OV EMITPETOVY TETOLOL TOTOV £QApPLOYES (applications), kKabmg kot pio
peta&d Tovug GVYKPIoN, 1) OToid Lo 001 yNoe oty emAoyn g Unity. Ztn cuvEyelo, TpoyUaTomoleital
pio avoAvtikn Teptypaen tov Bacikdv dopumv ¢ Unity, 1060 amd TAELPEG AOYIGUIKOD, OGO Kol o
TAELPGG Ypapikoh mepPdAlovtog. Akolovbel M avdAvon TG OIKNG HOG EPAPUOYNG GE TEXVIKO

eminedo. Télog, mopatifevran pio Gelpd 0md GLUTEPAGLOTO KOl SUVOTOTNTES EEEMENG TNG EPAPOYNG.



«Development of entertainment software with Unity»

Abstract

Game engines play a vital role in the development of modern games and applications. Today,
popular engines like Unity, Unreal Engine, and Godot are extensively used by both professional
developers and independent creators due to their ease of use and the powerful features they provide.
The evolution of these engines has transformed game development, allowing for the creation of
intricate 3D environments, the integration of artificial intelligence, and optimized resource
management. As a result, users can now enjoy high-quality games on a variety of platforms, ranging
from mobile devices to consoles and PCs. Game applications have become an integral part of today's
society, offering not only entertainment but also educational value, opportunities for social interaction,
and skill development through engaging, interactive experiences. Games that combine educational
elements and social interactions have gained immense popularity, fostering a global community of
players who connect and engage with each other at different levels. The objective of this thesis is to
emphasize the importance of such applications in various aspects of daily life, including entertainment
and sports, by presenting a simple game/application (a quiz game) that highlights these qualities. By
utilizing the available tools, I was able to create an entertainment quiz application, which supports two
modes. The single-player option, where the user plays the quiz alone, and the multiplayer option,
where two players compete against each other. Simultaneously, the user can choose to play both
locally and online. At the same time, they can create their profile by saving their scores, wins, and
losses in the game. This document initially presents a range of game engines that allow for such
applications, along with a comparison between them, which led us to the choice of Unity. Then, a
detailed description of Unity's core structures is provided, both from a software and graphical
environment perspective. This is followed by an analysis of our application on a technical level.
Finally, a series of conclusions and potential avenues for further development of the application are

presented.



Evyoprotieg
Evyoprotd mord tov kafnynt k. Kvpidko Tolakudkn yuo tnv avabeon kot enifreyn g mopodoog
TTUYLOKTG EPYOGiOC.

Evyoptotd axdpun tToug GUUGOITNTEG KO GIAOVE [LOL TOL NTOV SITAN LoV KoL EVYOUUL GE OAOVG V.

TETOHYOVV T OVELPE TOVG OTL KOl AV EMAEEOVV VOL KAVOLV.

Ev katakAeion, 0Am va euyaploTtiom Toug avOpdTOVE LoV KAl TNV OKOYEVELYL LoV, TTOL GTHPIEAY,

otpilovv kai Ba otnpifovv Tig Tpoondbelég pov!
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Kegpdiorwo 1 — Evcayoyn

1.1 X16y0¢ Kon TEPYYPO.OY) EQAPROYNG

2V onuepwvy €mOYN NG WNQLOKNAG EKMOIOELOTNG, TNG GUVEXOVG GLVOECIUOTNTOG KO TNG
SO PACTIKNG YLYOYDYIOG, Ol EPAPUOYEG TTOV GLVIVLALOLY YVAOOT] Kot Yoyoy@yia (Totyvidl), 0mokTovy
dtapkdg av&avopevn {tnom, 1000 6€ eKTAUOELTIKO eminedo 660 kol ce wpocwmikd. H avdmtuén
ePapUoy®V TOTMOL quiz game péca omd mAateopueg O6mwc m Unity avtavokid avt tv tdon,
TPOCPEPOVTOC EUTEIPIEC TOV EIVOL TAVTOYPOVO EKTALOEVTIKES, OVTAYMOVIGTIKES KOl Sl0CKESOGTIKEG.
Méow tng Unity, Topéyetal 1 SUVOTOTNTO OMUOVPYING EVOG EVEAMKTOV Kol SUVOUKOD TEPIBAAAOVTOC,
670 0moio cLVOLALOVTOL EKTOLOELTIKA GTOoLYEln, UNYoViGHol TpdkAnong kot emiPpafevong kol Evo
EAKLOTIKO Ypapkd TeplBdAlov Tov Kpatd TO evOEEPOV TOL YPpNotn evepyd. Tavtdypova, 1O
vYpopkd epPAALOV Kot 1| VTOSTHPIEN animation, YOV Kol SLGVVIESTC LE OEOOUEVA, EVIGYDOLV TNV
EUTAOKT] TOV YPNOTN, TPOCPEPOVTOC IO OAOKANPOUEVN KOl OOAAVOTIKY eumelpia. Tétolov €idovg
epoppoyéc efeiloocovtor mAEOV WEPO AMO TNV AMAN TOPOVGINCT] EPMOTNCEMV-OTAVINCE®DY,
evoopatdvovtag multiplayer Aettovpyleg, emiloyéc SvokoMMag, TPOEIA maiktn, €E0TOUIKELUEVA
OTOTIOTIKA, KaOdG Kot fondnpata oTpaTyKg Tov EUTAOVTILOVY GNUAVTIKA TN GLVOAIKT eumelpio. H
TEYVOLOYIKT] TPOOSOG KOl 1) S100CT) EPYAAEI®V AVATTVLENG £XOVV KOTAGTIGEL O TPOGLTH OO TOTE TN
onpovpyic TETOIOV EPAPUOYDY, OKOUN KOl OO HKPEG OUAOEG 1| LELOVAOUEVOLG TPOYPAUUATIOTES.
Hopddinia, n dvvatdétnra yo dwwcvvdeon pe Pdoeg dedopévmv, online scoreboards, cuveyeig
EVNUEPMGEIS TEPLEYOUEVOD KOl TPOGAPUOCTIKOTNTO GTNV atdS00T) TOL TOUKTY OVOTYEL TOV dPOLO Yia

aKOUN 10 GOVOETA KOl SUVOUIKA T VIO YVOGED®V GTO LEAAOV.

H dnuovpyio piog tétotag epapuoyng 0ev gival amidg pio EKTOIOEVTIKN 1] YOXOY®YIKN AoKNoN’
amotelel €va cvyypovo epyodreio pabnong kot oAAnAemidopoomng, a&lOTOIOVING TANP®SG TIG

duvaTdTNTEG TNG WNPLOKNAG ETOYNG.

H mtoyokn epyoacio eotidlel otn UEAETN, TOV GYESAGUO Kol TNV OVATTLEN EVOG YOXOY®YIKOD
Aoylopkoy pe tn unyovn moyvididv Unity. 1o mlaicto ¢ Snpovpyiog Tov matyvidlon, avérafo Tov
TANPN GYESOUO TOV CKNVOV KOl TNV 0pYaveoT Tng OVOECN TOVG, TPOKEIUEVOD Vo eEUCPUMOTEL 1
OUOAN pon Kol 1) GAANAETIOpAOT) TOV XPNOTN UE TNV EQAPUOYT. ME TNV EMAOYN TPOCEYUEV®V YWV
Y TIG OLAPOPEG EVEPYELES, OO TIC OMOVINGCELS OTIC EPOTACELS UEXPL TIG OAANAETOPAGELS LE TO

power-ups, To oLy viol aroKTd Evav mo (OvTavd Kol pEaAICTIKO YOpaKTHPA.

H dopn g ovykekpévng epappoyng/motyvidolov (quiz application), eivar BPaciopévn ot doun

evog aymva pmdoket. O ypnomg Ba £yl T dvvatdtnTa v TEpIyNOel 6To YMPO TG EPAPLOYNGS, VL
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maigel To moyvidt eite atopkd (singleplayer) gite opodikd (multiplayer), t6co oe tomuko (local) 6o
Kot o€ dtadtkTvokd (online) eminedo, Kabmg kot va eEgAilel TIC Yvdoelg Ttov og afinTikd eminedo. [
to multiplayer koppdt oe online eninedo, viAomoinca éva cvotnuo matchmaking mov emitpénet
OTOVG YPNOTEG VO GLVIEOVTOL EVKOAN KOl YpNyopa 6To d100ikTvo, e£0c@aiovTag o ompOcKOTTY
eumelpio online matyvidov. To GUGTNHA AVTO EMTPENEL GTOVE TOIKTEG VO AvAlNTOVY AVTITAAOVG KoL
vo. ouvogovtal e GAAOVG YPNOTEG HECH €VOG OMAOD KOl OTOTEAEGUOTIKOD UNYXOVICUOD, HE TN
duvatdtra vo wailovv oe mpayuatikd ypovo. To moryvidl €miong EVOOUATOVEL £vVav EVEMKTO
UNYOVIGUO Yo TV EI60YOYN Ep®TcE®V €kTOg TG Unity, emitpénoviag v €OKOAN TPocoHnkm kot
TPOTOTOINGT TOV TEPLEYOUEVOD YWPIG VO, OTOLTOVVTAL CALOYEG 6TOV Paoikd KMOOIKO TOL TOLYVISIoV,

TOPEYOVTOS GTOVS YPNOTES L0 TTLO TPOCUPLOGUEVT KO EMEKTACIUN EUTELPIAL.

To mouyvidl amotereiton amd Tpelg Kotnyopieg epwtioemv avéavopevne Pabuidag, ov omoieg
avepalovv v €vtacon Kot SVOKOAMA, OTMC aKPIPMG Kol 01 JUPOPETIKEC PAGELS TOV UTACKET. To
eMimedo éva 1 aAM®G PoAr dmwg ¥PNOYLOTOLEITOL ETIONUA KOl GE £vay aydVO LTACKET, 1 OToio
arotelel To younAotepo Pabud dvokoiiag kat divel otov maiktn Evav ndvto, To eminedo dHo 1 aAiudg
dimovto, amotekel v pecaio Paduida dvokoiing kot divel dHo mHVTOLG evd 1 TpiTn KaTyopio Kot
o OVOKOAN amoteAEl TO TpimovTto 10 onoio mpocbétel Tpelg Toviovg. Emiong, o kdbe maiktng £xel o
duibeomn tov Ko opiopéveg Ponbeleg (power-ups) Tov AVTIKATOTTPILOVY TANPMG TIG OPOAOYIES TOV
OULVOVTO KOVEIG O€ TPAYLOTIKOVG OYDVEG UTACKET, TPOCPEPOVTAG GTOV YPNOTN TN duvaTdTNTA VoL

EMNPEACEL TNV TOPEID TOV TOLYVIOIOD LE APOPETIKOVS TPOTOLS. Ot facikéc fonbeieg mepthappdvouv:

1. Mmhok (Block): Mmlokdpel TV €pATNGCT TOL AVIIAAOD TPV OVTOG OTAVTNGEL, GTEPDOVTOS
TOL GTNV ovcia pia pmTNoN.

2. Kiéywpo (Steal): Emutpénel otov maiktn va KAEWEL TV EpATNGT TOV AVIUTOAOL TPV QVTOC
OTOVINOEL KOl VOL TNV OOVINGEL O 1810C.

3. Pwmdovvr (Rebound): Aiver pia debtepn gukopio GTOV TAIKTN oV O OVTITAAOG OTAVTIGEL
MB0g otV EpATNOT, EMTPENOVTAS TOV Vo Eavanpoonabnoet.

4. Aciot (Assist): Medver tov aplfud tov AovOoouéveov omavTNCE®V OTIC EPOTNGCELS
apVovTag e 6ot Kot po AavBacpuévn andvinon (50-50), Bonbmvtag tov maiktn va éyel
peyoAvTepn mTOOVOTNTO ETITVYIOGC.

5. ®aovi (Foul): Avaykdlel Tov avTimodo Vo aTavTiGEL GE EPMTNOELS YAUNAOTEPTS OVGKOALOG,

TPOKOADVTAG TOV VO «TATPOGEL Y10, Lot AaBog kivnon.
AVTEG 01 OTPUTNYIKEG EMAOYES TPOCOEPOLY eMTAEOV PABOC GTo Tatyvidl, divovtag Tn duvaTOTNTA

OTOVG TOIKTEG VO TPOGOPUOLOVY TNV ToPEia TOV oy VIdov Kol va, BEATIOVOLY TV amdd0GT TOLG,

aVAAOYO LLE TIG OVAYKEG TNG OTLYUNC.
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1.1.1 Kavovee moryviowov (Quiz

2NV TOPOKAT® TApAYPOPO avAPEPOVTAL Ol KAVOVES TOV Toyvidov. O ypnotng umopet va maiet
eite oe Single Player eite oe Local Multiplayer eminedo, evd vmdpyst kot dvvatdtnto Online
Multiplayer yio va avtayovietei gilovg péow dradiktvov. To maryvidl, T6c0 oto SinglePlayer 6co kot
oto Multiplayer, amoteleitor amd téoceplg YOPOVG, Le OKTD epOTNCELS o€ KABe yupo. o Single
Player 6Aeg o1 p®TAGEIS TOL YOPOL ATOVIMVTOL OO £vay TAUKTN, Evd 6to Multiplayer ké0e maiktng
OTOVTA GE TEGOEPLS EPMOTNOELS avA YOPO eVOAAAE. X1o Taryvidt vdpyovv fonbnuata Tov propodv va
xpnoporombodv yo va dtevkorbvouv Tig amavinoels: oto Single Player etvon diebéoa tpia, evd
oto Multiplayer névte yo ké0e maiktn. Ta Bondniuata pmopel va ypnoonomBodyv povo pia eopd
oo kabe maiktn. Ot epoTNoEl £X0VV SPOPETIKA emimeda dvokoriog: to Level 1 (BoAin) diver 1
movto, to Level 2 (Simovto) diver 2 movTovg kot to Level 3 (tpimovro) diver 3 moviovg. To maryvidt
oAoKANp@veTOL OTAV OAOL O1 YOPOL £xovv TTaytel Kol 0 Vikn TG Kobopiletar avdioya Le TO oKOp: GTO
Single Player to mouyvidt teppotifel kot omobnkevetal T0 KOADTEPO GKOP TOV TOIKTY, EVEO GTO
Multiplayer o maiktng IE TOVG TEPIGGOTEPOVS TOVIOVS AVOKNPVGGETOL VIKNTHG KOl TO OTOTELEGUO

amodnkedeTOL (OC VIKEG/MTTEG.

1.2 Aoun) ¢ epyaciag

1.2.1 Kepdioro 1 - Evocaymyn

210 TPAOTO KEPAANLO TNG TTUYIOKNG EPYACING, YIVETOL EMOCKOTNGCT TNG EPUPLOYNG KOl TAPOLGINOT
TOV Boctk®v Kavovoy tov mayvidlod. [Tapovcidletal 1 faciky doun Tov moyvidlon, ol SLVVATOTITEG
OV TTPOGPEPEL GTOVE YPNOTES, KaBMS Kot To. oToyeia Tov 0 cuvBétovy. Eotialel otnv avéavouevn
avaykn yuo TNV avartuén SadpucTIKAOV EQUPUOYDY, OTMS T qUizZ Tatyvidia, Tov cuvdvalovy uadnon
Kol yoyoyoyia. [lapovsialetar 1 onuacio TG avantuEng VTGOV TOV EPAPLOYDV, KOOMOS 01 ¥PNOTEG

avanTovV d1aoKeESAGTIKOVS Kol EEVTVOVE TPOTOVG AAANAETIOPOCTC.
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1.2.2 Ke@droro 2 - Bivteomoryviorwe Kol pnyavE moryvidolmv

To xepdioo avtd mapovstdlel pie YEVIKN €OvVa Yo To. Pvteomaryvidlo Kot to epyaieio mov
YPNOUYLOTOLOVVTAL Yo TN Onuovpyio Tovg. Apykd, yiveton mpoomdfela vo eEnynbel L glvon €va
Bwteomaryvidl, moto gival ta Pacikd Tov cTolyEin Kol TMOG 0 TOIKTNG CLUUETEYEL GE ALTO LEGO OO TN
dudpaon. Ta PBwreomaryvidw e€etdlovial TOG0 ®G UEGO Wuyaywyiag 660 Kol ¢ TPOTOG EKPPACTS
mov ouvovdalel v TeYvoAoyia pe T dnuovpywdtna. [Hopdiinia, tovifetal Tog n eEEMEN ToVG

emnpedleTol amd TV TPO0dO TNG YNPLUKNG ETOYXNG.

21N ouvvEéyELn, TOPOVCIALETAL 1) 1IGTOPIKT TOPEID TOV PIVTEOTALYVIOIDV KOl TMV TOLYVIOOUNYAVOV,
oo TG TPOTES, AMAEG NAEKTPOVIKEG CLUOKEVEG TG deKaeTiog Tov 1970 émg To ovyypova e&elyuéva
CUGTHLOTO 7OV TPOCPEPOVY PEOMOTIKG YPOUPUKd, online OSLVOTOTNTEG KOL TPOMYUEVN TEXVNTA
vonuoouvn. Méca amd avth v avadpoun, YIVETOL QavepT| 1| GUVEYNG TEXVOLOYIKT TPO0dOC, KaBmS

KOl 1] S10PKMG AVENVOLEVT] OTNYNCT TOL £XOVV TO. TOLYVIOLH 6TO EVPV KOWO.

Idwitepn éupaocn divetar emiong oTig UNYoVEG avanTuéng oy vididy (game engines), ONAadT oTIg
TAOTQOPUES TTOV EMITPETOVY GTOVE SNUIOVPYOVE VO GYESIAGOVY, VO OPYOVMDGOLV KOl VO DAOTOIGOLY
TIC 106€C TOVG, METOTPEMOVTIOG TEC O OAOKANPOUEVO OladpaoTikd mpoiovra. Ilapovoidlovtan
GUVOTITIKG UEPIKES Omd TIC WO dNUOPIAEIG unyavég mayvididv, ormg 1 Unreal Engine, to GameMaker
Studio kot 1 Godot, avaidovtoc yio kéOe pio ta Poctkd mAcovekTAHOTA, TIC OLVOTOTNTEG TTOV

TPOGPEPEL KL TIG POCIKES TNG AOVVOLLIEG.

[dwitepn aAld cOvtoun avagopd yivetal kot otn Unity, v omoio eéetdlovpe pdévo o€ enimedo
YEVIKNG TOPOVGILAGTG TV BETIKOV Kol ApVNTIKAOV TNG YOPUKTNPIOTIKAOV, KOONDG 6T0 ETOUEVO KEPAANLO
axoAovBel avolvtikn mapovcioacn g Asttovpyiog g péca omd v mpdén. H Unity, Adyw tng
gupeiog ¥pNoNg NG Kot TNG EVKOAMOG OV TPOCPEPEL TOGO GE OPYUPLOVS OGO KOl OE EUTEPOVS
TPOYPOUUOTIOTEG, OmoTELEl TO Paocwkd epyoAeio ovATTLENG TOL TALXVIOIOD YVAGEDV OV

TOPOVGIALETOL GE QLTY] TNV EPYUCIL.

YUVOAIKA, TO KEPAAUIO AVTO GTOYEVEL VO SDCEL GTOV AVOYVAGTN TO AapaitnTo VITOPabpo TG0 Yo
v katavonon g e&éMéng tov Pvteomayvidumy, 0G0 KOl ylo. TNV KOTOVONGN TOV POAOD TOL
dradpapotilovy ot chyypoveg UNYAVES OVATTUENG GTOV TOUED TG WNOLOKNG Yuyayoyiag. [Tapdiinia,
Aertovpyel ¢ YEQPULPA TOL GCLVOEEL TN DEPNTIKN TPOGEYYION UE TNV TPOKTIKN EPAPUOYN TOL

OVOADETOL GTO ETOUEVO KEPAALO.
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1.2.3 Kepdrao 3 - H pnyevny epappoydv Unity

210 KePAAOLO avTd, mapovotdletarl avalvtikd 1 Asttovpyia tng Unity, pog amd Tig 1o dnuoPiieic
Kol EUPEMG YPNOUYLOTOOVUEVES UNyavéS avamtuéng moyvididv. H Unity mpooceépel éva mANnpwg
onTIKO Kot OAANAETIOPOCTIKG TEPPEALOV epyaciag, To onoio amoteleitol and pa cepd Tapabdpwov
Kot gpyoieiov, oxedlaopévov MGTE Vo SIELKOADVOLV ToV dNovpyd 61N oxediooT, opyavmon Kot
Agrrovpylo L10g EQAPUOYNG 1 EVOG OIS0V, akOUn Kot v BpioKeTal og TPOO GTASI0 YVOCEDV.
Kdabe mapdBupo (m.y. Hierarchy, Scene, Game, Inspector, Project) eEvnnpetel drapopetikd okomnod: 1o
napdBupo Scene emTpénel T SOUOPPMOCT TOV EKOVIKOD KOGHOV KO TMV AVTIKEWWEVOV, TO Tapdfupo
Game gpeavilel 6€ TpayuaTikod xpovo TMG PAiVETL TO T VIOl GTOV TEAMKO YPNOTN, EVO TO Tapddvpo
emBewpnrn (Inspector) mopéyer mpocPacn otig WdTTeg KAbe emheypévov avtikelévov. To
mopabvpo 1epapyiag (Hierarchy) euopoaviCer 6Aa ta avtikeipeva tng okmvhg, kot 1o Project
mepthapPavel Oda ta apyeia Tov Epyov. Avti 1 61a4pOpmON TPOGPEPEL LU0 OPYUVOUEVT] KOL EVEAKTN
TPOGEYYION OTNV avamrTulr, EMITPEMOVTOG OKOUN KOl GE OPYAPLOLE YPNOTES VO SNUIOVPYHGOVV

AELTOLPYIKA KO EAKVOTIKA S0 paoTIKG TEPBAALOVTA.

H Unity o&lomotgiton o¢ 10 Pacikd epyareio oyediaong Kot LAOTOINGTNG TOV TALYVIOIOV,
TPOGPEPOVTOG £V VPV PAGHO OLVOTOTHTO®Y TOV KAADTTOUV TOGO TOV TEYVIKO OGO KOl TOV ONTIKO
oyxedopd. Méow g Owayeipiong oknvdv, o OMovpyodc €xel TN SVVATOTNTO VO SLOUHOPPDOGEL
OLPOPETIKA. GTASI. TOV  TOLYVIOOV, OTMOC 000veEG HeEVOD, EMAOYEG TAIKTAV, EPMOTNOEIS KOl
omoteAéoparta. IlapdAinia, m Unity moapéyst epyoieio yw tn Oonpovpyio kot tomoBénon
SLdPUCTIKGOV OTOLEI®V, OT®G KOVUTLE, TAAIoO, S10AOYOL Kol TEDIO EI0AYMYNG, TO OTOIN ETLTPETOVY

GTOV YPNOTH VO CAANAETOPA e TO o vidl e PUGIKO Kot KoTavontd Tpomo.

Emumdéov, n Unity vrootnpiler v evooudt®on TOAVUECOV — EKOVOV, MOV KOl LOVCIKNG —
EVIOYVOVTOG TNV EUTELPIR. TOV ¥PNOTN Kol KOOIGTOVTAG TO TEPPAALOV O EAKVOTIKO KOl AEITOVPYIKO.
H dvvatdmta Tposapuroyng g ELOAVIONS, TNG CVUTEPUPOPAS KoL TG PONG TOV TALYVISIOV HECH 0T
10 omTKO mePIParrov gpyaciag g Unity emrpénet tnv axpiPn pvbuion tov gameplay, 1660 yio Evav

TOAKTN OGO KO Y10 TEPUTTMGELS PE EVOALUYT HETAED 6V0 TUIKTMV.

Méow avtdv Tov duvatotitov, Kabiotatal duvath 1 onpovpyio evog TANPOG AEITOVPYIKOD Kot
OAOKANP®UEVOD TTOYVIOOD YVOGEMV, TO OTOI0 TEPIAAUPAVEL UNYAVIGLODS 0EIOAGYNONG, EVOALAYNG
oePaG, KATAPETPNOTG OKOP Kol EVEPYOTTOINoTG EWIKAOV Bondntik®v Agttovpyidv (m.y. power-ups). To
TEAMKO ATOTELEGHO EIVOL L0l SUVOULKT KOl O10OPAGTIKN EPAPLOYN TOL GLVOLALEL T AELITOVPYIKOTNTO

LE TN OYEOL0GTIKY EVYPNOTIAL.

2TV evoTNTO QTH, TOPOVGLALETAL e AETTOUEPELR TG TO. EpYoAeia Kot Ta mwapdbvpa tng Unity

ouvvepyalovtal Yo TV opyavmoT TV ETUEPOVS GTOLXEIMV TOL TTaLy VIS0, TN JlUYEIPION T®V GKNVAOV
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KOl TNV KATOOKELY] TG Guvolkng eumeipiog tov ypnotn. H Unity avadewvidetor oyt poévo mg pio
TEYVIKA 1OYLPN UNYOVH avATTUENG, OAAG Ko G £va TPOGITO, EVEMKTO Kol AT0d0TIKO TEPPAALOV YiaL

TNV VAOTOINGT MNHOVPYIK®V WEDV, aVEEAPTNTO OO TO EMIMESO EUMELPIOG TOV OTLLLOVPYOV.

1.2.4 Ke@dhoro 4 - Tyed10016¢ Ko vA0TT0iNen EQUPRoyNg

370 TETOPTO KEPAAOLO, OVOAVETOL 1 OL0dIKAGIO GYESAGHOD Kot OVATTUENG TOV TOLYVISIO0, UE
éupoon ot doun Kot Tr Onovpyio TV oKnvov, KoBME Kol ot oOVOEsN TOUG HECH KMOTKO
(scripts). E&etaletal n evooudtmon script yio Tn Sl eipion Tov YoV, T POPT®GN Kol ERPAVIOT| TOV
EPMTNCEDV HECH OPOPETIKMY SCript Kot TNy €10aymyn epotnoewv amd &va Google Sheet pécm
URL. To kepdAaio kaAvmtel eniong tnv vAomoinon tov matchmaking multiplayer pe yprion tov Photo
Pun 2, dievkpwiloviag mdg cuvdéovtal ot TAIKTEG Yol VO TPOCPEPOLV L0 OLOAT KOl OTOJOTIKN

eunelpio oto multiplayer mepipdAlov Tov moyvidiov.

1.2.5 Ke@diroro 5 - Xounepdopnoto Kol TpoTtdeilc feAtioong

2T0 TEUNTO Kol TEAELTOLO KEPAALO, TAPOVGIALOVTOL TOL GUUTEPACLLATA KoL Ol SUVOTOTNTES EEEMENC
™G EPapUOYNC. Apykd yiverol avackomnon g viAonoinons tov quiz game otnv Unity, pe avagopd
ot pon singleplayer/multiplayer, ot diktowon pécw Photon PUN 2, ot Swyeipion epotioewy and
e€MTEPIKN TNYN KO OTNV EVOOUATMOON GUOTNUATOV OTMG TOL POWEr-ups Kol T0 TPOPIA TaikTn. X1
OULVEYELD TOPOLGLALOVTOL TPOTAGELG Yo TN MEALOVTIKY] €EEMEN TNG EQAPLOYNG, OTMG PEATIDCEIS GTO
matchmaking, otn dwayeipion kot gloaynyq gpotioemv kol oty vrootpitn offline Asitovpyiog.
E&etalovtan emiong emiyelpnoloKES TPOOTTIKES, OGS 1| avaPaOion Yo TEPIGCOTEPOVS YPNOTES KOL 1)
vrootnpi&n véov ocvokevmv. Télog, artoloyeiton m emioyn g Unity ¢ Pacikng mAatedppog

avantuéng, Adym g gveMéiog ¢ Ko TG cuvepyaciog g e to Photon PUN.
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KepdAaio 2 — Mnxavég raiXvidiwyv Kail Bivreotraixvidia

[Ipwv Eekviioovpe T oyediaom Kol KOTOGKELT TNG OIKNG LAG EPOPHOYNG OAAY KOl TV OVAAVOT TV
Aettovpyldrv ¢ unyovng Unity, sival amoapaitnto vo, LEAETICOVUE VTAPYOVTH GUGTHLOTO TOV £YOVV
napopolo okomd. H Piploypagikny €psuva pog Pondnoe vo KOTOVONGOLUE TOEG TEXVOAOYiES
YPNOUYLOTOLOVVTOL CYUEPQ, OO YOPOUKTNPIOTIKE Be@podvTal XproIUa Yio TOV XPNOTI, OAAGL Kot Ta

TAEOVEKTILLOTO- LELOVEKTNHOTO TTOVL KaBioTovy v Unity 180vikn yio TETOEG EQAPUOYEC.

2.1 Opopoc frvreomaryvior®my

O 6pog Pwvteomaryviol (video game) [1] avagépetal e omolodnmote moryvidl wailetor péow
NAEKTPOVIKNG GLOKELNG, OMMG £VAG VTOAOYIGTNG, Mo Toyvidokovaola, €vo smartphone kot dAAo
napopota péoa. Ol To MAEKTPOVIKA Toyvidla YoV Lid LOpeT E16000V OEOOUEVMY OO TOV XPNOTN:
TANKTPOAOYL0, TOVTiKL, joystick, gamepad, 006vn aeng, K.a., Kot o Loper €£630V TOL IKAVOTOLEL TIg
aotnoelg tov maiktn: 086vn vmoAoyiotn N THAEOpAoN, Nyelo Kot omtikn texvoroyio [2], HeTa&y
dAlov. O Pacwds TpoOmog aAANAETIOpAOTG YIVETOL UEC® YPOPIKNG OETAPNG, HUE OTOTEAEGLUM O
TOIKTNG VO AUPAVEL OTTTIKY ovaTPOPOdOTNOT. AV Kot 0 6pog «Pivieon ota mpdTa Ypdvia Tov e100Vg
oxetilotav pe oB0veg TOMOL raster , ONUEPO YPTNOLOTOLEITOL YOt VO TEPIYPAYEL OTOLUNTOTE
anewkovion 2D 1 3D og onowodnmote TOTo 006vNc. Ot NAEKTPOVIKEG GUGKEVEG TTOL EMITPEMOVY TNV
avamopoy®yn Pvteomayvididv ovopalovior TAaTeOpureS Kot TEPIAAUPAVOLY atd TPOCHOTIKOVG
VTOAOYIOTEG €C @OopNTEG Kovoores. Tlapott oto mopehBov to moryviowe arcade frav Wdaitepa
dradedopéva, TAEOV 1) ¥pNon Tovg €xel pelwbel aotntd. Efquepa, ta Prvreomayvidwn Exovv eEeybei
0€ ONUOVTIKO TOMTICTIKO HEGO, OMOTEAMVTOG TOLTOYPOVO HOPPN TEYVNG Kol oyvpn Prounyovia

Yoyoyoyiog.
2.2 Iotopia Ko €€ WIEOTULYVIOLDV

H 1otopia tov Prvteomoyvididv Eekivd ota téAn g dekaetiog tov 1950 otig HITA, dtav ot
VIOAOYIOTEG Apyloav va yivovtalr mo yvootol. To mpdta mayvidw speaviomnkay kKopiog oe
gpyacTNpLo 1 €101KOVS YMPOLS Kol OYL OTA OTITIO. X1yd GLyd OUMC, PE TNV TPO0dO TNG TEXVOLOYinG,

£QTOCAV KOl 6TO GOAOVL KGOE GmiTI00.

To mpdTo delypoto cvtov TOv VEOL €100VG Yuyaywyiog eR@AvioTnKov o€ JGPOPES LOPPEG: OF
ot100epéc KOVOOAES, e PAITEP, GE VTOAOYIOTEG, AAAY Kot G€ POPNTEG CLOKEVES Ty VidlwV. H e&EMéN
TOVG dlokpiveTal o oKTM Pactkég Yeviec, kKabe pin oo Tig 0moleg GUVOLETL LE TIG EKAOTOTE KOVOOAES
OV KUKAOPOPOVGAV KOl TIG TEXVOAOYIKES KOVOTOUIEG TTOV EPEPAV TO TOLYVIOH EKEIVIG TNG TEPLOSOL

— O0mwg Oa dovpe TOPAKATO.

16



To mp®dTO TOyvidL yroo voAoyiot) Onuovpynnke to 1952 amd tov Alexander Douglas kot
ovopalotav OXO, po ymelakn gkdoyn tng tpialag. To 1958, o William Higinbotham mapovciace o
Tennis for Two, éva TPOTOTLTO TALYVIOL TIVYK-TTOVYK OTTOL dVO TOIKTEG TEPVOVCAV TO UTOAAKL TV
amod TO QIAE, OMOTEAMVTOG TO TPAOTO MAEKTPOVIKO ToyVidl HE EUTOPIKO YopakTnpa. Alya ypovia
apyotepa, To 1961, tpeig portntéc Tov MIT dnuodpynoav to Spacewar, £va SLOGTNUIKO TOLYVIOL Yol
oo maikteg, O6mov o0 kabBévag mpoomabovce Vo KOTOGTPEWEL TO OLGTNUOTAOL0 TOL GAAOL,

ATOPEHYOVTAG TOPAAANAL O1APOPO EUTOIAL.

H mpd yevid Pvteomaryvididv Eekivnoe pe v UPAVIOT TN TPOTNG EUTOPIKNG KOVGOANG, TOV
Magnavox Odyssey to 1972, t0 omoio UETETPEYE TNV TNAEOPOOT GE HECO OlCKESAONG Ko
o vidlon. O YEPIGUOG YIvOTaY UE dVO TTEPIOTPEPOUEV KovUTLd (podéreg), To, omoia Kivovoay TO
avTIKEILEVO otV 006vN TAveH—KATO Kol aplotepd—oesid. Mepikd amd Ta matyvidilo Tov VAPYaY TOTE

ftav to Baseball, to Hockey, to Tennis kot GAAa amAd woyvidlo Loyikng.

kiaki-k a-
ames-museum/

H dégvtepn yevid Pvteomaryvidiov Eexivioe to 1976, dtav 1 etaupeio Fairchild mapovsioce to
Fairchild Video Entertainment System (VES) [4]. H koveoio avti Aettovpyoloe e TpOTO TOPOUOL0
pe to Magnavox Odyssey, 0£10T01OVTOG SOKOTTEG Yol TNV EVOALOYT AgrTovpyldv. Qo6tdco, fTav M
TPMOTN POPE TOL epPavicTnKay ol kacéteg (cartridges), Tov £6moay TN dSVVATOTNTO, GTOVG TAUKTEG VL
aAralovv mayvidla oty iduo kKoveora yopig va ypedletal véo unydvnuo. Mio omd TIC T YVOOTEG
KOVGOAEG ekeivng NG mepLddov Ntav to Atari 2600, To omoio £ywve Wdwoitepa ONUOPIAEG Kupimg ybpn
oto matyviolr Space Invaders. H emttuyio tov TitAov fTov 1060 HEYAAN TOv TOAAOL aydpacay Tnv

KOVGOAQ OTOKAEIGTIKA Y10, VO TO TAIEOVV GTO GTITL TOLS, KATL TOV avEPACE KATAKOPLPA, TIC TOANCELS.

ITapd v emtvyio. avt, 1N ayopd cOVTOUN YEHOE [Ee OONVEC KOVOOAES Kol TTaLyviowo YOUNANG
nmowwmtoc. To yeyovog avtd odnynoe oe Kpion ohdkAnpn t Prounyovia tov Prvreomayvidiov, pe
TOAMEG eTapeieg vo KAelvouv 1] va €YKOTOAEITOVV TOV YDPO, EVD OPKETOL TAIKTES GTPAPNKOYV TALOV
otovg home computers, ot omoiot mpocépepav peyaAdTEPT OTABEPOTNTA, KOADTEPO YPOPIKA Kot

TEPLOCOTEPES OLVATOTNTEG.
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https://museumfinder.gr/magnavox-odyssey-1972-i-proti-oikiaki-konsola-vinteopaichnidion-ston-kosmo-ena-psifiako-mnimeio-sto-video-games-museum/
https://museumfinder.gr/magnavox-odyssey-1972-i-proti-oikiaki-konsola-vinteopaichnidion-ston-kosmo-ena-psifiako-mnimeio-sto-video-games-museum/

Tnv 1610 mepiodo, n Nintendo mapovcioce otv lomwvio to Family Computer (Famicom),
avoiyovtag Tov OpoOuo Yo TNV TPitn YeVId KovooAdv. To cuotnua avtd £pepe peydin Pertioon ota
YPAPIKA, KaODC vTocTPILE TTO AENTOUEPT Sprites Kot LEYUADTEPT] TOIKIAD ¥POUATOV, TPOCPEPOVTOG

€101 pia o {OVTavh Kol EVIVAMGIOKT EUTELPIN GE GYECT] LLE TIG TPOTYOVLEVEG KOVOOAEG.

Atya ypovia. apyotepa, n Nintendo KukAO@OPTGE GTNV QUEPIKAVIKT 0yOpd TNV avTicTOLYN £KO0GT), TO
Nintendo Entertainment System (NES). H kovodla giye vmodoyn 610 Uapootivd PEPOG Y10 KAGETES
Kot ovvodevdtay oamd tov guPAnuartikd titho Super Mario Bros.. H emtvuyio tov NES dev
meplopiomnke Uo6vo oto 10 to punyavnua, oAAd Emoiée kaboploTikd pOAo oTNV avayEvvnon g
Brounyoviag towv videogames otic Hvouéveg [MoAteieg, emavagépovtag Ty EUmIGTOGHVI TOV KOWVOD

KOl SNUIOVPYDVTOG ML VEQ ETTOYT Y10, TV OTKLOKT] WYoyoywyic.

Ewova 2.2: H xoveora Nintendo Entertainment System(NES)

H tétapm yevid Pivteomayvidudv Eekivnoe pe to Mega Drive tng Sega, mov yvopioe peydin
emruyia, kou cvvropa 1 Nintendo amdvinoe pe to Super Nintendo (SNES), tpocpépovtag mo dvvatd
YPAPIKA KoL 1}0. X1V id10 TEPiodo gupavioTnKay Kot dAreg Kovoores, dmws to TurboGrafx-16 kot to
Neo Geo, pe 1o terevtaio va Eeyopiler yioo v mowdmta aAAd Kot to vynid Ko6otog Tov. H
TPAYUOTIKY emavactacn ouwc pbe pe to Game Boy, ) @opntr| kovodra g Nintendo, mov e 10
pikpd g péyebog kar T Agrtovpyia pe pratapieg €Kave To gaming eopntd (006vn Kot yEPLoTHPLLL

NTav EVOOUATOUEVO GE Hia eviaio cLoKELN) Kol AAAAEE Yo ThvTo ToV TPOTO oL ToilopLE.
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https://collection.sciencemuseumgroup.org.uk/objects/co8094235/nintendo-entertainment-system-nes
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Ewova 2.3: H xovedia GameBoy ¢ Nintendo

https://collection.sciencemuseumgroup.org.uk/objects/co8184133/nintendo-game-boy]

H méumtn yevid kovooAidv Eekivnoe pe 1o Atari Jaguar, Tov av kot o duvatd omd TIC TPONYOVUEVES
KOVGOAEG, 0V KOTAPEPE Vo kepdicel 1o Kowvd. H mpaypatikny dvodog avthg g yevidg npbe pe ta
Sega Saturn, Sony PlayStation kot Nintendo 64. T'ia tpdt @opd ypnoipornomdnkoav CD avti ya
KOGETEC, KATL OV £0MGCE UEYOADTEPT] YOPNTIKOTNTA Kol KAAOTEPO M¥0. AVTH M €mOYN HOG XOPLoE
UEPIKG OO TO O YVOOTH ToVidl OA®V TOV €noydv, Om®¢ To. Super Mario 64, Mario Kart, The

Legend of Zelda, Donkey Kong kot Tekken.

Yta téAn g dekaetiag Tov "90,  Sega mapovoince to Dreamcast, pio KOVGOAN YEUATN KOIVOTOLEC,
aAAG cOvToua Bynke €KTOG avTaymvicpov, kabmg to 2000 1 Sony kukhoeopnoe to PlayStation 2, wov
&yve M MO EMTUYNUEVT] KOVGOAQ OA@V TOV ETOYOV. XNV 0o mepiodo gueoaviomkay to Nintendo

GameCube kat to mpdto Xbox amd ™ Microsoft, Tov panke SVVOUIKE STV oyopd.

Me v ékn yevid [6] ot Koveolec dpyloay va HotdlovVv TEPICCOTEPO LE VTTOAOYLIOTES, L KAADTEPO

AELTOVPYIKA, AmoONKEVTIKA PEGH Kot SOLVATOTNTO CUVOESTG OTO VTEPVET.

H éBdoun yevid Eexivnoe 1o 2005 pe to Xbox 360, mov £épepe acHPLATA YEPIGTAPLO KO EVIGYVUEVO
online gaming. To 2006, 1 Sony andvtnoe pe to PlayStation 3, mov extdg amd mayvidia Emanle xon
towvieg Blu-ray. Tnv idwa ypovid, n Nintendo Advcoape to enavactatikd Wii, To omoio ydpn oTovg
acOnmpeg kivnong petétpeye to moyvidlt oe mo Swdpaotikn epmepio. To Wii €ywve tepdotia

eMTLYI0 Y1OTl KATAPEPE VO PEPEL OTO gaming OlKOYEVELEG Kol TaiikTeg kdfe nAkiog.

|

Ewova 2.4: H xoveoia Nintendo Wii pe oioOntipeg kivnong
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c-iHNylcOpelum]

To 2011, n Sony xvkiogopel to PlayStation Vita, kafmdg kot to PlayStation 4, mpoceépovtag
onpavtikés teyvohloyikéc Peitidoelg. To 2013, m Microsoft mapovoidler to Xbox One, evod m
Nintendo kvklogopei To Switch, pio kovotope VPPLOIKN KOVGOAX Y10 QOPNTH Kol OIKIOKY XPToT).
YHuepa, OVOOVLE TNV EVOTN YEVIA KOvGoAmv, pe To PlayStation 5 va kukAopopei ota téin tov 2020.
To PS5, 6mmwg kot ot ovyypovolr vmoAoylotéc, alomolel Tnv ewovikn mpaypotikomra (VR),
EMTPEMOVTOG OTOVG TalikTeg va {oovv 1o Tatyvidl pe wo {OVTavo Kol peOMOTIKO TPOTO, HECH OO

EL01KA YOAALA TOV TOVG PETAPEPOVY GTOV EIKOVIKO KOGUO TOV ALY VIS0V,

Ewova 2.5: Oculus Rift S VR headset (Ontiko0KovGTIKO GET EIKOVIKNG TPOYUATIKOTITOC)

[https://www.gamesradar.com/oculus-rift-s-review/]

2.3 Mnyovéc Horyviormyv

2.3.1 Unreal Engine

H Unreal Engine [7] omotelel pio unyovn omuovpyiog mouyviduov (game engine), mov
avamtoydnke and t yvoot etapeio Epic Games. H mpot g epedvion €ytve 1o 1998 pe to
onuoenég moyviot Unreal, kot omd 1618 €€ehiooeton ocvveyde, mapopévovtog pio omd Tig Mo
010000 LEVEG EMAOYEG GTOV YDPO TNG AVATTLENG Tayvidlwy. OTmg Kol ol TEPLEGOTEPES GVYYPOVEC
punyavég moyvidudv (game engines), 1 Unreal éyel aviikeyuevootpaen opyitektovikn kot Pacileton
Kuplog otn YAOGGa Tpoypaupoticpod C++. Xto mapeAbov ¥pnoiomolonss T d1kn G YAMGGa, TNV
UnrealScript, mov ntav Paciopévn ot Java. H cvykexppévn pnyovn vrootnpiletl éva eupld @dopa
TAOTPOPUOV Y10, VTOAOYIOTEG, KWVNTA, KOVOOAEG KOl EKOVIKY Tpayuatikotnta. H avdmtuén evog
moyvidov otnv Unreal yivetor péom tng ompovpyiag kot eneéepyaciog oknvov. Méoa o kébe

OKMVN, 0 TPOYPOUUOTIOT G ToTobeTel avtikeipeva (objects) gite péow KMOWKA EITE YPNOUYLOTOIDOVTOG
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étowa potuma. (templates). Ta avtikeipeva avtd yopaktnpilovior amd 1010tTeg 6mws 1 Béom, o
TPOCAVATOMGHOG, 1 ELPAVIOT KOl S1AQOopa PUOIKA YopoKTNPLoTIKG (.. Bépog, TaydTnTa Kivnong).
Av16 mov Kkdvel v Unreal —kon yevikd Tig game engines— vo. Egyopilel amd dAha Tpoyplupota
povtelomoinong ival to g dwoyepileTor Kot cuvOLALEL TPOYPUUUOTIOTIKY, OTTIKA Kol QUGIKA
GTOLKELD, EMTPETOVTOG TV OAOKANPOUEVT] OVATTUEN EVOG O100PpAGTIKOD KOl AEITOLPYIKOD ALY VIS0V,

[To ovykexpipéva, to Unreal dabétet:

[https:

1. pio unyovn QUGIKNAG, 1 omoia givol vTEVBVYM Yo TN PEOALGTIKY OTEIKOVIGT KOl EPOPUOYN TOV
KOVOV@V 7oV SIETOVV TNV OAANAETIOPOOT, TOV OVTIKEWEVOY HETAED TOLG KOl HE TO
nePParAov — Omme N PopdTNTa, 01 GLYKPOVGELS, KOl AAAEG PLGIKEG OVVAUELS.

2. M pnyoviq Myov, N omoic avaAdpBAvel TOGO TNV OVOTOPAY®YN NYOV EVTOC TNG OKNVIG —
oLYVA OO TOAAEG TAVTOYPOVEG TN YEC — OGO KOl TV PEUAIGTIKY 000061 TOLG e Paon
0€om TN TNYNG KoL TOV AKPONTH GTOV YMPO, TPOGPEPOVTAS ETGL TPLIOIIAGTATO NYNTIKO EQE.

3. M pnyovy ypoeik@dv, m omoio £xEl ®G POAO TNV OMTIKN OFEKOVIOT TNG GKNVIG,
AQUBAVOVTOG VTTOWYT TN YEOUETPIO KOl TO YPOUOTA TOV OVTIKEWEVOV, TIC TNYES POTOC, TIG
OK1EG, KaOdC Kol T0 PavOUEVO TNG OTTIKNG EMKAAvYNG (occlusion), OTOV AVTIKEIEVO TOV

TPOCKN VIOV KPOPOLV LEPIKMG 1) TAPOS EKEIVA TOL TAPUCKIVIOU.

Olot ot mapomdve pnyavicpoi cuvepydalovtor yuo va mapoyel 1 tedkn eikova mov TpoPdrieTan
omv o006vn 1oL YpNotn. Ze mepimtwon mov dadikocieg ocvuPaivovv duvoKd Kotd TNV
OAANAETIOPOIOT] TOV YPNOTN LE TOV VTOAOYLIOTH, 1| AELTOLPYIO TOV UNYXOVICUOV QVTMOV dPOLOAOYELTOL

pe ™ Pondela KOIKA.
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H pnyovy Unreal Engine eivar ocvpfarty] pe to mepiocoTeEPO YvOOTH AOYIGUIKG Kot £)El
xpnowonombel gupéwc, Oyt poévo otn Prounyovio tov Prvteomayyvidiov (m.y. Batman, Aliens,
Fortnite), ahhd ko oe TnAeontikég mapaywyég onwg The Mandalorian xon Westworld [8]. Xépn o1ig
dvvatottég g, n Unreal Engine dev ypnoonoteitor povo oto frvreomatyvidio aArd Kol G€ TOUEIS
OTt®G 1M EKTOIOELOT, 1] APYLTEKTOVIKT, O TOMTICUOG Kot 1 Propunyovia, yio Tn dnuiovpyio peoAoTIKOV
TPOCOLOIDCEDY Kl Tapovctdcemy. Eivol dmpedv atn ypnomn, eKTOg av To TEAKO TPOIdV amoPEpeL

movo amd 1 ekatoppvplo dordpua, ondte n Epic Games Aapfdavel 5% mocooto.

2.3.2 GameMaker

To GameMaker [9] sivat pia eEAMKT pnyavi ovATTLENG ToyVIdIdV Tov dnpiovpynonke to 1997
a6 tov Mark Overmars Kot KokAOQOPNOE Y10 TPOTN Qopd 6to gumdpilo to 2007 péow tng etanpeiog
YoYo Games. Ymootpiler minbopa mioatpopuodv, o6mwg Windows, macOS, Ubuntu, HTMLS,
Raspberry Pi, kafdg kot kovooreg onmg PlayStation (3, 4, 5) ka1 Xbox (One, Series X/S).

Test! - GameMaker Studio 2 - a X

Ewova 2.7: Zxnvn oto npoypaupa GameMaker
https://www.macrumors.com/2017/09/02/gamemaker-studio-2-debuts-on-macos/]

Q¢ punyovn oy vididv, o GameMaker dtab€tel OAeg T1g factkéc Asrtovpyieg mov avoaeEpnkay oty
TOPATAV® TOPAYPaPo, divoviag T duvatdTnTa aE0ToiNcNG TOL GE TOIKIAEG EPAPLOYES Kot KAGLOOVG.
Ye eminedo TPOYPOLUOTICUOV, TPOGPEPEL VO OOEGIIEG TPOCEYYIOES, OLEVKOAVVOVTOG £TGL TN
Swdkaocio avamtuéng 1600 Yoo apydplovg 660 Kol Yo mo EUTEPOLS xpnotes. [T cvykekpyéva,

EMITPENEL TOV TPOYPOULLUATIGHO:
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1. Mg ypnion tov Drag and Drop (DnD): evdc ypagikod epyoAeiov mov emiTpémel 1
dNpovpyic. AVTIKEWEVOVY, TNV EVEPYOTOINGT AELTOVPYIMV Kol TN dtoxeipion pomng dedopévmv
pécm draoHvdeong kKOUPav, yopig v avaykn ypaeng kddka. Etvat 1davikod yio apydplovg 1
v ypryop” avantuén AoyKnG.

2. Méoo k@Ko, Kol NG O1KNG TOV YAOOGAS Tpoypoppaticpov, e GameMaker Language, 1

omoia cvvrtifetan amd £va cuvdvaoud otoryeimv g C ko g JavaScript.

H mlotpoppo Bempeitar dlaitepo QIAIKN TTPOg Tov YpNoTn Kol TPoosPépel eveléio 1660 o€
apyépovg 660 Kol GE MO EUTEPOVS TPOYPUUUOTIOTEG Kol 0YXeSOOTEG. 20TOGO, GLYVA TOPOLGLALEL
nmpata actabovg Aettovpyiog (crushes), eved moAld and Ta Tpokabopiopéva ETolo avTiKeiteva Kot
KAmoleg amd TG Agttovpyieg Exovv yopaktnpilotel g Eemepacpéva. A&ilel emiong va onueiwdei 611 to

GameMaker dwatiBetor povo pécw emi mAnpopn Adeg XpnoNgs.

2.3.3 Godot

To Godot [10] amotelel po TANPTG UNYAVI TOLYVISLDY, TOL YPNCOTOLEITOL Y1t TN dnuovpyio 2D
kot 3D moyvididv, dtbéoun vd v adsto MIT Massachusetts Institute of Technology). Adym g
evéMKTNg doung Tov, To Godot divel T dVVATOHTNTA GTOVG OTLLOVPYOVG TOV VO EVAALAGCOVTOL EDKOAN
oe 2D ka1 3D dote va @Tidyvouy dtapopeTikd €idn mTayvidldy. Yroompilel ToAATAG AEITOVPYIKA
ocvotiuata, onwg Windows, macOS, Linux, iOS, Android xot dAlo, mpoooipovtag cvpeio

ovpPoatdtnra Kot eveMEin 6TOVG dNULOVPYOVC.

Ewodva 2.8: Zknvn oto npdypappa Godot

[hitps: o 0 inc%420]
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To Godot Aertovpyel ®G TANPNG U0V TOLXVIOIOV UE £V EVOOUATOUEVO TEPPAAAOV avATTUENG.
To Paocwkd tov gpyareio eivar 10 TOPAbBLPO TG OKNVAG, UEC® TOL OTOIOL O YPNOTNG UTOPEL va
a&lomomoet 6Aa To dabéoyua epyoleio yio T dnpiovpyio tov entBountov mepiPdiiovtog. H Pactkn
YADGGO TPOYPOUUOTIGHOD Tov eivar 1 C++. Extoc v C++, to Godot vmootnpiler kar tov
npoypoupatiopd oe C#, evd dobétel kar ) d1kf 1oL YAOoca mpoypappatiopov, v GDScript, 1
omoio. Tapovotalel moAAd kowvd otoyeio pe tnv Python. H GDScript diver mpotepatdtnra otnv
EVKOALDL ¥pNONG KOl TNV OVOYVOOIUOTNTO, OTOTEADVTOG EEOMPETIKN ETIAOYT TOGO Yo apydplovg 6Go
Kol Y10, EUTEPOVG TPOYPaUUaTIotés. H ouvdeon g pe ™ unyovn Ponba va etidyvoviot o e0KoA

o, Toyvidta, omd o oAl péypt Kot ta o cHVOET KOPUATIO TOVG,.

Extog amd v avamtuén moyvidiov, to Godot £xel apyicetl vo ypnoLLOTOIEITOL KOl GTOV TOUEN TNG
ekmaidevong, Wwitepa o opiopéva Adkewn otig Hvouéveg Tolteieg, ydpn 6t QIAIKY TPog TOV
YPNOTN TPOGEYYIGT TOV KOl TV AUEST EEOIKEIMOT) TOL TPOGPEPEL LLE TOV TPOYPUULATIOUO, OKOLLOL KO
o€ apyaplove. QoTd60, COUPOVO LE YVOUES EUTEP®V Yp1oT®dV, To Godot 6To TEYVIKS Ko TPOUKTIKS
TOL KOUUATL ToPoLGLALeEl KATOEC OGAPELES G TPOG TIG OAPOPEG OOUEC TOV, eV TO TANBOC TV

OMUOPIADY EPapLOY®V T, omoia Pacilovtol og avtd eivar apketd pukpo.

2.3.4 GDevelop

To GDevelop [11] givar pia ehevBepn kon avorytov Kook punyovi avamtuéng moyviduov 2D kot
3D, 1 omoia emikevVIpdVETAL KVPIG GTN dNovpyia moryvidoldv yuo. PC kot kivntég cuokevés, kabmg
kot Yoo woyvidie HTMLS mov mailovror otov browser. ‘Eva and ta Poacikd TAEOVEKTAUATO TOL
GDevelop &ivail o Tpoypappoticpog faciopévog oe events (event-based programming). e avtifeon
HE TIC MOPOOOCIOKEG UNYAVES TALXVIOIDV OV OTOLTOVV YVMGELS Tpoypouuatiopov, to GDevelop
emTpEnel va, oxedlalelg T AOYIKN TOL ToyVIO0D GOV HEGO OO €va, ELYPNOTO ONTIKO cvoTnua. Ta
events yPNGILOTOOVVTAL Y10, VO, OPICOVV TIC GUUTEPLUPOPES KOl TIC OAANAETIOPAGEI GTO Ty VidL,
OM®C 01 KIVGELG YOPUKTNP®V, Ol GLUYKPOVGELS OVTIKEILEV@V 1| 1) TEXVNTH VONUoGUv” TeV gx0pdv. To
GDevelop d1abétel éva evoopatouévo Asset Store mov iAoEevel eKOTOVTASES YIAMASEC dMPEAV KOl
el TANPOU assets. Avtd pmwopovv va, Tpoctefovv gvkola og éva project Tov GDevelop pe pepixd
KMK pécm e demapng tov emefepyaotr). Olo 10 mepleydeEVO TOL TOLYVISoV, OTTOC To. GYEdLN
YOPOKTP®V, TO QOVIO, TO Keievo K.AT., umopel va mpootebel amevbeiog pEC® [uog SlEmapng

point-and-click otov eneepyaoty.

O xbOp1log otoy0g tov GDevelop givar 1 avanTvén TOYVISIOV PEGH TOL GLUGTNUOTOG YEYOVOT®V,
Yopig vo oamoiteitor yvoon mpoypaupatiopov. Ilap' Oha avtd, ot ypfoteg pUmopovv va
xpNoponomcovy umiok JavaScript yia vo avTIKOTAGTAGOLY ONOLOONTOTE YEYOVOC. AvTo dilvel )

duvaTOTNTAL GTOVG TPOYMPMNUEVOLS YPNOTEG VO EMEKTEIVOLV TIG SVVATOTNTEG TOV GULGTNHOTOG
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YEYOVOT®V, TAPEXOVTOS TOVG TN SLVOTOTNTO Vo OAANAETIOPACOVY GUECH HE TN UNYOVN KOl Vo
avénoovy 115 duvatdmrég e To GDevelop dwatifetan kKot ¢ Kvnty €papuoyn, PEATIGTOTOIUEVN
yw 10S kot Android. Ydpyovv Teplopiopoi yio dmpedv Aoyaplacpohs 060V apopd TG OKNVEG Kot T
yveyovota, oAld m ovaPabpion o€ Premium cvuvopour Eekleddvel OAEG TIG OLVOTOTNTEG TNG
EQUPUOYNG. AVTO EMTPETEL GTOVG YPNOTEG VAL avartOEOVY Ty vidia o€ cvokevég Android kot i0S, pe
vrootnpign cross-save, divovtog TN SuvatdTNTO GTOVG YPNOTEG Vo EEKIVIGOLV TNV OVATTLEN OF

KIVNTEG GUOKEVEC KOl VO, GUVEXIGOVV GTOV VITOAOYIGTH TOVG, 1] OVTIGTPOPO.

v o mE

BeB=c# - av &
x

Objects

&

» Global Objects
- S jects

Ewova 2.9: Zknvn oto npoypappa GDevelop

[https:/github.com/4ian/GDevelop]

Me 10 GDevelop o kd0e ypnotng pumopel gdkora va e&Ayel Ta, oy VIO TOV GE Lol LEYOAT VKA
mhoteopucv. Eite 0€lelg vo ta polpaoteig 6To d100iKTL0, 68 KIVITEC GUGKEVEG 1| G EQPAPUOYEG Yo
vroloyiotég, To GDevelop kdvel T dwadikoacio anin kat ypriyopn. Ta mayvidio propodv va eEoybodv
amevbeiog Yo Tic TAateopueg Android, Windows, Linux kot Web. Ot mopokdto mlat@opue
vrootnpilovion yoo e€ayoyn pe éva kik: macOS, Linux, Android, HTMLS (Web) kot Windows
7/8/10/11. EmumAéov, ta projects pmwopovv vo e&ayBobv Tomikd Kot va, cuvtefovv yelpokiviTa Yo Tig
ekng miateopueg: 10S, Linux, Android, HTMLS (Web), Windows 7/8/10/11 kot Windows Store
UWP.

H Unity [12], elvon pia toyupn unyovi avamtoéng moyvididv mwov avartiydnke amd v etaipeia
Unity Technologies, pe tv wpmtn ¢ £€kdoorn va kvkiogopel to 2005. Avaueco 6T J1Gpopeg

unyovég mov €yovv mapovolootel, N Unity Eexmpilel yia ™ peydAn g cvpfotdtnto pe TOAAEG

25


https://github.com/4ian/GDevelop

OLPOPETIKEG TAATPOPUEG KOl AEITOLPYIKG CLUGTANOTO, KOOIOTOVTOS TNV aitepa SNUOeIAn TG0

OTOVG EMAYYEALOTIEG OGO KOl GTOVG EPACLTEYVEG ONLOVPYOVG. Mepikég amd avTég etvar:

[Miateoppeg kvntav miepavav (1I0S, Android, tvOS)
Miatpopueg niektpovikod vworoyiot (Windows, Mac, Linux)

Mioteopueg draductvov (WebGL)

L b=

Miatpopueg kovoordmv (Playstation 4, Playstation 5, Xbox One, Xbox Series X/S, Nintendo
Switch, Stadia)

5. Mlotedppeg emavénuévne kot gwovikng npoypatikotntog (Oculus, Playstation VR, Steam
VR, HoloLens, Google's ARCore, Apple ‘s ARKit)

eva gival ovpPot Ko pe maAdtepa, 6mwg ot Wii, Wii U, Playstation 3, Xbox 360, Windows Phone
8, Samsung Smart TV, Facebook Gameroom xat dAAieg. Méypt 1o 2015, 1 dudBeon g yvotov pHéc®
ayopag adelag ypnons, Oumg amd to 2016 wor petd, mn Unity Technologies vioBétnoe poviédo

ocuvopounc. Mapdriinia, dtatiBetor Kot dmpedv EKO0GT Y10 TPOSMOTIKT YPNON 1 LKPEG ETLYEPTOELS.

H mhoreoppa Unity meptypdoetor avolutikd 610 €mOpevo Ke@dimto, 0mov e€nyeitol 0o to
mepPaAilov demapng g (user interface), kaBmdg avty YpNoWoOTOMONKE Yo TNV VAOTOINGT TOL
project. EmmAéov, Oa cv{ntnoovpe ylo To TAEOVEKTNUO OAAG KOl TO HELOVEKTNLOTO TNG, TOV TNV

K0016TOVV G TNV VOOUEPO £Va ETLAOYT Y10l T1 OTLLOVPYIO TOLXVISIOV Kol TAOTPOPUDV.

2.4 ZVYKpPLoN UNYOVAV TALYVIOLAV

2.4.1 ITlgovekTnuota Kon perovektnuozo Unity

H Unity amoteAel v kopvgaio emtdoyn yo ) dnpovpyia online multiplayer quiz games, Adyw g
LOVOOTIKNG GLUVOLUCTIKNG 1OYVOC TOL TPOCPEPEL GTNV OVATTLEN TOXVIOIDV WE EVKOAID, YpHoMG,
eveMélo kot molvapifueg duvatdtnteg Yoo multiplayer Aeitovpyiec. Xe oOyKplon pe GAAEG UNYOVEG
oy vy onmg 1 Unreal Engine, n Godot, to GDevelop kot to GameMaker, 1 Unity Egympilet yia
Tovg e&ng Adyovug [13]:

1. EvYkoAn kou amoteheopatikn avamrtoén multiplayer mwoyviordv: H Unity mapéyst ioyvpn
vrootpign v T dnuovpyio online multiplayer moryvididv pe v EVoOOUATOON EpYOAEi®V
6mw¢ 1o Photon ka1 to UNet yio ) diayeipion server-client apytrektovikng kot matchmaking.
Emumiéov, M networking vmodoun ¢ Unity givar moAd kodd tekunplouévn, Katl Tov v

KaB1oTd WaviKn Yo Toryvidlo OTov 1 GLYYXPOVICUEVT] CAANAETIOpOOT TAKTMV Elvat Kpioyun.

26



Yrootpién morlhamhav mhateopp®v: Eva and ta peydro mieovektiuoto g Unity etvon
n cross-platform dvvatdTTA NG, EMTPENOVTOG TN SNUIOVPYIO TOLXVIOLOV TOL UITOPOVV VoL
avantuyBoov yo. Android, i0S, Windows, Linux, Web kot moArég dALEG TAATPOPUEG YOPIG
VO OmOITOOVIOL  OlOPOPETIKEG  E€KOOCEIS  TOL  MOVIOWOD. AvTd  EMITPEMEL  GTOVG
TPOYPOUUATIOTEG VO ETEKTEIVOVV TO TTOLYVIOL TOVG GE TOAAEC CLUGKEVES KOl VO TPOGEYYIoOUY
UEYOADTEPO KOWVO.

AnM) avamtoén pe C# wou Visual Scripting: H Unity vmoompiler ™ yiooco C#,
TPOCPEPOVTOC UEYAAN EVYEPELD KOl EVKOAIO Y10l O TPOYWPNUEVD €PYO, EVD TOPAAANAM
mopéxel epyoreio visual scripting (6nwg to Bolt), ta omoio eivar Woavikd yioo xpNOTEC UE
Myotepn 1 kaBorlov eumelpio TPOYPAPUOTIGHOD. Avtd TV kabiotd TpocPdoiun oe Evav
HEYAAO 0p1OUO OMLOVPYDV, OVEEAPTHTMG TOL ENMUTEIOV TOV TEYVIKDV TOVG YVAOGEMV.

Meyain kowétnte ko ektetopévor mopor: H Unity Swnbétel o tepdotio Kowotnto
YPNOT®V, TOV onuaivel 6Tl pmopeic va Bpeig evkola vrootnpitn uéow forums, tutorials ko
EKTOOEVTIKOV TOpwV. Emiong, 1o Asset Store tng Unity moapéyel ekatovtddeg EToyio assets
OV UITOPOVV VA, YPNOLUOTOINBoHV Yio TV TayOTEPT AVATTVEN TOV TOLYVIOOV GOV, KATL TOL

KAVEL TN O1001KAGT0 OVATTTVENG TTOAD TTLO YPNYOPT) KOl OTOTEAEGLOTIKY].

TINarti vrepTepEl 6 oyEon NE TIC GALEC TAATQOPIES:

Unreal Engine: Av kot 1) Unreal Engine mpoc@épet eaipetikd ypopikd kot elvor 19ovikn yio
peydng kiipokog 3D moyvidio, 1 KopmoAn ekpadnong ivol ToAd mo amdToUn Kol amontel
VYNAOTEPOVG VTOAOYIGTIKOVG TOPOVG, KATL OV UTOPEL VO TEPLOPIGEL TNV €VYPNOTiO. GE

HKkpOTEPQ projects.

Godot: H Godot givar pio mohd koA emhoyn yio 2D mouyvidio, oAAd 1 vrootypEn g yio
3D multiplayer mawyviowo givor meplopiopévn. Emmiéov, dev mpoopépet Tig id1eg eEghypéveg

dvvatotnteg matchmaking ko online cuvoésewv mov Tpooepépet | Unity.

GDevelop ko GameMaker: Av xou eivor €0koAeg otn Ypfomn kol KOAEG yio ypryopm
avantuén 2D mayvididv, dev Tpoceépovy Tig id1eg duvatdtreg Yo advanced multiplayer xon
networking 6mwg 1 Unity, eved dev eival 1060 1GYLPESG Y10 TNV AVATTUEN TOUYVIOUDV GE TOAAEG

TAOTQOOPUES KoL GE 0 GVVOETA £pyal.
YvvoAwkd, n Unity glvar n o €0EMKTI, 10(LPT KOl EVYAPLOTI Y10 TOVG YPNOTEG LNV

TOLVIOIDV, TPOCPEPOVTIOG TO EPYOAElD Kol TIG OLVOTOTNTEC Yo Vo, OMpovpynoelg online

multiplayer quiz games pe €E0PETIKY EVKOAIN KOl OTTOTEAECUATIKOTNTO.
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Kegpdaiorwo 3 — H pnyovi epappoy®v Unity

210 mOpOV KEQOAOLO, TAPOVCIALETOL AVOAVTIKG 1 UNYOV OVATTLUENG EPUPLOYDV TOAAATADV

mAoteopucdv Unity, TpoylaTomolOVIOS TOVTOYPOVE, L0, IGTOPIKT OVOSPOUT OVAPOPLKE LE TN YPoN
G 6€ S1APOPOVG TOUEIG TNG TEXVOLOYIKNG eEEMENGC. 2T GUVEYELN, TEPTYPAPOVTUL T, KOPLOL oTOLYEID
Kol to gpyaAeion mov O100étel, T omoia TNV KOOGTOOV KATAAANAN Yio ¥pNon Yo Lo oo

EQOPUOYDV, OTMOC Kol 1 S1K1 LoV,
3.1 Unity - Mo 16T0p1K1] 0vadpoun

H Unity eivar pio mAatedpua avamtuéng epoproydv Kot mayvididy (game engine), 1 omoio
dnuovpyndnke amd v etarpeio Unity Technologies kot £yive dtaBéoiun 6T0VG TPOYPOUUATIOTES Yol
wp®OTN eopd To 2005 [14]. Avtd mov v Egympiletl kol ™MV kab1oTG PLOVOSIKY AVAUESH GE AAAEG
TOPOUOIEG UNYOVEG OO TNV TPOTY KIOANG EUPAVION TG €lval, 1 EVKOMO TOV TPOCPEPEL KOTA TN
dnuovpyia, avamtuén kot eE0yyn EQUPLOYDV TPOCUPLOCUEVOV TAVTO GTIG GUYYPOVES TEXVOALOYIKEG
tdoeic. Znuepa n Unity vrootnpilel mivo and 25 mhatedpueg Aoyiouikov 6nwg too Windows, Linux,

Android, i10S, Playstation, Xbox, Oculus Rift kot dAAwv.

Gen@rs0°®e " 89000M050U0C0 56 «xwv00M@o0 2 on

Ewova 3.1: Iepifaiiov diemapng Unity

https://1000logos.net/unity-logo/]

Me v mhpodo Twv xpovwv, akolovOnce o cvveyng avofadiucn otn TAATEOpUO e VEES
TPOGONKEC KOt AELTOVPYIKOTNTES, KABIGTMOVTOC TNV MG L0 Ad TIG MO YVWOOTEG UNYOVES Y10 avAmTuEN
TOLYVIOIOV Kol EPAPUOYDV YEVIKOTEPA. AVO ¥pdviel LETA TNV TAPOLGiaon TG 610 Koo 1o 2007,
EVOOUOTOVETOL L0 GEWPA OO SVVATOTNTES, TOV APOPOVV TN dnpovpyia 3D ypapikdv, TOV GOTIGHO
Ko TV avomapaymyy Pivieo, devkolbvovtag towtdypova ™ cuvepyasia ToAdV xpnotdvill. To

2008, pe tnv exkivnon g Aettovpyiog Tov App Store €VOOUOTOVOVIOL VEEC EMEKTAGELS TOL
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kafiotovv dvvarn T Onpovpyia yuw iPhone [15]. Avo ypovia petd to 2010, mpootiBevron véeg
AEITOVPYIKOTITES Y10 VITOAOYIOTES Kol KOVGOAES, O Kot duvatdtnres yio Android [16]. Zopewva pe
épevva 10 2012, n Unity avayvopiotnke ©g 1 KOADTEPT TAATQOPHO GXESOGHOD Kol DAOTOINGTG
oy vidlov. AkoiovBel n tétaptn ékdoon mov vrootnpilel o DirectX 11 kou to Adobe Flash [17].
Tnv 610 ypovid, M Unity avoakowvaverl ) cvvepyoosio g pe tnv NASA (National Aeronautics and
Space Administration) pe otoéyo Vv avdmrtuén mpocopoidcewy. To 2013, to Facebook kuihogopei
éva software development kit (SDK) ywo avdmtoén moyvioiowv pe t Unity [18], evd, o 2016
ouvepYooia TV 600 ETALPEIDV ElYE MC OMOTEAEGUA TV OVATTLEN LLOG VEAG TAATQOPUAG ONILOVPYiNG
TOLVIOIDVY, UE OKOTO TNV amAomoinoT ¢ dwdikaciog yia mpoypappotiotég [19]. H véa éxdoon g
Unity n omoia Oa yivel dtabéoun 1o 2017, Ba ddoetl t dvvatdtnrta yuo taydtarto rendering, eéaymyn
OTOTIOTIKOV 0mdO00NG Kol KATAVAAMONG TOPpmV, VD TALOV Ba KaTAoTEL EPIKTN 1 E10AYWOYN apyeiwV
mpocdlopiopol kivinong (animation) tpicoidotatwv poviéhwv pe ™ Aoyikn drag and drop [20].
EmimAéov, v 0o ypovid, evidoceton 1 dvvatdtnra enelepyaciog apyeiov 3ds Max g Autodesk,
LG Toupeiag AOYICHIKOD e gvupeiol Tapovsio 6Tov Texvoloyikd Touéa. Tnv emduevn ypovid, m
mAaToOppa evioyveTol pe epyaleio rendering vyming avaivong kot axpifelas, To omoio KOAVTTOLV
TOG0 KOVGOAEG KOl VTOAOYIGTEG OGO KO KIVNTEG GLUOKEVES, KOOMG Kot eQaproyég emavEnuévng Kot
EIKOVIKNG TPAYUATIKOTNTOG [21]. evod, Yo TpdTN Popd, Alyo dtdotnua petd, n Unity mtapovoialet yo
TPOTN QOpa duvoTOTNTEG YPNONS HNYovikng pédnong (machine learning). To 2019, m Unity
ovvepydleton pe T Wolfram Research yio tnv gicaymyn véov nponypévov podnpoatikov epyaieiov
o unyovn. To 2020, mapovoidaler To MARS, pio mAaT@OpUE Y10 EDKOAO GYESIGUO EPUPLOYDV
emovénuévng mpaypotikoTag pe Pdon mpokobopiopévovg kavoveg [22], evd apyilel kot m
vrootnpiEn yw Ttovg véovg emefepyootég Apple Silicon, pe v mTApn evompdtoorn vo
oroxkAnpmveton o 2022, To 2022, n etaupeia eoTidlel ot ferTioTonoinor tov ypdvov ekKivnong Tov
epapuoymv, aviyetonifovrag éva Pacwd Mmua yio tovg mpoypoupatiotés. To 2023, petd v
aroympnorn tov CEO, avokowdvetal véa £KS00T TNg UNYOVAG 7OV EIGAYEL TO EPYOAEiD, TEXVNTNG

vonuoovvng Unity Muse kot Sentis, EXITPETOVTOG TNV AVTOUNTOTONUEVT SNULOVPYIL TEPIEYOUEVOD.

18 ypdvia petd v idpvomn g, n Unity Beopeitor og pio amd Tig Kopueoieg TAATEOPUES Y10, TNV
avantuén 2D kat 3D moyvididv, v Exel emektadel onHOVTIKG KOl 6TO KOUUATL TV TPOGOUOUDCEDY,
MG EMOTNUOVIKNG £PELVOC KOl TOV TEWPIUOTIKOV £pYmV. ATO TAATQOPUEG  EKOVIKNG KoL
emovénuévng mpaypatikdmrag (virtual ko augmented reality), TPOGOUOIDGELS VIO TOOTIKO EAEYYO
OTOV KOTOOKEVLOOTIKO Topén (O0mmg crash tests oynuatov [23]), €0 Kol GVTOUATOTOMUEVES
TOPOYOYIKES O0OIKAGIEC LUE OMOUOKPVOUEVO EAEYYO KOL EVOOUATOUEVO GUOTHUATO SLOEIPIONG, M
Unity ovveyilel va nyeital oto ydpo ¢ te)voroyiag [24]. EmmAéov, n Unity a&lonoleital amd ™
DeepMind Technologies yio TV eKTOidELCT VELPOVIKAOV SIKTV®V, EVG €xeL ¥pnoipomombel kal ot
dnuovpyio Tovimv pikpov pnkovg, émwe ot Adam: The Mirror kot Adam: The Prophet [25]. H Unity

dwotifeTor dwpedv Yo Un KePOOCKOTIKN ¥PpNon Kol epapuroyEc pe €60 €mg 200.000 doAdpia, evd
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TPOCPEPEL EMOYYEAUOTIKG TOKETO UE EMTAEOV OLVOTOTNTES Y10 EUTOPIKES EPAPUOYES UEYOANG

KApoKac.

3.2 Aopké otoyeio Unity

3.2.1 Asset Store

Onwg €yl non avagepbei, n Unity amotelel v mo 1oyvpn TAATEOPLA Y10 GYESIAGLO EPAPUOYDV
KOl TOL VoLV, KaBdg TPOGPEPEL TA TEPIGGOTEPO. OO TO. GNUAVTIIKOTEPO GLGTATIKA TOV OTOLTOVVTOL
Yoo TNV ovAmTLEn €vOg OAOKANP®UEVOL Toyviolov. Me avtdv Tov TPOTO, Ol TPOYPULUOTIOTEG
ATOPEHYOVV VO TPAYLOTOTOIOVV AglTovpyieg yauniov emmédov (low level features), odAhd pmopovv va
gotidoovv Kol oe o obvbeteg Aertovpyieg (high level features) mov agopodv v e&éMén g
EPAPUOYNC N Tov Touyvidwod. o Tov Adyo avto, n Unity dwabétel to Asset Store, Eva eVEOUATOUEVO
KOTAoTNUO  €VTOC NG TAQTEOPUOG OOV Ol TPOYPOUUATIOTEG UTOPOLV Vo Bpouv kol vo
YPNOLLOTOGOVY £TOLO LOVTEAD KOl AElTovpyie, eite dwpedy gite enl mAnpwun, Yopig va ypetdleton
va EeKtviioovy amd to unoév. ‘ET1ol, 0 mpoypapplatiotig HTopel Vo EGTIOCEL GTO SNUIOVPYIKO LEPOG

™G EQUPLOYNGC, Tpoypappatiloviag Lovo Tig Aettovpyieg mov eEumnpeTohv TOV GKOTTO TG,

3.2.2 ' wcoa npoypappaticpov C#

H C# eivan pia avtikeyevootpagng (object-oriented [26]) YADGGO TPOYPUUUATIGUOV, TOV
Bacileton oe KAdoelg (classes [27]) kor ovototikd (components [28]). AvartdyOnke mepimov to 2000
amo T Microsoft, og puépoc Tov .NET, kot kot cOviopa €yve debvac yvoot. [Ipoceépel mpdcPacn
oe pio peyddn mowidion Pipriobnkcdv wor namespaces tov NET, pio amd T1¢ 70O onuUovIIKEG
TEYVOAOYIEC TOL EMTPEMEL TNV OAANAETIOpaoN UETOED EPYOAEI®V  OLOPOPETIKDY YAWMGCMDV
npoypappatiopod. ‘Eva and ta wo a&loonpeiota namespaces ival 1o System, to onoio meptloppdvet
mv kAdorn Ling, 1 omoio dtevkoAdvel T Sloyelplon MOTOV OVTIKEWEVOV KOl TOPEXEL 1OYVPEC

duvaToTnTeS Yo TV emeepyacio 0ES0UEVMV.

3.2.3 K,Ldon Monobehaviour otn Unity

H Unity mopéyel ta ducd tng namespaces, 6nw¢ 1o UnityEngine, to omoio eivar to Pacikd
namespace Kol neptAappavel v kidon MonoBehaviour. H MonoBehaviour divel otov kmdwka Evav
KOk o {ong, ue kevipikn cvvdptmon tnv Update(), n omoia koieiton kibe popd mov olokAnpdveTal
éva frame. H Update() yepileton tig oAdayég ot oknvi ueta&d dvo dwdoyikdv frames, evd 1

FixedUpdate() xaAeitol o€ Taxtd ypovikd dtuothiuate kot oxetileton pe to, physics g oknvig. o
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napdderypa, n FixedUpdate() ypnoponoteitor yio t cuyvn kivnomn evog oynHatog 6To Totyvidl, Ve

n Update() eivar vmebBvvn yio yeviKOTEPEG EVEPYELES.

H Awake() xoAeitor 6tov 10 script Qoptodvetol kKot €ivol KATdAANAN yio T oOvdeomn pe GAAES
acOyypoveg owdwkaociec. H Start() wodeitor povo pior @opd katd tnv ekkivon Tov script kot
y¥pnoyomoteitat yia apytkoroinon petapintov. Téhog, ot cuvaptiosic OnEnable() kot OnDisable()
KOAOUVTOL OTOV TO OVTIKEIEVO EVEPYOTOLEiTAL 1| AmEVEPYOTOLEiTUL avTioTotya, evdd 1 OnDestroy()
ektedeitan 6tav 10 avTikeipevo Kotaotpépetal. [apakdto mapatifeton dSidypoppa Tov TeptlapuPavet

OAeg aVTEG TIC suvapTNoelg TG MonoBehaviour.

Resatis called in the Edior when te sciptis aached o resel. Resel

Starts only ever called once for a given script. st

The physics cycle may happen more tan once per frame if FixedUpdate
e fed U Sep i lss than e sl rame updatedme. e L

Internal physics update
Oniggarx

OnCollision®C

Gritouser0cK
sda
|

yied null

ita yield
resume then execuon takes place during this partof e
updat

Undate

yeld
vield SriGoroutine

Internal animation update

LateUpdate

OnDrawGizmos s oiy called whils working n the editr. OnDrawGizmos

OnGUIis called multple time por rame update onGul 3

1d WallForEndOfFrame

Vil

afer e fame where e
or frame beforo actually
pausing.

Onappiication

Onbisable i called oy when the scrpt was disabled during .
he frame. OnEnable wil be caled I Is enabled again. OnDisabl

ondestroy

Onapplcationauit

Ewova 3.2: Baowég cuvaptnoelg tng khdong Monobehaviour

https://stackoverflow.com/questions/41630986/what-is-monobehaviour-in-unity-3d

3.3 HeprBarrov dremaone Unity Editor

O Unity Editor | aAMdg mepifdrrov demapng s Unity (user interface), mepilopfavetl évo minbog
amod emloyéc, puluicelg kol AEITOVPYIKOTNTEG, Yo TN Onpovpyio. epappoydv 1N moyvidoidv. . H
dlemapn owbétel £va chvolo amd ypnoa mapdbupa, pe kKvpdtepa to [lapdBupo Project (Project

Window), n I[Ipofoin Xxnvng (Scene View), n [Ipofoin Iayyvidiov (Game View), 1o [lopdBvpo
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lepapyioc (Hierarchy Window), to ITapdBupo Ilopatnpnt) (Inspector Window) kot 1 Kovoora
(Console). v evomnto ovti, TEPLYPAEOVTUL Ol PACIKEG SLUVOTOTNTEG KoLl 1) XPTOUOTNTO TOV

K0aBevog.

1 ITapd Project (Project Win

To ovykekpévo mapdbuvpo Ppioketal 6To KATO HEPOS TNG 0006vVNG Kot eppavilel To chHVoro TV
apyeimv g epoproyng Tov €xouv gloayBel Tpog ypnon Kot apopodv To ekdotote project (Ewova
3.3). Exel tomoBetovvtal OAa ta avTiKeileva Tov dNUIOVPYOVVTOL KATA TNV SLUPKELR TNG AVATTUENS
™me, péom g demapns. Ta mepieydueva tov mapadvpov pmopel va gival, amd avTiKeipeva Kot scripts
LEYPL VLG (textures) Kot VAKA (materials) Ta omoia pumopodv va mpooteBohyv 0T GKNVI LE TN AOYIKY|
drag and drop. O Paocikog paxerlog mov mephapfavel Ta oToryglo TG EQOpPLOYNG €ivar 0 AeYOUEVOC
"Assets". Apo¥ yiver n Anyn (download) ko n ewcaywyn (import) TV TOKET®V 1 LoviEA®v Tov Ba
eMAEEEL 0 TTPOYPApLOTIOTHG amd To Asset Store, avtd gpeovifovtal péca otov akero "Assets". ['a
KOADTEPN OPYAVMON, 1O0UTEPO. GE CULVEPYUTIKEG £QUPUOYEG, €ival ovvnbeg o @AaKELOG aVTOC va

TEPIEYEL TOV €ENG VTTOPUKELOVG:

e Prefabs: Avtikeipeva kot poviéla mwov £yovv amodnkevtel pe avtdv tov Tpdémo (prefabs) kot
o1 cuvéxeln Exovv Tpootedel oto Pdrelo gite pécm drag and drop site péocw sloy®yNg amod
10 Asset Store.

e Scripts: Kddikog mov 0 mpoypoppatiots £yl avantvéel i €yl Tpocsbicet and Kamolo GAAN
myn

e Materials: Apycio wov xaBopilovv TV gUEAVION KOl TO, XPOUOTO TOV ETUPOVEIDV TOV
OVTIKEILEVOV GTN] OK1VT|

o Textures: EmumAéov apyele mov emmpedlovv NV ONMTIKN EUOAVIOT KOl AETTOUEPELD. TMV
VAKOV.

e Models: MovtéAia mov dev yapaxtnpilovtor prefabs

e Plugins: Bilobrkeg oe popeny DLLs (dynamic — link library) mov mpocOétovv emmAiéov
Aeltovpyieg oTNV EQUPLLOY.

e Utils: Ao apyeie kdOwo (script) YeVIKNG XPNONG MOV GUVEICPEPOLV GE YEVIKOTEPES
Aertovpyieg

e StreamingAssets: Apyeia mov oyetifovtor pe ™ oOvdESN 0€ JIKTLO KoL TNV OTOGTOAN/ ANy

TAnpopopiog

Xe €QUPUOYES HEYOANG KAILOKOC, OTOV GULUUETEYOVYV TOAAOL TPOYPOLUATIOTEG, 1| AELTOLPYI

avalqmong tov Tapabvpov avtov eivar egatpetikd ypnown (Ewdva 3.4). Emrpénel v gokoin
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gvpeon apyelov, QIATPAPOVTIOC TO TEPLEYOUEVO GVAAOYO LE TO KEIPUEVO TOV EIGAYEL O YPNOTING,

S1ELKOADVOVTAG £TGL TOV YPIYOPO EVTIOTICUO T®V EMOVUNTOV GTOXEI®V.

5 Project

| create - G

eye_R1 eyebase

¥/ Favorites A| Assets » _Art » _Materials

@,AII Materials
eye_L1
Left

(© All Models
Ewova 3.3: Zrrypdtono 006vng tov [Hapabipov Project (Project Window) ot Unity

@AII Prefabs
All Scripts

Y& Assets
Y& _Art

body

Vﬁ _Textures
¥ &5 Heavy Machin
Materials
¥&5 Characters
V& Astrella
&5 Materials
ﬁ Textures
Yﬁ Environment
&5 Materials
= -

mat_cheek Right

-

}

]

BIEIEIEY
1 n 0 |
Muzzle_Flash... Muzzle_Flash... MuzzleFlash muzzleFlash-... MuzzleFlash_...

VOw

MuzzleFLash... MuzzleFLash... MuzzleFlash_... MuzzleFlash...

Ewova 3.4: Zriypidtonov 006vng and avaljtnon oto [apdBvpo Project (Project Window)

https://docs.unity3d.com/550/Documentation/Manual/ProjectView.html]

3.3.2 [IpoPoin oknvie (Scene View

H IIpoPoin Zknvng eivat To KEVIPIKO Kol o SNUAVTIKO TapdBupo tov meptPaAlovTog dlemapng TS
Unity (user interface), kabmg amoteiel Tov kVplo ydpo dnuovpyiag g epappoyns. Méow avtov, o
XPNOTNG Umopel va EYEL CLVEXDG OVOLYTH L0 TPOEMIGKOTNON TOV Oy vVidlo0 1 TG EQAPUOYNG TOV
€xetl onuovpynoet. O TPoyPOUUATIOTAS PTopel va dnpiovpynoel 06eg okNVES BELEL, TomoBeTdvTag o€
avtég ddpopa otoryeia (assets) mov mpoépyoviar and To mapdbvpo Project. O tpiodidotartog
YEWPIOHOG KOl 1) TOpovsio Tov TAEYHATOog Tov KAEWmvel (grid snapping), emTpémovv oTOV
TPOYPOUUATIOTH] VO, SIAUOPPADVEL TO GKNVIKO KATA PBoOANGCT, TOmofeT®VTOG OVTIKEILEVA, KAUEPEC,
POTO KoL GAL0, oToyeia pe akpifela otov yopo (Ewodva 3.5). EmmAéov, o ypnotng £xel T duvototnTa

VO LETAKIVEL, VO TEPIOTPEPEL, VO AAAALEL TNV KAILOKE TOV AVTIKEWEVOVY KOl VO TEPIYELTAL EAgVOEPQ
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péca oto mepfdiiov g oknvng. H koAl yvaoorn tov tpdémov dayeipiong kot emelepyasiog tov
OVTIKEWEVOV G€ 0VTO TO TapdBupo amotelel facik TpobhndOeon Yo TNV AMOTELEGUATIKY XPNON TNG

Unity.

Ewova 3.5: Zrypotomo 006vng g [poPorng Tknvnig (Scene View) ot Unity

[https://docs.unity3d.com/Manual/CreatingScenes.html

3.3.3 IlpoBoin maryvidwv (Game View)

To mapdBvpo Game View Ppicketol micm amd avtd tng oknvig (Scene View) kot gupaviCeton
EMAEYOVTOG TNV OVTIOTOWYN KOPTEAD OTO TAV® HEPOG Tng Oemagpng. Méca amd tnv [Ipofoin
[Moyvidon, o ypNog €xeL TN SLVOTOTNTO VO OEL L0, TPOETICKOTNGT TG EPAPUOYNC 1| TOV TOLYVISIO0
OV £)EL OMNUOVPYNOEL OO TNV OTTIKN TNG KVPLOG KAUEPAG OV ExEL lcaybel kal opilotel g Té€Tol0
omv IIpoporn Zxnvig (Euova 3.6). Katd v extédeon g epopproyng péoa amd tov Unity Editor,
TO OGULYKEKPIUEVO ToPAOLPO EMITPETEL TOV ¥PNOTN VO AAANAETIOPE e TO Loy VidL LEGM TANKTPOAOYIOV
Kot TovTiKiov. OVolaoTIKG, TO GLYKEKPIUEVO TOPAbvpo AEITOVPYEL MG 1 PEOAIGTIKY OVATOPAGTOCT

NG TEMKNC umelpiog mov Ba €xetl o ypoTNG.

Ewova 3.6: Zrypotomo 006vng g [poPorng [Tayvidiod (Game View) otn Unity

[https:
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3.3.4 IHopaOupo Iepapyioc (Hierarchy Window)

2ty aplotepr| TAevpa G demapng Ppioketor to [apdbupo Iepapyiag, To onoio mepiéyel Ol Ta
avrtikeipeva Tov moyvidov (game objects) mov vapyovv ot oknvh. O xpIotng €xel T dvvaTodTNTO
VO TPOTOTOlElL EVKOAN OAPOPEG TOPAPETPOVS KOL YOPUKTNPIOTIKA TOV OVTIKEWWEVOV, Kol Vo
dnpovpynoel oyécelg e&aptnong ypnoiponoimvtag tn HéBodo Parenting, va petagépel dniadn
Bacwég 1010tTEG Omwg Béom, péyebBog ko kotevbuvon amd €va oviikeipevo oe évo GAlo. H
TPOcONKN €vOG VEOU OVTIKEIUEVOD YiveTal omd Tov ¥pNot He T Aoykn Tov drag and drop. H Aicta
TOV OVTIKEWWEVOV TOV EIGAYOVTOL 1 OPALPOVVTOL A0 TN OKNVH eviuepdvetol avtopata. [lapott ta
avtikeipeva oto [apdbupo lepapyiag eppavifovior katd celpd dnutovpyiog (Le To TO TPOGPUTU GTO
KAT® WHEPOC), O YPNOTNG £xEL TN OLVATOTNTO VA AVASITAEEL TN GEPA TOLE, CUPOVTAS T Kol

tomofetdvTog Ta 6t 0éom mov emiBupel.

= Hierarchy | o -
Create | (2rAll
v € Untitled*
Main Camera
Directional Light
W Parent
Child
¥ Child 2
Child 3

4
[l

Ewéva 3.7: Zrypudtomo 006vng tov Hapabvpov lepapyiog (Hierarchy Window) ot Unity

[https: ni m Documentation/Manual/Hierarchy.html]

3.3.5 HapaOvpo EmOsowpntiy/Ilapot ™ (Inspector Window

To ovykekpévo mapdbupo Ppicketar otn de€1d TAEVPA TG SETOPNG KOL EVEPYOTOIEITAL OTAV
emieyel Kamowo avtikeipevo otn oknvh. To mopdBvpo avtd TPOCPEPEL GTOV YPNOTH AETTOUEPELG
TANPOPOPIEG TOV PUCTIKOV YOUPOUKTNPIOTIKOV EVOC OVTIKEIHEVOD, OTT®G 1 B£0T), 0 TPOCAUVATOAMGHOG KOl
N KMpoKo copmepAapBovorévav OAMV TOV GUGTATIKOV (components) Kol T®V ETIGUVATTOUEV®V GE

avTo scripts, emtpémovtag TV enelepyocia kdbe dSobioung mopauéTpov HEGA 6T OKNVY.
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(@ inspector | a-=
= [ [Main Camera | Cstatic
Tag | MainCamera 3 | Layer| Default 3]
¥ . Transform 3,
Position X -3.262582 |Y 3769725 | Z | 8.461537
Rotation X 2202126 Y 1393297 Z -0.004272:
Scale X1 ¥ |1 Z1
¥ ¢ ¥ Camera Lo
Clear Flags | Skybox 1]
sackground ——
Culling Mask Everything T
Projection | Perspective i)
Field of View 7o
Clipping Planes Near |D.3
Far 1000
Viewport Rect X ’C‘ Y ’C|
W1 H|1
Depth [-1 |
Rendering Path | Use Flayer Settings +]
Target Texture |None {Render Texture) | (o]
Occlusion Culling (%)
HDR O
¥ | o GuILayer &,
¥ w M Flare Layer has
¥ ) M Audio Listener %,

Ewova 3.8: Zrrypotomo 086vng tov [apabipov Embempnti/IIapatnpnry (Inspector Window)
https://docs.unity3d.com/550/Documentation/Manual/Using Thelnspector.html]

3.3.6 Koveoia (Console)

H Kovoora givar o mapdBupo g Unity to omoio givor vrevbuvo va eppaviletl katd faon 6Aa to
AGOM, TIC MPoEWOTOMCES N AKOUO KOL TIC EVNUEPMOCES MOV GLUPaivovy KOTA TNV eKTEAEOT M
avamTuén Hog ePaproyng N evog mayvidlov. Amotelel éva and ta onpavtikodtepa mapdbvpa otV
Unity, xafdg S1evkoAdvEL oNpovTiK Tr Sdkacio. EVIOTICUOV KOl €MIAVONG CQUAUATOV HECH
OVTOUATOTOINUEVAOV UNVOUATOV O TTPOyUATIKO YpOVo, Yoo Tov opldpd oAld Kol To onueio tov
GOUAUATOV TTOL gvToTioTnkKay. Me éva amAd SUTAO KAK TOV® GTO OVTIGTOL(O MVUUO, O ¥PNOTNG
UETOPEPETAL OVTOUOTO OTO OKPPEC OMNUEl0 OOV TPOEKLYE TO GPAAUQ, €ite aVTO evtomileTon o€
KGmolo onueio Tov KMo (script) mov €xel dMUOVPYNOEL N E€l0AYEL, €ite Yo TPOPANUL GTO
nePPaALOV SlETAPNG.

B console

| Ctear | | callapse | Clear an Play | Errar Pause | [@o| Ao| @

o You have some scripts andor assemblies that use old obsolete AP, that Unity can try to upgrade to the ney|

1 Assets/Scripts /AlfNewBehaviourScript.cs(8,17): error CS0619: ~UnityEngine.Component.rigidbody’ is obs

Assets (Scripts [Al/NewBehaviourScript.cs(8,17): error CS0619: ~ UnityEngine.Component.rigidbody’ is obsolete:
" Property rigidbody has been deprecated. Use GetComponent<Rigidbody={() instead. (UnityUpgradable)’

Ewova 3.9: Zryudtono 006vng e Kovedrag (Console) ot Unity

[https:/docs.unity3d.com/2018.4/Documentation/Manual/Console html|
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Ke@dAaio 4 — YAotroinon eapuoyng

210 KEQAAOLO OVTO, TEPLYPAPETAL 1] OXESIAOT] KOl 1] AELTOVPYIO TNG EQOPLOYNS TOL dNUIOVPYHONKE,
koG kol dpopeg dvvatdTnTeG MOV OvTH Exel. Apyikd, o avopepBei to avtikeipevo mov
TPOYUATEVETOL KOl O KOMOEG AENTOUEPEIEG TOV TN YOPOKTNPIlovV. XTn CUVEXELWD, AVAPEPOVTAL TO
avTikeipeva NG oknvhg, KoBmMg Kot TG avtd amoktnOnkav. AkoloOOmg, VIAPYEL AVOAVLTIKN
TEPLYPOPT] TOV SCripts Kol TOV AEITOLPYIOV TOL CVTA TPOGPEPOVY OAAG KOl TO TG eMETEVYKON M

QTOLLOKPVGOLLEVT) GUVOEST] LEGEH S1AOKTVOV.

4.1 Anuovpyio Kol 6TGLI0 CKNVIS

Q¢ TpdTo Ppa, pe 0 OV oAoKANP®OEL 1 eykatdoTacn ¢ unyxovig Unity 6tov vtoloyiotr, o
¥PNoTNG etvar €rotpog vo emidééel tov Tomo (2D, 3D, Hdrp 1 Urp) ¢ epapproyne mov mpdkeltol vo
avamtoéel, otny Tpokeévn epintmon 3D kot va dnpovpynoet to 61kd tov project (Create Project)
a6 o menu tov Unity Hub. Zmnv cuvéyeia, o ypromng PAémel Ommg £xm TePLypAWYEeL TPONYOLUEV®S
10 mepdrdov demapng tov Unity Editor (user interface), aArd kot ta mapdBupo amd to. omoia
amoteleital. Avtd givarl ovolaotikd kot pa oknv otn Unity. Emopevo Prjna, pog Kot n epopuoyn
TpoOKeLToL va yivel eEaywyn kupiwg yuo Kivntég cvokevég (Android), o ypfiotng pumopel va emlécet amd
10 pevol g demaeng (File -> Build Settings) xot va dgt OAeg TiG VTOGTNPLOUEVEG CLOKEVEG OV
dwbétel 1 Unity. Oco mo ypnyopa mpoPel o€ aAloyng TAATQPOPLOS, OTNV TPOKEUEVT TEPIMTMOO
Android, t6c0 mo ypiyopa Ba yiver kot 1 tehKn eoymyn TOL TOLVIdI00 AOY® TOV HKPOTEPOL OYKOV
TV 0edoUEVOV. ATTO TN GTIYUn ov yivel  aAlayn TAateoppoag (switch platform), o ypriotng umopet

va apyicet kot vo xtilel v epappoyn Tov.

[poto Pripa, and o peEVOL ot Kopven ¢ dtemaens (Gameobject) N Tpaypoatomol®vTag €&l KAK
oto mapdbvpo tepapyiog (Hierarchy Window), o ypriotg eivar €toywog va mpocbécel ol ta
avtikeipeva (objects) mov Oa tomobetnoel ot oknvr. Olo ta OvTIKEIUEVO OTN GLYKEKPLUEVN
epapuoyn Ppiockovionr omv katnyopion Ul (texts, input fields, buttons, slider, image, x.d.). [Ipdto
avtikeipevo, éva Ul panel (mpoarpetikod). ‘Enetta va mpocapudcst v avaroyio dactdoswv (aspect
ratio) oe 16:9 and to mapdBvpo mpoPoing (Game View), epdcov dev xel oAAdEel dtav Eyve n
oAy TAaTeoppog . Emopevo Prpa, va tpocBicel e Tov 1d1o tpdmo o eikova, (image), 1 omoia Oa
elvar kot To background tov mayvidrod. Yrapyetl dtapopd dcov apopd Tov THTO €1KOVAG (image kot
raw image). To image eivor 10 mo cvvnbwopévo Ul otoyeio yoo v euedvion ewovag kot
ypnowomoteitar kupiwg ya 2D ypapud (6nws kovpmd, background, swovidia k.Ax.). Xprnoomrote

10 Sprite ®¢ TyN €KOVag, To onoio eivan cvvBwg e gikova Tomov PNG, JPEG 11 TGA. To Sprite
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etvan puBuopévo yoo ™ PBeAtiotomoinon anddoong (o€ cHyKplon He amAég €1KOVEG) Kol Umopel va
ypnowonowmbel oe Ul, oe yopaktipec, | oe avrtikeipeva. To Raw Image ypnowomoteitar otav
Kamolog B€lel va eppavioet ewdveg akpipog Ommg givar, yopig kapio enetepyacio 1 fertiotonoinon.
Me 10 mov yivel 1 eloay@yn TG wovag, Ba epeoviotel oto panel évo pikpd dompo TeTpdymvo. Avtd
TO TETPAY®OVO, O YPNOTNG TPETEL VAL TO PAETEL KAT® aploTEPE 6TO TOPABVPO TG okNvig (Scene View),
€10aA mg Ba onuaivel 6tL BAETEL TNV QapUOYN G€ avamodn oyn. Extiéyovtag tnv main camera Ko pe
To de&l Kk pmopel vo kivnfel ot oknvi Kot v TPOocapUOGEL TNV OYT TNG EPAPLOYNG UE TOV OOGTO
Tpomo. O ypnotng mpochitel tnv ova mov embupel va €xel oto background amAd cupovtag TV 6To
mopabvpo Project, ekei 60mov Oa tomobetnbovv dio Ta apyeion Tov TorVIdLoD. Aol TV emAéget,
TPENEL VO 0piceL TO texture type oto mapdbvpo emBewpntr (Inspector Window) oe Sprite (2D and
Ul), 7o sprite mode o€ single ka1 vo totioet apply. Xtn cuvéyela, ETAEYEL TO AVTIKEIUEVO TNG EIKOVOC
OV OMOVPYNGE TTPONYOLUEVOG 61O TapdBupo tepapyiag (Hierarchy Window) kou petaxwvel tnv
gwova and 1o mopdbvpo Project oto medio Tov source image 610 GLGTOTIKO (component) TG EKOVOG
oto mopdbvpo embewpnti(Inspector Window). Amd to id10 mapdbvpo pmopel va TPOCAPUOCEL TIG
Aemtopépeleg G ewkovag mov Ba oprotel yia background onwg avtdg embupet (uéyebog, Bom, ypdpo
,KTAL).

Sprite (2D and Ul)
Single
Tight

Center

Clamp
Bilinear

2048
Mitchell

Automatic

Normal Quality

Ewodva 4.1: Opiopde Background eikovag oto Inspector Window
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] v Image

Simple

Set Native Size

Ewova 4.2: Torobéton ewkdvag oto Image Component oto Inspector Window

H dwdwacio tdpa yio T0 bVTOAOUTO GTHGLIO TOL Ty vidwos, dev aAAdlel puebodoroyia. O ypnotng
tomofetel Olo To avTikeipeva mov emBopel ot oknvn (kovpmid, input fields, sliders, toggle x.d.),
npocapudlel 1o péyebog Tovg, v tomobesio Tovg aALA KoL TIG 1O10TNTEG TOVG TOGO and TO Tapabuvpo
emBewpnt) (Inspector Window), 660 kot amd v pmapa epyoreiov oty mpoforn oknvig (Scene
View).

= Hierarchy

+> a
P SampleScene

Eucova 4.3: O Canvas tng mpmtng oknvig (SampleScene) oto Hierarchy Window mov amnoteieiton

amo: 5 xovpma (buttons) kot To background image

Mog gival €tolpog, pumopel vo amobnkevoetl ™ oknvh pe 6moto ovopo exbopei. o dnpovpyia
véo, oKNVAG EMAEYEL 0md To pevoD ¢ dtemapng file kot otn cvvéyela New Scene. T'o kdOe oxnvi o
¥PNOoTNG gival vToype®UEVOC Vo, TV Tomobetnoel ot Scene List n omoia Ppicketar ot Build Settings

(File -> Build Settings -> Scene List -> Add Open Scenes), pe tn Aoy drag and drop. tn otkn pov
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MEPIMTOOT YO TNV VAOTOINGN TG £papproyng (quiz application) dnuovpynoa 12 oknvéc, kabe pio pe

Ta Owkd Tng avrikeipeva (objects) Kot yapaxtnpiotikd. [1due va dodpe katd oelpd Toleg eival AVTEC:

1. SampleScene: [Ipdkeitar yio TV TPOT GKNVI] TOVL TOLVIOOD KOl 0T TOL avTikpilel o
TOAKTNG UE TO oV avoilel v epappoyn. Amotereitar and 5 kovumid. To Play, to MyProfile,
1o Settings, to Quit ka1 To Mute. O maiktng matdvtoag 1o Play petagépetar oty endpevn
oknvi| n omoia eivor 1 GameModeMenuScene, pe to MyProfile otn ProfileScene, pe 1o
settings otnv OptionsMenuScene, T0 Mute 0mov pmopel va EVEPYOTOUGEY OMEVEPYOTOMGEL
dpeco Tov o kot o Quit pe 1o onoio odnyeitar otnv £€£060 TOL TALYVISIOV.

2. OptionsMenuScene: AmoteAeiton amd €va slider kot 2 kovpumd. To slider givatr vrebBvvo Yo
v background povoikn Tov TOLVISOD Kol LE ALTO O TOIKTNG UTOPEL VO TPOSAPUOGEL TV
évtaon oto emBountd. Emmdéov anotereitoan and to kovumi Rules, pe to omoio o ypriog
UETOPEPETAL GE W10, GAAT] GKNVY OOV TEPTYPAPOVTIOL Ol KAVOVES TOL TOLYVIOOD GE HOPPN
Bivteo ka1 to kovunmi back pe to omoio 0 WAIKTNG EMOTPEPEL GTNV TPONYOOUEVT] OKNVI

(SampleScene).

3. ProfileScene: X1 ProfileScene o maiktng pmopel ovclootikd va yticel t0 TPoPil TOV.
Amoteheitan amd €va Input Field, 2 xovumid kot 4 text. O moiktng TAnkTporoyei To dvopa Tov
0élel va €xel oto mayvidl oto Input Field ko pe to kovumi Save 1o amoBnkevet yio 6An
dudpretn Tov moyvidd. To éva text apopd To Ovopo Tov Taiktn. Me To OV KPOTNGEL TO
ovoua Tov epeaviletol ppvopo anobnikevong. To 2 amd ta vrorowta 3 text apopolV TI¢ Vikeg
KOl TIG NTTEC TOL Tkt OTaV awTOg emAéyel va moi&el v MultiPlayer éxdoon. Metd to
TEAOG TOV TOLYVIOIOD OVOAOYO UE TO OOTEAECUO OmoONKeVEL 6TO TPOPIA TOV TOIKTN TO
KkatdAInlo text (vikeg/Mtteg). To tpito Kot teAevtaio text amodnikedel To KOADTEPO GKOP TOV
noiktn(Highscore) otn SinglePlayer éxdoon. Avtictowe pe to wovumi Back, o maiktng

LETOPEPETAL GTT TPOTYOVLLEVT OKNVT|, OTT| TPOKELLEVT TepinTmon v SampleScene.

4. GameModeMenuScene: Amoteieiton and 3 wovpmd. To Local to onoio gpocov motnBel
petapépetar otn  LocalGameModeMenu oknv, to Online 6mov peTOQépeTOl  OTN
OnlineMatchMenu oxnvi 7ov givor vevvvn Yo v €€ amoctdoemg GUVOEST UETAED dVO
TOKTOV Kol To back pe to omoio pETOQEPETAL GTNV TPMTN KOL TPONYOVUEVN] GKNVA TOL
moyvidtov(SampleScene).

5. LocalGameModeMenu: 'Exet to 1610 potifo pe v GameModeMenuScene kofmg mepiéyet
e€icov 3 xovumid. To Single, to omoilo, 6tav motnbei, peTtaEépel Tov YPHOTN GTN GKNVI
SinglePlayerScene , To Multi o omoio tov 0dnyei ot MultiReady oxknvn kai to Back, to

07010 EMOTPEPEL GTNV AUECOS TPOTYOLLEVT oK V1|, dNAadn v GameModeMenuScene.
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10.
11.

SinglePlayerScene: H cvykekpiuévn oknvil amoteAeitor amd 2 Kovumid Kot €vo Keipevo
(text). To kovuni Ready pe to omoio o maiktng divel v gviodn ywo vo EeKvioeL TO Tatyvidt
ot SinglePlayer ékdoon|, o kovuni Back pe 1o onoio petapépetor oty Tponyoduevn oknvi
(SinglePlayerScene) ot to text 1o omoio eupavifer to Ovopo TOL TOUKT) TOL £XEl
amofnkevoet o 1d10g ot ProfileScene.

SingleMenuScene: I[Ipdkertar 6ty ovsia yio v oknvi] mov mailetal To moyvidt OTav o
naiktng emAéyel v SinglePlayer éxdoon. Amoteleitonl and Ta 4 KOLUTIE TOV ATAVINCEOV(A,
B, C, D), éva text oto onoio epupavifeTol n epdOTNON Yo TOV TOiKT, 2 teXxt Tov APopovV TO
oKOp, €VO. Yl0L TO GKOP TOV TPEYOVTOG TOLyvVIolov Kot éva yuo To Highscore mov avépepa
TPONYOVUEV®DS, 3 KOLUTLA 7OV €ival vaedbuva yio 10 eminedo SVGKOAING TOV EPMTNOEMV
(BoAn, dimovto, tpimovto), 2 axdun text ek TV omoiwv To €vo deiyvel Tov aplBud g
EPMTNONG KOl TO GAAO TO OGVOUO TOV TOUKTN, £va TavEA pe 3 kovumid yuo Tig fonbeieg Tov
noiktn (aciot, AoV, plumdovvt) kot to Tavel (panel) To omoio mepiéyel To Kovumi TOL vt
vevbuvo Yo TV Evapén Tov ETOUEVO YOPOL GAAG KOL TOV TEAMKOD UNVOUOTOS LE TO TEMKO
OKOp TOV TTOUKTN GTO TEAOG TOV O VIS0V,

MultiReady: Ilepiéyer 2 Input Field kon 2 kovpmid. Ot dvo naikteg tomodetovv ta ovopata
ToVvg oT0 avtioTorya media (Kotd mPoTiunon o €vag To 1010 Ovopo Tov €xel amobnkedoel
vopitepa) kol pe 1o kovumi Ready dSivouv v eviodn vo Eekivnoel to moryviol ot
Multiplayer €ékdoon, wote va petaeepfodv otn MultiMenuScene. Me to kovuni Back wg
YVOOTOV TAEOV LETAPEPETOL OT TPONYoOEVT oknvn, LocalGameModeMenu.
MultiMenuScene: IIpokeitor otnv ovcia yio ™V oknvn ov moiletot to moyvidlt 6tav o
naiktng emAiéyel v MultiPlayer ékdoomn oe tomikd emimedo, dnAadn Otav OVO TOIKTEC
nailovv avtimalot amd v 1010 cvokev. AToteAeital amd To 4 KOLUTLE TOV AmovVToE®V(A,
B, C, D), éva text oto omoio gpeaviletal 1 EpOTNON YL TOVG TOUKTES, 2 teXt oV APOPOVY TO
oKop, éva ywo Tov KB maiktn, tpio Kovumd 6nwg ko oto SinglePlayer to omoia givon
vrevbuva yuo To eminedo dvokoriag Twv epotnoewv (Boln, dimovto, Tpimovto), 2 akdun text
€K TV omoilmVv 1o &va Jeiyvel Tov aplBud Tng epMOTNONG KOl TO GAAO TO GVOUO TOV TOAKTN
EVOALGE, To TTavel (panel) To omoio mepiEyel To Kovpmi wov givar vrevBuvo Yo v Evapén Tov
EMOLEVO YOPOL OAAG Kot TOL TEMKOD UNVOUOTOG Yo TO TTO0G KEPAIOE OAAG KOl TO TEMKO
oKOp TOL oV Kot To maveA (panel) mov mepiéyel Ta Kovpumid pe 15 Pondeieg tv
TOKTAOV, 5 Y10 KAOe TiKTn 6T GUYKEKPLUEVT TEPITTMON.

RulesScene: [leptypapn Tov kavovav Tov Toyvidioo.

Onlinematchmenu: IIpoxeitot yia ) oknvn 1 omoia givor vrevBovvn Yo v online cHvdeon
petoEh Vo mowTdv. Amoteleiton amd 5 kovpmd, va text kon éva Input Field. To kovpmi
Find, pe 10 omoio o ypNotng cuvdéeTol Tuyoio He Evav XPNOTN OMOUOKPLUGUEVD, TO KOLUTL

create room [E TO OMOI0 O YPNOTNG ONOLPYEL Eva WOIOTIKO dMUATIO Taipvoviag Evav

41



GUYKEKPIUEVO K®OIKO, TO KOLUTL join room To omoio ivar vevhuvvo yio vo gpEAVIGTEL TO
Input Field, to Input Field dote va tomobetnBel 0 cuykekpipévog KmdKOc amd Evay deuTePO
¥PNoTH ®oTE v cuvOEDEl AMOKAEIGTIKA pe TOV ¥pNOTN IOV EMBVUEL KO LETENMELTA TO KOVUTL
ready, pe to omoio &gkwva to online moayvidl peta&d tovg. Avtictoyyo, To Kovumi back odnyet
GTNV TPONYOVUEVT] GKNVT TOL Ty Vid100.

12. MultiMenuScenee: [Ipokeital 6TV ovcia yio T GKNVI TOL TALVIdLOD ToL aPopd To online

moyviol. Agv dapépet o€ timota amd tnv Multimenuscene.

Yortrait

Ewova 4.5: TIpoPfoin g Multimenuscene

To mouyvidr meprhauPaver TorAég oknvég, ommg to SampleScene (apywkn oknvn), to ProfileScene
(ywo v amofnkevon tov mpoeik tov maiktn) kor o GameModeMenuScene (emtAoyr| Tomkov M
online mayvidov). O ypnotng pmopel va emAéfer ) SinglePlayer 11 MultiPlayer éxdoom, pe

dvvartotnteg Ponbetog Kot mapakorlovbnong oxop o kdbe yopo. Kdbe oxnvn mepthappdvetl kovpma,
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Bonbeteg, media eloaymyng kot Kelpeva yio Tnv aAAnienidpacn tov xpnotn. Oreg avtég o1 GKNVEG Kot
To. otoyEiat apopovy TN oyediocn Tov Toyvidh Kol TP Bo E0TIHCWM OTN AEITOVPYIKOTNTO TOV

oy VoL PEcm Kddka (scripts).

4.2 Ewcaymyn Script - X0vd£6n 6KNvVAOV

Méypt otiypngs, €xet dnovpyndei n doun Tov oy vidlov ympic OU®S va gival Timota AEITOVPYIKO.
Edm épyetar m elocaywyn Tov script 1] 0AMOE 0 kdOwo mov Ba tomobetnbel, dote va va apyicel va
naipvel peaMoTiky] popen to mayvidl Ipdta Kot kopla, yio vo Snpovpyncel o xpnotg Eva script,
axoAovBel v 101 Stadikacior OTmG mponyovpévms. Amd to pevod g demapng g Unity 610 movem
pépog g 0Bovng otnv emidoyn assets 1 mpaypoTomoldviag O0e&l KAk oto mopdbupo project, o
xpNog dnpuovpyel to script (create — MonoBehaviour Script) ko divet to katdAinio ovopa. I'a
AOYOVG gVKOATNG Kol dloyElplomg, 0 XPNOTNG UTOPEL Vo SMGEL GTO SCript TO OVOLL TTOV £XEL ODGEL GTIV
exdotote oknvi. o kabe oxknvn mov €xel dnovpyndel, o ypNoTNG OPeidel Vo dNULOVPYNOEL TO
avtioToryo script Tov Bo cLVOEEL TNV oL GKNVI He TNV EXOUEVT] 0AAG Ko TO avtioTpopo. Emopévog
Y k6Be oKknvn, glval amopaitnTo va VITAPYEL Kot TO avTioToryo script To omoio Oa givat vevhBvvo Yo

TN 6vvoeon UeTAED TOV GKNVMY TOV ALY VIS0V,

Me t0 oL €16GYEL 0 XPNOTNG TO TPAOTO Script KoL To avoilel og kKamoto mepPditov avamtvéng (IDE)
v Tpoypoappatiopd (otn dikn pov wepintwon Visual Studio), Oa avtikpicel dvo uebddovg, v void
Start() wxoai tnv void Update() adAd kol KATOlEG YPOUUES KMOUKE GTNV KOPLOT oL ovoudlovtal
namespace. H void Start() koleitor po @opd 6tav Egkivioet to Tayvidl Kot kel tomobetovvtal cuyva
avtikeipeva, Tég, pubuioelg, k.d., evd n void Update() kaAeitor kdbe devtepdAENTO KOl GE OVTN
TOTOBETOVVTOL TPAYLLATO TTOV £YOVV VO KAVOLV WE KIVIGELS YOPOKTNPO 1 UE KAmola €ic0d0 amd To
TANKTPOAOYL0/TOVTiKL. XT0 namespace TonofeTovvTol KAmoleg YPOuUUES KMOK Tov divouv TpdcPaon
o€ KAMIGELS, CLVOPTNCELS, UETAPANTEG Tov elvar opiopéveg aalol (.. amd tn Unity v amd dAleg
Biprodnkeg). Tapokdtom odivetar éva mapdderypo kddwa (script), 6to Omolo 1 KEVIPIKN GKNVY|
SampleScene, 1 onoia dwwbéter Ta 5 kovpmad (Play, Options, MyProfile, Quit, Mute) cuvdéetar e Tnv
EMOUEVT] OTOG EX® AVUPEPEL TPOTYOVUEVDS, EPOGOV O YPNOTNG TATHOEL KAMK TAV® GTO aVTIGTOL(O

KOvUT.

using UnityEngine;

using UnityEngine.SceneManagement;

public class SampleSceneScript : MonoBehaviour // Ovopa script
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public void NewGame()

SceneManager.LoadScene("gamemodemenuscene"); // Metdfacn otn oknvi eXthoyng TpOmov Totyvidiod

}
public void MyProfile()

{

SceneManager.LoadScene("profilescene"); / Metdfaom ot oknvy profilescene

public void Settings()
{

SceneManager.LoadScene("optionsmenuscene"); // Metafiaon ot oknvn pubpicemv

public void QuitGame()

{
Debug.Log(""E&odog a6 to monyvidr"); // Epedvion unvopatog otnv 006vn

Application.Quit(); / K\eioyo Tov moyvidion

2ToV TOpamdve KOSKA, Qaivetal To script mov gival vrevBuvo yio v petdfoomn and v KEVIPIKN
oKknvn otnv enduevn, O6tav o ypnotng Eekwvnoel v egpapuoyn. Ipdto Pripo, vo apopécel Tig
uebodovg void Start() ko void Update() ot omoieg dev ypetdlovtan Tpog T0 mapdv Kol Vo TOToOeToEL
0TO namespace Tov script Tov givat vrevlvvo Yo Tig aALOYEG HeTaED TOV GKNVAV TO TOPOKATO: Using
UnityEngine.SceneManagement; . Topa yo to ka0s kovuni onpovpyei ko pion pébodo. Otav o
YPNOTNG Tathoel to kovumi play, tote koAeiton m péBodog StartGame(), ekteleitor M evioAn
SceneManager.LoadScene (otnv mapévbeon 1o ovope ¢ oknvig mov Bérel o ypnotc va petaPel
OTAV TATNOEL TO KOVUTL) Kol 0 TaikTng petafaivel otn emodpevn oknvi. H idta Aoyikn oydet kot yio to
VIOLOITO. KOVUTLG. Me TO OV OAOKANPMGEL TOV OMAPAITNTO KOJIKO Kot amwodnkedoel To script, o
YPNOTNG TPEMEL v Onpovpynostl évo kevd avtikeipevo (GameObject) oto mapdbvpo Iepapyiog
(Hierarchy Window), méveo oto omoio Oa tomobethcel to script oépvoviog 1o amd 10 mapabvpo
Project pe ™ Aoywn drag and drop (Ewéva 4.3 - Gameobject). Meténetta, yi to kdfe kovumi
(button) oto mapdbvpo emBewpnty (Inspector Window), mpémet va pvOuicel kol v oavtioToyn
pébodo oto avtictoyo cvotatikd (component). Opeilel va tomobeti|oel 610 ekdioTOTE KOLUTL TO

Gameobject mov mepiéyel o script Ko va puBuicet v avtictoyn uéBodo mov Exel TPOYPAUUATICEL.
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[T ovykekpipéva, 1 mopokato ewwovo delyvel g to kovumi(button) givanr puvBcuévo mote va

ektelel pio cuvaptnon otov motnOei.

v
Sliced
v
r Unit Mul 1
Button
v
Color Tint

=P ton (Image)

0.1
Automatic

Visualize

On Click ()

Runtime Onl» mainmenuscript.StartGame -
BMa ©

Ewova 4.6: PHOon OnClick() og xovpuni dote va ekteAel pia cuvaptnon

4.3 Toro0£Tnon background poveikic, video Kavovoyv

[N ™ dnuovpyion povoikng oto background pépoc tov moyvidlov, o y¥pPNOTNG oeeilel va
ONOVPYNOEL GTNV TPATN GKNVA TNG EQOPHOYNG €va Kevo avtikeipevo (Gameobject) oto mapdbupo
Iepapyioc (Hierarchy Window) kot va 1o ovopdoet avaidyws. Endpevo Pripa, va tpocbécet 1o apyeio
NG HOLoIKNG Tov emBupel 610 TapdBupo project pe T yvootn Aoy drag and drop. Xtn cuvéyela,
aeoV emAéfel 10 kevo avtikeipevo (Backgroundmusic Gameobject), tomofetel oto moapdbuvpo
emBewpnrn (Inspector Window) éva cuotatikd (component) pe to ovopo AudioSource. Xto medio
Audio Resource cépvel kot tomobetel 10 apyeio Nyov Kot daAéyel v emhoyn Play on Awake() ko
Loop. Avtictotya yio va Aertovpyei 1 Lovotkn petad Tmv oKnvev KaboAn T SiipKeLo TOL Toy VIS0
¥OPiG S10KOTES KOTA TN SIGPKELD OAAAYNG OKNVAV, amorteital e&icov Kamolo¢ Kmdkag o omoiog Oa
tomofetnbei oto Gameobject OV ONUOVPYNCE TPONYOVUEVDS, GTNV TPOTN OKNVH ONAadn Tnv

SampleScene.
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il v Audio Source

Ewova 4.7: PHOuon background Movoiknig

using UnityEngine;

public class MusicManager : MonoBehaviour

{

public static MusicManager Instance; // Anpovpyet pio ototiky petaffAnty yuo vo vdpyet povo évo MusicManager

private AudioSource audioSource; // Opiopdg g petafintic AudioSource mov Ba avomapdyet ™ LOVGIKN

void Awake()
{
/I Av vtdpyel N éva MusicManager, KaTaoTPEPEL TO KAVOUPLO Y1 VO, SL0oPAAIGEL OTL LTLAPYEL LOVO Eval
if (Instance != null && Instance != this)
{
Destroy(gameObject); // Kataotpépet to véo avtikeipevo av vdpyet o to vdpyov

return; // Teppatiler v extéleon avtig g pnebddov

Instance = this; // @étel v Tp€Yovca KAGGN MG LOVOSKN

DontDestroyOnLoad(gameObject); // Kdvel 1o avrikeipevo tov MusicManager va unv kataotpépetot 0tov oAlalel
GKNVN

audioSource = GetComponent<AudioSource>(); // Amoktd 10 AudioSource mov £ivor cGVVIESEUEVO LE TO AVTIKEIUEVO

/l ®optdvel v évtaon omd ta PlayerPrefs

float savedVolume = PlayerPrefs.GetFloat("MusicVolume", 1f);

audioSource.volume = savedVolume; // Epappolet v amodnkevpévn évtaon oto AudioSource

/1 M€00d0¢ 1o va. aALGEELG TV £VTOGT TNG HOVGIKNG

public void SetVolume(float volume)
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audioSource.volume = volume; // Evnuepdvet v évtacn tov Nyov oto AudioSource
PlayerPrefs.SetFloat("Music Volume", volume); // AmoOnievetl v évtaon ot PlayerPrefs

PlayerPrefs.Save(); / AmoBnkevet tig aAlayéc ota PlayerPrefs yio va mopapeivouv yio peddovtikés ocuvedpieg

To script MusicManager ot Unity dwoyeipiletol tnv avamopaymyn Kol Tov EAEYXO TNG LOVGIKNG
ot0 mayviol. Xpnowomotei to AudioSource yioo va avamopdysl povotkn kot e&aceaiiler otL M
LOVGIKY] TAPOUEVEL OKEPOLT OKOLO KOt OTOV O ¥PNOTNG LeTafaivel 6€ GALEC GKNVEG, LEGM TNG YPNONG
¢ pebodov DontDestroyOnLoad. To MusicManager givot povadtkd oto mayviol, dtaceaiilovtag 6Tt
vrdpyel povo €va avtiypoeo tov (Lécm Tov singleton pattern). Otav to mouyvidl Egxwvd, to script
POPTMOVEL TNV €vTaon NG Hovoikng and ta PlayerPrefs (] ypnowonotet v mpoemdeypévn tyun 1f av
dev vmdpyer omobnievpévn Tn) kot v e@apupdlet oto AudioSource. Emiong, moapéystar m
duvatdtrTa aAhayng g évtaons pécm g pebodov SetVolume, 1 omoia evinpepdvel TV €vIacT TOL
AudioSource kot amofnikevel v Tun g évraong oto PlayerPrefs, dote va diatnpeitar n pvbuion

Kol 6€ LEAAOVTIKEG GLVEDPIEG TOVL TTaLYVISL0D.

Me Adyo Adyo, TO GUYKEKPLUEVO Script eE0cQOMIEL Hia cuveyn Kol EAeYYOUEVT] EUTELPID OKPOAOTG

LLOVGIKNG OTO POVTO, TPOCPEPOVTUS EMAYYEALLATIKT 0icONGN GUVEXELNG GTOV YO TOL TTULYVIOLOL GOV.

Ocov agopd TV évtaon Tng LOVGIKNG, 0 YPNOTNG UTOPEL va TNV SlayEPLoTEl amd To Kovuni Mute
button to omoio Ppicketol ot TPOTN oKV TNg Epappoyng (SampleScene) kot amd to slider mov
Bpioketor otn OptionsMenuScene. Enopévmg, npénet va onpuovpyndei avtictoryo Evo vEo script ot
SampleScene wov Ba eivar vrevBovo yio To Mute Button kot éva ot ProfileScene 6mov o maiktng Oa

umopel va puOuiler myv évraon péoo slider.

using UnityEngine;
using UnityEngine.UI;
using TMPro;

public class MuteButton : MonoBehaviour

{

public Button muteButton; // AnAdvet 10 kovumi yio. T Giyoon TOv OV

public TMP_Text buttonText; // Ankdvel to keipevo Tov KOLUTOV Yo va. oALAlet avahoya e TV KatdoTtoon

private bool isMuted = false; // Apyin xatdotact Tov Nyov (o1 1 o)L

private AudioSource musicSource; // To AudioSource mov ovamapdyetl T LOVGIKN
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void Start()

{

// Bpioket to MusicManager kot to AudioSource yio. vo. eAEéyEEL Kal Vo TPOTOTOMGEL TOV YO

musicSource = GameObject.Find("MusicManager").GetComponent<AudioSource>();

// TIpocBétet tov listener yio To KAk 6T0 Kovumi

muteButton.onClick. AddListener(ToggleMute);

// EXéyyetl av M LOVGIKT ) TAV GIyN TPV atd TO TPOoNyovuevo monyvidt (Amodnkeveton otig PlayerPrefs)
isMuted = PlayerPrefs.GetInt("MusicMuted", 0) == 1; // Av n Tyun givon 1, to mouyvidt tav o€ ouyn
musicSource.mute = isMuted; // PuOuilet T o1y Tov 00 GOUE®VO, LE TNV amodnKeLUév TN

UpdateButtonLabel(); // Evnuepdvel to Keiptevo Tov Kovumon

// Mé00d0og yia TNV oAroyn Katdotaong Tov nxov (mute/unmuted)

void ToggleMute()

{

isMuted = lisMuted; // AvTioTpé@el TV KOTAGTAGT TNG GLYNG
musicSource.mute = isMuted; // Epapuoletl ) véa KaTdoTO6 GTNV LOVOIKN
PlayerPrefs.SetInt("MusicMuted", isMuted ? 1 : 0); / AmoOnkevel TV KOTAOTAGN GLYNG Yol TV EXOUEV POPA.

UpdateButtonLabel(); // Evnuepdvet 1o keipevo Tov Kovpmion

// M£€00d0¢ Y10 TNV EVNUEPOON TOV KEWEVOL TOV KOVUTLOD

void UpdateButtonLabel()

{

if (buttonText !=null) // EAéyyetl av vadpyel T0 AVTIKEIPEVO KEWEVOL

{

buttonText.text = isMuted ? "@ " : " "; // Av givar cromn, eppaviter @), odlidg »
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To script MuteButton emttpénel otov ¥pnotn va gvepyomolel 1| va ameEVEPYOTOlEL TOV MO TOL
ToyVIoo0 pécw €vog kovumob. H kotdotaon ouyng (mute) amoOnkedetor ota PlayerPrefs,
eCoopalriovtog OtTL mapapével 1) 1010 oTIg EmopeVeEG cLVdEoels. Evnuepavel 1o keipevo tov kovumion,
eppavifovtog av o fyoc eivon evepyomompévog (&) 1 syynuévog (). Apod mpocbéoet to script oTo
GameObject, 0 ypnotng mpénel va. tomobetnoel to Mute Button kot 1o Text tov xovumod 6T0

Inspector yia vo, Aettovpynoel GOGTA.

using UnityEngine;
using UnityEngine.UI;

public class MusicVolumeSlider : MonoBehaviour

f
1

public Slider volumeSlider; // AnAdvet to Slider mov ypnoyLomoleitot yio TV £VTaoT Tov X0V

void Start()

{
/] Doptdvel TNV amodnkevpévn Evtacn tov Nyov and ta PlayerPrefs (1 1f av dev vadpyet amodnievpévn tiun)
float saved Volume = PlayerPrefs.GetFloat("MusicVolume", 1f);

volumesSlider.value = savedVolume; // PvBuilet qv apyn tipn tov Slider oty amobnkevpévn éviaon

// TlpocBéter listener dote 6tav arddEel  tipun tov Slider, va kokeitor n péBodog SetVolume

volumeSlider.onValueChanged. AddListener(SetVolume);

/I MéBodog mov kaAeiton otov oAAaet n T Tov Slider
void SetVolume(float value)
{
// EXéyyer av vmdpyet to MusicManager instance
if (MusicManager.Instance != null)
{
// Kokel t pébodo SetVolume tov MusicManager yio vo. 0AAGEEL TNV €VTAOT TNG HOVGIKTG

MusicManager.Instance.SetVolume(value);

/I AmoBnkevel  véa Tiun g évraong oto PlayerPrefs yio va mapapeiver omobnkevpévn yu peAhoviikég cuvedpieg

PlayerPrefs.SetFloat("Music Volume", value);

PlayerPrefs.Save(); // AmoOnkevet 1ic aAlayég oto PlayerPrefs
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To script MusicVolumeSlider emitpénel otov ypnot vo pubuilel v évtaon g LOVGIKNG LECH
evog Slider kot omoOnkevel ™ pvOuion ota PlayerPrefs. Otav aAddlel n tyun tov Slider, n évtacn g
HOVGIKNG evnuepmvetal 6to MusicManager. Emiong, 6mwg kol mpv ypeldletal va torofetiost to
slider oto Inspector tov GameObject mwov wepi€yet To script. [TAéov o1 600 oknvég (SampleScene kot
OptionsMenuScene) £yovv 0vV0 script: £va yio TNV EVEALAY] GKNVAY Kot Eva Yo T podpon g

ROVGIKNC,

4.4 Ewsoyoyn epotmiosov ne Google Sheet URL péom UnityWebRequest

Mo v sloayoyn kol v guEavion Tov epotnoenv Ba ypnotponomown Eexmplotd script. H
EI60YOYN Kol QOpTOcn TOV potoe®v ot Unity and to Google Sheets yivetar pe tov €€ng
tpomo: O ypfotg dnuovpyel éva Google sheet oe popen mivoka pe 6ceg oTAeg ypetdletor. Xtnv
MEPIMTOON LoV 0 Tivokag amotereiton amd 7 omies. H pia apopd Tic epmtioelg, ot 5 apopovv Tic 4
OTOVTAOELS TNG KABE €pdTNONG OAAG KOl TNV GMOGTH ATAVTNOT Kot 1 TeEAevTaio, 1 omoia apopd 1o
emimedo dvokoAiag. MOAG olokAnpmwbel 1 copmAnpwon tov sheet kot amd 10 pevovy (Apysio —
Kowvomoinon — Onuocievon otov 16t0) Kol otnv evooudtoon Bo mpémer vo emAEEEL TIUEG
Swyopiopéveg pe koppa, dniady CSV (Comma-Separated Values). [Ipokettar vy por| dedopévav
omov ot 6TNAeg daympilovral pe KOppa. Avtiotowa, 1 GAAN emloyn mov Ba avtikpicel o xpNoTng
gtvon Tipég Saympiopéveg e tab, dniadn TSV (Tab-Separated Values). Etvon to 1810 mpdrypo, amAid ot
otAeg yopilovtol pe tov yopaktipa tab avti yio koppa. Apéomg Ba mapet to link Tov sheet kot Oa
TWPENEL VO, TO TPOTOTOGEL AV OV glvar EToyo NON mate va &xetl katddinén CSV. Kot ta dvo kdvovv
7o 1010 Tphypa: €EAYOVV TIG TIHES TOV PVAAOV o€ amAO KEIUEVO, MOTE VO UTOPEL O ¥PNOTNG VO TAL

XPTCULOTOGEL O GANO TTPOYPOLO 1| GE SCTipt.

B + Question Loader (Script)

Hard Ques
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Ewoéva 4.8: Eroaymyn Google Sheet CSV

Onoc avépepa vopita 1o CSV (Comma-Separated Values) eivar po popen apyeiov mov

¥pnoomoteitat yio TNV arobnkevon dedopévav oe Tivakes, OTov ot Tiég (1 ta media) dwympilovron

a6 koppata (1 GAAOVG YopoKTPEG OTmg To tab 1 avé dwwotipata). Kabe ypouur oto apyeio CSV

OVTITPOCMTEVEL Uiot €YYPaPn (1 YPOLM] O£00nEVAV), EVD Ol GTNAEG OVIUTPOCHOTEVOVIOL OO TO.

nedia mov ywpilovrar pe képparo. ‘Etol ta dedopéva givor «kabapd» Kot propovv va defoactodv

g0koAn and mpoypdupata O6mwg n Unity, Excel 1 Python. Avtd emtpémer otov ypriomm va 1o

EVOOUATOVEL amevbeiog oe eQApPUOYES, Y. Yo qUizZ, XOPi vo xpeldletal va avoi&el To id1o To vALo.

Me avtov tov tpoémo umopei va aArdalel to mepieyopevo oto Google Sheets kot vo evrnuepdveTal

avtopato M epappoyn, yopig véo build. H ypnon tov CSV ot Unity yivetar pe UnityWebRequest.

Mopokdto divetar to script yia T Ayn TOV SESOUEV@V.

using System.Collections;
using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Networking;

public class QuestionLoader : MonoBehaviour
{
/I Opiovpe v KAGGN Yo TNV EPAOTNON
[System.Serializable]
public class Question
{
public string questionText; // Keipevo g epdmmong
public string[] options; // ITivaxag pe Tig omaviioelg
public string correctAnswer; // Xooti amdvinon

public int difficulty; // Eninedo dvokoriog (1 = edkoro, 2 = pétpio, 3 = d0cK0LO)

public override bool Equals(object obj)
{

if (obj is Question other)

{

return questionText == other.questionText; // ZVykpion Lovo g epMOTNONG

}

return false;

public override int GetHashCode()

51




return questionText.GetHashCode(); // Xpnoylomotovpe to Keipevo g epd@Tnong yo. to hash code

/I URL tov Google Sheet CSV yia 115 epwtoeig
public string googleSheetCSVUrl;

/I Aloteg yia 1 EpOTNOELS avh EMITESO SVGKOALOG
public List<Question> easyQuestions = new List<Question>();
public List<Question> mediumQuestions = new List<Question>();

public List<Question> hardQuestions = new List<Question>();

/I Opilovpe delegate kon event yia eviuéPMGT TOL GLGTAOTOS OTOV POPTOOOVV OL EPOTHCELS
public delegate void QuestionsLoaded(); // Delegate yia to event

public static event QuestionsLoaded OnQuestionsLoaded; // Event mov kaAgitol 6tov o1 ep@toels poptmbovv

// Eexvape m o1081Kacio AqYNG TV EPOTHGEMV KATE TNV EKKIVIOT TOL TatyvVidton

void Start()
{

StartCoroutine(DownloadQuestions()); // Eekvape to Coroutine yio T Ay TV EPOTNCEOV

/ Mé80odog yia Tnv AMqyn tev gpotioswv and to Google Sheet CSV péow UnityWebRequest

IEnumerator DownloadQuestions()

{
UnityWebRequest www = Unity WebRequest.Get(googleSheetCSVUrl); // Kévoupe to aitnpa yio to CSV
yield return www.SendWebRequest(); // [Tepiypuévovpe Ty oAOKAP®GCT TOL OUTHUATOS

if (www.result != UnityWebRequest.Result.Success) // Av 1o aitnpo amotdyet

{

Debug.LogError("Download failed: " + www.error); // Extuom@vovpe to Adbog 6tnv koveora

}

else

{
ParseCSV(www.downloadHandler.text); // Ene&epyalopaocte to dedopéva amd 1o CSV

OnQuestionsLoaded?.Invoke(); // Ewdomotodpe ta vdlomo cuothipato 0Tt Ot EPOTACELS £ivar ETOLUEG

/I M€00d0og yia Tnv av@ivon tov CSV kot v amobnKevoT TV EPOTNCEMV OTIG CMOTEG AMoTES

void ParseCSV(string data)
{
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string[] lines = data.Split(\n'); // Awywpilovpe T1g ypapupég tov CSV

// Awatpéyovpe dheg Tig ypappég tov CSV ektdg amd v mpmtn (mov givon to, headers)
for (int i = 1; i < lines.Length; i++)
{

string line = lines[i]. Trim(); // K6Povpe 10 mepirrd kevod

if (string.IsNullOrEmpty(line)) continue; // Av n ypaupn eiva ddeta, tnv napaieimovpe

string[] fields = line.Split(',"); // Awywpilovpe T1¢ 6TNAEG TOL CSV

if (fields.Length < 7) continue; // Av dev vdpyovv apketd media, TopoAeimOVUE TN YPOUUN

/I Anovpyodue TV epdTnomn omd ta dedopéve tov CSV

Question q = new Question

{
questionText = fields[0], // H gpdtnon
options = new string[] { fields[1], fields[2], fields[3], fields[4] }, // Ot emhoyég
correctAnswer = fields[5], // H cwot amdvinon

difficulty = int.Parse(fields[6]) // To eninedo dvorkoriog
3

// TIpocBétovpe TV epdTnomn oty avtiotoyn Aloto e Pdon to eninedo dvoKoAiog
switch (q.difficulty)
{

case 1: easyQuestions.Add(q); break;

case 2: mediumQuestions.Add(q); break;

case 3: hardQuestions.Add(q); break;

// M£€0050¢ Y10 TV EMGTPOPT LG TUYALOG EPMTNONG Y0 TO GLYKEKPUEVO EMimedo Suokoiiog
public Question GetRandomQuestion(int difficulty)
{
List<Question> pool = difficulty switch
{
1 => easyQuestions,
2 => mediumQuestions,
3 => hardQuestions,

_ => easyQuestions

¥

if (pool.Count == 0) // Av dgv VapyovV SLAOECIUES EPOTNGELS Y10l TO EMITEIO
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Debug.LogWarning("Agv vapyovv dabéoipeg epotnoeig yio eninedo: " + difficulty);

return null;

int index = Random.Range(0, pool.Count); // EmAéyovpue tuyaio po gpdtnon
Question selected = pool[index]; // Emotpépovpe v emheypévn epdnon
pool.RemoveAt(index); // Av 6éhovpe, v apaipodpe amd T Alota (av dev BEAovE ETavaAinym)

return selected;

// MéBodog pe ypnon g Aiotog used (yo multiplayer), ®oTE v AmOQEVYOVUE TIG ETAVAYPTGULOTOMLEVES EPMOTNOELG
public Question GetRandomQuestion(int difficulty, List<Question> used)
{
List<Question> pool = difficulty switch
{
1 => easyQuestions,
2 => mediumQuestions,
3 => hardQuestions,

_ => easyQuestions

// DUTPEPOLLLE TIG 0N YPNOLUOTOMUEVES EPMTICELS
List<Question> available = pool.FindAll(q => !used.Contains(q));

if (available.Count == 0) // Av dev vadpyovv S100£G1LEG EPMTNHGELS Y1aL TO EMITESO

{

Debug.LogWarning("Aev vadpyovv drobécieg epmthioelg yo eninedo: " + difficulty);

return null;

int index = Random.Range(0, available.Count); // EmtAéyovpe toyoio pio epdnon amd Tig drabéoipleg

return available[index]; // Emotpépovpe v emieypévn epatnon
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To script ypnowomotel to UnityWebRequest yia va katefdost to CSV and to Google Sheet,
avodvel o dedopéva kot dnpovpyel ovrikeipeva Question LE TG EPMOTACELS, TIC OMOVINCEL, TN
OMGCTN AMAVINGT| Kol TO EMINESO SOVOKOALOG. XTN CUVEYELD, Ol EPWTIOELG OPYAVAOVOVTOL GE TPELG MOTES

avaAoyo pE TO EMIMEDO SVOKOAING KOL TO GUGTIILOL EVIUEPMDVETOL Y10 TV OAOKANP®OT] TG S1001KAGTI0G

@opTOONG.

H epedvion topa tov epotmoeny yivetor pe tn dnuovpyio tpudv script, éva yuo ) SinglePlayer
(QuestionDisplay) emioyn, éva yu T Multiplayer (MultiQuestionDisplay) kot éva yia tnv Online
Multiplayer oxnvn] (NetworkMultiQuestionDisplay). Avtd to script eivar vmevBova yoo v
napovoiaon Tov epotioewv oty Ul xat yua tv aAinienidpaon pe tov ypnot. To éva Ba poptmbet
omv SingleMenuScene, to dgvutepo ot MultiMenuScene ko1 1o tpito ot MultiMenuScenee.
Avrtioctotya to script QuestionLoader Oa mpémet va poptwbei kot otig Tpeg oxnvég. Emiong, va yiver n
avtiotoiylon tov Gameobject mov mepiEyel to script oto Inspector Window, mpokeiyévov va
KaAovvtal ot pébBodotl 6mov ypetdlovrar. Koppdrtt tov kdowka yio TV EROAVIOT) TOV EPOTNCEMY GE

tomiko (Local) eninedo, t000 og Single 660 kot oe MultiPlayer Bpicketat 6to Tapdpnuo A.

4.5 Online MatchMaking MultiPlayer pe Photo Pun 2

Ocov agopd to online matchmaking, dnAiadn T cbVOEST VO TOIKTMV ATOUAKPVGHEVO HECHD
dtadtkTOLoL, VTN TpayuaTomonke pe ™ xpnon tov Photon PUN 2, 10 onoio o ypnotng umopsei va
Bpel dwpedv amd to Asset Store g Unity. To Photon PUN 2 eivar éva étoyo chompo Siktdov
(networking framework) yio Unity mov o€ cuvdéel otoug servers g Photon, dote va @tidyvelg online
moyvidla yopig dikr cov vrodoun. H Aoywkn tov Baciletar oe lobbies kot rooms: pmaivelg mpoto o
&vay yOPO OVOUOVIG Kol PETd o€ Eva dmpdTio-taptida 6mov mailelg pe Toug dAAove. Avtikeipeva Kot
katdotoon polpdlovior pécw PhotonView kot RPCs (m.y. evnuépwon okop 1 0moGToAn epdTnoNg
o€ OMOVG) Le eEAAyLoTo KDdKa. Mécsa oto room vdpyetl mavta Evoc MasterClient mov Asttovpyei cav
TPOoo®PVOG host kot pmopel va poptdvel okNvES Yoo OAoVG: ¥dpn oto Automatic Scene Sync 6tav o
Master aAraéel oknvi, ocvyypovitovtar avtopata kot ot vréromol. Emmiéov, pe Custom Properties
(m.x. mode=1vl, region=eu, difficulty=easy) koArdg “etikétec” o€ maiktes/dmpdtia yio £OKOAO
eutpapiopa oto matchmaking, evdd ta Reconnect & Player TTL Bonfovv va emotpéyelg 6to 1610
dopdtio av yabel otrypiaio n ovvdeon. X1 ok pov mepintwon to online matchmaking pe Photon
PUN 2 Aertovpyel pe tplo EekdbBapa oevapia mov cuvdvdlovtot appovikd. Otov o Taiktng natioet
Find Match, o client tpoonabei tpmdta va urel oe vadpyov dwopdtio péco JoinRandomRoom pe
eidtpa (.. mode="1v1"), dote va Taplaéer dueco pe kdmolov dabéoylo avtinaro. Av dev Ppebel
KatdAAnAo dSwudtio, dnuovpyeital avtopata v dNEOGLo room pe To 1010 properties yio v To

evtomioel o0 emopevog maiktng wov Ba motoet Find Match. [Mopdiinia vrdpyet to Create Room pe
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K®O1KO, 6ov 0 host eTidyvel £va 1O1OTIKO dOUATIO Kol MG OVOLLO TOOm YPTGLLOTOLEL TOV KOIIKO TOV
PAénevopilel onv 000v1. ‘Enetta, Tov k@dikd avtdv tov polpdletal pe Tov gilo Tov dote va Taiovy
peta&y tovg ympic va pumopel va toug Ppet tpitog. O pikog emiéyel Join Room, minktpoloyei Tov 1610
aKpIPmg KwdKd kal cuvdEeTal anevbeiag oto 1610 dwudtio pécw JoinRoom(code), apkel To dwpdTIO
va gtvat avoryto. Xe 0lo ta 6evapia, LOALG 0 apBpog Taktdv etdoel o MaxPlayers (cuvibwmg 2), o
MasterClient ekivd Tov aydva QOPTOVOVIONG TN OKNVI TOL Toyvidlod kot xapn oto Automatic
Scene Sync 6mw¢ ovapépOnke TPONYOLUEVOG LETAPEPOVTAL AVTOLTO OAOL 6TNV 1d10. oknv1. [Tdpe va

dovue Topa To fripaTo Tov ¥PetdleTol va TPAEEL 0 XPNOTNG DOTE VO PTACEL GE 0VTO TO EMIMESO.

10 Photon PUN 2, 1o PhotonView &ivai To component mov cuvdéel v, avTIKEILEVO LE TO dIKTVLO
KOl EMTPETEL TOV CLYYPOVICUO TOV aVAUESH 6€ OAOVG TOVG TOUKTES, MOTE Vo, YVOPilel TO10G TO EAEYYEL
Kol wota gival 1 Kotdotaon tov. O yprotng tpochitel 1o PhotonView oto GameObject mov BEAeL va
OLYYPOVIOTEL, Kol £ELTOL ONAMVEL 0TO Script woteg PETAPANTEG 1) cvvaptioelg Ba elval dabéoieg oto
diktvo. Ta RPCs (Remote Procedure Calls) sivar cuvaptioglg mov onueidvoviol e to attribute
[PunRPC] kot xadovvror péow tov PhotonView, ekteAdvtactot tavtoypova e dGAovg tovg clients 1
o€ GLYKEKPIUEVOLS otdyovs. 'ETol, evépyeleg OnmG GKop, KIVAGELG 1| EMAOYES YiVOVTOL OpOTEG E

GULVETELD 6 OAOVG TOVG TTOAKTEG.

Q¢ mpmto Prpa o ypNotng opeilel vo eykataoctiosgt o Photo Pun 2 kot va to €icdyet (import) oto
project Tov. Amd 10 pevov g diemapng emiéyel Window — Package Manager — My Assets —
Photon PUN 2 — Download (av ypeldletar) kot otn cvvéyeto Import. Agbtepo fripa va dnuovpynoet
évav Aoyaplacpod oto Photon Dashboard. And 1o pevod tov Photon Dashboard dnptovpyet to d1kd tov
project (create a new app), divel T0 Ovoo, TOV EMOVUEL GTNV EPAPUOYT TOV, EMAEYEL TO KATAAANAO
Photon SDK (Pun) kot matdet create. Apéomg PeTd opeirel vo avtiypayel to ApplD kot vo o
tormofetnogl 610 Pun Wizard. To Pun Wizard to Bpiokel and Window — Photon Unity NetWorking
— Pun Wizard. A@ov 10 Tom00etoEl 670 avtioTouo medio givar étolog va mathost Setup Project.
Metd, OGOV 0ev TO £XEL KAVEL N1, TPETEL VO, OTLLLOVPYNGEL TNV OVTIGTOLYN OKNVI UE To KATAAANAQ

Kkovumid, text kot Input Fields kot va tpocBécel t oxnvn oto Build Profile.
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Select Photon SDK *

Realtime v

Application Name *

Your application's name

Description

Short description, 1024 chars max.

Url

https://enter.your-url.here/ e.g. marketing material, landing page, promo site, etc.

Ewova 4.9: Anpuovpyia project oto Photon Dashboard

App ID:

Ewova 4.10: AppID tov project oto Photon Dashboard

¥t oknvh topa mov Bo dnuovpynoet 1 omoio Ba gival veEvOVYT Ko Yoo TV online cvvdEST
HeTa&d TV 600 TUKTMOV, TPETEL VO AvamrTOEEL TO AVTIoTOLYXO script To omoio o To Tomobethoel o éva
kevo Gameobject oto mapdOupo epapyiog (Hierarchy Window), pe tv yvoort diadikacio wov
EYovpe avoeépel TPonyovpévae. To kVplo KOppUATL Kddka Tov agopd to matchmaking PBpioketon

TOPOKAT®:

// Hatiéton to kovuni "Find Match" — npoonddnce va pumeig o€ tvyoio dopdtio
void OnFindButton()
{

/I Av dev €xel ohokAnpwbel 1 covdeon oto Photon, stapdra

if ('PhotonNetwork.IsConnectedAndReady) { FeedbackText.text = "Not connected yet..."; return; }

FeedbackText.text = "Searching for opponent...";
// Kael to Photon va og Balet og éva Tuyaio dmpdrtio (pe oroteodnmote default cuvOnieq)

PhotonNetwork.JoinRandomRoom();

// Av to JoinRandomRoom amotiyet (5&v vadpyet d1abéctpo dmopdTio)

public override void OnJoinRandomFailed(short returnCode, string message)

{
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/l DTdEE Evay amho 4yMero Kmdd/GvopLa Yo, To VEo dS®UATIO

roomCode = Random.Range(1000, 9999).ToString();

// PuBpiceis dopotiov yio QUICK MATCH: dnpocto (IsVisible=true) dote vo o€ Ppet o emdpevog
var options = new RoomOptions
{

MaxPlayers = MaxPlayers, /2 maikteg

PublishUserld = true, /1 exBéter To Userld otovg maikteg

CleanupCacheOnLeave = true, // kaOapiletl To cached events 6tav Kdmolog POyEL

IsVisible = true, // dnpodoto yio matchmaking

IsOpen = true // avotyto Yo join

FeedbackText.text = $"No rooms. Creating {roomCode}...";
/I Anpuovpynoe to doudtio—o endpevog mov Ba kdvel JoinRandom Oa og Bpet

PhotonNetwork.CreateRoom(roomCode, options, TypedLobby.Default);

// TTotiéton to "Create Room" (101mtikd moryvidt pe ¢ilo)
void OnCreateRoomButton()

{
if ('PhotonNetwork.IsConnectedAndReady) { FeedbackText.text = "Not connected yet..."; return; }

/I Tevvape 4ynoto kwdko mov Ba popaoctei o host otov eilo tov

roomCode = Random.Range(1000, 9999).ToString();

/1 Iootkd dmpdtio: IsVisible=false yo va v epgavifeton oto lobby/JoinRandom
var options = new RoomOptions
{

MaxPlayers = MaxPlayers,

PublishUserld = true,

CleanupCacheOnLeave = true,

IsVisible = false, // IAIQTIKO (pévo pe JoinRoom(code))

IsOpen = true

FeedbackText.text = $"Creating room: {roomCode}";
// To dvopa Tov room givat o 310G 0 K®OIKOS TOL Hol dDGES 6TOV PIAO GOV

PhotonNetwork.CreateRoom(roomCode, options, TypedLobby.Default);

// Hatiéton To "Join" apov o ypoTg YpaweL ToV Kodikd Tov Tov £3woe o host

void OnReadyButton()
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if ('PhotonNetwork.IsConnectedAndReady) { FeedbackText.text = "Not connected yet..."; return; }

var code = RoomCodelnput.text. Trim();

if (string.IsNullOrEmpty(code)) { FeedbackText.text = "Enter a room code"; return; }

FeedbackText.text = $"Joining room {code}...";
/I Apeon €16000¢ 6T0 SWUATIO PE TO CLYKEKPEVO OVOLLO/KWOOKO

PhotonNetwork.JoinRoom(code);

/I Kpoye 1o input kot to Join button petd v npoonddeio
RoomCodelnput.gameObject.SetActive(false);
ReadyButton.gameObject.SetActive(false);

// Kakeiton 6tav MITHKEZY €60 6710 dopdtio

public override void OnJoinedRoom()

{

FeedbackText.text = $"Joined: {PhotonNetwork.CurrentRoom.Name}

({PhotonNetwork.CurrentRoom.PlayerCount}/{PhotonNetwork.CurrentRoom.MaxPlayers})";
//"Ehey&e av ptaoape tovg MaxPlayers yio vo Egkiviioet To moryvidt

TryStartWhenFull();

// Kaeiran 6tav MITHKE KATIOIOZ AAAOX oto dmpdtio (otov d1kd cov client)
public override void OnPlayerEnteredRoom(Player newPlayer)

{

FeedbackText.text = $"Player
({PhotonNetwork.CurrentRoom.PlayerCount}/{PhotonNetwork.CurrentRoom.MaxPlayers})";

//"1810¢ éheyy0G: NG TdPA 0AOKANPpOONKE TO Levydpt
TryStartWhenFull();

joined

Av1d t0 script viomotei to matchmaking oto Photon PUN 2, divovtog dvo tpdmovg cvuvoeong

TokT@v: 1o ypryopo Quick Match kot 10 diwtiKd dwopdtio pe Kodkd. Otav o maiktng matoet Find

Match, to cvomnuo mpoomabei va tov Pdier oe éva tuyaio dwwbéciuo dmpdtior av dgv Ppet,

onpovpyel avtopato vEo SMUOCIO SMUATIO HE TLUYOIO TETPOYNPLO KOIKO, OGTE O ENOUEVOS OV

yiyvel va ovvoebel exel. Me 10 Create Room o maiktng dnpovpyel 1010T1kd dwpdrtio, T0 0moio dev
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epupaviCetor oto lobby kot pmopei va 1o popactel 6€ iAo Tov PHEGH TOL K®OWOoV. O GAAOG TaikTNG
uraivel 6to dmpdtio pe to Join, TANKTPOAOYOVTIOG TOV K@K mov Ehafe. Kabe popd mov o maiktng
umaivel 1 épyetar vEog 0To d®UATIO, epeovileTatl pivoua pe Tov apliud ToKTOV Kol oV To d®OUATIO
@thoel T0 Péyloto emTpento (2), kaAeital 1 cvvdpnon yuo va EEKvioEL auTtopata To oy viol. 'Etot
To script avarappdver 6An ) dadikacio cOVOESTG, dnpovpyiog Kot Evapéng TOL aydVa OVALESO OE

500 TOiKTEG.

Portrait

< Persp

Ewova 4.11: IIpofoAin tng OnlinaMatchMenu oknvig
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Kegpdaiaro 5 — Zvopnepacpatao ko tpotdoers Peitioong

5.1 Xvunepdouote VAOTOINGNS EOUPUOYNS

H mtoyokn epyacio Tov mopovcsldoTnke lye ©G 0TOYO TOV GYEOOUO KOl TNV OVATTUEN EVOG
ddpaotiko quiz game otnv Unity, T0 0m0io TPOCOUOIDVEL EVOV OYOVA UTACKET, EMLTLYYAVOVTOG
mv TP epappoyn toco oe singleplayer 6co kot oe multiplayer €kdoom, pe éueoacn ot
otofepdTNTO KO T SVVATOTNTO EMEKTOOTG. ZVYKEKPIUEVE, VAOTOMONKE poT) OKNvVAV pe amodniKevon
OVOLATOG TTOAKTY, GUOTNLO EPOTHCE®V/omavTicewv and eEmtepkn tnyn (Google Sheets), duvaptkn
dvokoAia (1-3 Pabuoi/foin-dimovio-tpimovto), evowpdtmon Ponbeidv (power-ups), Kabdg kot n
duvatdtnTa dnuovpyiog mpoeil maiktn pe mopovcioon emddoewv (highscore, vikeg/Mtteg). Xto
multiplayer oyedidomnkov 4 yOpol LE 1GOKOTOVOUY EPWTACE®MV, UM €mavAANYM Bepdtmv, TeEAo
nivaka okop/viknti kot mponyuévo ovotnua Ponbewwv (Block, Steal, Rebound, Assist, Foul) pe
axpiPn kavoveg, ypovikd mapdfopa Kot pio yprion ovdé maiktn. Xto online Koppdtt evompoTmOniKe
Photon PUN 2, mpocpépovtag ypryopo matchmaking (JoinRandom—Create), 1010tikd dopdrtia pe
KOJOKO, avTtopaTo cuyypovicpd oknvev (MasterClient/Automatic Scene Sync) kafmg Kot pnyavicpuo
acQoAeiag dote To TOLViol vo EEKVE 6®oTd povo pia eopd.: TapdAinia tpootébnkav pvbuicelg
NYOV/LOVGIKNG TTOL GLVEXILOVY OHOAG KOTA TN SIAPKELD EVOAAAYNG GKNVAOVY. LVUVOAIKA, TO £pY0 dgiyvel
OtL évo oOyypovo multiplayer cvotnuo pmopel va cuvovalel OmTOTELEGUATIKOVEG UNYOVIGUOVS LE
evypnoto mepPariov, mpoopépovtag otabepn Ko guydplot eumepia. EmmAéov, mapapévovv
avorytéc duvatdmreg eEEMENG, dnwg N TpocHnkn véwv power-ups, 1 Pedtioon Tov matchmaking ko

1N vTooTHPIEN cvyypovev cuokev®mv ( Meta Quest 3).

2OUQ@va pe Toug Pactkodg otdyovg mov glyav tebel efapync, avérTLED Eva OAOKANPOUEVO Kot
enektaolo quiz game oe Unity pe kaBapn pon singleplayer/multiplayer, mpooeypévo Ul (user
interface) kot a&omotn diktdwon pécw Photon PUN 2. H sicaymyn epotioemnv opyavodnke ond
eCotepwr] mny (my. Google Sheets), ®ote onowodMmOTE—Y®PIG EWIKEG  YVAOOELS
TPOYPOLUOTIGUOV—VO UTOPEL Vo evipep@VeL €0Kolo To mepteydpevo ektog Unity. To matchmaking
oyxedldotnke MoTE va gival gokKoAo otn ypnon, pe quick match, WwTKA dopdtio pe KOdKO Kot
OQVTOUATO GLYYPOVIGUO CKNVMV. Mg autdv Tov TpoOmo, ypetdleTar AydTepog KOJIKOG Kol 0mAoDoTEPN
dtdtKacio, KATL TOL S1EVKOADVEL EKTAOEVLTIKOVE, ONUIOLPYOLS TTepleyoprévon Kat véovug developers.
To ovotnpa Pabporoynong, ol yopovkavoveg, ta power-ups (Block, Steal, Rebound, Assist, Foul) kot
to mpoeik maiktn (highscore, vikeg/Mtreg) ovVOETOLV O OAOKANPOUEVN guTEpiot OV Elval
TaVTOYPOVA dlooKedOoTIKY Kot Ttodaywyikn. ‘Eetiaga to motyviol pe modular apyitektovikn, doTE 1
AoyKN, Ta dedopéva Kot 1 TopovciooT vo gival EExmploTtd Kol gvkoia emektaciua. ‘Etol, pmopet va

nwpootebel véo meplexopevo M véeg Aettovpyieg yopig va ypeldlovior Peyarles aAlayéc. XVVOAIK,
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éoeléa 0Tt éva online quiz umopel va mopoapetpomowmBel gvkoAa kol va otnfel pe  pikpn

TOADTAOKOTNTO KO YOUUNAO KOGTOC.

5.2 - Avvatotnteg eEEMENG

To obomuo mov éptaéo pmopel va yivel akoun mo omAd Kot “éévmvo” Yo OAOVG. XTO
matchmaking, avti yio amhd Tox0io TAIPLGHO, VITAPYEL 1] SVVOTOTNTO Y10 TOIPIUGLO TUKTOV UE Pdon
éva  gbkolo  emimedo  wovotntag (my.  opyaplog/pérplog/mpoyopnuévoc 1 ELO), v
TEPLOYN/KaBLGTEPNON SIKTVOV Kol YADOGO.: XKEPTOUAL VO TPOGOPUOGH 0paTd timer ovOopovig,
auto-rematch oto 1éhog Kot éva otabepd reconnect TOV EMOTPEPEL TOV TAUKTN GTO 1010 dUATIO OV
Komel otiypiaio 1 oOvoeon. Zta private rooms 0 K®OKOG Lropel va Ayel petd omd Atyo 1 av yivoovv
moAAEG AdBog mpoomibeleg, He AmMAOVG EAEYXOLG YO OTOPLYY KATAYPNONG Kot €0KOAO KOLUTL
avtiypapns. o tig epotoeg Ba vmhpyel €vag amidg kavovog (keipevo, 4 emioyés, 1 cmorn),
duvatotnTa Yoo backup kot TPOETIGKOTNGT TPV UTOVV 6TO Toryviol. @o vadpyet kot cache o va
nailel to moyvidr yopig tvtepver, kaBDEC Kol OTOTIOTIKG Yo 0®GTEC/AAOOG amavINoEl DOTE va
puOpuiletor avtopaTa 1 dVCKOAID Kol va amo@evyovtol emavarnyels. ‘Etol to mayvidl yivetan mo
dikato, o yp1yopo Kot mo PIAKO Yo 6molov BéAel va maigel 1§ va Tpocbécel mepieyduevo yopic va
Eépel TTpoypapHoTIoHd. Av To dmpedv Oplo TOIKTOV Oev QTAVEL, UTOp® vo. To ovafobuico oe
UEYOADTEPO TAAVO MOCTE VO VTOCTNPILOVTOL TEPIGGOTEPOL YPNOTES TAVTOYPOVA. L€ EMLYELPTOIOKO
eminedo, av 1o dwpedv Oplo dev emapkel, VEApPYEL 1 emoyn avafdaduiong oe mhavo ~100 CCU

(evdekTikd YOpo oo $95/£106) dGTE VoL LITOGTNPLYHOVV TEPIGGOTEPOL TOVTOYPOVOL YPNOTES.

Téhog, eméle€o t Unity yiati glvar o wo mpaktikdg dpouog: €xel mhovolo Asset Store, ypinyopn
avantuén oe C#, ouvepydletal apiota pe to Photon PUN ko mapéyet étolua epyaieio yio 1o Ypopiko
nmepiparrov (Ul), m dwyeipion mopmv ko TV aviamtuén og moAréc mhatpopues, ommg PC, Android
ka1l Meta Quest. Avtd onuaivel AMydtepo xpOVO ylo GTHOLUO KOl GUVINPNOY G GYEGN HE GAAEG
Moelg, KTl Tov TOpldlel Wavikd og Eva quiz project pe diktomaon, émov BELovE E0KOAN E1GaYmYN

nepleyopévou kat “plug-and-play” online.
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emachine-short-film

https://en.wikipedia.org/wiki/Object-oriented programming
https://en.wikipedia.org/wiki/Class (computer programming)

https://en.wikipedia.org/wiki/Component-based software engineering

*X10 KePAAAL0 2 Kol cvykekpluéva otig evotnteg 2.1, 2.2 & 2.3 €yovv ypnowyorombel mAnpoeopieg

a6 to Wikipedia.
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ITAPAPTHMA A

1. Epeavion epwtoswyv o€ Local SinglePlayerMode

using UnityEngine;

using UnityEngine.UT;

using TMPro;

using System.Collections;

using UnityEngine.SceneManagement;

public class QuestionDisplay : MonoBehaviour
{
public QuestionLoader questionLoader; // Avagopd oto QuestionLoader yio TNV avaKTnon TV EpOTACEOV
public TMP_Text questionText; // Epgdvion g epdnong
public TMP_Text questionNumberText; // Epgdvion tov apiBpod g epdtnong
public TMP_Text scoreText; // Epgdvion tov ckop Tov maiktn
public TMP_Text highScoreText; // Eppdavion tov vynidtepov ckop
public TMP_Text playerNameText; // Epedvion tov ovopatog tov moiktn
public Button[] answerButtons; // Ta kovumid yio Tig amavioetg

public GameObject difficultyPanel; // IIdvek yio Tnv emhoyn Tov €mmédov SLVOKOAMOG
public GameObject nextRoundPanel; // ITavek yua v ekkivnon Tov endpevov yopou
public TMP_Text nextRoundText; // Keipevo yio tnv meptypaen tov ETOUEVOL YOPOL

public Button AssistButton, PFButton, ReboundButton; // Kovpmid yuo tig fon0eieg (Assist, Foul, Rebound)
private QuestionLoader.Question currentQuestion; // H tp€yovco epdnon

private int playerScore = 0; // Zxop tov maiktn

private int highScore = 0; // YynAdtepo ckop

private int currentRound = 1; // Tp€ywv y0pog

private int totalRounds = 4; // vvolkoi ybpot

private int questionsPerRound = 8; // Epoticeig avd yopo

private int questionsAnsweredInRound = 0; // Epoticeig mov amavtOnkav ctov tpéxovia yopo
private int currentQuestionDifficulty = 1; // Avokolia TG Tpéyovcag epdToNg

private string playerName; // Ovopa tov okt

private bool gameEnded = false; // Av to mouyvidt £yl tedeidoet

private bool reboundAvailable = false; // Av givon dra0éoun n fondewa "Rebound”
private bool reboundUsed = false; // Av 1 Bonfcia. "Rebound" €xet xpnoyonomOei
private bool assistUsed = false; // Av n Pon0cio "Assist" &yl ypnotporomOel
private bool foulUsed = false; // Avn forfsia "Foul" éyer ypnoipomomdei

private int foulQueue = 0; // O apBpdg TOV EPMTICEMV TOL TPENEL VoL amavTnBolV av ypnotporondei to "Foul"
private bool inFoulMode = false; // Av o maiktng Bpioketan o katdotacn "Foul Mode"

void Start()

nextRoundPanel.SetActive(false); // KpOBovpe 1o mdvel yio tov endpevo yopo oty apyn
ShowDifficultyPanel(); // Eppavifovpe to mavel yio v emdoyn dvokoAiog

playerName = PlayerPrefs.GetString("PlayerName", "[Taixtng"); // ®optdvovpe To dvopa Tov maiktn and o
PlayerPrefs
playerNameText.text = playerName; // Eppaviovpe to 6vopa tov maiktn oty Ul

LoadHighScore(); // ®optdvovpe t0 vynAdTEPO GKOP
UpdateScoreText(); // Evnuepdvovpe to oxop otnv UL

// TIpocOHNKN aKpoaT®V GTO KOLUTLA 1o Tig Porifeteg
AssistButton.onClick.AddListener(UseAssist);
PFButton.onClick.AddListener(UseFoul);
ReboundButton.onClick.AddListener(UseRebound);

}

/I EppaviCetl to mavel yio v emhoyn dVoKOAMOG
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void ShowDifficultyPanel()

difficultyPanel.SetActive(true); // Evepyomolobpe 1o mével yio v exthoyn dvckoliog
questionText.text = $"T"vpog {currentRound}: Enéleée eninedo dvokokiag"; // Eppdvion kepévov emhoyng duokoriog
questionNumberText.text =""; // KaBapilovpe tov apBud g epdtnong

}

// M£€00d0¢ yia TNV €MA0YN TOV EMTESOV SVGKOAING 0md TOV TalKTN
public void SelectDifficulty(int level)

{

currentQuestionDifficulty = level; // Amobnkebovpe o eninedo duokoAiog
difficultyPanel.SetActive(false); // Kieivovpe 1o mdved dvokoriog
LoadQuestion(level); // ®optdvovpe v epdTNON Y10 TO EMAEYHEVO EMinedo dSuoKOAiAG

}

/I Doptdvel TNV gpdTNON e TO dedopévo enimedo duokoriog
void LoadQuestion(int level)

{

currentQuestion = questionLoader.GetRandomQuestion(level); // TTaipvovpe Toyaio epdtnon and tov QuestionLoader
if (currentQuestion == null)

Debug.Log(8$"Aev vadpyovv dwobécytes epothoetg yia level {level}."); // Av dev vrdpyovv epoTIOELS Yo T eminedo
return;

}

questionText.text = currentQuestion.questionText; // Eppdvion g epodmong
int overallQuestionNumber = ((currentRound - 1) * questionsPerRound) + questionsAnsweredInRound + 1;
questionNumberText.text = $"Epdtnon {overallQuestionNumber}"; // Eppdévion tov apdpod mg epdmong

// AVTIGTOTYI0T TV OTOVTCEDY GTO KOVUTLE
for (int i = 0; i < answerButtons.Length; i++)

if (i < currentQuestion.options.Length)

{

string answer = currentQuestion.options[i]; / H andvimon yio 1o kovpmi

TMP_Text btnText = answerButtons[i]. GetComponentInChildren<TMP_Text>(); // Ilaipvovpe to Keipevo tov
KOLUTTLOD
btnText.text = answer; // @<tovpe TO KEiLEVO TOV KOVUTLOD LLE TNV OTAVTNON

answerButtons[i].onClick.RemoveAllListeners(); // KaBopifovpe tovg akpoatég Tov Kovpmion

int capturedIndex = i; // AmoOnkedovpe to index yio vo, To XpMGYOTOGoVLE GToV listener
answerButtons[i].onClick.AddListener(() =>

OnAnswerSelected(answerButtons[capturedIndex], currentQuestion.options|capturedIndex]) // Opilovue Tov
listener yio. v emloyn andvinong

s

answerButtons[i]. GetComponent<Image>().color = Color.white; // Exavagopd tov yp®LOTOS TOL KOVUTION
answerButtons[i].interactable = true; // Evepyomoinomn tov kovpumion
answerButtons[i].gameObject.SetActive(true); // Evepyomoinomn tov kovpmiod

}

else

{

answerButtons[i].gameObject.SetActive(false); // Av dev vépyovv apketég anavtioels, kpdPovpe to kovpumi

}
}

reboundAvailable = false; // Apyuconolovpe t forbsia "Rebound"
H

// MéBodog mov kaAeitar 6tav o maiktng enthé€et o amavinon
void OnAnswerSelected(Button clickedButton, string selected Answer)
{

DisableAnswerButtons(); // Amevepyonolovpe To. KOLVUTIHL TOV ATOVTHCEDV

bool isCorrect = selectedAnswer == currentQuestion.correctAnswer; // EAéyyovpe av 1 andvinon eivor coot
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if (isCorrect)

clickedButton.GetComponent<Image>().color = Color.green; // Xpopotiovje 10 KOOUTL TPAGIVO Y10 GOOTY
amévtnon

playerScore += currentQuestionDifficulty; // AvEdvovpe to okop Tov TalkTn

questionsAnsweredInRound++; // AvEnomn tov epoTNoE®V TOV amAvVTNONKAV GTOV YOPO

reboundAvailable = false; // Mn d1abéoipo to "Rebound”

UpdateScoreText(); // Evnuépmon tov okop oty Ul

StartCoroutine(NextStepAfterDelay()); // [lepipuévovpe Alyo mpv mepdoovpe oty eXOUEV EPMTNON

}

else

{

clickedButton.GetComponent<Image>().color = Color.red; // Xpopatilovpe 1o kovpuni kékkivo yio Adbog ambvtnon

if (IreboundUsed) // Av dev éyet ypnoomombet to "Rebound”
{

reboundAvailable = true; // Evepyomoiotpe 1o "Rebound"

}

else
{
reboundAvailable = false; // KAgivovpe to "Rebound”
questionsAnsweredInRound++; // IIpoywpdpe oty endpevn epmdtnon
StartCoroutine(NextStepAfterDelay()); // Ilepiuévovpe Alyo mptv mepAGOVLE GTNV EMOUEVN EPAOTNON
}
}

To single QuestionDisplay Swoyelpiletor v gUEAVIOT TOV EPMTICEMY KOl TOV OTOVINCEDV,
EVNLEPMVOVTOG TO OKOP TOV TOUKTN Kol TO EMIMESO SLOKOANG avdAoyo pe TV enthoyn Tov. Otav o
TOIKTNG EMAEYEL P10 OTAVTNON, TO OKPUTT EAEYYEL AV Elval 6mOTH 1} AAB0g, OVOVEDVOVTOG TO GKOP Kot
) Ul, ko mopéyer fondeteg 0mmg "Rebound”, "Assist" kot "Foul". Emiong, dwayeipiletan tn petdfoon

amd EpMTNGCT GE EPATNON Kol YOPO GE YOPO.

2. Epgavion epwtioewyv oe Local MultiPlayerMode

/| ===FLOW ===
void ShowDifficultySelection()
{

if (Iready && !ValidateRefs()) return;

// reset per-question flags
questionShown = false;

inputLocked = false;
awaitingRebound = false;
assistActive = false;

stealActive = false;
foulSequenceRunning = false;
powerupLockedThisQuestion = false;

SetAnswerButtons(false);
ClearAnswerButtonColors();

questionText.text = $"Tlaiktng {(currentPlayer == 1 ? player1Name : player2Name)}: AtdAeEe duokodia yio v epdTnon
{questionCounter + 1} tov yOpov {currentRound}";

questionNumberText.text ="";

// >>> CHANGED: d¢iée "Zepd: <dévopo>"

playerTurnText.text = $"Zeipd: {(currentPlayer == 1 ? player1Name : player2Name)}";
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if (roundEndPanel) roundEndPanel.SetActive(false); // cryovpid

SetDifficultyButtons(true);
RefreshPowerupsUI();
}

void OnDifficultySelected(int level)

if (inputLocked) return;
currentDifficulty = level;
LoadQuestion(currentDifficulty);

}

void LoadQuestion(int difficulty)

{
currentQuestion = questionLoader ? questionLoader.GetRandomQuestion(difficulty) : null;
if (currentQuestion == null)

Debug.LogWarning("Agv vdpyovv epmTioelg yuo ovtd to eminedo 1 Agimel o QuestionLoader!");
ShowDifficultySelection();
return;

}

currentQuestion.difficulty = difficulty;

answeringPlayer = currentPlayer; // default o «1d10ktTE» TG EpDTNONG OTOVTL

ShowQuestion();

}

void ShowQuestion()

{
questionShown = true;
awaitingRebound = false;
assistActive = false;
powerupLockedThisQuestion = false;

if (reboundWindowRoutine != null) { StopCoroutine(reboundWindowRoutine); reboundWindowRoutine = null; }

questionText.text = currentQuestion.questionText;

questionNumberText.text = $"Epdtnon {questionCounter + 1} - I'dpog {currentRound}";
// >>> CHANGED

playerTurnText.text = $"Xepd: {(answeringPlayer == 1 ? player|Name : player2Name)}";

for (int i = 0; i < answerButtons.Length; i++)

{

Button b = answerButtons][i];
if (!b) continue;

b.onClick.RemoveAllListeners();

if (i < currentQuestion.options.Length)
{
b.gameObject.SetActive(true);
var t = b.GetComponentInChildren<TMP_Text>();
if (t) t.text = currentQuestion.options/[i];
intidx = i;
b.onClick.AddListener(() => OnAnswerSelected(idx));
b.interactable = true;

var img = b.GetComponent<Image>();
if (img) { img.color = Color.white; img.raycastTarget = true; } // <- mobile
}

else

b.gameObject.SetActive(false);

}
b
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SetDifficultyButtons(false);
SetAnswerButtons(true);
RefreshPowerupsUI();

}

void OnAnswerSelected(int index)

f
1

if (inputLocked) return;
inputLocked = true;
SetAnswerButtons(false);

bool isCorrect = currentQuestion.options[index] == currentQuestion.correctAnswer;
int points = currentDifficulty;

if (isCorrect)

{
var img = answerButtons[index].GetComponent<Image>();
if (img) img.color = Color.green;
AddPointsTo(answeringPlayer, points);
EndQuestionAdvance(0.2f);

}

else

{
var img = answerButtons[index].GetComponent<Image>();
if (img) img.color = Color.red;

// Rebound povo av o «apytdo» givat anTtodg Tov amavTonse
if (lawaitingRebound && answeringPlayer == currentPlayer)

{

awaitingRebound = true;

// >>>NEW: &ekheldwoe input dote 0 avtimadog va propet va tatioet Rebound
inputLocked = false;

RefreshPowerupsUI(); // evepyomotei povo to Rebound tov avtimdov
reboundWindowRoutine = StartCoroutine(ReboundWindow(5f)); // 5"
H

else
{
EndQuestionAdvance(0.2f);
}
H
}

IEnumerator ReboundWindow(float seconds)

{
float t = Of;

while (t < seconds && awaitingRebound)

{

t += Time.deltaTime;
yield return null;

if (awaitingRebound)
{

awaitingRebound = false;
RefreshPowerupsUI();
EndQuestionAdvance(0.1f);

}
}

void EndQuestionAdvance(float nextDelay)

if (reboundWindowRoutine != null) { StopCoroutine(reboundWindowRoutine); reboundWindowRoutine = null; }
awaitingRebound = false;

UpdateScoreUI();
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/I Av v epdnon TV amdvnce o avtinaAog (steal/rebound), 1 exdpEVT EMGTPEPEL GTOV OLPYIKO TTOTICTN
bool answeredByOpponent = (answeringPlayer != currentPlayer);

questionCounter+-+;

if (lansweredByOpponent)
SwitchPlayer(); // pusiodoykn evorlioyn

if (questionCounter >= questionsPerRound)

Invoke(nameof(EndRound), nextDelay);
}

else

Invoke(nameof(ShowDifficultySelection), nextDelay);

}

inputLocked = false;

assistActive = false;

steal Active = false;
powerupLockedThisQuestion = false;
RefreshPowerupsUI();

}

void SwitchPlayer()
{

}

void EndRound()
{

currentPlayer = (currentPlayer == 1) ? 2 : 1;

SetAnswerButtons(false);
SetDifficultyButtons(false);
questionShown = false;

bool isFinal = currentRound >= totalRounds;

string winnerLine ="";
if (isFinal)

if (player1Score > player2Score) winnerLine = $"\nNwmntfic: {player]Name}";
else if (player2Score > playerlScore) winnerLine = $"\nNwmntg: {player2Name}";
else winnerLine = "\nlconaAio!";

}

if (resultText)
resultText.text = $"TéLog yopov {currentRound}\n{player]Name}: {playerlScore} | {player2Name}:
{player2Score} {winnerLine}";
if (roundEndPanel) roundEndPanel.SetActive(true);
if (startNextRoundButton) startNextRoundButton.gameObject.SetActive(true);

if (isFinal) FinalizeMatchAndUpdateProfileStats();

RefreshPowerupsUI();
}

void UpdateScoreUI()

{
if (player1ScoreText) player]ScoreText.text = $"Xkop ({player1Name}): {playerlScore}";

if (player2ScoreText) player2ScoreText.text = $"Xkop ({player2Name}): {player2Score}";
}
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AvT0 TO KOUPATL TOV KMOWKA YePIfeTar TV EMAOYN Kot ELPAVIOT] TNG SOVCKOAING, TNV POPTMON Kot
TOPOVGIOOT] TOV EPOTNCENDY, TNV ETIAOYN TOV ATOVINCE®V OO TOVG TOIKTEG Kol TN dlayeiplon Tov

okop Kot Tov Ponbeidv (Rebound, Assist, Foul,Steal,Block) xatd tn didpreia Tov moyvidiov.

ITAPAPTHMA B

3. MNeprypa@n evég online yupou pe Photo Pun

// ===FLOW ===
void ShowDifficultySelection()
{

if (Iready && !ValidateRefs()) return;

// reset per-question flags
questionShown = false;

inputLocked = false;
awaitingRebound = false;
assistActive = false;

steal Active = false;
foulSequenceRunning = false;
powerupLockedThisQuestion = false;

SetAnswerButtons(false);
ClearAnswerButtonColors();

questionText.text = $"TTaiktng {(currentPlayer == 1 ? player1Name : player2Name)}: AtddeEe duokolia yio v epdTNON
{questionCounter + 1} tov yvpov {currentRound}";

questionNumberText.text ="";

// >>> CHANGED: d¢ie "Zepd: <évopo>"

playerTurnText.text = $"Zepd: {(currentPlayer == 1 ? player!Name : player2Name)}";

if (roundEndPanel) roundEndPanel.SetActive(false); // cryovpid

SetDifficultyButtons(true);
RefreshPowerupsUI();

}

void OnDifficultySelected(int level)

{
if (inputLocked) return;
currentDifficulty = level;
LoadQuestion(currentDifficulty);

}

void LoadQuestion(int difficulty)

{
currentQuestion = questionLoader ? questionLoader.GetRandomQuestion(difficulty) : null;
if (currentQuestion == null)

Debug.LogWarning("Aev vrépyovv epotioels yio. avtod o eminedo 1 Aeinet to QuestionLoader!");
ShowDifficultySelection();
return;

}

currentQuestion.difficulty = difficulty;

answeringPlayer = currentPlayer; // default o «1d10ktTE» TG EpDOTONG OTOVTEL

ShowQuestion();

}

void ShowQuestion()

71



questionShown = true;
awaitingRebound = false;
assistActive = false;
powerupLockedThisQuestion = false;

if (reboundWindowRoutine !=null) { StopCoroutine(reboundWindowRoutine); reboundWindowRoutine = null; }

questionText.text = currentQuestion.questionText;

questionNumberText.text = $"Epcdhtnon {questionCounter + 1} - T'0pog {currentRound}";
// >>> CHANGED

playerTurnText.text = $"Zeipd: {(answeringPlayer == 1 ? player1Name : player2Name)}";

for (int i = 0; i < answerButtons.Length; i++)
{

Button b = answerButtons][i];

if (!b) continue;

b.onClick.RemoveAllListeners();

if (i < currentQuestion.options.Length)
{
b.gameObject.SetActive(true);
var t = b.GetComponentInChildren<TMP_Text>();
if (t) t.text = currentQuestion.options[i];
intidx = i;
b.onClick.AddListener(() => OnAnswerSelected(idx));
b.interactable = true;

var img = b.GetComponent<Image>();
if (img) { img.color = Color.white; img.raycastTarget = true; } // <- mobile
}
else
{
b.gameObject.SetActive(false);
}
}

SetDifficultyButtons(false);
SetAnswerButtons(true);
RefreshPowerupsUI();

}

void OnAnswerSelected(int index)

{
if (inputLocked) return;
inputLocked = true;
SetAnswerButtons(false);

bool isCorrect = currentQuestion.options[index] == currentQuestion.correctAnswer;
int points = currentDifficulty;

if (isCorrect)

{
var img = answerButtons[index]. GetComponent<Image>();
if (img) img.color = Color.green;
AddPointsTo(answeringPlayer, points);
EndQuestionAdvance(0.2f);

}

else

{

var img = answerButtons[index]. GetComponent<Image>();
if (img) img.color = Color.red;

// Rebound pévo av o «apytkdo» ivat avtodg mov anavtovss
if (lawaitingRebound && answeringPlayer == currentPlayer)

{
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awaitingRebound = true;

/I >>> NEW: &ekheidwoe input ®@ote 0 avtinadog va propel va oot Rebound
inputLocked = false;

RefreshPowerupsUI(); // evepyomotet pdvo 1o Rebound tov avtimdov
reboundWindowRoutine = StartCoroutine(ReboundWindow(51)); // 5"

}

else

{
EndQuestionAdvance(0.2f);
H
}
}

IEnumerator ReboundWindow(float seconds)

float t = Of;
while (t < seconds && awaitingRebound)
{

t += Time.deltaTime;
yield return null;

}

if (awaitingRebound)

{

awaitingRebound = false;
RefreshPowerupsUI();
EndQuestionAdvance(0.1f);

}
}

void EndQuestionAdvance(float nextDelay)

{

if (reboundWindowRoutine != null) { StopCoroutine(reboundWindowRoutine); reboundWindowRoutine = null; }
awaitingRebound = false;

UpdateScoreUI();

/I Av v gpdTnon v amdvnce o avtinaiog (steal/rebound), 1 exdpevn emMoTPEPEL GTOV OPYKO TOTKKTN
bool answeredByOpponent = (answeringPlayer != currentPlayer);

questionCounter+-+;

if (lansweredByOpponent)
SwitchPlayer(); // puoioloyikn evorlroyn

if (questionCounter >= questionsPerRound)

Invoke(nameof(EndRound), nextDelay);
}

else

Invoke(nameof(ShowDifficultySelection), nextDelay);

}

inputLocked = false;

assistActive = false;

stealActive = false;
powerupLockedThisQuestion = false;
RefreshPowerupsUI();

}

void SwitchPlayer()
{

}

currentPlayer = (currentPlayer==1) ? 2 : 1;
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void EndRound()

{
SetAnswerButtons(false);
SetDifficultyButtons(false);
questionShown = false;

bool isFinal = currentRound >= totalRounds;

string winnerLine ="";
if (isFinal)

if (player1Score > player2Score) winnerLine = $"\nNwntc: {player]Name}";
else if (player2Score > playerlScore) winnerLine = $"\nNwmntig: {player2Name}";
else winnerLine = "\nlcomaXio!";

}

if (resultText)
resultText.text = $"Télog yopov {currentRound}\n{playerlName}: {playerlScore} | {player2Name}:
{player2Score} {winnerLine}";
if (roundEndPanel) roundEndPanel.SetActive(true);
if (startNextRoundButton) startNextRoundButton.gameObject.SetActive(true);

if (isFinal) FinalizeMatchAndUpdateProfileStats();

RefreshPowerupsUI();
}

void UpdateScoreUI()

{
if (player1ScoreText) playerlScoreText.text = $"Xkop ({player]Name}): {playerlScore}";

if (player2ScoreText) player2ScoreText.text = $"Zkop ({player2Name}): {player2Score}";
!

O ovuykekplévog Kddkag eAEYyeL OTL 0 TTaUkTNG givol og room, otrvel ac@oiég mobile Ul, opilet
pl/p2 xo1 oepd (turnActorNumber), 6ével kovumd Kot cuyypovilel o apywd power-ups. Otav o
TaikING pe T oepd dréel duokoria, o Master tpaBd Tuyaio epdtnon and tov questionLoader kot
™ otéhvel oe O6hovg pe RPC (authoritative). Xe ke client evnuepdver keipevo/apibunomn/rtolog
nailel, yepiler T1g emhoyég, evepyomolel pOvVO TO GOOTO KOLUMH (GOVINGELG/pOWer-ups) Kot

KAEWmVEL 0,T1 OgV TOV OVOAOYEL.

74



	 
	 
	 
	 
	 
	Περίληψη 
	Abstract 
	 
	 
	Ευχαριστίες 
	 
	 
	 
	 
	 
	 
	 
	 
	Περιεχόμενα 
	 
	 
	 
	Κατάλογος Σχημάτων 
	 
	Κεφάλαιο 1 – Εισαγωγή 
	1.1 Στόχος και περιγραφή εφαρμογής 
	1.1.1 Κανόνες παιχνιδιού (Quiz) 
	1.2.2 Κεφάλαιο 2 - Βιντεοπαιχνίδια και μηχανές παιχνιδιών 
	   Το κεφάλαιο αυτό παρουσιάζει μια γενική εικόνα για τα βιντεοπαιχνίδια και τα εργαλεία που χρησιμοποιούνται για τη δημιουργία τους. Αρχικά, γίνεται προσπάθεια να εξηγηθεί τι είναι ένα βιντεοπαιχνίδι, ποια είναι τα βασικά του στοιχεία και πώς ο παίκτης συμμετέχει σε αυτό μέσα από τη διάδραση. Τα βιντεοπαιχνίδια εξετάζονται τόσο ως μέσο ψυχαγωγίας όσο και ως τρόπος έκφρασης που συνδυάζει την τεχνολογία με τη δημιουργικότητα. Παράλληλα, τονίζεται πώς η εξέλιξή τους επηρεάζεται από την πρόοδο της ψηφιακής εποχής. 
	1.2.3 Κεφάλαιο 3 - Η μηχανή εφαρμογών Unity 
	1.2.4 Κεφάλαιο 4 - Σχεδιασμός και υλοποίηση εφαρμογής  
	1.2.5 Κεφάλαιο 5 - Συμπεράσματα και προτάσεις βελτίωσης 

	 
	 
	 
	Κεφάλαιο 2 – Μηχανές παιχνιδιών και Βιντεοπαιχνίδια 
	2.1 Ορισμός βιντεοπαιχνιδιών 
	 
	2.2 Ιστορία και εξέλιξη βιντεοπαιχνιδιών 
	2.3 Μηχανές Παιχνιδιών  
	2.3.1 Unreal Engine 
	2.3.2 GameMaker 
	2.3.3 Godot 
	   Το Godot λειτουργεί ως πλήρης μηχανή παιχνιδιών με ένα ενσωματωμένο περιβάλλον ανάπτυξης. Το βασικό του εργαλείο είναι το παράθυρο της σκηνής, μέσω του οποίου ο χρήστης μπορεί να αξιοποιήσει όλα τα διαθέσιμα εργαλεία για τη δημιουργία του επιθυμητού περιβάλλοντος. Η βασική γλώσσα προγραμματισμού του είναι η C++. Εκτός την C++, το Godot υποστηρίζει και τον προγραμματισμό σε C#, ενώ διαθέτει και τη δική του γλώσσα προγραμματισμού, την GDScript, η οποία παρουσιάζει πολλά κοινά στοιχεία με την Python. Η GDScript δίνει προτεραιότητα στην ευκολία χρήσης και την αναγνωσιμότητα, αποτελώντας
	2.3.4 GDevelop 
	2.3.5 Unity 
	2.4 Σύγκριση μηχανών παιχνιδιών 
	2.4.1 Πλεονεκτήματα και μειονεκτήματα Unity  
	2.​Υποστήριξη πολλαπλών πλατφορμών: Ένα από τα μεγάλα πλεονεκτήματα της Unity είναι η cross-platform δυνατότητά της, επιτρέποντας τη δημιουργία παιχνιδιών που μπορούν να αναπτυχθούν για Android, iOS, Windows, Linux, Web και πολλές άλλες πλατφόρμες χωρίς να απαιτούνται διαφορετικές εκδόσεις του παιχνιδιού. Αυτό επιτρέπει στους προγραμματιστές να επεκτείνουν το παιχνίδι τους σε πολλές συσκευές και να προσεγγίσουν μεγαλύτερο κοινό. 
	3.​Απλή ανάπτυξη με C# και Visual Scripting: Η Unity υποστηρίζει τη γλώσσα C#, προσφέροντας μεγάλη ευχέρεια και ευκολία για πιο προχωρημένα έργα, ενώ παράλληλα παρέχει εργαλεία visual scripting (όπως το Bolt), τα οποία είναι ιδανικά για χρήστες με λιγότερη ή καθόλου εμπειρία προγραμματισμού. Αυτό την καθιστά προσβάσιμη σε έναν μεγάλο αριθμό δημιουργών, ανεξαρτήτως του επιπέδου των τεχνικών τους γνώσεων. 
	4.​Μεγάλη κοινότητα και εκτεταμένοι πόροι: Η Unity διαθέτει μια τεράστια κοινότητα χρηστών, που σημαίνει ότι μπορείς να βρεις εύκολα υποστήριξη μέσω forums, tutorials και εκπαιδευτικών πόρων. Επίσης, το Asset Store της Unity παρέχει εκατοντάδες έτοιμα assets που μπορούν να χρησιμοποιηθούν για την ταχύτερη ανάπτυξη του παιχνιδιού σου, κάτι που κάνει τη διαδικασία ανάπτυξης πολύ πιο γρήγορη και αποτελεσματική. 

	Κεφάλαιο 3 – Η μηχανή εφαρμογών Unity 
	   Στο παρόν κεφάλαιο, παρουσιάζεται αναλυτικά η μηχανή ανάπτυξης εφαρμογών πολλαπλών πλατφορμών Unity, πραγματοποιώντας ταυτόχρονα μια ιστορική αναδρομή αναφορικά με τη χρήση της σε διάφορους τομείς της τεχνολογικής εξέλιξης. Στη συνέχεια, περιγράφονται τα κύρια στοιχεία και τα εργαλεία που διαθέτει, τα οποία την καθιστούν κατάλληλη για χρήση για μια ποικιλία εφαρμογών, όπως και η δική μου.    
	3.1 Unity - Μια ιστορική αναδρομή​​   Η Unity είναι μία πλατφόρμα ανάπτυξης εφαρμογών και παιχνιδιών (game engine), η οποία δημιουργήθηκε από την εταιρεία Unity Technologies και έγινε διαθέσιμη στους προγραμματιστές για πρώτη φορά το 2005 [14]. Αυτό που την ξεχωρίζει και την καθιστά μοναδική ανάμεσα σε άλλες παρόμοιες μηχανές από την πρώτη κιόλας εμφάνιση της είναι, η ευκολία που προσφέρει κατά τη δημιουργία, ανάπτυξη και εξαγωγή εφαρμογών προσαρμοσμένων πάντα στις σύγχρονες τεχνολογικές τάσεις. Σήμερα η Unity υποστηρίζει πάνω από 25 πλατφόρμες λογισμικού όπως τα Windows, Linux, Android, iOS, Playstation, Xbox, Oculus Rift και άλλων.  
	 3.2 Δομικά στοιχεία Unity​​3.2.1 Asset Store  
	3.2.2 Γλώσσα προγραμματισμού C# 
	   Η C# είναι μία αντικειμενοστραφής (object-oriented [26]) γλώσσα προγραμματισμού, που βασίζεται σε κλάσεις (classes [27]) και συστατικά (components [28]). Αναπτύχθηκε περίπου το 2000 από τη Microsoft, ως μέρος του .NET, και και σύντομα έγινε διεθνώς γνωστή. Προσφέρει πρόσβαση σε μία μεγάλη ποικιλία βιβλιοθηκών και namespaces του .NET, μία από τις πιο σημαντικές τεχνολογίες που επιτρέπει την αλληλεπίδραση μεταξύ εργαλείων διαφορετικών γλωσσών προγραμματισμού. Ένα από τα πιο αξιοσημείωτα namespaces είναι το System, το οποίο περιλαμβάνει την κλάση Linq, η οποία διευκολύνει τη διαχείριση λιστών αντικειμένων
	3.2.3 Κλάση Monobehaviour στη Unity 
	3.3.1 Παράθυρο Project (Project Window) 
	3.3.2 Προβολή σκηνής (Scene View) 
	3.3.3 Προβολή παιχνιδιού (Game View) 
	3.3.4 Παράθυρο Ιεραρχίας (Hierarchy Window) 
	3.3.5 Παράθυρο Επιθεωρητή/Παρατηρητή (Inspector Window) 

	Κεφάλαιο 4 – Υλοποίηση εφαρμογής 
	4.2 Εισαγωγή Script - Σύνδεση σκηνών  
	4.3 Τοποθέτηση background μουσικής, video κανόνων 
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