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Befoicovar on eiuar o ovyypapéas avtig e epyooiog kai otl kdbe fonbeio v omoio. eiya yio, v
TPOETOIUATIO, TG EIVAL TANPOS OVAYVWPLOUEVH] KOL AVOWYEPETaL 0TV epyaoia. Emiong, Exw katoypayet
TG OMOIEG TNYEC OTO TIG OTOIES EKAVO. PO OE00UEVWY, 10EMYV, EIKOVOV KOl KEIUEVOD, EITE QDTEG
ovapépoviar okpifwgs eite mapagpacuéves. Emniéov, Peforwve ot avth 1 epyacio. TposTOLUGOTHKE
OO EUEVO, TIPOOWTIKG, ELOIKC, WS OMAWUOTIKY gpyaocia, oto Tunquo. Mnyovikwv TIAnpopopixns xa
Hlextpovikawv Zvotquadtwy tov ALTIA.E.

H moapovoa epyacio amotedel mvevuotikn 10i0ktnoio. tov oyt  Kopaotepyiov Odvooéa mov v
EKTTOVNOE. 2T0 TAQIOIO THG TOMTIKHS GVOIKTHG TPOCHOOHS, O OVYYPOPEAS/ONUIONPYOS EKYWPEL OTO
Aigbvée Hovemotiuio ¢ EALGdoc adeio ypnone tov OIKOIMDUOTOS OVOTOPAYWYNS, OOVELGUOD,
TOPOVGIATTS TTO KOIVO KOI WHPLOKNG OLOYVONS THG EPYOOLOC O1E0VWS, T8 NAEKTPOVIKY UOpQYH Kol O€
OTOI00NTOTE UEGO, YI0 OLOOKTIKOUS KOl EPEVVHTIKODS OKOTOVS, GVeDL aviolioyuotos. H avoixry
TPOcfooy GTo TANPES KEIUEVO THG EPYOOIAS, OV ONUAIVEL KAl 010VONTOTE TPOTO TOPOYWDPHOH
OIKQLWUATWV OLOVONTIKIGS 1OLOKTNOIOS TOD OVYYPAPEC/ONUIOVPYOD, 0VTE ETITPETEL THV AVOTOPAYWYH,
OVOONUOTIEDTY, OVTIYPOPY, TWANCY, EUTOPIKY YPHOY, oloavoul], ékooar, uetapoptwon (downloading),
avaptyon (uploading), uetdppoon, POTOTOINCY UE OTOIOVONTOTE TPOTO, TUNUATIKG 1] TEPIANTTIKG THG
EPYOTLOG, XWPIC TH PHTH TPONYOOUEVH EYYPOPY GOVAIVETH TOD GUYYPOPEN/ONUIOVPYOD.

H éyxpion mg dumhopotiknig epyaciog and 1o Tpuqpo Mnyavikeov ITinpoeopikng kor Hiektpovikodv
Yvompudtov Tov Atebvoig Iavemompiov g EALGS0G, dev vTodNAMVEL OTOPAITHTOS KO OTOd0YN
TOV ATOWYEWDY TOV GLYYPAPE, €K LEPOLG Tov Tunpartog.



IIpoioyog

H mopovca dumhopoatikn epyocio emdéydnke o610 TANIGIO TNG EVAGYOANGCNG MOV TOGO HE TO
Brvteomatyviol 660 Kot e TNV Kataokevn toug. [Inyn éunvevong vipée n exBopio avoPioong g
aictnong Tov KAMIGIKOV TodIKOV/EPNPIKOV TayVISIOV e KAPTEG, OTMG KoL 1] TPALUN LETUPOPH TOVS
oTOV YNELKO kO6GHo. Baoikdg atoyog eivar 1 avantuén evog Tpocttoy yio TO XPNOTh TEPPAAAOVTOC
YOYoyoyiag Ynelomolmdvtag &va KAOGIKO moyviol kaptodv, 0S0ToIdVING TOLTOXPOVO TIS VEEG
SVVATOTNTEG TTOL EYOVV TAPOVCIACTEL TaL TEAELTALN ¥POVIO OTNV KOTOoKELT Prvteomaryvidiov. o my
VAOTOINGN CVTAG NG WENC, Kal HETA 0O GVUYKPION S0Qop®mV eTAOYQV, emAéxdnke To mepifdiiov
Unity. Kbpto Adyo amotérece N taydtepn avamtuén Tov maryvidloh 610 cLYKEKPIUEVO mepifdilov,
Kabmg ot duvatdmTeg g Unity taptdlovv ampdoKonto LE TIC TPOYPUUUOTIOTIKES QTOLTHGELS Y10l T1
LETOPOPE TOL GUYKEKPLLEVOD TTOLYVIOLOD GTOV YNPLOKO KOGHO.



Iepiinyn

To 6éua g mruylokng epyoociag agopd T oSlodikacio dnuovpyiag evog diodidotatov (2D)
mayvidlod, ovopolopevo “Slave”, ue v aflomoinon WoG GLYKEKPEVNC UNYovAG avamTvuéng
wayvidlov, g Unity. Xty moapodoa epyocio mopovstdloviol aveAvTikd o 6Tadio Kol TPOTOKOAA
OV OKOAOVONONKAV Yo TN dMUIoVPYiC. TOL TOLVIOOD, TO TPOPANUOTO OV EUPOVICTNKAV KOl
OVTILETOTIOTIKOV KOO®DG Kot LEAAOVTIKEG dUVATOTNTES TEPUTEP® OVAPAOUIGNC TOV TTaLYVIdL0D.

H epyoocia amoteleitoan amd tpion Pacikd uépn: i) v £pevva Kot emthoyn petald TV pnyovev
avantuéng mayvidiodv, ii) v Katavonon Tov emAeyUEVoL oy vidton Kot TEAog iii) Tnv avamtuén Tov
07O EMAEYUEVO TTEPIPAAAOV. AVOALTIKOTEPO, OPYIKE yiveTal pia gloaymyn kot cOykpion uetald tov
dabéciumv TpoOTOV Kot unyavev avartuéng tayvididv, eva divetal Wiaitepn éueoon otn Unity kot
oT0VG AdYovg emhoync Te. ‘Exovtag g 6toy0 ™V Kotavonon tov tepipdiioviog tng Unity, yivetat
o Aemropepnc meptypar, tov (Unity Integrated development environment - IDE), tov Bacikdv
YOPAKTNPLOTIKOV Kol Asttovpytdv tov “interface” tng, evd Wbwitepn mpocoyn divetar o€ Pooikég
évvoleg Tov Ba QopIOCTOVV KATA TNV avATTLEN TOL ETAEYUEVOD TOLVISIOD. XNUAVTIKO GTUSI0 GTNV
avAmTVEN TOL KMOIKA KOl GUVERMC GTI SNIOLPYIN TOV TALVIOIO, ATOTEAEL 1 KOTOVON O TNG QVONG,
TOV KOVOVOV Kol Tov okomod tov “Slave” ot omoiot avaAvoviar mpv 10 KLPLOTEPO GTASI0 TG
gpyaciag. Emduevo otddio amoteAel n dnovpyia ko enefepyacio tov Pacwkod ‘project’ (board,
TUNMHOTO Ko TPOTOL e TOL Omoie 0 YPNOTNG UTOPEL Vo OAANAOETIOPAGEL) Kol OA®V T®V EMUEPOVC
Tunudtov tov (kovoveg maryvidlov, interface, pevov). Tehikd otddo amotelel 1 dokiun and v
TAELPA TOL TaiKTN Kol 1 00pBwon Thavdv TPOPANUATOV KOl AETTOUEPEIDV KOTOANYOVTOS GTNV
OAOKANP®GN TOV Ty VIOL0V.

Ta wdpo amoteléopata TG SIMAOUOTIKNG cvvoyiloviol otn Onpovpyion €vOg AELTovpylkol Kot
£0YPNOTOL YNPLoKOH ToLyvidloh KopTOV Kol otV emttuynuévn yprion g Unity, to omoio petd omd
OOKIUT, TPOTEIVETOL Y10l TV AVTIUETMIOT) TOPOLOLOV EI00VG TPOKANCEMV.



«DEVELOPMENT OF “SLAVE” VIDEO-GAME 2D CARD GAME
WITH UNITY ENGINE AND C#»

«Odysseas Karastergiou»

Abstract

The present thesis deals with the developing process of a 2D card game, called “Slave”, using the
Unity2D game engine. Here are presented in detail the stages and protocols followed during the game
development, the problems faced as well as possible future upgrades of the game.

The thesis is comprised of three main parts: i) the research, comparison and choosing between the
different game development engines, ii) the understanding of the chosen game and finally iii) its
development in the chosen environment.

In more detail there is an introduction comparing the different available game engines, while specific
emphasis is given on Unity as well as to the reasons for choosing to work with it. The Unity Integrated
Development Environment (IDE), its basic features and interface are thoroughly explained.
Fundamental Unity concepts are explored, especially those necessary to establish a foundation for
constructing our chosen card game, “Slave”. Another main step for the developing of the code and
consequently the creation of the game, is the understanding of the concept, rules, card gameplay and
overall purpose of “Slave”, which are explored before the final and main part of this work. Next
comes the creation and processing of the main project (board game, parts of the game with which the
user can interact) and all the secondary parts (game rules, interface, menu). The final step is to test the
game and deal with possible problems and details resulting in the completion of the game.

The main results of the thesis are concluded in the creation of a working and user-friendly digital card
game as well as in the successful application of the Unity game engine, which after trial is
recommended for dealing with similar tasks and challenges.



Evyaprotieg

Ba M0eda vo eVYOPIOTAC® TOV K.AEANYIAVVT TTOV OEYXTNKE VO EKTEAEC® TO BENO TTOV €ly0 oKEQTEL
Kot puoikd petd tov k. Kokkmvn mov avéAafe va Guveyicel TNV TTLUYOKT LOV OCTE VO PEPM EIC

TEPOL TO EPYO LLOVL.
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Kepaloro 10: Game engines and Unity 2D Engine

1.1 Ewoayoyn

Yuykpivovtog T0 TAEOVEKTAUOTO KOl TO HELOVEKTAUOTO TOV VAOAOIT®V UNYOVAV  OVATTUENC
nayvidiov (Game Engines) smAéEape va ypnoworomoovpe t Unity2D 1 omoio avtiv v otiyun
gival amd TG Mo SMUOPIANG UNYOVEG avarTuéng oy vidudy 6tov KOGuo. Eywve yprion g dwpedv
ékdoong N omoia Sravépetar erevBepa. EmmAéov, n Unity mopéyel kot o premium €kdoorn pe £Etpa
TEPLEYOUEVO, assets Kol AEITOVpYieg, Ta omoio OUME GTN CLYKEKPUEVT TTEpinmT®mon dev BewpnOnkay
omopoiTnTa.

H ypnon g Unity duabétel mAnddpo TAEOVEKTNUATOV apyIKd AOY® TG eveMéiag Tng, TG EVKOALNG
YPNONG Kal NG oYLpNG Kowotntag mov v vrootnpilel. Emurpénel oto0ug TPOYPOUUATIOTES VL
OMNUIOVPYACOLY EVIVTMGCINKG TALYVION e EAAYIGT TPONYOOUEVT] EUTELPIQ, TOPEYOVTUS TAPAAINAQ
TOAAEG duvatomTeEG Yo eEeAtyuévn avamtuén. Me gpyaleia ommg to Unity Editor, to omoio emitpénet
TOV OTTIKO GYEOIOGLO KOl TN YPNyopn mpoemiokonnon, N Unity amotedel 10ovikn EmA0y Yoo 6G0LE
0£Xovv va. O1LoVPYNGoLVY EVOPKTAPLN, TOLOTIKA TToryvidw 2D ue eldyioto ypdvo kot Tpoonddeia.

Q¢ dopopeTiKn eMAOYN Yoo TV avamTuén TG TTVYLOKNG Hov, e€étaca To gvdeyduevo dnutovpyiog
Tov Prvteomoryvidotov ue v unyavn Unreal Engine, oAAG petd amd avaivon kotédnée oty Unity
KkaOd¢ eivor 1 uodvn mov TPooEEPEL TV dvvaTotnTa evorroyng ‘Game State’ katd TNV S1apKELN EVOC
T vV1o100 TO 0moio NTOV KPIGIo KOUATL dnpovpyiag tov. I'’ovtd tov Adyo dAla didonua moryvidw
omwg to ‘Hearthstone’, ‘Uno’ éyovv avantuydei o€ Unity.

1.2 Unity IDE

To Unity IDE (Integrated Development Environment) eivot 1o mepiBdiiov avdmntuéng mov mopéyeton
a6 v Unity Technologies ywo ) dnpovpyio mayvidiwv kot epappoydv. Eival éva oAokAnpopévo
Tokéto Tov cvumeptlapPavel dipopa epyorelo Kot Agttovpyleg yio TV ovAmTLEN TOYVIOIDV OE
d1apopec TAUTPOPUES e TIG TTLo dNUOPIAEG va TteptlapPfavopévav ta desktop, kivntd, KoveOoAES T TV
kot VR.

Ta Baoid yapaxtmpiotikd Tov Unity IDE meptiappdvovv:

1. Unity Editor: 'Eva ontiké mepipdilov mov emtpénel 1o oyedond, v enesepyacio Kot tnv
TPOETIGKOMNOT) TOV TALYVIOIDV.

2. Xvompa Avéarruéng (Development System): Iepihoapfavel yYAOGGES TPOYPOUUATIGHOD OTTMG
™ C# xon ) JavaScript yio ) dnpovpyio Aeltovpyicdv oTotyelmv Tov Toyvidiov.

3. Kwnuartoypagud Epyoleio (Graphics Tools): Tapéyer epyareio yio ) dnpovpyio kot ™
dwxeipion ypapikmv, 6mws 2D kot 3D avtikeipeva, epé, oTIoUO Kot TOAAL GALO.

4. "Hyog ka1 Movokn: Yrnoompiletl v eVOOUAT®ON 10V KOl LOVGIKNG GTO, oL ViDL,

5. ®vown ko Kwnuotwed: I[Mepiropfaver epyodeio yio T Sloxeipion QUOIKNG UNYOVAG,
KIVILOTIKG OVTIKEIEVOL KO GALQL.
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1.3 Unity Interface

H mpom ewdva pe v onoia Ppicketor KATOL0g OVTILETOTOG LOAS Béoel oe Agttovpyio tn Unity
mapovotdletal mopoakdto (Zynue 1.1). Avt) 0o amotedéoel katl T POCIKN ETPAVELN EPYACING LLOG 1)
onoia dwywpiletar o€ Tévte onpueia (TPACIVA TUALOTA) TOV CVOADOVTOL GTN GUVEKELQ.

Q) Unity 2012.1.012 Personal (646it) - SampleScene.unity - Geeksforgeeks - PC, Mac & Linux Standalone <DX11>

Account ~ |

© Inspector 'S

era
Directional Light

HIERARCHY TAB

 Project
| Crests -
> Favorites | Assets - Scenes

¥ Gl Assets Q
SampleSce..
PROJECT WINDOW

| —_—

Yymqpa 1.1: Mepiparrov g Unity

1.3.1 Hierarchy Tab

To Hierarchy tab (Zyfuo 1.2) avimpocwnevel éva amd ta Boowkd mapdbvpa tov Unity Editor.
Amewcovilel epopykd OAo To OVTIKEILEVO TOL OVAKOLV GTN GKNVI TOL ToyvidoD 1] TS EPAPLOYNG
mov avamntoocovpe. To Hierarchy mapéyst emokdmmon tov SEVIPOL AVTIKEWWEV®V, OTMG YPUPLKE,
QOTICUOC, KALEPES KO AAAL, EMITPETOVTAG GTOVG TPOYPOLULOTIOTES Kol oxedaoTES va dtayelpilovTot
KO VO, OpYOVOVOLY T GTOLXELD TOV OO0V Tovg e gukoAia. Amd to Hierarchy tab, pmopodpe va
ene€ePYAOTOVLLE, VO OLOOOTOMNGOVLE KO VO, SWOLYEPICTOVUE TO OVTIKEILEVQ, EMTPEMOVTOC TNV OHOAN

AVATTUEN KOl GUVTIPNGT] TOL TTALYVIOLOD 1| TNG EPAPULOYTS LLOGC.
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= Hierarchy
+ -

€ MainMenuScene

1 QuitButton
i Text

f11 Main Camera

Yyqpa 1.2: Hierarchy Tab

Y10 mapandve oynuo propovue va dovue 6tt to GameObject (PA. 1.2) RulesPanel givon matépag tmv
Pagel, Page2, ExitRPanelButton, NextPageButton kot PreviousPageButton, 6mwg eniong ott kdmota
a6 ovtd to GameObject eivar pe ykpifo @dvto to omoio vmwodnAdvel 0Tl glval o KatdoTaon TNV
omoio dev pumopovpe va eneéepyactovpe (disabled state).

1.3.2 Scene View

To Scene View (Zynqpa 1.3) avtimpocwnedet Eva amd ta kOpla mapdbupa tov Unity Editor. Iapéyet
po SlEmoP ONTIKOMOINoNG Tov TEPIPAALOVIOS OVATTLENG, EMITPENMOVIOG OTOLG YPNOTES Vo
OTTIKOTOLOVV Kot va. ene&epydlovtal Tov TpEYoVTa KOGIO TOL Tayvidlon 1 TG EPaPUOYNG Tovs. Méoa
amd to Scene View, 01 TPOYPOUUATIOTEG KOl GXEIOTES UTopovV va torofetodv, va pubpifovv kot va
oAniemdpodv pe 3D 1 2D avtikeipeva, OTIOHO, KApEPES KAl AALA oTOLKElD TOL TTEPPAALOVTOG.
Emutpénel emiong tov mpocsdiopiopd kot v eneEepyacio e Baomng g oknvng, EVioYOOVIag TNV
OTTIKY] OVOAVGT] Kol TOV EAEYY0 KaTd T S1dpKEL TNG SdKAGING AvATTLENG TOV TOLVIOIOV.
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A B~ Gizmos ¥ o

ourr |

Yypa 1.3: Scene View

1.3.3 Inspector Tab

To Inspector tab (Zynua 1.4) arotelel éva kevipkd mopdabvpo oto Unity Editor. Iapéyer Aemtopepei
TANPOQOpieg Kot puOpicels yio 1o emAeypévo avtikeipevo ot oknvi 1 oto Hierarchy tab. Méow tov
Inspector, ot ypNoTEG UTOPOHV VO TPOGAPUOGOLV TIG WOIOTNTEG TOV AVTIKEILEVAOV, OTMG UETATOMION,
KAIPOKO, TEPIGTPOPT], YPOUA, VAIKA, GUUTEPIPOPES, Kol GAAeg mapapetpot. To Inspector amotelel
AmOpOITNTO EPYOAEIO YIOL TOV TPOYPAUUOTIOT 1] TO OXESOTY, KOOMG EMTPEREL TN YpIyopn puOLon
KO TPOGOPLOYT TOV YUPOKTIPIGTIKOV TOV OVTIKEILEVOV, EVIoYDOVTAS TN dadKacio avATTLENG Kot
EMTPEMOVTAG TNV GULEGT) ONTIKOTOINGT TOV OAAAYOV OV YivovTol 6To Ty vidl | TV EQUPLLOYN.

210 mopakdveo oynuo pmopodue va dovpe to inspector tab evdg GameObject mov €xovpe emiélet,
omv mopovoa @don 10 ‘playVsAi’. Méca PAémovpe oOtt mepiéyer 1o ‘Rect Transform’ mov
ypnowomoteitat yio tov EAeyyo kot dayxeipion g ddtadng, 6éong, peyéboug kot kiipokag evog Game
Object. Apéomg endpevo, 1o ‘Sprite Renderer’ mov ypnooTOLEiTOL Y10 TNV OTEIKOVIOT TOV YPUPIKOV
pac. Kémowa yapoxmpiotikd tov meptrapfavooy :

1. Sprite: Opilet v gwova mov Ba amgucoviCeton amd o Sprite Renderer.
2. Color: KaBopilet o ypdpa tov Sprite.

3. Sorting Layer: Opiletl ) otpdon ta&vounong tov Sprite yio tov EAeyy0 TG GEPAg
ATEKOVIOT|G.

4. Order in Layer: KafBopilet T 8éom tov Sprite gviog TG eMAEYUEVIC GTPDOONG
Ta&vounonge.
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» Layer MenuCards

Simple

Maone

Material

Additional Settings

rin Layer

fering Layer

« Menu Vs Al Script (Script)

 click

l hover

Yyqpa 1.4: Inspector Tab

1.3.4 Project window

To Project Window (Zyfua 1.5) ot Unity avtimpocmnedel éva Paotkd mapdbupo tov Unity Editor,
TopEYOVTOS o opyoveuévn Bedpnon tov apyeiov kol Tov Topov mov oyetiovtol pe éva €pyo
avantoéng. Méom avtov Tov Tapabipov, Ol YPNOTEC UTOPOVV VO SHXEPLOTOVV To assets Tov
TPOYPAPLLOTOS, TOVG EIKOVEG, NYOL, KOOIKAG, OKNVEG KO GAAL.

To Project Window mapéyst duvatdmres erktpapiopatog, avalntnongs, Kot opyaveoons Tov opyeiov
o€ QOKELOVG, EMITPEMOVTOG TOVG TPOYPOUUATIOTEG Kol OYEOINOTEG Vo evIOmiLovv ypryopo Kot
OTOTEAEGUOTIKG.  TOLG TOpovg mov  ypeldlovtal. EmmAiéov, emuapémer 1 dwyeipion ToV
CUUTEPTAOUPOVOUEVOV TOKETOV, TOV eEMTEPIKOV TOPOV Kol TNV €OKOAN TPOPOAN kot eneéepyacia
TV apyeimv Tov Epyov.
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B Console tHt Audio Mixer

[ Assets
m ZdRender
Im Avatars
m deck
Im Heroes
m Map
s PicturesBkg
[ Fref

Im Buttons

ScriptTemplates
e Packages

Assets/Scripts/CardFocus.cs

Yyqpa 1.5: Project Window

210 mopandve oynpo (Zynua 1.5) éovue emdéEel oto Project window, péca ota assets tov project
pog, tov @dkero ‘PicturesBkg’, otov omoio éyovpe mpocBécer ocvykekpyéveg ewkdveg mov Oa
YPNOYLOTOGOVLLE GTO project Log.

1.3.5: Toolbar

To Toolbar (Zynuo 1.6) avaeépetar og pio GEPE EPYOAEIDV KOl ETAOYDV TOL BpicKOVIOL GTO TAV®
pépoc tov Unity Editor. Avtd to mapdBupo mapéyer ypnyopn mpoécPacn o€ kowd epyoreio Kot
Ag1TOVPYiEG OV YPTOLOTOIOVVTOL KOTA TN OdpKeW TNG OdKaciog avamTtuéng evog Taryvidolon M
pog epappoyng oto Unity.
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To Toolbar meptlapfavel cuvnOmg KoLUTLA Yo TNV ekTEAEST, TOV dtokomtn avantuéng (Play/Stop),
v amofnkevon TV aAlaydv, kaBdg Kol epyaieio ylo TNV ETIAOYT, TN LETOKIVNON, TNV TEPIOTPOPT
Kot aAAeg kowveg Aettovpyieg. To Toolbar e&umnpetel T ypryopn TpodcPacn kat TV amrlodGTELGT] TOV
Bacwkov epyaleinv Katd ™ didpkela ™G avartuéng kot tov debugging evog £pyov oto Unity Editor.

Yyna 1.6: Toolbar

1.3.6: Unity Asset Store

To Asset Store (Zynuo 1.7) omoterel o S1001KkTVOKY TAATEOPUO OTOL Ol YPNOTEG WITOPOVV VvV
ayopalovv, vo TOAoOV Kol vo, polpdloviol mOpove Kol TOKETO mov PeATidvouv TN dlodikacio
avAamTuENG TayVISIBY Kot epoppoydv oty Unity. To Asset Store mepihappdvel TAn0dpa assets, 6mmg
3D povtélo, textures, animations, scripts, €€, NyoL, Kot GAAQ, TOV UTOPOVV VO, EVEOUAT®OODV GTa
£pYo TV XPNOTAOV Y10 TNV EXITELEYN EVTIVTWGLOKAOV KO ETOYYEALATIK®V amotelecpdtmv. Ot xpnoteg
umopovv emiong vo dwpedy Ayn woOpwv Kot vo oEOAOYHGOLY, KPITIKAPOUY KOl OVOQEPOLY
TPOPANUOTO GYETIKA e Ta. assets. Me T d1evKOALVGN TNG AVTOAAXYNG KOl TG cuvepYaoing, To Asset
Store copPdriel 6T ONpIOLPYIN O EDKOANG KO ATOTEAECUATIKNG avamTuéng oto mhaioto g Unity
KOwoTNTOC.

& N [l A o7 i {o} ] 3 ofe

3D 2D Audio Tools VFX Templates Al Add-Ons Essentials Decentralizatior

(50815) (12034) 11152) (11107) (3643) (3092) (434) (132) (64) (14)

Popular assets

On sale T V i See more

-50% -50% -50%

PBR 200 Premium Materials Art Gallery Vol.2 Survival Props Pack Vol.1
» (24 ¥ (15 w24

Addto Cart €9.98 Addto Cart €4.99

Yympae 1.7: Asset Store

H mopomdve ewodvo epoavifel évo koppdtt tng oelidog assetstore.unity.com. To asset store og
TPONYOLHEVES EKOOGELS TPOGPEPE VTN TNV dvvatdTTa péEca amd TV punyavn g Unity.
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1.4 Evvoieg g Unity

Mo va pmopécel kamowog va ypnowonomoel v unyovn ¢ Unity yuo dnuiovpyio kdmolov
Toyvidod, Oo wpémel va Eyel pio koAn gwova amd Tig Paocikég évvoleg ™. [ToAAég and avtég Tig
évvoleg Ba TIC ¥PNOUOTOUGOVIE KOl EUEIG GTNV ONOVPYio TOV d1koy pog Totyvioov. Tlapakdtom Oa
OVOADGOVUE UEPIKEG OMO OVTEG AEMTOUEPDG (MOTE Vo KOTOAGPovue KoAVTEPO, TL Kol TG Oa
YPNOOTO0DUE KT TNV d1dpKeLo ToV Project.

1.4.1 Game Object

Ta Game Objects [1] otn Unity avtumpoocwnedovy to Bacikd otoyygion ot oknvi evog maryvidlod ,
L0 EQOPUOYNAG. ATTOTEAOVV TO. OIKOJOLIK( GTOLYEIN TOV ATOTEAODV TO VTTOKEIEVO, TG UVATTUENG, Kot
nepapfavoov 3D 1 2D avrtikeipeva, QoTIoHO, Kauepeg, kKo aAAda. Kabe Game Object &yl éva
Transform wov kaBopilel T B€om, ™V KAlpaka Kl TV TEPIGTPOPT TOV 610 Ydpo 3D.

To Game Objects pmopodv va €xovv eTITAEOV GLGTATIKG, Omm¢ scripts, colliders, kot renderers, Ta
onoio, kaBopilovv ™ GLUTEPLPOPA, TN QLGIKN OAANAETIOpaGcT, Kol TV eu@avion tovg. To Unity
ypnowonotei éva cvomuo ocvotatikdv (Component-based architecture), emitpémovtag v gvehéio

KoL T ONpovpyio ToAOTAOK®V GKNVAOV LECH TNG GVVOEST S SIUPOPETIKMY GLOTUTIKOV 6€ Kabe Game
Object.

1.4.2 Components

2t Unity, to Components [2] gival ot facikéc povadeg mov mpocdidovy cuyKEKPIUEVES AELTOVPYiES
Kot yopaktnpiotikd o évo, GameObject. Too Components wpootiBevtol oto. GameObjects yio va ta
kafiotovV dpactikd Kot va opilovv ) cvumepipopd tovg. Kabe Component extedel cLyKeKPILEVES
Agttovpyieg Kot GUUPAALEL GTN GUVOAKT SUVALLKT TOV TOLYVIOL00 1 TNG EQAPLOYNC.

Kémowa kowvd Components neptiiapfavovv:
1. Transform: KaBopiletl t 0éom, v mepiotpoen kot tnv kiipaka tov GameObject.
2. Collider: IlpootiBetat yia v aviyvevon GuYKpoOGE®DY Le AN OVTIKEILEVA GTY GKIVY].

3. Rigidbody: [Ipocdidel puoikn cvuneppopd oe éva GameObject, emTpémovtag Tov vo. avTidpd
og duvapels Ommg 1 PapvtnTa Ko 1 Kivnon.

4. Script (MonoBehaviour): IIpoypoppatikdg kddkag mov Tpootifetal Yoo vo, EXEKTEIVEL TN
Aerrovpyucotnta tov GameObject, TPocOEToVTag TPOGAPLOGHEVT AOYIKN KOt aAANAETIdpao.

5. Sprite Renderer: Emutpénet v anewcovion 2D ypaoucav (sprites) o éva GameObject.
6. Audio Source: [Ipocdider xo oe éva GameObject.

H ovvdvaopévn ypnon Oaeopetikdyv Components emitpénel tn Onpiovpyic mTOAOTAOK®V Kol
TOKIAOLOPO®V cuUTEPIPOP@V Yo To. GameObjects og éva Tayvidl 1 Lo EQapUoY.
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1.4.3 2D Colliders

Ot 2D Colliders [3] ot Unity eivor otoyein mov mpootibeviar oe 2D Game Objects kot
YPNOYOTOLOVVTOAL YIO. TNV OViYVELOT GLYKPOVoE®V G€ €va mePPaiiov 2D matyvidiov. Avtd Ta
OTOLElD, EMITPEMOVY GTO TOLYVIOL VO OVIOTOKPIVETAL GTN (QUOIKT OAANAEMiIOpacn UETOED TOV
Spop®V 2D aVTIKEWWEV®DV.

Opiopévol amod toug koprovg 2D Colliders mov umopovpLe va ¥pNGIULOTOGOVUE TEPIAAUPAVOVV:
1. Box Collider 2D: Ilapéyet évav adpato mapoAANAEminedo mepiypappa yopm omd €va
OVTIKEILEVO LLE TO OTTOL0 AVIYVEDETAL 1] GLYKPOVOT).

2. Circle Collider 2D: Avtitpocmnedel Evav adpato KOKAO YOP® 0T0 TO UVTIKEIUEVO.
3. Polygon Collider 2D: Mog enttpénel va kabopicovpe Eva mepimtAoko TOADY®OVO GYNIO YOP®
omd TO AVTIKEIEVO.

4. Edge Collider 2D: Kabfopilel éva adpato tetpdywvo 1 opilOVTIO/KATAKOPVPO YPOLUUIKO
collider.

Avrtoi ot 2D Colliders enttpémovy 6TovV KOOKO TOL TOLYVIOLOD VO, OVTOTOKPIVETAL GE GLUYKPOVGELS, V.
EKTELEL SLAPOPEG OPACEIC OTAV AVIYVEVETAL GVYKPOLGT UE GAAN OVTIKEILEVE, OTTMG Eval 1) ALy TOV
okop, 1 peiwon g Long Kot GAAa.

1.4.4 Prefabs (Prefabricated Object)

Ta Prefabs [4] (cvvtopoypagia yi tov 6po "prefabricated") otn Unity eivon mpo-dnpiovpynuévo
OVTIKEIEVO 1] oCVUVOAN GTOEI®Y TTOV UTOPOVV Vo yproiponombovv Eavd oe d1dpopa, onUeia Tov
épyov poc. Toa Prefabs etvar ypiowa ywo v omoguyr] duthod k®dOWE Kol Tr OELKOALVGN TNG
EVNUEPMONG TOV OAAAYDV GE TOAAATAN GTOLYEID TOV TOLYVIOLOD LLOG.

Optopéva Paoikd onueia oyetikd pe ta Prefabs:

1. Emavaypnowponoinon: Mropovpe va onuovpyncovpe éva Prefab yu éva ototyeio 1 opdda
GTOLXEI®V KOl VO TO YPNGUYLOTOGOVLE GE SLAPOPA LEPT] TOL TTALXVIOOD LLOGC.

2. Evkolo Evnuépmong: Av tpomomomocovpe éva Prefab, ov adlayég avtég Ba epapuoctodv
QVTOUATO GE OAQL T OVTIKEIIEVA IOV YPNGLULOTOLoVV TO 1610 Prefab.

3. Amofnkevon oty Iepapyia: To Prefabs eppaviCovtar oto Project Window kot pmopovv va
tonoBetnBovv otv lepapyia (Hierarchy) 6mwg onmotodnmote GALo avtikeipevo.

4. llepiégyovv Xvotatikd (Components): ‘Eva Prefab pmopel va mepihapfdvel tomxd ddpopa
ovototikd 6nmg Colliders, Scripts, Renderers «.4.

H ypnon Prefabs eivan onuoavtikt| yio v opyéveon tov kddwka Kot Tav ototyeiov oto Unity kot
oLUPGALEL oTN S1EVKOALVGT TNG dLoYEIPIONG KOl TG AVATTVENG TOV TOLYVISIOD 1 TNG EQPOPLOYNS HOG.
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1.4.5 Scenes

>t Unity, ta Scenes [5] (oknvég) avtimpoomredovy Sla@opeTikad mtepBdilovta i enineda oTo omoia
e€eMooetol To Toyvidl | M epappoyn poc. Kabe oxnvi umopei vo mepiéyet dipopa Game Objects pe
TIG OVTIOTOLEG OLVIOCTMOES KOl AOYIKN 7ov mpoypoupatilovpe. Ov oknvég emtpémovy 1
SLPIGUEVT] SLOYEIPIOT) TOV SLOPOPETIKAOV IUEPDV TOV TOLYVIOIOV 1 TNG EPUPUOYNG LOC.

Opiopéveg Baotkég TANPOPOPIES GYETIKA LE TIG OKNVEG:

1. Anuovpyioa Zxknvic: Mmopovpe va dnuovpynoovue véa oknvi anyaivovtag oto "File" >
"New Scene" oto Unity Editor.

2. Evadloyn peta&d Zknvav: Mropodue va evaAldocovpe etad oknvov Kot T S1apKELR TG
EKTELEOTG TOL TALYVIOLOD 1] TNG EPAPLOYNC. AVTO YiveTOL UE TN ¥PNOT KDOKO, cLVNOME LECH
TOV cLOTATIKOV SceneManager.

Me ™ ypnon okNV@aV, UTOPOLUE VO OPYOVAOCOVUE TO TOLYVIOL 1| TNV EPUPUOYN UOG GE O1dpopa
nepIParrovTa, OTMG enimeda, LEVOD, Kol GAACL.

1.4.6 Tags kot Layers

Ta Tags [6] xat To. Layers otn Unity ivol 600 GUGTAROTO TOL YPHOLLOTOLOVVTOL Y10 TOV EAEYYO KoL
™ owyeipton towv Game Objects oto mepifdiiov g oknvieg Kot ta 000 mapéyouv eveMéia kot
opYGveon KaTd TN SLAPKELD TNG OVATTUENG TOV TOLYVIOOL 1 TNG EPOUPLLOYNC.

Tags:
Opwopog Opddov: Ta Tags emitpénovv tov opiopd opddowv Game Objects pe kowég 1016mTeg M
yproe. o mapddetypa, pmopovpe va opicovpe éva Tag "Player" yww OAo ta avtikeipeva mwov

OVTITPOGMTEVOLY TOV TAKTY] GTO TALYVIOL LLOG.

EvkoMa Emoyng: Ta Tags kabiotodv evkoAdtepn tnv emloyn Kot TV aAANAEmiOpaon He OUAOES
Game Objects péocw kmdika 1) oto Unity Editor.

Layers: Ta Layers ypnouonotovval yio va opicovv t 0éomn kou ™ otoifacn tov Game Objects oe
dwpopeTika enineda o€ évo 3D mepdilov.

dvuown AAnienidpaon: Ta Layers etvar yprioya yio Tov EAeYY0 TG GLGIKNG AAANAETIOpaONC, OTMG ™
aviyvevon cuykpovucewv HeTath cvykekpévev opddwv Game Objects.

Kot ta 800 cvotiuata cupfdiiovy oty opydveoorn Tov moyvidlon, TV VKOAOTEPT| SloYEIPIoN Kot
TOV TPOYPAUUATIONS, KAODG KOl GTOV TPOGOIOPIGUO TV OAANAEmOpdoemy UeTAEDd ddpopmV
ctoyelov g oxnvne.
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1.4.7 GameState

To GameState [7] avagépetol 6TV KatdoToon 1 TV TPEYOVCA KOTAGTAGT VO TToyvidloD. Avtd to
OTOEI0 OVTITPOCMTEVEL TNV EVEPYN (PACT TOL TOLVIOWOD Kol TNV KATAGTOCT TOV dlpOop®V
ooy eimv Tov ovupetéyovv. Ot S10POPETIKEG KUTAGTAGEIS UTOPEL va cuumepAapdvouy Tov Tpéxovia
eninedo, To okop, Tov aplfud Twv (wmv, Tov ¥pdvo Kol AAleg TANPOQopieg Tov opilovy v eEEMEN
TOV 7O VIOL0V.

O mpoypoupatiot)g cvyvd ypnowomotel to GameState yio va mopakoiovbel Kol vo eAéyyel v
TopEio. TOL TOLYVIOLOV, KAOMG Kal Yio Vo TPOocapuoOlEL T GUUTEPIPOPH TOL TOLYVIOIOD AVAAOYO UE TIC
ouvOnkeg Ko Tig emAoyéc tov maiktn. H dwyeipion tov GameState coppdiler omv kaAdtepn
opyavmon Kot evelé&io TOV KMOIKA, ETITPETOVTAG TNV EDKOAN TPOGOPLOYN OTIC OTOITHOELS KO TIG
OALOYEG TOV TTOLYVIOLOD KOTA TN SIUPKELN TNE OVATTLENG KOl TG GUVTINPNOTG.

1.4.8 Console

H ‘console’ [8] tng Unity, eivon éva mapdbvpo oto Unity Editor mov mapéyst mAnpoeopisg,
€100TTOMGELS, KOl ovaPOpES AoV KoTtd Tn dtdpKeLlo, TS avamTuéng Kot TOL TEGT TOL TUYVIOIO 1 TNG
epappoync pog. Eivar éva onuavtikd epyaieio yio tov mpoypoupatiot Kow tov game developer.
Extég amo o Unity Console, vdpyet eniong to Console ot yAdoco mpoypappaticpod C#, to onoio
YPNOLOTOLEITAL VIOl VO EUPAVICTOOV HNvOuaTo €£600V KT T SLAPKED TNG EKTEAEONC TOV KMOOIKA.
To Unity Console éyet tig Eng duvotodtnTeg:

1. Eppavilet Mnvopoata Zvotiuoatoc: To  Unity Console epgavilet  mAnpogopieg,
TPOELDOMOMCELS KOl COAALATO TOV oyeTiCoviol e TV avamtuén kol TNV eKTEAECT TOL
T V10100.

2. Aviyvevon AaBdv: To Console Bonbd oty aviyvevon kol v OmoKOTAGTOCT GOAUAUATOV
Katd ™ O1dpKed TG AVATTLENG TOV TALYVIOLOV.

3. Kartaypaen Mnvopdtov Debugging: O mpoypappotiotés ypnoonotodv to Console yio v
eupavion unvopdtev debugging Katd v avamtuén Tou KOOKO.

1.4.9 Transform

To Transform[9] eivou éva component mov avtmrpocwnedel T BEon, ™V TEPIGTPOPT Kot TNV KAion
evog Game Object. Kabe avtceipevo oe o oxnvn €xet éva Transform, kot avtd ypnoytomoteiton yio
vo, opicel ™ 0éon kot tov mposavatoiopd tov otov 3D ydpo. To Transform ypnoyonoteiton ko
oV Unity2D, aAAd opiopéves Asttovpylec tov epapuolovior oe £va eninedo.

Opropéveg Pacikés Evvotes yio to Transform:
1. ®¢on (Position): Ot cuvtetaypéveg XYZ mov kabopilovv m B€om tov avtikelpnévov oTov
YDPO.
2. Ileprotpoen (Rotation): Ot ywvieg Euler mov kaBopilovv tov Tposavatoiioud tov
OVTIKELLEVOU.
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3. Klion (Scale): Ot cuvtetayuéveg XYZ nov kabopifovv to uéyebog tov avtikelpévov o kibe
a&ova.

Opiopéveg ypnotueg pebodot kot 1016t teg tov Transform:

1. Translate(Vector3 translation): Metaxivel To avTikeipievo katd tn S1GpKeLd TG EKTELEGNC,.

Rotate(Vector3 eulerAngles): Ilepiotpéper to avtikeipevo Katd dedopéveg yovieg Euler.

3. localPosition, localRotation, localScale: Ot tomikég THég TV 110THTOV BECNG, TEPIGTPOPNG
Kot KAMoNG, avapepOUEVES GTOV TOTIKO YDPO TOL UVTIKEWUEVOD.

4. parent: O yovéag TOL AVTIKEYWEVOL GTOV OO10 OVIKEL, EPOCOV VTLAPYEL.

n

H ypnion tov Transform eivar kpicyun vy v kabopiotikny Swyeipion g 0éong kot Ttov
npocavotolouov twv Game Objects ato mepifdAiov g Unity.

1.4.10 Rigidbody

To Rigidbody [10] eivatr éva component wov wpootibetor og évo Game Object yia va Tov mapéyet
QULGIKN ovuTEPLPopd. E@appdlel tovg vOHOUG NG QUOIKNAG OTO OAVIIKEIIEVO, KAIGTOVING TO
oAnBo@avéc Kol AAMANAETIOPUGTIKO GTOV YHPO TOV TULYVISLOV.

Opiopéva aocikd yapaktnplotikd tov Rigidbody:

1. ®vowr Kivnon (Physics Motion): To Rigidbody enttpénetl 6to avtikeinevo va avtidpd oTic
OVVALELG KO TI GLYKPOVOELS LE AALD avTikeipeva 6To TepBaAlov.

2. Xoykpovon kot Aviyvevon): ‘Eva avtikeipevo pe Rigidbody avtidpd otn cdykpovon pe GAia
avTikeipeva kol pmopet va aviyvedel av to Game Objects Bpiokovion o€ moQn].

3. Emudyovon, Taydmto, Advoun: To Rigidbody dwyeipileton myv emttdyvvon, v ToydTnTo
KoL TLG OUVALELS TTOL eMNPedlovY TNV KivNoN TOV OVTIKELEVOD.

4. Boapbtmra (Gravity): To Rigidbody vrootnpilet v epappoyn mg Papvmrog, Kabiotdvog
TO aVTIKEILEVO Va TEPTEL GTOV YDPO LEXPL VA BpeL KATOL0 AL avTIKEILEVO.

o va mpocoBécovpe éva Rigidbody oe éva avtikeipevo ot Unity, emdéyovpe to avtikeipevo,
mnyaivovpe oto mapdbvpo "Inspector”, kot matdpe to Kovpumi "Add Component". i cuvvéyelo,
emAéyovpe "Physics" kot mpocBétovpe to "Rigidbody".

H ypnon tov Rigidbody &eivar onpavtikn yio ) dnpovpyio peaAMoTiKng Kivnong Kot aAANAETIOpaonS
OTOV €IKOVIKO Y®dpo tng Unity.

1.4.11 Animations

Ta animations [11] (kwnoelg 1 Kwvovpevo oy€d10) €ivar onuavtikd otoyeio yw ™ dnpovpyio
SLVAHIKGV KOl EVTUIMCIOK®Y oL VISIdV 1 epappoydv. To animations enitpémovy Vv Kivnon kot
petopdpeoon twv Game Objects katd tn Swdpkewd tov ¥povov. Ot KWVAGELS OUTEC UTOPOLV Vo
a@opovv TN Béom, TNV TEPIGTPOPT], TNV KAIoT, TNV KAIpaKa 1 GALES 1O1OTNTEG.

Baowd ototyeio oxeticd pe to animations otn Unity:
1. Animator Component: To Animator gival évo component Tov wpoctifetatl o Eéva Game
Object ko dwyepiletor To animations Tov avtikelévov. Iepiéyel kataotdoeig (states) kot
petafaoelg (transitions) HETAED OVTOV TOV KATAGTAGEDV.
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2. Animation Clip: 'Eva Animation Clip ivotl pio tpokafopiopuévr KiviiatoypoQiky GKnvr| Tov
KOTaypaQEL TNV Kivnon 1 T LETapopPon evog avtikelpévon. Kabe Animation Clip pmopei
va waileTon Ko vo SIoKOTTETOL OVAAoYO. LE TIG GLVONKES TOV 0pilEL O TPOYPOUUATIOTNC.

3. Animator Controller: O Animator Controller givat £vag ypapikdc Tivakag Tov TEPLEYEL TIG
SLAPOPEG KATAOTAGELG Ko LETAPACELS HeTa&D Tovg. TuvoeTal e To Animator Kot
dwyepiletor Tmg O ekteAoVVTOL TO, animations.

4. Kiewd Kwnoewv (Keyframes): Tao animations opilovtot pécm KAEWIMV KIVIGE®DY, T, OTOi0L
kaBopifovv TNV KOTAGTOGN TOL OVTIIKELEVOL GE GUYKEKPIUEVA YPOVIKA OTUEia.

H Unity mopéyet éva guéhkto cOOTNUO animations 7TOL EMUTPENEL GTOVG TPOYPOLUUOTIOTEG VA
OMUIOVPYNGOLY TOADTAOKEG KIVIOELS KOl EQE UE ELAYIOT TPOYPOUUATIOTIKY TPOCTAOEL.

1.4.12 Audio

To AudioSource [12] sivar éva component 7OV YPNGLLOTOIEITAL YO TNV OVATOPAY®YN HYOV.
[Ipootibeton o éva. Game Object kot divel T dvVATOTNTO, GTO OVTIKEIUEVO Vo Toilel YOLG KOTA ™
SLAPKELDL TNE EKTEAECTIC TOV TTOALYVISLOD.

Opiopéva onuovtikd ototysio, tov AudioSource:

1. Audio Clip: Avamapdyet évav 1o mov kabopiletar amd éva AudioClip. To AudioClip
TEPLEXEL TNV TPOYUOTIKN NYNTIKN TANpo@opia mov Ba axovoTel.
Volume: KaBopilel v évtaom tov fyov mov Ba avorapoydel.
Pitch: AAAGCeL TO VYOG TOL YOV, EMTPEMOVTOG TPOGAPLOYN TNG TOYVTNTAS OVOTAPOYWYNC.
Loop: Emttpénet otov o va enavaiapBdavetol autouato.
Spatial Blend: KaBopilel m6c0 0 yog emnpedletor amd tn 0Eom kot v Katedbvven Tov
0KpPOOTH GTOV EIKOVIKS Ydpo 3D.
6. Play, Pause, Stop: [Ipoc@épet peBo30VG yio TOV EAEYYO TNG OVATAPAYMYNG TOV M) OV.

arwd

O mpoypappatiotg propet va ypnotponomoetl To AudioSource yuo vo. EVGOUATMOGEL X0 GTO TTayvidtl
OV, OMM®G HOVLGIKY, €PE MOV, QovNTKG Kot dAlo. EmmAéov, m Unity mopéyer API yio tov
TPOYPOAUUOTIOTH, TPOKEWEVOL VA EAEYYEL QUVOUIKA Ta YOpakTnplotikd tov AudioSource katd )
OUIPKELD TOV TTALYVIOLOD.

1.4.13 Camera

To component Camera [13], ypnowomoteitot yio v omekovion Tov TepAAAovTOC Tov Tayvidlod M
™¢ epappoyns pog. Eivar vredbBouvo yuo tov tpoémo pe tov omoio o maiktng PAémel To moyvidl | ™
OKNVN KOG KOTA T O18pKEWD TNG EKTELEOT|G.

Opiopéva onuavtikd yapoktnpiotikd tov Camera:

1. TIIpoPoir (Projection): Ot kVplot Tomot TpoPoing etval 1) TpoorTiky (perspective) kot m
opBoyovia (orthographic). H mpoontiki mapéyetl féog Kot peaAloTikn avamapdctaot), EVO 1
opBoymvia mapéyel P eninedr ovamapdotaon.

2. ®oxdg (Field of View): KaBopilel mdc0 gvpd eivar 1o omtikd medio g kapepag. Eyxet
EQOPLLOYN LOVO GE TPOOTTIKEG KAUEPES.

3. ®éon xat [Ipocavatoropdg: Kabopilel mov Ppioketar n képepa kot Tpog ToH KOTdEL.
Yuvnbmg, o1 TAnpopopieg avTé droyelpilovTot aLTOUATO AVAAOYD [LE T OKNVI LOG.
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4. Koopog vs. Kapepo (World vs. Camera Space): Opilet €6v 01 GUVIETUYIEVEG AVTIKEUEVOV
LLETPLOVVTOL GE GYECT LLE TOV KOGLO 1| TNV KALLEPOQ.

5. Culling Masks: Xprnowomoteitot yio va eEAéyEovpie oo avtikeipeva Oa gival opoatd amod tnv
Kdpepa pe Baon ta enineda (Layers) tovg.

6. Kiwdkmon (Clipping Planes): Kafopilel v eAdyiot kot péyiotn amdcetact amd Ty
Kdpepa otV omoia avtikeipeva o eivor opatd.

1.4.14 Scripting

To scripting [14] ot Unity avagépetar otn ypnorn yAwcomv mpoypouuaticpov, omowg o C# 1 o
JavaScript, yo ™ Onuovpyio AOYIKAG KOL AEITOLPYIKOTNTOG GE TOLVIOW 1M €QAPUOYEG TOV
avamrtoocovtal 6To meptPaiiov g Unity.

Ta scripts ypNOWOTOOVVTOL Y10 VO OWYEPIOTODV TN GUUTEPIPOPO TMOV  OVTIKEWEVQOV, TNV
OAANAETIOPOIOT] TOV TOHKTH, TNV GVIXVELGN GLYKPOVGE®V, TN ONUIOVPYIO, YPOPIKOV €0, KOl TOAAA
GAAQL.

H Unity mopéyetr éva mhovcio cvotnua APl mov emttpémel v npocPacn kot tov Eleyyo ddpopwv
OTOLEIV TOL TTALYVISLOD, EVM Ol TPOYPULUATIOTEG UITOPOVV VA, YPNCILOTOGOVY TO Scripting yio. va
TPOCOPUAOGOLV TN AEITOVPYIN THG EPUPUOYNG COLPOVA LE TIC AVAYKES TOVG.

1.4.15 Ahreniopaon C# pe Unity

H otvdeon g C# pe v Unity yivetot pe tn onpovpyia kot v eneepyacio scripts 6to mepifaiiov
avdamruéng g Unity. Baocwkd Brpata yio v dnpovpyia kot xprion evog script sivor:

Anpovpyia Script:

e 210 Project panel g Unity, emiAéyovpe 10 @drkelo dmov BEhovpie va dnovpyncovpe 10
script.

o Ag&ixhk -> Create -> C# Script.

e  Ovopdlovpe to script kot mwatdpe Enter.

o Emnefepyacio Script:

e  AutAd KAMK GTO script Tov SNUIOVPYNCALLE Y10l VO TO OVOIEOVUE GTOV EMEEEPYAOTI KMOIKOA.

[pocOnkn Kodwa:
e Y10 script, pmopovpe va mpocbécovpe kmduco C# yio Tov EAeyyo Tov moyvidlov.
XHvdeon pe Avtikeipevo:

e  Mmopolpe va GUVOECOVLE TO SCript e avTIKEIIEVA 6TO TToyvidt (1., YOPOKTPES,
QVTIKEIPEVA) GVPOVTAG TO script Tavm o€ éva avtikeipevo oto Hierarchy panel.

Extéheon Kaddwa:

e O xkodwag pog Ba extedeital oVTONOTA KOTA T OAPKELD TOV TOLYVIOLo0 OTaV GLHPOOV
GUYKEKPYLEVO YEYOVOTOL.

Avté to Prpoto amotedovv €va PBacikd cevaplo cvvdeong g C# pe v Unity. Mmopodue va
XPNOWOTONGOVUE TO SCTIpt Y10 Vo EAEYEOVUE TN CLUTEPIPOPE TV OVTIKEWEVMV, VO avTIOPAEL GE
GUYKEKPIUEVA YEYOVOT, KOl VO OTLLIOVPYHCOVLE TPOGAPLOCLUEVT] AEITOVPYIKOTNTO GTO TTOLYVidl oG,
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1.4.16 User Interface

To User Interface (UI) otn Unity avag£petol 6Tov TPOTO LE TOV OTOI0 O YPNOTES AAANAETIOPOVV LE
TO TTOYVIOL 7| TNV EQOAPUOYT.

Ymv Unity, 1 dnovpyia Ul yivetal pe Tov oxedocid Kot Ty Tomobétnon Siieopmy GTotyeimv, 0mme
KOLUTIG, KELEVO, KOl TTAVEA, YpNOILOTOIOVTaG TO cvotnuo Canvas.

To UI pnopei va mpoypapuatiotel e scripts oe yAmwooeg onwg o C#, mpochitoviag Asttovpyieg 0mmg
oAAOYT KOTAOTOOTNG, AVTAALOYT OE60UEVMV LIE TOV TTAUKTY, KOl dlayeipion yeyovotmv. Me T yprion
tov Unity Editor, o1 Tpoypaplplatiotég pmopoldv va, Tpocapocovy TNV ELQAVION Kol T CUUTEPLPOPE
tov Ul, dnpovpydvrag Evay ypioio Kot EAKVGTIKG ¥pNoT.

Y10 mhaicto ¢ Unity, 1o "Screen” avagépetal cuvinlwmg oty 006vn Tov LTOAOYIGTH 1 TG GVCKELNG
otV onoio exteleital 1 epappoyr. Ot mAnpoopiec oyetikd e v 006vn uropovv va givarl ypHoIUES
Y0 TOV KOSIKO TOV 0pOPa TN SLoiYEipLoT Tov ypaptkol wepiddiiovtog, To puéyebog tov mapabvpov Kot
GAAeg Ypoikég puluioerc.

1.4.17 Screen Resolution

Yyetikd pe v avaivon obovng (screen resolution), UTOPOVIE VO OITOKTCOVUE TANPOPOPIES Y10 TO
puéyeboc g o06vng oty Unity ypnowomoidviag kddwko. o mopddetypa, HTOpovUs va
YPNOOTOMGOVHE TNV KAAoN Screen yuo vo hpovpe TANpo@opieg Om®G 10 TAATOC, T0 VYOG Kol TO
refresh rate ¢ 006vnc.

1.4.18 Time

Y10 mhaioto g Unity, o 6pog "time" [16] ypnowonotgital cuyva yio vo avapepbei otov xpovo mov
oyetiCeton pe tov xpovo exktéleong e epappoyng N tov moayvwdwy. H Unity mapéyst pepikés
ypoyeg KAdoels kot pefddovg mov oyetilovtan pe to ypdvo.

1. Time.deltaTime:

H pébodoc Time.deltaTime [15] emiotpépel tov xpdvo mov mépace and tov TeAevtaio "tick’ tov
Toyvdod N NG €QOPUOYNG. XPNOLUOTOLEITAL GUYXVA Y10 TOV LTOAOYIGUO TNG TPOOdoVL TV
KIVOULLEVOV OVTIKEWEVAOV 1] ALV S1001KACIOV ToL €apTdvTat amd Tov Ypdvo.

2. Time.time:

H petofinti Time.time avIumrpooORELEL TOV GUVOAIKO YPOVO TIOL €xEL TEPATEL amd TNV Evapén g
EPOPHOYNG. XPNOWOTOLEITAL VIO TNV KOTOYPOPT TNG GCLVOAIKNG SEPKEWNG TOV TTotyvidloD N yuo TV
EKTEAEDT] EPYOCIDV TTOL GYETILOVTAL LE TOV GUVOAIKO YpOVO.

3. Time.timeScale:

H perafint) Time.timeScale ghéyyet tov puBuod avamapaywyng tov xpoévov oto moryviol. Mmopel va
ypnowomombel  yioo v emrdyvven 1 TV emMPPAdvUVOTN TNG EKTEAEGNC TOL  TOLYVIOLOV.

15



KedaAato 2°

Kepaloro 20: Slave - Kavoveg ko kapTeg

2.1 Evooyoym

To “Slave” eival éva emttpamélio matyviol pe kaptec mov amoteleital omd 5 moikteg, 6mov 0 kabévag
oto Eexivnuo kdBe mayvidlod N yopov, €yl amd 6 kipteg oto ¥EpL Tov. O KAPTEG VTG €ivatl ot
KAMIOGIKEG KAPTEC TTOV £X0VV OAEG Ol TPAUTOVAES OLLMG Y10, TO GUYKEKPLULEVO TTOLYVIOL EMAEYOVTOL OVTEC
and To voduepo 7 kot mhve (Zynua 2.1).

Yyfipe 2.1: Game Cards
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370 KEVIPIKO UEVOD eMIONG Y10 TNV KAADTEPN EUTEPI0 TOL XPNOTN EMALEANE VO TPOCHEGOLLE LEPTKA
gicovidia (avatars) yio vo DTAPYEL SLOPOPOTOINGT UETAED TV TOUKTDV.

Kd&be potoypaeio 610 HeVOD avTioTolyEl o8 Lio, SIPOPETIKY LEGO GTO TTALYVIOL.

Yympua 2.2: Avatar woiktn 'Ivdiag’

Tympa 2.3: Avatar waiktn 'Apepikig'

Yyqpa 2.4: Avatar maiktn 'Robot’
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Yympa 2.8: Avatar waiktn 'Zulu'
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2.2 Kavéveg moryviorov

2V apyn Tov ToyvidloD 1 TPATOLAN CVTOV TV PVAA®Y TOL omoteAeiton amd 32 KapTeg, powpaletal
0TOVC TTOUKTEG EmG OTOVL 0 KoBEvVaG Exel amd 6 KapTec. Ao AVTEG TIg 6 Ol 2 TOPAUEVOLY KAEIGTEG Kol
YPNOOTOLOOVTOL GTOV ETOUEVO YOPO (Zynua 2.9).

O Kka0g ToikTNg pe KUKAIKN oGP pOAOYIOV PiyVEL TIC KAPTES TOV EYEL LLE TOVS EENG KOVOVEC:

1. Edv o mponyovpevog maiktg £xet piel @OAAO pe povo aptipd, tdte ol ETOUEVOL LITOPOVY VL
pi&ovV OmOKAEIOTIKG Lovd @OAA, peyaldtepng a&iog.

2. H nopomdve emihoyn moyvidlod pmopel va yivel kot yio v piym dvo 1 kot Tplaov idog a&iog
QOA®V.

3. Edv mepdoet po yopo mokTtOv Kol Ogv €XEl OmAVINGCEL KAVEVAG TAIKTG 6T0 QVAAO TOL
TPMTOL TOL £P1EE, TOTE Epyetal EavA 1) GELPA TOV TPMTOL TOIKTN 0 07T0i0g EYEL TN dvvATOHTNTA
va piet 0,T1 OéheL.

4.  Av kdmolog €yel otV Katoyn Tov 4 eOAa 1d10g alag (w.y. téocepa 8apia) TOTE UITOPEL va. Tol
pi&el otV GEPE TOL KOl [UE AVTO TOV TPOTO VO, ONULOVPYNGEL TN AEYOUEVT ‘OvTOopoia’ UE TNV
omoio uetd omd avtd To oNUEio, Yio TO LTOAOITO TOL YOPOL, 01 KaPTEC £xoVV avtictpopn atia.

O oxomdg Tov mayvidlod ival va gicat 0 TPdTOog oL Ba peivel ywpig OAAA, aAAd Kot va ‘Byelg’ 660
O YP1Yopa yiveTal KoOMG o1 BEGEIC LETPAVE GTOV EMOUEVO YUPO, OMG KOl 0L TOVTOL TOL LAlEVELC.

it's your opponent's turn

Yympa 2.9: To tapmho €vOg €V S1aPKELN TALYVIOLOD

2.3 Io10tTES TTALY VIOV
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A@oD TEAEIDOEL 0 TPMOTOG YOPOC KOl LOPACOVUE TAAL TIC KAPTEC, TPV Eekvicovpe va Ttailovpe,
apyilel n @don tov ‘taxing’, KTl TNV 0moi0, O TOUKTEG TPEMEL VAL OVTOAAGEOVV KAPTEG avaAoyo pe TNV
0éom TOLG oTOV TPOTYOOLLEVO y0po. H dwdkacio &yel ®¢ e&ng:

1. O moaiktg mov 6Tov TPoNYOOUEVO YOPO TEPUATIOE TPADTOG LLE GVTOV TOV TEPUATICE TEAEVTOIOG:
O mpatog mpémel va. dmoel TIC 2 UiKkpoOtepeg o€ a&ilon KAPTEG TOL GTOV TEAELTAIO KOl
TOVTOYPOVA O TEAELTAIOC VO dMGEL TIC 2 HeyaAbTeEpES 6 afio KAPTEG TOL GTOV TPMTO.

2. Tnv 0w dwdkocio akoAovBovv o 20g 6g Béom ue Tov TpoteevTaio, OAAG e TNV avTaAlay”
plog képrag.

3. O 30c¢ &el Vv emAoyn vo avtoAldEerl 2 amo TG KAPTES TOL EXEL GTIV KATOYN TOL UE TG 600
EVOTOUEIVOGEC KAPTEG TOV AUPT|CUUE KPVIUEVEG GTO TEAOG TOV HOPAGUOTOS.

Metd, and avtv v dadikacio cuveyilel T0 moLVidl Le TOV TEAELTOIO TOV TPONYOVLEVOD YOPOL VO
nailel TpmdTOG.

2.4 Yopnepdopata

To “Slave” gival éva mayvidt 6oV ol TAIKTEC OV EYOVV TANPOPOPIES Y10 TIC OVTIMAAES KAPTES OAAA
umopovv vo, paledovy Tig TAnpopopies amd TIc KApTeC mov mailovtal ko’ OAN TV OPKELN TOL
mayviorov. 'Etotl 1o mayvior amattel omd tov maiktn Oyt Lovo va voAoyiletl Tig ETOUEVEG KIVIIGELS TOV
GAAQL KOL TOV OVTITAA®Y TOV, 0AAAL KOl VO KPATAEL LLE VAT TIG EVOTOUEIVOVTES KAPTEG MGTE VA TOEEL
TIG VTOAOMEG TOL OVTIOTOLYO, GTOV OPOUO Ylo. TNV KOTAKTNOYN TG KOADTEPNG dvvatnig Béomnc.
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Kepaloro 30: Avartoén tov waryyvidrov pe Unity

3.1 Anpovpyia TOV GKNVOV

Y& autd TO KEPAAL0 B0, doVUE TOV TPOTO |LE TOV OTTOI0 VAOTTOMGOLE TO TOLYVIOL LEGT QT TNV UNYOVI
g Unity. To moyvidl dnpovpynonke oe mepipdiiov 2D, dnhadn oe diodidotato koouo. O maiktng
pog 0o Bpioketal 010 UTPocTIVO HEPOG TNG 000VTG, £X0VTOC TO. VAL TOL avolytd. Avtitaiol Tov Oa
gtvat 0 VTOAOYIGTNG Yo KaBéva, amd Tovg 4 dAlovg maikteg (Zynua 2.2).

3.1.1 Opening Scene

Apykd, pe 1o Tov avoifel 0 ¥PNOTNG TO oY VIOL LETAPEPOLOCTE GTNV TPAOTN EICAYMYIKT CKNVY TPV
70 menu (Zynuo 3.1).

SLAVE

The Card Game

Yympa 3.1: Eweayoyu €1k6vo. Tov Toryvioron

Me v ekkivnon tov cuykekpipévov scene ‘Game Opening’ tpéyet To ‘OpeningScript’ script, 6mov pe
™mv pébodo Invoke, m omoia ypnoyiedel oty ekkivnon piog Sodikaciog HETA Omd TO YPOVIKO
nepidpilo mwov Bo ddcovpe, HETA amd 3 SEVTEPOAETTO LETAPEPOVLE TOV YPNOTN GTNV EXOUEVT OKNVN
TOL KEVTIPIKOL menu Tov mayvidtov (MainMenuScene) (Zynua 3.2).
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UnityEngine;
UnityEngine.S5ceneManagement;

Tympa 3.2: K@dwkag OpeningScript

Méoca oto Unity Editor yio v ovykekpiuévn oxknvn €govpe GameObject v ewéva mov Oa
YPNOUYLOTOMGOLLE YIoL TNV OKNVY| Kol évol canvas, To omoio mepléyel ta 2 text mive otV €KOVa
Eympa 3.3).

Yyqpa 3.3: Game Object Tree
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3.1.2 Main Menu scene

A@ob mepdoovv ta 3 devtepoienta g Invoke pnebddov to moryviol Oo pog PETAPEPEL GTNV ETOUEVT
oxnvi (MainMenuScene) 6mov Ha GLVAVTHGOLLLE TO TAPUKATM TEPIPAALOV.

Typa 3.4: Kevrpiké pevod

[Mévo og avtv Vv oknvn (Exnpa 3.4) PAénovpe pia swova oty onoia govpe 5 Game Object .
O1 4 «épteg omv péon kor 10 Kovpmi  “Quit”  kdtow  6e&1d.  Avolvtikd

e Quit Button :

To xovumni awtd ypnoiponoteitar yuo étav o ypotg emhécel va kKhelioel v eQopuroy.
@ ~ Button

utton {Image)

Automatic

ExitGameButton.OnMouselp

Yyfqpe 3.5: Inspector Quit Button
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Yy mapomave ewkovo (Zxnua 3.5) BAEmovue 0Tt £rovpe dnAdoet To ‘QuitButton’ Game Object cav
UI avtikeipevo ‘Button’ oto omoio tov €youvpe dmoel eva script “QuitButton” va Agitovpyel pe v
emloyn tov kovpumtov (OnClick pébodog).

OnMouselp()

Sy [ L — - Yo
pplication.Quit(};

|

Yympa 3.6: Quit script

Me v OnClick pébodo pmopovv va, tpé&ovv pepikd event ta onoia ta 0&yetat 1 Unity Engine. Avtd
7ov ypnowonolovue €dm eivar to OnMouseUp() (Zynua 3.6), apod 0 ¥pNoTNG KMKAPEL TO KOV
‘Quit’ ko oenosl to movtikt Tote TPEYel n uéBodoc Application.Quit() pe v omoio KAgivel 1

EPAPUOYN.
e Rules Game Object :

Me avté 10 Game Object omv enthoyn tov avoiyovue éva panel (Zynua 3.7), 6to omoio e€nyodue
TOVG KOVOVEG TOV ALY VIS0 GTOV TOiKT.

Slave Rules:

-5 players.-6 cards each -turn based

-cards range from 7 to A (lowest to highest value)

-combjinations: can drop - single card/ two or three‘of the
samevalue

-rebellion: can drop 4 cards of the same value whenever

the

player wants to inverse the value order for the
remainder of the round (A to 7 | Low to High)

Tyqpa 3.7: Metd Ty emhoyn tov 'Help'
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gameObject.GetComponen c focused;
hover.Play();

cit(

gameObject . GetComponent<I c normal;

(
gameObject.GetComponen c normal;

click.Play();
rulesPanel.SetActive(

1o Panelﬁj

rulesPanel.SetActive(
page2.enabled
pagel.enabled

NextP

pagel.enabled
nabled z
ousPageButton.enabled =

page2.enabled =
pagel.enabled =

Typa 3.8: Ko®odwkog "Help'

210V KOO PAETOVUE OTL YPNGLOTOLOVUE SLPOPETIKA Sprite aviAoya pe To state Tov TOVTIKIOD oG
(Eynpoa 3.8).( OnMouseOver() - OnMouseExit() - OnMouseDown() )

Y10 event OnMouseOver eniong éyovpe mpocBéoel to hover.Play(); To medio hover ewor Public
AudioSource, évo. Game Object 610 omoio éyovpe Paiel €va MyMTkd KMm t0 omoio avomapdysTot
KkdOe popd mov Tpryydpovye to event.

[Hopakdto BAémovpe TG pnebodovg ClosePanel, NextPage , PreviousPage.

e C(Close Panel: Me 10 ‘X’ xovumi mdve oto panel Tpéyst m ocvykekpiuévn pébodog Omov
aAraloope v Tun tov GameObject rulesPanel ot false, dote va unv eivat opato.

e Next/Previous Page: pe 1o ‘Berdxia’ oto panel pmopovpe vo petapepbovue oty emdpevn M
TPONYOLLEVT] GEAISAL.

e Settings Game Object: Avdaloya kdavovpe opatd éva Swpopetikd panel (SettingsPanel
GameObject)
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Master KVolume;: A==

'Fullsereen ot B 1920 x 1080

Tympa 3.9: Meta tnv emhoyn Tov 'Settings'

Ye ovtd 10 panel (Zyqua 3.9) umopodue vo emeepyocTOOUE TNV EVTOGT OMOLOLONTOTE NYOL
aVOTOPAYETAL 6TO TToLyViol, kabmg emiong va avoiovue to moyvidl o fullscreen, | o HikpoOTEPO
napdBupo kat vo aAraEovpe TV avdAven avaioya e Ty 006vn TOL VTOAOYIGTH LOC.

SetVolum

audioMixer.SetF

1lscreen)

solutionIndex)

Length; it+)
.fullscreen);
ions[i].width + " x " + resolutions[i].height;

== defaultwWidth 2& olutions[i].height == defaultHeight)

Tympe 3.10: K@dwag Settings Script

Edo (Zynuo 3.10) PAémovpe o6t pe Vv ekkivinon tov ‘SettingsScript’ opyikomolodpe v Poacikn
avédivon g epapuoyng kot Pdlovpe oto resolutionDropdown GameObject dAdeg avaldcels mov
umopel va voostnpiEel 0 VITOAOYLIGTIG TOL TPEYEL TNV EPAPLOYT.

2TV GUVEYELX TOV KO £YOVLE TIG LeBAOOVG TOL UTOPOVUE VO ETAEEOVLE TIG TULEG.

e PlayVsOthers Game Object: g avtiv v kdpta 0o vrootnpytel oto pAAOV 1 €Thoyn 0
¥PNOTNG va pmopel va mai&et pe GAAD GTOpO GTO TVTEPVET.

e PlayVsAi GameObiject: Xg avtod 1o panel o ypriotng punopel vo eTAEEEL TOV YOPAKTHPOL LLE TOV
onoio Bo mai&e(etvar daKooUNTIKO Kot dev €XEL EMIOPACT] GTO TOLKViol), 0 XAPTNG(TOUUTAD)
otov onoio Ba yivel 1o moyvioy Yo TV opa ivor €vag), oAAd Kol TO TEAMKO GKOp TOL
YPEWLETOL KATOL0G Y10 VO VIKTOEL XTIV GUVEYELD 0o KAVEL QVTEG TIG EMAOYEG, TO KOVLUT
‘Play’ Tov peta@épet oto endpevo Scene yia va Eekvioet To oy vidl (Zynua 3.11).
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e focused;
normal;

AmeTog,
IndPic, AmeP omPic, ZulPic;
» AmeFoc, RusFoc, SamFo ZomFoc, FulFoc;
» AmeNor, Ro RusNor, SamMor, FomNor, ZulNor;

pt=28@8Tog;

n btnExit;

playerl, mapl, ptsl;

Tympa 3.12: Kddwkag '"MenuVsAl' script

Edm yivetar n apyconoinon tov petafintov péco tov onoimv pe to Unity Editor Ba avtiototyicovpe
T1G €1KOVEG 1 petafAntég ota avdioya Game Object (Zyfua 3.12).

playerl = toggleGroupPlayer.ActiveToggles().LastOrDefault().name;
gleGroupPts.ActiveTogg .LastOorDefault().name;
.LoadScene( )

Xympa 3.13: K@dwkag 'MenuVsAl'
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To GameObject avtd Ppickovtal oe toggle groups, kot aviloyo pe TV TEALTAi0 oG ETAoyn OTaV
mothoovpe 1o kovumi ‘Play’ xpatdupe oe petofinteg ta ototyeio mov emélele o ypnoTng. XNV
GULVEYELD, POPTMOVOLLE TNV emOUEVT oknv (SamuraiMap scene) 1 omoio €yel To moyyvidl pog (Zynua
3.13).

3.1.3 Aqnmovpyia Tov board

Y& autd T0 ONUELD EYOVUE POPTMOGEL TO POCIKO KOUUATL TOL Toyvidlov pog, v Main Game Scene.
Ymv 006vn pog epgavifetal to board Tov Tayvidlov, o TaikTg mov dNAdcaue oty 0éon pog, Tuyaiot
moikTeg oTig AAAeC O€oelc kot petd amd £vo, mini animation pécw ¢ Unity apyilovv va epupaviCovton
o1 KapTEG TAV® 670 board.

Tympa 3.14: To board Tov waryvidrev

2mv emoedvela tov board (Zynua 3.14) Eeywpilovpe pepwcd dompa tetpoyovikio (LEc® Tov Scene
View ¢ Unity) ta onoia glvar ot 0éc€lg oTig omoieg Exovple EMAEEEL EUEIC VO ELPOAVIGTOVV Ol KAPTESG
KkaOd¢ popdlovtal 6Tovg TAIKTEG 1 KOl VO ToyToOV LETA.

e X1 péon tov board épovpe 10 deckArea (Zynua 3.15) GameObject 610 omoio dnpiOLPYOLLLE
TIG KAPTESG TOV TOLYVIOLOV GTNV apyl| G€ TuYAI0 GEPA

Yyqpa 3.15: Board Game Objects

e O kB¢ maikmng umpootd tov £xel S GameObjects yio v kéOe kapta(XZynpa 3.16)

Yyfqpe 3.16: Card Area Objects
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e Xtmv péon tov board Ppicketar 1o playDeckArea GameObject 610 omoio Oa mwnyaivovv ot
KOPTEG TOL £YOVV TOLYTEL.

Yympa 3.17: Play Area Game Object

o To ‘T’ eivor eva GameObject (Zynua 3.17) umpootd amd Kabe mwaiktn, TO0 0moio Agrtovpyei
oav indicator pe 6komd TV KAADTEPTN KATAVONGN TOL TOL0G TOIKTNG EXEL GEIPA TTALYVISL0D.

o Ta xovoumid ‘Swap’ ‘Skip Turn’ ‘End Turn’ ota 0e€1d pe ta omoio o ypHotng KAVEL TIG
avaloyeg Aettovpyieg oto maryvidl (Zynua 3.18).

Yynpa 3.18: Playable kovpmid

o Ta xovpumd Tov ‘scoreboard’ ‘settings’ otnv mwhve de&1d BEom Yo va avatpéEet o xpnoTg 610
oKOp ToL TTayvidlol N va aAAdEel kamola puBpion fyov avrtictorya (Zynue 3.19).

Typa 3.19: Settings, 'PvOpiceic’ Koopma

29



Kepahato 3°

3.1.4 Animation gkkiviong oLy vioLov

Tympa 3.20: Animation 6Ny apy1 TOL TALVIGL0D

INa 1o ontikd dnpovpyiog tov deck tov kaptdv pe Tov onoiwv Bo maifovpe, dnpiovpy cale Eva
animation (Zynua 3.20).

Xympoe 3.21: K@dwkog 'pandaAnimation’
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Me v ekxivinon tov Game Scene tpéyel o ‘pandaAnimationStart’ script (Zynqua 3.21) oto omoio
OPYIKOTOLOVUE TO Sprite, ToydTnTa Le TNV omoia Ba Kiveitan kot Too onpeior kkivnong kot Evapéng Tov
animation, kabmg kot pe v Invoke pébodo Aéue ot Bo Eexkwvnost 1.5 devtepdrento petd v
dnuovpyia Tov scene, kot to ev Ady®m Game Object Oa kataotpapel 2.5 devtepOienta UETA.

x + xOffset, target. ts

Tympoe 3.22: K@dwkag 'pandaAnimation’

Me v Vector2.MoveTowards péfodo (Zyfua 3.22) pumopovue vo dnidcovue v 0éon mov £yel to
avtikeipevo pag, v 0éon oty omoia BéAovue vo, KivnOei, aAld Kot v TodTTe. pe v omoia. Oa
ndiel (awto yivetal péow tov Time.deltaTime).

I'o 1o animation ypnotiporotovue to Animator Tab mov Ppickovpe dimho amd TO0 game scene GTov
editor apov emiééovue to Game Object 610 omoio BEAOLLE Vo dNUIOVPYAGOLLE TO animation. Xtnv
ovykekpiévn mepintwon to Game Object pe to Panda Sprite.

Yympa 3.23: Animator Tab

Mg 10 animator (Zynuo 3.23) propodue va eneepyacToVUE To YPOVIKA onpeio ota omoio OEAovE va
yvivoov oAloyég oto animation pog Kot vo odAAdEOLUE CLYKEKPIUEVES UETAPANTEG OT®G TNV
‘pandaFade’ m omoio. ofnver to Sprite éwg dtov eapaviotel teAeinwg kol KotaoTpapel to Game
Object.

3.1.5 Map Script

Ye ovtd 1o koppdtt Qo ovardoovpe to ‘SamuraiMapScript’ oto omoio Eekwvape to animation,
naipvoope o dedopéva mov pog Npbove amd 1o menu, apykomolovue TiC Béoelg ot omoieg Ba
EUPAVICOLLE TIC KAPTEG AL Kot Ta animation pe Tol omoia Ba TG LOPAGOLLLE.
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c1@, €1, cQ, c
D18, B, BQ, DK, DA;
Hi8, H1, HQ, HK, HA;

sA;

enemyAreaPosl;

t enemyAreaPos;

t enemyAreaPos
enemyAreabo:

t enemyAreaPoss;

t enemyAreaPosé;

t enemy2Are
enemy2Areal

t enemy2hre

enemy2hre:
t enemy2ArezP
=ct enemy2AreaP

t enemy3AreaPose

enemydAreaP
=ct enemydAreap
t enemydAreaPo
enemydAre:
enemydAre:
2ct enemydAreal

raCardPo:
ratardPos

playDeckAres;

playerAvatar, enemylAvatar, enemy2Avatar, enemy3Avatar, enemyddvatan
cardBack

, faceC18, faceCl,
faceb1d, faceD],
facet18, faceH],
fac

Typa 3.24: Apykonoinen Tov Game Object
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» extraCardPos;

> extraCard,
1

extraCare

Tympe 3.25: Baowkég petafintég

2TIC TOpOmAVe €IKOVES detyvoupe TiG petafintéc mov ¢TridEape ote va tapd&ovps to avéioya
GameObject péow tov Unity Editor, ota onoia mepthappdvovpe, tig képtec, BE0E1C TUKTMOV, EICOVES
aAAd kot oe Animator fields tig 0éo€1g dote va ypnoiLonow|covpe Ta animation TOL KATOGKEVAGOLLE
Yo TNV dnpovpyio tov Koptov (Zynua 3.24).

e[] { indHero,

Shuffle(deck, deckFaces);
gameDeal (deck)

’1a
rtC
rtC
rtC
rtC

rtC
rtC
rtC

Yyfqpe 3.26: Start method ‘Game Script’
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Yy start() uéBodo tov script Eekvape pe v uébodo generateDeck() pe v onoia ‘tailovue oty
petapinm Aota ‘deck’ v tpdmovia (Zynua 3.25).

— )

1

Yyqpa 3.27: ‘GenerateSprites’ pédodog

Me tov 310 TpOTO AUECHS LETA OVTIGTOLYOVLE To. GMGTA Sprites 6T mOTES KapTes (Zynua 3.26).

> cardFronts)

Yymqpa 3.28: 'Shuffle’ nédodog

Ymv ovvéyela, pe v péBodo Shuffle (Zynua 3.27), v omoia divovpe ¢ TOPAUETPOVG, TIC KAPTES
Kot ta Sprites Tovg, pe Tov adyopidpo fisher-yates avoperyvoovpue tig KapTeg, divovtag ¢ TapdAinia
TO GMOOTO EIKOVIOL0 TOVG,.
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Tympa 3.29: 'GameDeal' péfodog

Aol teleidoel avtn M dwdikacio, pe tnv péBodo Instantiate oto onueio mov £yovpe ONAGGCEL
dnuovpyovue TV Tpdmovia kot v Palovue mdvo oto board pag (Zynua 3.28).

Téhog, pe StartCoroutine() kdvovpe wpmta évo animation Umpootd amd kdbe moiktn Yy va
EUPAVICOVLLE TIC KAPTES KOl GTNV EMOUEVT LEO0DO TIC GTEAVOULLLE.

delayTime)

delayTime);

Iy on[i].SetBo
audioslice.Play();

1
T
1!

ympa 3.30: '"AnimDeal' pé@odog

AxolovBdpe Tov 1610 TpdémO e TO TpoMyohEvo animation, tdpa Opmg tpochitovtag Eva audioClip
v TV gumepia tov ypnotn (Zynua 3.29).

> cardFronts,

- 115

Count - 1];

Xympe 3.31: '"HandDeal' pé@odog
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Me v pébodo HandDeal (Zynua 3.30), maipvovpe Tic tehevtaieg 6 KAPTES TNG OPYIKNG TPATOLANS
mov eTaEape kot TG falovpe pa-po otig BEGEIC TOV TAUKTN VD TOPAAANAL TIC APALPOVUE ATO TNV
apyKN TPamTovAa.

H 3o dradikocio animation-dealing axoAovBeitot Kot yio TOVG VTOAOITOVE TAIKTEC,

3.1.6 Game Handler Script
Y& ouTd TO OMUELD EYOVUE HOPAGEL TIG KAPTEG G€ OAOVG TOVG TOIKTES KOl EILOGTE £TOLLOL Vo, ToiEOVE
70 Toyvidt pag. Ilpv Tpoywpnioovue OUMC EKEl TPEMEL VO, AVOADCOVUE TOV KOOIKO TOV VITAPYEL GTO

‘GameHandler’ script.

Apykd €yovpe v KAdon ‘Character’ (Zynqua 3.31) ®ote vo UTOpodUE TPOYPOUUOTICTIKA VO KPOTAUE
Ta. oTotyeio Kabe iyt Kab’OAn TV S1GpKELN TOV TOLYVISIOV.

pld“HPNaWH

> "_I]_.j' erPos

Y "TurnInd1Catur'
lastRoundPosition;
yerFinishedRound;

Animator> playe

PD:CHH,

pl ,_PHandTag
roundPoints = round;
= total;
rTurn = turn;
PTurnIndl:atuP turnIndicator;
stRoundPos;
yerFinRound;

Yyqpa 3.32: 'Character’ class

To media wov mepi€yet To avtikeipevo ‘Character’ givon ta e€ng:

e PlayerName : to 6vopa Tov Toiken
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e PlayerPos: animator wov ypncionoleitol yio To animation GtV apyn TOL TOLYVIO00
e PlayerHand[]: Aioto mov Ttepiéyet Tig KAPTEG TOL TOIKTN

e PlayerHandTag: Aivovue 10 0vTioTo1y0 tag 6TIg KAPTES TV TOKTMY Y10, ¥PNCT TOVG
e RoundPoints: o1 16vTOl TOL KEPAIGE TOV TELELTOLO YVPO O TAUKTNG

e TotalPoints: o1 Guvoiikoi TOVTOL TOL £XEL O TAUKTNG GTO O VIOL

e PlayerTurn: n kotdotoon Toryvidlod Tov &yel 0 TaiKTNG

e PlayerTurnIndicator: Game Object mov Ponbdel oto vo vrodeilel molvoy ToikTn €ivor M
oelpd va Taigel TNV GEPATOL

e LastRoundPosition: kpatdel v 0om 1oV KOTEKTNGE GTOV TEAEVTOIO YOPO O TAIKTNG

e PlayerFinishedRound: boolean petafAntn mov eAéyyel av TeAeiwoe 0 TOIKTNG TOV YOPO

curs

Tympa 3.33: Apyxonoinen 'Characters'

Me v mapandve KAAGT TNV apyn TOL TALXVIOoD APYIKOTOLOVLE TOVS 5 yopakTpeg Tov Ba maifovv
To oy viol (Zynuo 3.32).

a irstTurn, PlayerTurn, EnemylTurn, Enemy2Turn, Enemy3Turn, Enemy4Turn, RoundEnding, RoundStarting, Taxing, PlayerTaxing, EndGame };

Tynpe 3.34: Game State

Xpnowomotovpe to mopamdveo GameState yio va Eekvijoovpe 1o moyvidl, vo dMGOVLE GEPA GTOVG
TOAKTEG, Y10 VO TEAELOCOVUE TOV YOPO, VO EEKIVIIGOVIE KOVOUPY0 OAAG KOl VO TEAEUDGOVLLE Eval
mwoyvidl (Zynpa 3.33).

Avtég ot Aertovpyieg yivovrar otnv Update() puébodo tov ‘GameHandler’ script dote va yiveton
ouveyng éleyyos. To mayvidr Eekvdel oe ‘First Turn’ state, ®ote vo Egxvael mhvto 0 YPNOTNG LOG
TPMTOG TO oY VIOL.
O ypMotG €xel 3 EMAOYES Y10 VO TPOYWPNTEL TO TALYVIOL.
To kovunt ‘Swap’ , “‘Skip Turn’, ‘End Turn’.

e Swap: To xovuni avtd ypnoonoteitar oto Eekivnua ke emdEVOL YOPOL oMV TEPiNnTOON

7oL 0 YPNoTNG ExEL Pyetl 30G GTOV TPOTYOVEVO YOPO, Y10 VO AVTOAAGEEL 2 amd TIG KAPTES TOL
€xel oTo Y€PL TOL e TIC dvo é&tpa oto board.(Taxing)
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TaxingPla

m temp, templ;
r starting = roundsTable[@];
yingHand. Length =

ingHand
playingHand

1].tran
1].GetComponen
extradreaCards[1].tag = player.

H
ting.playerTurn;
swaplardsButton.interactable =

WrongFinish:

Tympa 3.35: 'TaxingPlayerThird' pé@odog

Méoa oe avtv v pébodo eréyyovpe av TV ®PO OV 0 YPNOTNG TOTAEL TO KOLUTL £xEl EMAEEEL 2
Képteg Ko av givol cmotd 10te oAAGlovpe Béon TiIc KapTeG avTtéc pe TG €ETpa Tov board kot Tig
avamodoyvpilovpe doTE va PNV @aivovial 6tovg dAlovg moaiktes (Zynua 3.34).

o Skip Turn: O ypfotng pmopel vo unv €xel Kamow dwabéoun kapto va maigel 1 kot AOym
oTPATNYIKNG va unv Bélel va Tai&gt kdmota kKdpTa.
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TkipPlayerTurnﬁj

- starting = roundsTable[@];

.PlayerTaxing)

endTaxing = 3
ResetNewRound();
curstate = starting.playerTurn;
swapCardsButton.interactable =

hasHand =
turnText.text =
curstate = Games

Yympe 3.36: 'SKkip Turn' pé@odog

Hopoandvo deiyvovue v néBodo tov ‘Skip Turn’ 6mov €xel 2 Asttovpyieg (Zynua 3.35).

[Iporta eréyyovpe av Pprokdpacte oty Katdotaon Tov ‘Taxing’ 6mov o ypnoTng Umopel va emAéget
Vo, UV KOVEL KATOoL0L EVEPYELQL.

v GAAN mepintwon Omov eivar 1 oelpd Tov moiktn kol dgv maiel kTt otéAvovpe to Game State
oTNV Gelpa TOV EMOUEVOL TTATKTT).

e End Turn: Mg avtd 0 KOOUTL 0 YPNOTNG EMKVPAOVEL TV EMAOYN TOL Kol Toilel TIg KAPTES
oL O18AEEE Y10 VOL TEAELOGEL TNV GEPE TOL.

rstTurn || play

Yympe 3.37: '"End Turn' pé@odog

Mo v ocwot) dwyeipion GLTAG TG KATACTAONG TPEMEL VO, KAVOLUE KOATOLO0VG EAEYYOVG TPV
nepdoovpe otV emOUEVT ogpd (Zynua 3.36).
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Tnv dpa Tov TOTALE TO KOVUTE TPETEL VO TOEKAPOVUE oV EYOVUE “Y€PL 1 0L Yo vaL EEPOLLE TL UTopEd
va waytel. BAémovpe av givol n mpmdTn cepd, av KAmolog £xetl mai&el AAL0 OALO TAV®D G6TO d1KO oG 7
0 TPONYOVUEVOC TAKTNG £xEL “Pyel’ Kot SEV VTAPYEL KATOL0 KAvOOPYLO PUALO KAT®.

2V TEPIRTOON 7OV €YOVUE “¥EPL GTNV TOPUTAV® EIKOVA Oeiyvovue TIC O1006G1UEG EMAOYEC TOV
xpHoT.

Metd Vv emioyn evog, dVo, TPV ) Kot 4 eUAA®Y aAlalovpe To transform position TV KapTdOV awd
10 ‘yépt’ Tov Taiktn oto Game Object ‘Play Area’ aildlovtag Tovg Tantdypova kat to tag. Emiong,
avéioya pe Vv emhoyn amobnkebovpe Kot oty petafint ‘previousPlayerCards’ tov apiBud mov
O TNKE MOTE VO EEPOVUE TL UTOPEL VO TOLYTEL CLT TNV YOO

playingHand[j

Tympa 3.38: 'Eleyyog mai&ipov goilov

Xmv mepintwon mov 1 perafAnt ‘hasHand’ eivon false, mov onpaivel 6t €yl mai&el Ghhog maikng
pwv’, akoAovBovpe v B Swdikacio avtiv TV eopd dLeg Tpv omd Kabe emAoyn eAéyyovtag Ty
petapintn ‘previousPlayerCards’. Edv o ypriotg mai&etl Kt o onoio dev emtpémetal Oa gppaviotel
avéioyo pvopa kot 0o akvpdGEL To Tayviol, Kafdg Kot Ba Tov emdeiEel mwg mTpémet vo TaiEel cmoTA

Eymua 3.37).

L
¥

.EnemylTurn;

arE " Frem™e
ent"s turn™;

WrongFinish:

i}

Xympe 3.39: Etowpocio ywo emoépevo state
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Y10 TéA0C TG nebodov cettdpovpe pepikég petafintéc (Zymua 3.38). H ‘sameHandCount’ kpoatdet ta
(QUAAO TTOL TTALYTNKAY KOl GE TEPIMTWOOT] OV TEAELMGOVY Ol VITOAOITOL TOIKTEG TV GEPA TOLG KOl Eivo
oA ToL 10100 OAAa, 1 petaPinti ‘hasHand’ Oa aAAdel og true.

2V cuvéyela divouvpe TNV GEPE GTOV ETOUEVO TOIKTY).

i < enemyl.playertand.Length; i++)

(enemyl.playerHand[i] !=

.Maxvalue)

1.playerHand[position].GetCompon

Typa 3.40: Kadwkag maryyvidwov Al

[Mo 11 Kwnoelg Tov VIohoyloth €xovpe VO SPOPETIKES LeBddoLE, pia Yo TNV TEPITTOOT TTOL O
maikTng €xet oelpd ko pia mov dev Eyetl (Xymua 3.39).

Me mepinov avarioyo tpomo Omw¢ PAEMOLUE OGTNV TOPATAV® EKOVO, EAEYYOVLUE TIG TPONYOVUEVES

KépTeG MOV TatyTKAY Kot amd TiG dbéoieg EMAOYES O LTOAOYLIOTYG TToUlel KAPTa/eg LEYOADTEPNC
atlog.
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d[1].GetCompon

Yympo 3.41: 'Taxing' pé@odog

H pébodoc Taxing eivar 1 ddikacio pe v omoio, eVOAAAGGOVTOL KAPTEG otV Oapyn Kd&Oe
Kavovpylov yopov. Méom g puetafinme wivaxo ‘roundsTable’ v omoio kGOe Popd woOL KATOL0C
TOIKTNG TEAELOVEL PE TIC KAPTEG TOV, UTOIVEL GTOV TIVOKO WE TNV o®oth) oglpd mov Pynke. 'Etot,
£YOVLLLE TNV COGTY GEPE TOUKTMOV OOTE VO KAVOLLE TNV ovTaAloyn Tov ‘Taxing’. (Zynmua 3.40)

Kotd v didpketo tov yopov otnv Update pébodo eréyyovue TIc KOPTEG TOL Y€l 0 KGBE TaKTNG GTO
YEPL TOV OOTE VO EEPOLLLE TTOTE £XEL TEAEIDOEL.

Tympoe 3.42: "Eleyyog yopov

Aol Kkamowog ‘adeldoel’, N PETAPANT TOL KAOE aVTIKEWEVOL TOUKT OV EAEYXEL OV TEAEUDOEL
aAralel o true kot Tov TpochETovpe oTov Tivaka eAEYYOL TOL YOpou (Zynua 3.41).
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RoundEnd|( )

< turnPositions.Count(); i++)

turnPositio .roundPoints
turnPositio .totalPoin

roundPoin
.totalPoin

s[4].roundPoin
4].totalPoin

able = roundsTab
Table = pl

nglLls
.ToString();

Typa 3.43: Avdtaén ToOKT@OV pE TéVTOoNg

Orav tedeudoel o yopog Eexwvael o Game State RoundEnding xot n pébodog RoundEnd() pe v
onoio. TpocHEéTovpe ToVg TOVTOVG OV KEPSIoE 0 kébe maiktng avdroya pe v Béon mov teleimae.
Tovtdypova, yepilovpe kot t1g Tipég mov gppavifovtor oto ‘Scoreboard’ Panel (Zynua 3.42).

Yympa 3.44: 'Clean Deck' néfodog

Modi pe to téhog Tov yupovu Egkvdet 1 néBodog CleanDeck() 6mov KATAGTPEPOLLLE TNV TPONYOVLLEVN
TpAmovAd Yo Vo TGOV E TNV Kovovpywa (Zynpa 3.43). Metd v enavaeopd Tov LETARANTOV OTIG
OPYIKES TWES TOLG Eekvape TIc peBOSOVG TOV PTLAYXVOLY TOV YVPO.
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» targetPoints)

Tyqna 3.45: "Eleyyog téhog maryvioro0

[pwv teAeudoetl KaOe YOPOG Kol TPOYMPTCOVUE GTOV ETOUEVO PAETOVE AV O TaIKTNG TNV TPMTH OEom
( ne ToVC TEPIETOTEPOVG GLVOAIKOVG TOVTOVC) £XEL (TAGEL TO target mocd mov SAéEape otV opyn
TOV TOLYVIO0, OAM®MG TPOYMPAUE GTOV ETOUEVO YOPO (Zynua 3.44).

3.1.7 Addeg AerTovpyieg Yo KoAOTEPT epumelpio YpNoTY

x, Input

Yymqpa 3.46: 'Card Focus' Script

Ye kaBs Game Object kdptag Eyovpe tpocsbicet to script ‘Card Focus’ (Zynua 3.43), oto onoio agpov
ToEKAPOLLLE OTL gfval KGpTO TOL ¥PNOTN dMUtovpyovue Eva kawvovupylo Game Object clone g kaptog
070 1010 onpeio oA o€ peyarvtepo péyedog yio kabapotepn avayvaon.(Zynua 3.44)
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Yympa 3.47: M kapto pe To Zoom

‘Charge Button’ Script: Kdéfe xovuni yio kaAdtepn Kor mo mpocektikn ypnon 0éier Alyo ypdvo
KPOTNHEVO MGTE VO KAVOVLE TNV EMIAOYN HLOG.

requireddoldTime;

fillimage;

ntData)

t.GetComponent< nteractable)

( pointerDown)

wnTimer / requiredHoldTime;

ownTimer / requiredHoldTime;

Yyqpna 3.48: 'Charge Button' Script

Aivovrtag éva ypovikd nepiBmpio pe v Time.deltaTime yepiCovpe tavtoypova Eva Sprite mov €yovpe
OwAéEeL Yo Vo KOTOAGPEL 0 ¥pNoTNG TOCO TPEMEL VAL KPUTNOEL TO KOVUTE UEYPL Vo eMKupmBel
EMAOYN TOL. XTNV TEPINTMOT OV OEV TO KAVEL, AKLPAOVETAL 1] AELTOVPYio, TOV Kovumov. (Xynua 3.47)
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Tympae 3.50: Tehki 006vy Toryvidron

A@o¥ KATO10¢ TOIKTNG PTAGEL TO TOGO OV EYOVLUE MG GTOXO TO Tayvidl TEAEI®VEL T ‘scoreboard’
panel (Zynua 3.49) avoiyel pe v teMk1| Pabpoloyio, TO AEKTIKO TOL VIKNTH Kot HETE 0O KATOL0
YPOVIKO Oplo mov €yovpe ddoel gppaviletar to Kovumi €000V, OOTE VO YUPICOVUE GTO KEVTIPIKO
pevov.
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Ke@araro 40: Zvpnepdopora

Yy wopovon SIMAGUOTIKY €pyacio idaue Tov TPOmo ovamtuéng tov emttpoméllov Toyvidloh
“Slave” oe meppdirov 2D pe 1o mpdypappo Unity. Katd ) didpkeia tng Epevvag, OVILETOTIGTNKOY
TOAEG TPOYPOUUNTIOTIKEG TPOKANGCES OV KOADTTOUV €ve €UPV (QAGHO AEITOVPYIKOTNTOV GTO
mayviol “Slave” oto Unity. Ta xdplo TpoPAALOTO TOV TOPOVGIAGTNKAY OVIIUETOTICTNKOY UE TOVG

e&Ng TpoOmOVG:
1, AwactOvdeon Ul pe C#:

Xpnion walkthroughs oto YouTube kol wruoylokéc epyaciec ®¢ LAMKO ova@opds Yo T o®o™
dovvdeon tov Ul otoyeiov g Unity pe tov kddwka C#. Avamtoén pebodowv yio tn dwoyeipion
YEYOVOT®V YPNOTN, OTMOC TO KAK GE £VO, KOVUT, TPOKEUEVOD Vo emitevyDel n

OVOLLEVOLLEVT] CUUTEPLPOPAL.

2, Fisher-Yates Shuffle AAydpiOpoc:

Evooudatmon tov akyopiBuov Fisher-Yates yio thv avapién tov kaptdv oto motyviol, eEaopolifovtag
éva Tuyaio Ko dikoto poipacue 6Tovg Toikteg Katd TNV Evapén tov
oy Vo100 Kot kébe véov yopov.

3, poypoupatiotikég IIpokinoeig yio to Ul:

INa ™ peyébovvon tov Kaptdv pe otoyxo T Pedtioon g avayveootuottog, onuovpynonke éva
kovumi pue @oéption (charge) yw kaAdtepn eumelpion ¥pNoOTH, Kol €QAPUOYT oAyopibumv  yuoo
dwyeipion Tov animations 6to board, TOVG TAUKTES, KOL TIC LETOKIVIGELS TOV KOPTMV.

4, Awwmpnon Katdotoong pe 1o GameState:

Xpnon tov GameState g C# & Unity yio v evTomiopd g KOTAoTOONG TOV
wayvdd. Eeappoyn alyopiBuwv yio v ooy e GEPAG TOV TUKTOV, TN 010t pnon
ool el®V TPONYOHLEVOL YOPOV, KOl TNV EVOAALYT KAPTAOV COUPOVA [LE TIG OTULTIGES TOV KOVOVOV.

Yvvoyilovtog, N katackevn Tov “Slave” oto mepifdArov Unity amotélece pio e€opetikny gvkopia
Yoo TV amoOKTNon VEOV SeE0THTOV GTOV TOUEN TNG TPOYPOUUATICHOD, KaBdg Kal Yo tn Babitepn
Katavonon tov miateopudv Unity kot g yAdooag npoypappaticpod C#. Tlapd ta moAréG @opég
avamdvieya TpoPfANpaTe TOov TPoEKLYAY, emTEVXONKE O OpYIKOS GTHXOS TNG Onpovpyiog vog
OAOKANPOUEVOD KO AEITOVPYIKO TTALLYVIOLOV.

H ypron g Unity og mapopowa mpoypoppotiotikd tpofAnuato o ftav pa copn emioyn kopimg
AOY® NG eEokovounong xpOVoL TOL UTOPEL VO TPOGPEPEL GTOV TPOYPOAULOTIOT] 0G0 Kol AOY® TNg
duvarotnrag vo yewpiletor evolhaooopeves Kataotdoels pécm tov Game State kabiotdvtag m¢
TPOTILOTEPT) UNYOVT Y10 AVATTUE EVOG YOPTOTOUYVIOLOD LE TOAAATAOVG XPTOTES.

[MBavég arlayés kot Pertidoelg o peAlovtikd ypdvo Bo pmopodoav va OTOTEAEGOLV OpPYIKE 1)
avamtoén tov ‘multiplayer’, dote va yivetal TovtOYpOVN YPNON TOV TOLVISOD Ond TEPICCOTEPOVG
TOAKTEG OMUIOVPYADVTOG TEPIGGOTEPEG OLVATOTNTEG KOl TPOGOIdOVTOG o eMBUUNTO YOPOKTIPO GTO
moyvidl. Emmdéov, mowcideg oyelg tov maryvidolov Bo pmopovcav va oAAGEovY Onmg didpopeg E&Tpa
owdpdoelc oe HEPIKEG KAPTEC UE OKOMO TO va yiveEl M PO TOL ToVIOOD TO AmPOPAETTN Kot
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dwokedooTikr. Télog umopohv va TPOKOWOLV O1dpopeg PEATIOOE OVAAOYD TAVIO HE TNV
avaTpoPod OO omnd TOUG YPNOTES.
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Kepdlawo 60: Application Note

MNa tnv avamntuén g N.E xpnolponotdnkav:

- Unity (version 2023.3.0f1 Personal)
- Visual Studio 2017
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