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Befoidhvaw on giuar o ovyypapéas avtis e epyociog kou otl kabe fonbeio v omoio giyo yio THV
TPOETOIUATIO. THS EIVAL TANPWS AVAYVWPLOUEVY KOl QVOPEPETOL oTHY epyacia. Emions, Exw kotaypdayet
TG OTMOIES THYEG QMO TIG OMOLES EKOVO. YPHON OE00UEVMYV, 10EMYV, EIKOVMOV KOl KEIUEVOD, EITE QUTEG
avapépovral okpifacs eite mapappaocuéves. Emmiéov, fefarovm ot avty n pyacio mpoETOLUCTTHKE 0T
EUEVOL TPOOWTIKG, EIOIKG (S OmAwuotiky gpyaoio, oro Tunuo Mnyovikwv [inpopopikns Kot
Hlextpovikav Zvomuadtwv tov ALIIA.E.

H mapovoo. epyacio. omotelel mvevuatixny 1d10xtnaio tov portnty Mdpiov Ntdoty wov ty eKmoviae/ow.
210 TmAaIol0 THG TWOMTIKNG OVOIKTHS TPOGHAsHS, O OUYYPaQENS/onuIovpyos exkywpel oto Aiedvés
Hovemotiuio g EAGOOS Gosia xprions tov OIKoIUOTOS OVATopaywyns, 00VEICUOD, TOPOVOIAOHS OTO
KOIVO KO WHPIOKNG 010 VOHS THG EPYOTIOS J1E0VaS, 08 NAEKTPOVIKI HOPPT KO O OTOI00NTOTE UEGO, VIO,
O100KTIKODG KO EPEVVHTIKOVS GKOTOVG, Gvey ovtalidyuatos. H avoikty mpoafoon oto minpes keipevo
¢S epyaociag, 0ev onuaivel ko) 010VORTOTE TPOTO TOPOYDPNCT OIKOLWUGTDOV OLOVONTIKNG 1010KTHOTOSC
TOV OUYYPAPER/ONUIOVPYOD, OVTE ETITPEMEL TV OVOTOPAYDYY, OVOONUOTIEDTT], OVILYPaQT, TWOANTH,
gumopikn xpnoy, owovoun, Ekdooy, uetopoptwan (downloading), avaptnon (uploading), uetdppaoy,
TPOTOTOINGN UE OTOIOVONTOTE TPOTLO, TUNLUOTIKG. 1] TEPIANTTIKG, THS EPYOTIOG, XWPIS TH PHTH TPONYOLUEVN
EYypan oUVAIVEDH TOD GVYYPOYER/ONULODPYOD.

H éyxpion g duthopatikig epyociog amd to Tuqpa Mnyovikov ITAnpogopiknig koar Hiektpovikdv
Zvotudtov Tov Atebvoig Iavemiotnuiov g EAAGSOG, dev vTOONADVEL ATAPOITHTMG Kol A0S0 TOV
OATOYEWMV TOV GLYYPAPEX, £K HEPOVS Tov Tunpatog.
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H avantoén Pwreomoyvididv eivor évag amd tovg HeYOADTEPOLS KAGOOVLG NG TANPOPOPIKNG,
oLVOLALOVTOG TOAAG TPAYHOTO OIS TPOYPOUUATICUO, GYESIOOT], APYNON KOl SladPACTIKY EPmELia.
H emiioyn g vionoinong evog 3D FPS (First-Person Shooter) matyvidiov pe okond tv emPioon
amévavtl 6€ zombie Y10 TIV TOPOVGA TTUYIOKT EPYUGTO OTOPPEEL OO TO EVOLUPEPOV LLOV Y10L TN U)oV
dnpovpyiog moyvididv Unity Kot Ty TpdKANG VAOTOINGNS GLGTNUATOV TPAYUATIKOD YpOdVOL, OIS
éleyyoc maiktn, TEXVNTH vonuoovvr exfpmdv, pnyoviopol pdyng kot dwxeiplon Kataotdoemv
T VIS0V,



Iepiinyn

2V mapovoa TTuy oK epyacio mapovstdletal n Sadikacio avarTTuENG EVOS TPIGOIIGTOTOL TALYVIOLOV
pe xprion tov Unity Engine piog and tig SnUoQEsTEPES INYAVES OVATTTUENG TALYVIOUDV.

Apyicd yiveton puo avadpopny oty otopio tov Prvteomoryvioldv pe iaitepn éugaocr oto FPS
T Viol Kol To YopoKTNPIoTIKG Tovug. EmimAéov mapovoidletor n doun tov oudd®v avamtuéng
TOLYVIOIOV KOl TO SIOPOPETIKG POA®V 7OV OTOLTOVVIOL Yio. TNV VAOTOINGN €vOG TETO0L £pYOv.
AxoAovBel po avapopd oTIg YVOOTEG UNYOVES AVATTLENG TOLYVIOLDY TOV VILAPYOVY GHIUEPO.

X ovvéyeln, moporifetor po ektevig ovéivon tov Unity Engine, g mlateoppog mwov
¥pMNoLoTomOnKe yoo TNV vAomoinon avtg g gpyacioc. AvaAidovral ta kOple components, To

gpYOLEi Kal 01 OLVOTOTNTEG TOV TPOCPEPEL.

Téhog okolovbel Aemtopepnc avaAven TG OMUOLPYING TOV TOYVIOOD, OOV TopaKolovOeital
0AOKAN PN M OladIKOGIN AVATTLENG Kot VAOTOINGTG.
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Development of a First-Person Shooter (FPS) Game Using Unity

MARIOS DOSTI

Abstract

This thesis presents the development process of a three-dimensional game using the Unity Engine, one
of the most popular game development platforms.

Initially, a historical overview of video games is provided, with particular emphasis on First-Person
Shooter (FPS) games and their characteristics. Furthermore, the structure of game development teams
and the different roles required for the implementation of such a project are presented. This is followed
by an overview of the well-known game development engines available today.

Subsequently, an extensive analysis of the Unity Engine, the platform used for the implementation of
this thesis, is provided. The main components, tools, and capabilities it offers are analyzed in detail.

Finally, a detailed analysis of the game's creation process is presented, covering the entire development
and implementation workflow from initial design to final testing and optimization.
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2TV 01KoYEVELa Kol TOVS @IAovg 1ov kai otov kobnynty K.Kepopdmovlo pov €dwce v gukaipio va
aoyoAnBovpue pe avtd to Bépa.
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Ewayoyn

Kepalao 1o: Ewsayoy

1.1 Teviké vaoPfadpo ko KivnTpa

X onuepwn enoyn to Prvteomaryvidl 0gv amOTEAOVV OMAMDG Lo LOPOT Wyuyoymyios oAAd éva
AVOTOOTOCTO KOUUATL TNG kafnuepvotntag yioo moAlovg avlpamovg. Eival éva péso mpocommikng
£KQPOOTG KOl Lo LOPPT] TEYVNG TTOL GLVILALEL TNV TEYVOAOYIM, TOV GYESIOGLO KOl T ONUOVPYIKOTNTA.
Orav kdmolog kéBetor unpootd oe o 006vn v va moiEel dev GUUUETEYEL AMAMG GE EVaL oL VidL:
Bobiletar o€ évav dAlo kOGLO.

Xapaktnpiotikd 1o 2025 1 fropnyavia Tov Pvteonatyvidoldv amotelel Evay amd TOVg UEYOADTEPOLS
KAAS0VE YuYay®Ying TOYKOCUIMG amopépovTag £60da avm tov 201,6 dicekatopupvpiov dorapimv kot
ol ypnoteg Eemepvave ta 3,57 dioekatoppdpia [1]. Avtd dev givar toyaio Ta moyvidia Exovv eEeiryBel
0€ [0 TOYKOGHO LOPPN EMKOWV®VING €va PEGO OV PEPVEL KOVIA avBp®TOuS amd SlopopeTKonS
TOAMTIGUOVE KOl KOW®OVIKE vofadpa.

[og dpmg dnpuovpyeitar oty TpaypoTikoTNTo Eva Touyvidy, Tldg umopel vag mpoypaitaTIoT g Vo
yticet évay oMOKAN PO KOco omd o pundév; Toteg eivan texvoroyieg mov kpvPoviar Ticw amd Kabe action
KkéOe animation Kot ka0e CAANAETIOpaCT; AVTA AKPPOG TO EPOTALATA OTOTEAEGOV TV EUTVELGT Y10
TNV TapovGa TTUYLOKT EPYOCia.

Ta moyvidw npotov tpoconov (FPS) amotelodv pio Eexmplot kotnyopia moryvididv mov £xel
emnpedoel onuavtikd tnv e£EMEN ¢ Propnyaviag. And to OpvAikd Doom £wm¢ clyypovovg TitAovg
mayvididv 6mwg to Call of Duty kot to Valorant, to €id0c eEghicoetal cuvey®s e106yovVTaG VEEG TEXVIKESG
Kol pnyoviopovg matyvidwov. Iicw and kdbe mupoPforicud kot kKabe kivinorn tov gxfpov kpvPeton Eva
ovvieto Ul emloydv Kot TEXVIKOV UE GTOYO TN SNUIOVPYIL HIOG OAOKATPOUEVNC EUTELPTOG TaLYVISLOD.

210)0¢ TNG TTLYLOKNG EPYCiog ivat 1) e£gpebivnoT TOV GLOTNUATOV AVTOV HECH TNE AVATTLENG EVOG
moayvidov FPS pe 6épa ta Lopm ypnoonoidvrag t unyevn Unity Engine pio oo tig mo dnpogireic
Kol EVEMKTEG oUYYPOVEG TAATPOPLES aviaTTLENG Tayvididy. H viormoinom tov épyov mepthapfdver tnv
emiAvom oOVOETOVY TEYVIKMV TPOKANCEMVY UE 10101TEPT) ELPOAOT GT| PEAAICTIKT| KIVIOT| TOV YOPOKTNPOV,
TOVG UNYAVIGHOVG UayMG Ko dg kat v evooudtoon Mnyavig lerepaocpévov Kotaotasewv (FSM)
YlOL TNV 0VTOVOUT ANYN OTOQACE®MY KOl TH SLVOLLIKT CLUTEPLPOPE TV EXOpOV.

1.2 Ao} ™g Epyaciog

H mapovoa wtoylokn amoteAeital omd €9t Pacikd Ke@AAMIO TOV KAADTTOLV OAEG TIC TTLYES TNG
avantuéng evog FPS pe 0épa to (oumt. Kdabe kepdhato €xel cuyKekpluévo otdy0 Kol TEPLEYOUEVO,
OYEOLOGUEVE MOTE VO SIEVKOADVOLV TNV KATOVONGT) KOl TNV DAOTOINGN ToL £pyov.

To npdTO KEPAAOLO TTOpOVSLALEL TO YEVIKO LVIOPabpo ToL €pyov, Ta KiviTpa OV OONYNOAV OTN|
dnuovpyia Tov, Kot TN onuacio g texvoroyiag game development Gt cOYYpOVN WYoyoywyic.

210 0EVTEPO KEPAAMLO YIVETOL Ll IOGTOPIKN avadpoun ota Pvteomaryvidia, [e Wlaitepn ERpacn oto
FPS mayvidio ko 1o yopakmmpiotikd tovg. [apovsidlovior or xoatnyopieg Prvteomatyvidoidv Kot
avoADOVTOL Ol UNYOVIGUOL TOV TO OIETOLV.

210 TPiTO KEPAAO0, OVOAVETOL TO BE®PNTIKO VITOPABPO TOV TEYVOLOYIDV TTOV YPNGYLOTOLOVVTAL GTNV
avamtuén Prvteonayvioldv, OTMC TO TPIOOLACTATO YPOUPIKE, 1 (ULCIKN TPOGOUOI®oN, M TEXVNTA
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VONUOGUVY Kot ot unyovég moyvidowwv. Emiong, mapovcidletoar n dopn tov opddov ovamtuéng
Brteomayvidudv Kot 01 pOAOL TOL OTALTOVVTOL.

To Tétapto ke@droro smkevipoveral otn unyovn Unity kon to Pacikd epyaieio e, [leprypdoovton
Ta KupLo TapdBupa kot To cuatpata Tov Tpooeépel To Unity Editor, 0nmg to Scene View, 1o Game
View, 1o Hierarchy, 1o Inspector kat to choTnpHe QOTIGHOL Kot animation.

To mépmro kediaro mopovcolalel v avdAivon Ko oyedicon tov cvothiuatoc. [eprypdoetar o
£€yypapo oyedlaopol mayvidov (GDD), ot unyoviopoi tov maiktn Kot Tov £0pdv, T0 GVLGTHUA
eUPaviong Coumt, To avTiKeipeva GVALOYNG, KABMS Kal 01 AEITOLPYIKEG KOl U1 AEITOVPYIKES OALTHOELG
TOV GUGTHLATOG.

210 £KT0 KEPALOLO, TEPLYPAPETOL AVOALTIKA 1] dladikacio avarTLENG Kol VAOTOINGNG TOV TatVidtoV.
IMapoveialovtor Prpa Tpog e OAL To. GTASIN, KOTACKEVNS, ard T dnpovpyia tov €épyov oto Unity
KOl TOL LEVOD TAONYNONGC, UEYPL TN SLOUOPPEOT] TOV terrain, TV LAOTOINGT] TOL YOPUKTNPO TOL TOIKTN,
TO GUGTNHA UAYNG, TV TEYVNTI VONHOGUVT] TV £X0pADYV, TO GUGTNLLO X0V KOl TI| OLETAPT] YPT|OTY).

210 ¢poopo Ko TEAEVTAIO KEQPEAALO, OVOADOVTOL TO CUUTEPAGLLOTA TNG EPYOCIOG Kol TALPOLGALOVTOL
TPOTAGELG Y10 LEALOVTIKEG PEATINCELS, TOGO GE TEYVIKO OGO Kol G GYENNOTIKO EMIMEDO, |UE GKOTO TN
Bektioon g eumelpiag ToL TOIKTN KOl TNV EXEKTOGT) TOV TOLYVIOLOD.
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Kepalaro 20:  Buwvreomaryviowa

2.1 Ewoayoym

Ta Pwreomayvidio amotehobv onpepa o omd TG To SNUOPIAEIG LOPPES WYuYOyDYING. XTO KEQGAANO
avtd Ba e€etdoovpe Tt givan Prvteomaryvidt kol TNV €EEMEN TOL KAVOVTAG Lo avadpopr 6TV otopiol
TOVG OTTO TNV 0PYN TOVG KOL TV ETOYN TOV NAEKTPOVIKGV Tayvidlmv arcade £mg TNV EAELOT TNG OIKLOKNG
KOVGOAOC KOl TNV OVATTLUEN TV TPICOECTATOV YPOPIKMDY. XTN CGLVEXEW Yivetal mpoomadesia
Ta&vounong TV o vidldV o€ PactKES Katnyopieg Omws dpdong, pOA®V, GTPATIYIKNG, TPOCOUOIOoNS
Kol aBANTIKd Tpocdiopifovtag £totl v €vvola Tov Prvteomaryvidloh Kot TiS PacikKés Katnyopieg oTig
omoieg yopiletat.

2.2 Buwreomayviow

“Me tov 0po PBrvreomaryvidt (ayyAikd: videogame) evvoeital 0TO100NTOTE TOLY VIOl TPOYUATOTOLEITOL IE
TN XPNoN KATO10G NAEKTPOVIKNG CLGKEVNG. AVTN PIopel va etvar £vag NAEKTPOVIKOS VITOAOYIGTNG, LioL
Kovoolo Pivreomaryvidudv, €va kivntd tAépwvo kot GAAa.” [2]. KdBe olinkemidopacm evtog
Bwreomauyvidrod Paciletar og 600 TLAMGVES: T AMyn EVTOA®V OV 0pileTal MG £IG0O0G KAl TNV TOPOYT
avaTpo@odoTnong mov opiletar cav €£0dog. O €leyyoc aokeitar péc® O0@Opav UECOY (OTMC
TANKTPOAOY10, TOVTiKL, HoyAod — PA. ewcova 2-1), evd 1 AmOKPIoT] TOL GLGTHUOTOG UETANIOETAL GTOV
KT HECH ONTIKAOV, OKOVOTIKMY Kol ONTIKOV onudtov [3].

7% Rachid Lotf

Ewcova 2-1 Bwreomayvidwo
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2.3 Iotopwkn) avadpopun Prvreomaryviormv

H 1otopia tov frvteomaryvididv Eekivnoe ota 1A g dekaetiog tov 1940 kot eEgAlyOnke otadiokd oe
po maykoouo Propnyovia a&iog ekatovtddwv dicekatoppvpiov dorapiov [3]. Ta Prvteomaryvion
TPOTOEUPAVIGTNKAY GE VTOAOYIOTEG TOVETIGCTNUI®OV KOl OTN GUVEXELN EMEKTADNKOV GE MAEKTPOVIKA
mayviola arcade, OIKIOKEG KOVOOAES KOl POPTTEG GUOKEVEC, [IE KAOE EmOYN VO OVOTYEL VEEG TEYVOAOYIKES
dvvartotreg [4-5].

2.3.1 H Apyq tov Bivteomaryvior®dv (1940s-1950s)

To 1958 o William Higinbotham, pnyavikéc oto E6vikd Epyactipro Brookhaven dnpiovpynce avtd
7ov Bewpeitol oG 10 TP®TO TAyVidL, to Tennis for Two otnv 006vn evog maipoypapov [3][5] (BA.
Ewova 2-2). To Tennis for Two amotelodoe pia amAr] dALG enavoaoTtotikn EEMEN GTOV YDPO TNG
ynowkng yoyayoyiog. O tpdmog mayvidto NTav apKeTd omAdg 600 maikTes umopovoay va eAEYXOLV
v Kivnon pog Pmdiag ypnoHonotdvTog e1KE XEPIoTpLa, TpooTaddvtag vo T oTelAovy Tave and
éva dtytv ov yopile v 006vn [3]. [Topd tn onpacio Tov TapEueve Kupimg Eva EXGTNUOVIKO TEIPOUO
Kol 0gvV KUKAOQOPTOE TOTE GTO EUTOPILO [5].

Avo ypovia apyotepa, to 1962 kdmoror portmtéc oto Teyvoroyucd Ivetitovto g Macayovsétng (MIT)
¢pTaav To Spacewar, €va otyvidl SLUGTNIIKNAG Layng mov £Tpeye otov voloylot PDP-1 [3][5]. Zto
Spacewar 600 Taikteg xelpiloviay S10GTNUOTAOLY KAVOVTOAG EAYLOVEC GTO OLAGTNO KOl TPOCTOOMVTOG
VO XTUTNGOLY 0 £vag Tov GAAoV pe mopadAovg[S]. To mayvidt avtd S1adpaudTice SNUOVTIKO pOAO,
kafdg €0ece To Oepéha Yoo To YNEuOKA oy vidll TOALOTAGDV TOUKT®OV KOU NTAV 1 apyr] TOV
OVTOYOVIGTIKOD TTatyvidtov [3].

Ewova 2-2 Tennis for Two

2.3.2 Arcade Era ko1 Epmopuci] " Expnén (1970s-1980s)

H dexoaetio tov 1970 onuatoddToe TN HETAPUCT TOV PIVTEOTOLYVIOIDV OO TO EPEVLVTIKE EPYOCTNPLO
ot polikn ayopd. To TpdTo epmopikd maryvidl Yo aifovcec NAEKTPOVIK®V oty vididv arcade Tav To
Computer Space tov 1971, to omoio dwdéytnke o Pong g Atari to 1972, évog TpmTOTOPLaKOS TITAOG
OV ONUEIMOE TayKOGHLO EMTVYi0 Kot £0e0e Ta Bgpéhta o Tov gpmopikd topéa g Propmyoviag [5].
I[MapaAiinia, o Ralph Baer, o onoiog cuyvd amokaieiton «Ilatépag tv Bivteomayvidiovy, avéntuée to
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mpwtotumo Brown Box, odnydviag omnv kuklogopio oo Magnavox Odyssey 1o 1972 g mpdng
OIKIOKNG KOVeOLag Pvteomaryvidimv [6].

210 €A g dekaetiog Tov 1970 1 kukhoeopio Tov Atari 2600 10 1977 kafiEpwoe TIC KOVOOAESG LE
VIOJ0YN KOGETOC, EMITPEMOVTOAG OTOVG XPNOTEG Vo Tailovy SlopopeTikd ayvidl og pio kot poévo
ovokeLn [5][4]. Qotdc0, Evog aveEEAEYKTOG KOTALYIG OGS TOLYVIOLDV YOUNANG TOTNTOG KOl O KOPESUOG
g ayopdg odnynoav ce cofapn kpion ™ Propnyavia Prvreomayvididv tov HITA v mepiodo 1983—
1985 [5]. Amo 1o 1985 ko petd, o kKAAdog avékapye otadlakd yapn oty eicodo ¢ Nintendo otnv
QUEPIKOVIKT aryopd Kot TNV kukAogopio tov Nintendo Entertainment System (NES), to omoio eionyorye
avotnpdtepa TPOTLTO TOLOTNTOG Kot €0ece o Bepéla yio To GUYYPOVO HOVTELD Tapoy®yns. Amd
ekelvn v meplodo kot petd, n Propnyavia tov Prvreomayvididv yvopilel cvveyn avénon, pe vEeg
ETOIPEIEG VO EIGEPYOVTAL GTO EUTOPIKO Toyvio [S][4].

2.3.3 Tpwoowdotata I'pagika ko Xoyypoves Koveoreg (1990s—Xnpepa)

H dexoetia tov 1990 yapaktnpicmke omd ) petdfacn amod to diedidotota (2D) nepipdriiovta ota
tprodtdotata (3D) ypagikd, yeyovog mov drhale pilikd Tig TPoceyYiceS 6ToV oYedOoUO TOLVISUDV
Kol 6ToV TPOTO avamTuéNg Tovg. H gicodog g Sony otnv ayopd pe v koveoia PlayStation to 1994
Kol 1 ToTtoxpovn kuklogopia Tov Nintendo 64 10 1996 kabiEpwaooy Ta TPIGdIAGTATA YPOUPIKE KOl TO
omtikd pécsa CD-ROM wg tic xuplapyeg teyvoroyieg kot Ta facikd péso amodnkevonc [4-5]. Kotd
dekaetio Tov 2000, 1 Propnyavio eI0HABE GTNV ETOYN TOV TEYVOAOYIDV SIKTVMOTG KO TNG YoXoywyiog
noivpécwv. Kovoodreg 0mwg to PlayStation 2, o apywd Xbox kot to Nintendo Wii eloryoryav vrodopég
Yo O100IKTVOKO TToyVidl, GLoTANATE EAEYYOL POCICUEVO GTNV KIVIoT KOl TAUTQEOPUES YNOLOKNG
dtavoung [5].

Avti 1 pETOPOAN HETAED TMV YEVEDV 0ONYNGCE OTIS CUYYPOVEG EUTOPIKEG TAATOOPILES, Ol OTOIES KOTA
v teAevtoaia dekaetio xovv emiong ovvdebel dpeca pe T Kivntég ovokevég [4]. TlapdAinia,
TeXvoroyikn EEMEN Ko E101KOTEPA 1) EMLOPOOT] TOV NAEKTPOVIKDY VTOAOYIGTAOV, 01 010101 dlabétovy
SLOQOPETIKG GLGTNUATO EAEYYOL (TANKTPOAOY10, TOVTIKL) Ao eKEIva TOL O1E0ETAV 01 KOVGOAES EKElVY
Vv epiodo, GLUVEPALE GTOV UETACYNUATICUO TV €8GOV ToLVIOOL KOl THG KOVATOVPOG TOV gaming [4].

2toug niekTpovikos voAoyiotég (PC), n avartuén eEedikevpévav elddv Prvteomatyvidumy, 0TS To
mayviola tpdTov tpocdmov (FPS), o mayvidio otpatnyknc mpayuaticod ypdvov (RTS) kot to polikd
SradikTvakd Toryvidlo polmv ToAlaTAGY Takt®y (MMORPG), 0d1ynoe oty epedvion suPANUOTIKOV
tithov, copneptropfovopévov tov Quake, StarCraft xoi dAlov [4]. ATd avtd Tposkvye Eva gVpY
OAcHe EW0OV TOV KUUOIVETOL 0mtd oy vidlo Opdomng, POA®MV KOl GTPATNYIKNG £MG TPOGOUOUDGELS,
mayvidla porov (RPG), mpocopoidoeig afinudtov kot moyvidwn teputételag [4].

INuepa, To Prvteomoryvidlo amoteAoVV £Vay amd TOVG IGYVPOTEPOVE TOUEIS TNE TAYKOGUIOG OIKOVOUIOG
g yuyayoyioc. H texvoloyum tovg e£EMEN Tpopodoteital amd T ypMoN TPONYUEV®Y TEXVOLOYIADV,
OTIMG 1M EIKOVIKT] Kot 1] emavénpévn paypotikotnta (VR/AR), N potopeaMoTiKn aneikdvion ypapikov
O€ TPAYLOTIKO YpOVvo (ray tracing) Kot 1 EVomUAT®mon cuvietwv akyopiBumy teyvntig vonpoovvng (Al)
[4-5].

2.4 Kotnyopisg Bivreomaryviormv

H ta&wounon tov Pvteonayvidimv o€ €101 PacileTor Kupimg 6TOVG UNYOVICHOVG TOL TALYVISI0, OTN|
@0o™M NG CAANAETIOPAOT|G TOL TAIKTN UE TO €1KOVIKO TEPIPAALOV Kot OTIG POCIKEG TPOKANGEIS TOV
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oy violov [7-8]. Apyikd, o Bepehdong Kot 1dtoitepa SNUAVTIKY TaEVOUNGT TOV PVTEOTALYVISIDV
Baciletar 0N S146TACT TOV YPAPIKAOV TOVS. LTIG EVPEMG AVOYVOPIGUEVES KATYOPLES CLYKATAAEYOVTOL
Ta oy vidlo 6vo dactdcemv (2D) kot tpiodv dwactdcemv (3D). Ta tedevtaia ypdvia, 1 TAELOVOTITA TOV
GUYYPOVOV TOXVIOIOV avartHeceTol o€ 3D, Kabmg TPosPEPOVY TOAD O EVIVTMOLIOKE YPAUPIKA Kot
vynAdTEPO Pabud peoliool, evd TapdAAnAa TPOTIUAVTOL 0t TOVS YpNoTeS [8]. Me TV texvoroyIKY|
TPO0d0 Ta AP HETOED TV 0DV GLYVA aUPADVOVTAL, 0dNYDVTOG GTH ONUOLPYIN TOLVIOLDY TOV OEV
VKoLV HOVO o€ pio katnyopia, aAAd TeplEyovy ototyeio amd dvo N meptocdTepa €101 [9]. Tlap' dla
aVTA, [o TETOW TOEIVOUNOT] TOPOUEVEL OTLLOVTIKY Y10, TN LEAETY] TOV GYESLOCUOV TTOLVIOUDY KoL TNV
Katavonon g eunepiog tov xprio [8].

MMopaxdto avaidovtol d1e£odikd ot KHpleg katnyopieg Prvreomayvididv:

24.1 Hoyviow Apdong — Action Games

Ta moyvidlo dpAcNC CLYKATAAEYOVTOL OTO TAANLOTEPO KOL TO dSNUOPIAT €idN. Xt mayvidio avTod Tov
€l00VC, 01 YPNOTEG OMOLTEITOL VO £XOVV YPIYOPO OVTOVOKAQOCTIKG KOl GUVTOVIGUO XEPLOV-HOTION Kot
axpipn ypovioud [7]. XvvBwg, ol maikTeg £PYOVIOL OVTIHETMTOL LE YPOVIKOVG TEPLOPICLOVG,
avTImdAoVG N emkivduva gumode €vTog Tov TEPPAALOVTOS TOV TTayvidlon, 1| OKOUN Kot pe GAAOVG
ypnoteg [8]. To eidog mephapPavel Eva Qacuo vToKatyopldv, 0nmg moyvidle Fighting kot Shooting
games [7][9]. H mpdodog emttuyydvetal oTodoKd LEC® TG aENGNE TS SLGKOAMOG KOt TG KOTOVONGNG
TV PoTiPev coumeplpopds Tov avtimdioy. Emmiéov, moAld mayyvidio tov gldovg etvar opadikd Kot
VTOoTNPILOVV JASIKTLOKO oY VioL e dAAovg Taiikteg [8].

210 TAOiG10 0T, TO. ToLVidla Boimv (Shooting) amoteAovv pio omd TIG o OMNUOPIAEIC KOl EUTOPIKY
EMITUYNUEVEC VTTOKOTNYOPIES TV TOLYVISIDY dpdone. Av kal foaciloviol 6Tovg PactKovg UNyovVIGHOUE
oV €idovg OMMC 0L YPNYOPES OVIWOPACELS, 1| GMOKPIOY GE OMENEG OE TPOYUOATIKO YPOVO KOl O
GUVTOVIGHOG YEPLOV-UATION S10popOoTTOlovVTAL A €va PacIKO YOPUKTNPIOTIKO: TNV VITOKEUEVIKN
ortikn Yovia. H mpdtn vrokoatmyopia eivor 1 First Person Perspective (FPS), 6nov o maiktng PAémet
TOV EIKOVIKO KOGUO amevdeiag amd TV onTIKN Yovia Tov yopoktipa, PAEmovtag cuvhfwmg uoévo to 6mho
1M Ta ¥€PLa TOV 6TO KAT® pUéEPOG TG 006vnc. H devtepn eivarn Third Person Perspective, 6mov 1 kdpepa
tonofeteitan oW Ao TOV YUPAKTNPO, TPOSPEPOVTAG EVPVTEPT OTMTIKY TOV YDPOL, OAAL SloTPOVTOG
dapopeTikn duvakn epnepiag. H mapovca mruylaxn epyacio eotidalel oty avarntuén evog 3D FPS
TALYVIO0V, a&LOTOIDOVTOC TIC TPONYUEVEG OVVATOTNTEG TG UNYavig Ypaeik@v Unity Engine yo v
VAOTOINON UNYOVICU®V CKOTELGONG, Kivnong kol oAANAETIOpaoNG TOL TOAKTN HE TO TEPPAALOV.
Kdénotot amd toug mo yvawotodg Tithovg mov a&ilel va avapepBoiv givar ot e&ng: Left 4 Dead, Call of
Duty, aArd ko to Bpviikd Counter Strike (BA. Ewova 2-3).
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Ewova 2-3 Counter Strike

2.4.2 Hoyviow Porov Role Playing Games — RPG

Ta woyvidio pérov Bacilovral oTn 6Tadl0Kn aVATTLEN TOV YOPOKTAP®V, OTNV CAANAETIOpacT UE TNV
TAOKN KOl 0TI ANYT 0TOQAGE®DY TToL emnpedlovy TV Topeio Tov Taryvidtoy. O waikg eAEyyel Evav 7
TEPIOCOTEPOVS TPOTAYMVIOTEG KOl BEATIOVEL T YAPOKTNPICTIKG TOVG OTMG M LOYXNTIKT 10XV, 1| AULVA
N Ol HoyKEG KOVOTNTEG GLYKEVIPOVOVTAG TOVTOVG eumelpiog, oyopdlovtag 1 dnpovpymvtag véa
OVTIKEIUEVA KoL OAOKANPOVOVTOG AOGTOAEG (quests) oV VITAPYOVY EVTOG TOV EIKOVIKOD KOGHOL [7-8].
H xatnyopia Swakpivetan og Action RPGs, Turn-Based RPGs kot MMORPGs (Massively Multiplayer
Online RPGs), ota omoia €vag peydiog apludg ypnotdv cLVLTAPYEL Kal OAANAETIOPA e £va KOO
ymowokod mepidriov [7][9]. Mepikd amd ta To yvooTd motyviote ovthg Tng katnyopiag eivol to World
of Warcraft (WoW) kat to Lineage II (BA. Ewcova 2-4).
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Ewova 2-4 World of Warcraft

2.4.3 Toyviow Xtpotnywkn)g Strategy Games

e avtifeon pe to mouyvidle 7OV OMOLTOVV YPIYOPO OVTIAVOKAMOTIKG, TO TOLXVIOl GTPOTNYIKNG
€0TIALOVV GE MVELUATIKES TPOKANCELS, GTOV LOKPOTPODEGO GYXESACHO KOl OTN GMOTY dlayeipion
wopav [7-8]. Ot maikteg kaAovvVTOL Vo avarTOEOLY VTOJOUES, VO GLYKEVIPOGOLY TOPOLS KOl VOl
Sl0IKNGOVY GTPOTIMTIKEG LOVASES, TPOKEEVOD VO VIKOOVV TOVG OVTITOAOLS Tovg. To €idog avtd
yopiletan kuping o maryvidie otpatnyknig npaypotikob xpovov (Real Time Strategy — RTS), 6nov
01 EVEPYELEG EKTEAOVVTOL TOLTOYPOVA, Kol GE Tayvidla otpatnykng ne tn oepd (Turn Based Strategy
— TBS), 6mov ot maikteg mailovv pe T oelpd tovg [8-9]. XapakInploTikd TopadeiyaTo VTG TNG
Kkatnyopiag amoteAovv ot tithol Age of Empires ko StarCraft II (BA. Ewdva 2-5).

Ewova 2-5 Age of Empires
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2.44 Toyyviow [Ipocopoiwong Simulation Games

Ta moyvidie avtd Poacilovior omv 660 10 SLVOTOV TO TIOTH KOl PEOAMGTIKY amdO00T oG
GUYKEKPLUEVNG KaTAoTAONS, £XOVIaS ™G KOwd otolyeio v mpocopoinon aAndivav 1 vrofetikdv
KOGU®Y. AvaArdovtog TNV katnyopio avth dtakpivovion ot e€ng vmokatnyopieg: Social Simulation
Games, Vehicle Simulation kouv Construction and Management Simulation [8][9]. Apywd ota
Social Simulation Games eotioon divetal Kuplwg OTIG KOWOVIKES AAANAETIOPAGELS TOV YOPAKTIPOL
OV EAEYYEL O TOIKTNG €lte pe GAAOVS XPNOTEG GE SLAOIKTLOKT LOPYT|, EITE L€ TPOKOATAGKEVOGUEVOLS
YOPOKTNPES TOL TOLYVIOLOD EVTOG SIKTVOV EVA GE OPIGUEVEG TEPITTMCELS O YPNOTNG PLOVEL LI EIKOVIKY
Con Aappdvovtag amopdcelc Kot emléyovtag ehevbepa Tig evépyeiég tov [7][8]. Xtn dgvtepn
nepintwon, ota Vehicle Simulation, mtapéyetor otov maikt 1 dvvatodotnta va yepiotel péca and 1o
OT{TL TOVL TPAYLOTA TOL GTNV TPAYLOTIKOTNTO Ot HTAV SOVGKOAN TPOGPACLUA OTMS YOl TUPASELY LA EVaL
aegpomhavo [8]. Téhog ota matyvidla Construction and Management Simulation, o waiktng kaAgiton va
OYEO01A.0EL VO KOTOOKEVAGEL KOl VoL OL0YEPLOTEL TOAEIC 1} KOWOTNTEG. XOAPAKTNPIOTIKA TOPUSELy Lot
T VIdIV Tpocopoinong arotelobv to The Sims, to Theme Park kot to Microsoft Flight Simulator
TO OTOI0 GUYKEVIPMVEL 1310ATEPA. PEYAAO EVOLAPEPOV OO TNV KOWOTNTO TV Prvieomatyvidoldv (PBA.
Ewéva 2-6).

Ewoéva 2-6 Microsoft Flight Simulator

2.4.5 Toyviow AOAnTIopoY ko Ayovev Sports & Racing Games

v televtaio kotnyopia avikovv Ta afAnTuikd mouyvidio, T Omoio. TPOGOUOIBVOLV dAPopa
afpota. O maiktng pwopet va ovapetpn0el eite pe GAAOLG TAIKTES €1TE e AVTUTAAOVG TTOL EAEYYOVTOL
ond 10 ovotnua. 'Eva Pacikd yopaktnptotikd mTov T dStopopomotel amd GAAEC Katnyopieg eivarl 1o
PEOMOTIKO Kol otkelo mepiBailov Tovg, T0 omoio mepiéyel otoryeio amd tov mpaypatikd kdéopo. O
maikTng avaiapfavel Tov Eleyyo eite evoc pepovouévov afint eite ohdKANPNG TG OpddaG, VD O
0pPIoUEVOLG TITAOVG V10OETEL TO POAO TOL TPOTOVNTH 1M OLOIKNTIKOL OTEAEXOVG Kot Tpoomadel va
dtayeplotel TV amdd001 ToL GLALGYOV. O AVTIKEWEVIKOG GKOTOC S1opOPOTOLEiTaL aVAAOYO LLE TOVG
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Kavoveg Tov ekdotote abANuaTog [7-8], pe xapakmplotikd tapadeiypota toug tithovg FIFA kot NBA
2K (BA. Ewcova 2-7).

'8 90:00 0

22 Cutler, < Henry 14

r

»

Ewova 2-7 Fifa

2.5 Emniloyog

Ye auto 10 KEQAAao efetdoape TV e£EMEN TV Prvieomalyvidldy, TMOG OTO AMAL EPYUCTNPLOKE
TEPANOTA EPTAGOY G o ToyKoo o Bopnyavia yoyaymyiog. H wotopiki mopeia g avantuéng tovg,
omd TO TPAOTU TEPOUATIKO OTAOI £MC TA COYYPOVO (QPMTOPENAIGTIKA TPIGOIAGTOTO YPOPIKJ,
KOTOOEIKVDEL TN GLVEYT] TEXVOAOYIKT] TPOODO KOl T1 OTLLOVPYIKT KOIVOTOLO.

Ot katnyopieg Prvreomaryvidimv kabopilovv og onuavtikd Babud Tig Pacikég Aettovpyieg Kot Tov TpOTOo
viomoinong tovg. Ta maryvidiw Opdong €oTAloVV GTO. AVTOVOKAOOTIKG KOl OTOLTOVUV YP1yopn
avTOmOKPIoN, TO TOLVidl pOA®Y VAOTOOVV GULGTHUATO OVATTVENG YOPOKTNP®V, TO TOLYVIOL
OTPOTNYIKNG OTOUTOVV UNYAVIGUOVS OaYEIPIoNG TOPMV, TO TOLYVIOW TPOCOUOIMONG OVATUPIGTOVY
PEAMOTIKG GEVAPLA KOt TO 0BANTIKE Tanyvidia VAOTOOVV afAnTiKéEG pnyavikés. [diaitepa, Ta mayvidio
FPS, éva amd ta xvplapya €idn, cvvdvalovv ypnyopo pvBud Spdong pe TePImAOKO GUGTAUOTO
OKOTEVOT|G, KivNong kot OAANAETIdpaoNC.
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Kepdhiow 30: Ozmpntiko Yrnofabpo

3.1 Ewoayoy

Xe auto 10 KEQAAo B eEETAGOVE TIC TEXVOLOYIES TTOV YPNGLOTOOVVTOL GY|LUEPA Y10l TN ONovpyia
Bwteomayvidudv EEKVOVTOG [LE T TPIGIACTOTA YPOPIKA KOl TH QLGIKH TG® amd aVTH TOL OTOTEAEL
Baon yw kdBe peolioTikn avamapdotocn evog moyvidod. Exel dnAadr o6mov maipvovv mvon Ta
HOVTEAQ, TO YPDUOTA, Ol OKIEG KOl Ol KIVGELS TOV OVTIKEUEVMV. XT1 cLVEXELD B0 avaADGOVE TO TG
1 TELVNTI VONUOGUVY GLVOEETAL e TO gaming €ENYMVTOG TAOG Ol YOPUKTPES TTOL deV EAEYYOVTOL OO
TOV TO{KTN UTOPOUV VO GUUTEPLPEPOVTOL UE GVTOVOUO TPOTO TOL Vo PaiveTal LGIKOS. Akolovbel
TOPOVGIOOT] TOV TO SNUOPIAGV pNYovaV oy vidlwv. Téhog yivetar pio ava@opd oTic OpHAdEG
avamTuéng Prvteomatyvidoldv KodmG Kot GTOVE POAOVE KoL TIG EOIKOTNTEG TTOL GLVEPYALOVTOL Yol TNV
vAomoinon avTov.

3.2 Tegyvoroyies 3D Graphics & Physics

O1 teyvoloyieg TPLOIACTATNG YPOUPIKNG Kol GUGIKNG TPocopoimong dtabéTovv dho khpla Kot Bactkd
YOPOUKTNPIOTIKA TOL TPOGHIooVY pio oicOnoTn TPoyUaTIKOTTAS GTo, GOYYpove TTouyvidla. AvTéC ot
TEYVOLOYIEC AELTOVPYOVV GUVTIOVIGUEVO: TO YPUPIKA Selyvouv TOV KOGUO GTOV TOUKTN, EVM 1 PUGIKNY
TPOCOUOIGCT) S10GPAAILEL OTL TO. OVTIKEIIEVH CUUTEPLPEPOVTAL LE PEOMOTIKO TpoOTO [13-15].

3.2.1 Tpwowaotaty I'paguc) ko Rendering Pipeline

Ta TprodidoTtato Ypapucd onuovpyovvTol LEc® piag dladikaciog mov ovoudletol rendering pipeline.
Me amhd Aoyo, avti 1 Stodikacio Taipvel To TPIGOAGTATH LOVTEAN TOV OMLLOVPYNGAV Ol KOAMTEYVES
KoL TO LETOTPETEL GE O1601406TATEG EIKOVEG TTOVL ep@avifovtal oty 006vn [14]. Ta yeopetpikd ctoryeio
tov 3D poviéhov amotehovvtol omd Kopveég (vertices) mO OmAG, ONUEIL GTOV YMPO Ol OTOleg
ouvdgovtal yo va oynuaticovy tpiyova [14][16]. Kabe kopven| mepiéyel Anpopopies, OT®S 10 YpDLa,
N kavovikr] dievbvveon (n onoio KaBopilel TAOC T0 POG AAANAOETIOPA HE TV EMEAVELR) Kot Tig UV
GUVTETAYUEVEG (TTOV YPNOLUOTOIOVVTAL Yid TV TOToOEMGN VE®OV TV G6To PovTéro) [16].

Ot shaders ivor €1d1kd Tpoypdupota Tov ektelobvTal 6N povado encéepyociog ypapik®mv (Graphics
Processing Unit GPU) xot kaBopilovv tmg Oa paivetor kdbe avtikeipevo [14-15]. EAéyyovv modAég
OTTIKEG OLOTNTES, OTMG TO YPAUO, TNV VOT, TNV AVTAVAKANGCT], T SOQAVELD KOl TOV TPOTO TOL TO
AVTIKEIUEVA AVTIOPOVV GTO GG, YTapyovv dlapopetikoi tomol shaders, o kabBévag yio dropopetikd
oTAd10 NG dradtkaciog: ot vertex shaders yepilovtor ™ yempetpia tov poviédov, evéd ta pixel shaders
vroloyifovv o TeEAIKO Ypdpa kabe pixel [14].

v Ewoéva 3-1 mapovoidlovral evdeiktikd didpopot Tumot shaders kot To onTikd 0mOTEAEGUAT TOVG.
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Ewova -1 Shaders Collection

H dwodwaocia tng verig texturing eivar ovclaotikd 1 epappoyn d160100TATOV EKOVOV TAVED GTO
TPLEOLAGTATO LOVTELD, TPOKEIUEVOL Vo Tpochécovpe Aemtopuépeia. Avti va onpovpyovpe eEapeTikd
TOAOTAOKY YE@UETPiO KATL TOV O YTV VITOAOYIGTIKA aKkPPo Kot Ba emPBapuve TIC KOVOOAES 1| TOVG
VIOAOYIOTEG YWPIG OVCLUCTIKO OPELOG — YPNOLUOTOIOVHE VOES Y1 VO TPOGHEGOLLE AETTOUEPELDL KO
peolopo [14] (PA. Ewova 3-2).

o

Ewova 3-2 Textures

3.2.2 Physics Engines ka1 Collision Detection

H pnqyovil ovouciic physics engine, sivol £vo AoYIGUIKO TTOV TPOGOLOIMVEL T1 PUGIKT] CLUTEPIPOPH
TOV OVTIKEWEVDV, OTOG TIC duvApElg, v Papdnta, Tig cuykpovoelg [13][15]. O unyavég puoikng
givan amapaitnteg ota moyvidld, YTl xapn 6€ AUTEG Ol KIVIOELG KOl Ol OAANAETISPAGELS PAivOVTaL
peoMoTtikég [15].

12
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Q¢ aviyvevon ocvykpovoewv collision detection, opiletanr mn dwdwkacio mov kabopiler mdte 6O
OVTIKEILEVA GTOV EIKOVIKO KOGHO épyovtar o€ eman [13][15]. Avtd yivetar og dVo oTddia, GTO TPMTO
0TAd10 N Pdorn mov amokoAeitor broadphase, n unyovi EULGIKNAG TPOYUATOTOLEL Evav YPIYOPO Kol
VTOAOYIGTIKA «PTNVO» EAEYYO, XPNOUOTOIDVTAG OTAL YEMUETPIKA GYNUOTO TOV TEPPAAAOVY YOVOPIKA
T avtikeipeva. Me avtdv tov tpdmo anokieioviot ypryopa 6ca {evydpio avTiKeEvmVY e otyovpld dev
GUUUETEYOVV GTT GUYKPOLGT), Y®PIG va ypelootel vo eEeTaoTel 1) akpiPng YEOUETPIO TOVG. LT GLVEXELD,
n 0evtepNn @dom, mov ovoudletor narrowphase, exteAel aKPPECTEPOLE KO TIO OTOLTNTIKOVG
VTOAOYIGHOVG LOVO Y1a To, {EVYApLa OV THAVAOG GLYKPOLOVTOL, TPocdlopilovtag pe akpifela To onueio
emaeng [13][15].

H dvvapu dxapmtov odparog rigid body dynamics, tpocopoidvel T GUUTEPIPOPA GKANPOV
AVTIKELUEV@OV TTOV £YOVUE OPIGEL OTL eV UmopoHV va Topapopemdovv [13][15]. Xe avtiyv T dadikocia,
N UNYov QLGIKNG TTapakoAovdel ™ Béom, TV ToyLTNTO Kol TNV TEPIGTPOPT KAOE OVTIKELEVOD,
epapudlovtog Puotkés duvduelg onmg N Paputnta Kot vroroyilovrag mdg Kvovvtan [15]. Yrdapyovv
dwapopetikoi TOTOL cowudtov: ta StaticBody avtikeipeva dev kivovvtal, dnwg ot toiyol, Ta RigidBody
OVTIKEILEVA KIVOUVTOL KO ovTIOpoVV 6Tig duvapel, eved ta KinematicBody avtikeipeva kivobvtot amod
TN AOYIKN TOV Ty vidlov Kot Oyt amd ™ euoikn [13][15]. Otoav cvuPaivel g GOYKpoOLGN, N UNYOVA
Quokng epapudlel wo ®Onomn, 1 impulse, o Eapvikn aAloyn oty ToxdTNTO, YO Vo XOPIcEL TOL
avtikeipeva, Omwg akpPag Ba yvotav Kot 6Tov TpoyUaTikd KOGUO.

3.2.3 3D Animation Systems & Rigging

To tpiodidotaro animation oto Prvreomanyvidio eivar n dadikacio pe tnv omoio TpocHitovpe Kivnon
o€ TpLedldcTtata Lovtéla, divovtog {on 6Toug XopaKkTipeg Kot To meptBaiiov [19].

Rigging & Skeletal Animation: Ilpdkerton yio v teyvikn katd TV omoio dnuovpysiton Evag
£00TEPIKOG okeLeTOG (bones/joints) Kdtw amd To TprodidoTato TAEYHo (mesh) Tov poviélov. Otav ta
00T KIVOOVTAL, TO TAEYUA TPOGAPUOLETAL AVAAOYQ, EMTPETOVTOG PUOIKEG KIVIIGELG GTOVG YOPUKTIPES
[19] (BA. Ewova 3-3).

Ewova 3-3 eomteptkdc oKeAETOG
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Animator State Machines: H owoyeipion tov animations yivetor pécwm UNYoveV KOTOGTAGEWDV
Animation State Machines. To cOotnua mepvaet amd to éva animation clip oto dAlo (w.y. and Idle oe
Run 7 Attack) avdAioyo pe TopapETPOVE TOL TALYVIOIOD, OTIMG 1) TAYXVTNTO 1 KATOoo Yeyovog (trigger)
[19].

Animation Events & Audio Sync: Eivat évog unyoviopoc mov emitpénet v eKTEAECT] KOJIKO 1 TNV
aVOmOPOY®YN MYOV o& ovykekpuéva kopé frames evog animation. o mopddetypo pmopel va
AVOamOPAYEL TOV N0 EVOG PNLOTOG TN OTIYUR OV TO TOOL TOL YopakTipa ayyiletl to édapog [19].

3.3 Teyvnm) vonuoovvny -Al ko frvreomaryviorn

H teyvnt) vonuoovvn (Al) givor évo amd T To GNUAVTIKG GTOEIN TOV GUYYPOVOY PLVTEOTALYVIOIDV,
KkaOdg etvat avt Tov divel aANBoPAV] CLUTEPIPOPH GTOVE YAPUKTHPES TOV OEV EAEYYEL O TOIKTNG OTIMG
Yl TOPASELY UL TOVG £YOPOVG, TOVG GLUUILAYOVG KOl TOVG OLOETEPOVS YOPUKTPES, YVOGTOVG G Non-
Playable Characters (NPC). EEautiag tov Al ot yopaktipes dev eivar amid dtokoounTikd ctotyeia,
OAAG OVTIOPOVY OTIC KIVIOELS TOV TTOUKTN, TOV akoAovBovv, Tov emtifevtal 1| cuvepydlovrol pali tov,
dnuovpymvtag TV yevdaictnon ot givar {owvtavol.

Xe autnv Vv evotnra Ba eetdoovpe 600 Pacikég mruyég e Al kot molog gival o pOAOG TOVG GTaL
ovyypova marviow. H mpmtn eivorl n copmeprpopikn texviti vonpoovvy, | Behavioral AL dniadn
TAG 01 YOPaKTNPES AAUPAVOLY amo@dcelc avTdvope Katd T SidpKeia Tov Ttotyvidtov. H devtepn apopd
™V TAONYNON €VTOG TOL KOGLOL TOV TTayVidlon, dNAad TS Ol YUPUKTHPEG KIVOUVIOL GTOV YDPO,
Bpiokovtog Tov dpOUo TOVG YMPIC VO TPOGKPODOVY GE EUTOOLA.

3.3.1 Xvopmeprpopikn TexvnTh vonuoovv - Behavioral Al

H ovopmeproopuciy tervnty vonuoovvy), 1 Behavioral Al civol éva otoyyeio mov kaBopilel Tig
EVEPYELEG TV YAPOKTHP®V OV gV eAEyyovToL amd Taikteg. Me dAha Adylo, Kabopilel mdg avtidpodv
6€ aUTQ oL GLUPaivovy YVP® Tovg — av dNAadN Ba emiteBovv, Oa TpamovyY 6g PuYY, Oa TEPUEVOLV 1)
0o axorovOncovv kdmola GAAN mopeia dpdong.

O1 pyavég menepaocpévav Kataotdoeov (Finite State Machines — FSM) anotglovv pia amd T1g
10 JLOEOOUEVES Kol OmOTEAESUATIKEG LeBOSOVG Yo TNV vVAomoinon Al og maryvidwa [17]. H Aetrtovpyia
Tovg yiveral pe Pdon éva odvoro wpokabopiopévav Kotaotdoswy (states), onwc Idle, Chase i Attack,
OOV 0 YopAKTNPUG uTopel vo. fpicketal oe pia uovo katdotoor kabs eopd [17]. O petapdoeic petaly
TOV KATOOTACE®Y TPAYLOTOTOOVVIOL OTAV TANPOLVTOL CLYKEKPIUEVES ouvOnKkeg (triggers/events),
OTMG Y10 TOPASELY O 1] OTOCTOCT) TOV TOiKTN 1) 1] pElwon Tng vyeiag Tov yapaktpa [17][19].

Ta dévrpa amo@acemv (decision trees) amotelolv pio epapyikn dour 6oL Kabe ecmTEPIKOC KOUPOC
AVTITPOCMOTELEL Ui S0k 1 cuvOnkn (w.y. «Eivor n vyeia < 20%:;») Kot ke POAAO OVIITPOCHOTEDEL
po evépyeta [17][18]. Ze avtibeon pe TIG TENEPAGUEVEG UNYOVEG KATOGTACEMY, 1| TPOGEYYIOT OVTNH
TPOCPEPEL LEYAADTEPT] EVEMEID GTNV OPYAVMGT GOVOET®V KAVOVIOV GUUTEPLPOPAS, KAOMG EMTPENEL T
dnuovpyio TEPIGGOTEP®V SOKAAODCEMY KOL TLO AETTOUEPOV EAEYY@V [17].

Xy Ewéva 3-4 mapovsidlovior To PaciKG CUGTATIKG LG HUNYOVIG TETEPACUEVOV KOTAGTACE®DY
(FSM) ka1 o1 petapdoeic peta&d ToV KATooTACE®Y.
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Ewova 3-4 Components of FSM

3.3.2 Navigation Al

H wovotn o tov EIKovIK®OV opaKTip®V Vo KIVOOVTOL CUTOVOLLN GTOV YMPO, ATOPEVYOVTIS EUTOOLN KOt
Bpiokovtog ™ PéLtio dwdpoun, eivor kpicwun yo TV TpocHnkn uag pealoTikig aicbnong oto
ALy Viol. AVTO ETITLYYAVETOL XPNOUOTOLDVTOG dV0 Pacikd epyarsio: Tov aiyopiOpo A* (A-Star) Kot
7o Navigation Mesh.

O aryoprBpog A* (A-Star) amoteiel T Paom g mhonynong ota moyvidla, avalntd T cvuvTopdTEPT
Sladpoun avauesa o€ onueia, cLVOVALOVTAG TNV TPAYUNTIKY 0TdGTAGT TOL £XEL 110N dtovdeel To NPC
LE Lo EKTIPMOT Yo TV amOGTOGT oL amopével puéypt tov otdyo [17][19].

To NavMesh eivat o tpiodidotatn yemueTpikn doun mov tonobeteitol Tavm and 1o TePIBAAAOV TOV
T vIolov Kot Kabopilel moleg meployEg ivar TPooPACIIES TOGO Y10 TOVG KUPLOVG OGO Kol Y10l TOVG
SEVTEPEVOVTEG YOPUKTIPES EVTOG TOL TTALYVIOL00. AVTi v vVITOA0YILEL S100POLEG OE PEPOVOUEVE OTUEiaL,
0 aAyopOuoc pathfinding kwveitar wévo otig emipdveieg tov NavMesh, pe amotéleouo ot vTOAOYIGUOL
va yivovtal ypryopo Kot 1 kivnen va givat opoAn kat euotkn [17][19] (BA. Ewdva, 3-5).
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Ewova 3-5 Navigation Mesh onwg paiveron péoa oto Unity

3.4  Mnyoavég onuovpyiog Prvreonaryvior®v — Game Engine

H emhoyn| tng koTdAAnAng pnyoavig dnpovpyiog woyvididv etvor pio and Tig o onpavTikés amopaoslg
OV KOAgTOL VO TAPEL OTO0GONTOTE BELEL VO avamThEEL Eval TToyvidl. Zoyva amorteitol AenTopepng
£€peuva Yo vo SlomioTt@bel ov 1 unyav TPOGEEPEL TIC VIINPEGIEG KOl TOVG TOPOVG OV ol ¥PEGTOVY
KaTé TNV avaTTLEN. ZNUAVTIKG KPLTNPLOL ETAOYNG ATOTEAOVV TO €100¢ TOV ALY VIOOD TOV TPOKELTOL VO,
dnpovpynBei, kabdg Kot o apBpog tov dtuotdoewv (2D 1 3D) mov Ba mepiéyet. ZTig mepmTOGELG OOV
1 onada avantuéng dev dlabétel TponyouevT EUTELPiD, EVOL OTUOVTIKO VO EMAEYEL 0L GYETUKGL OTTAY
unyovn, 1 onoio Oa Tpoceépel TapdAINAo TOIKIAEC YVAOGCELS TAVHD GTO AVTIKEIUEVO. XTI GLuVEXELD Oa
TOPOVGIOCTOVY Ol TIO YVOOTEC UNYOVEC Omuovpyiog Toyvidudv, ovagépovtag Yo kabe upia
TAEOVEKTNUOTA KOl HEOVEKTNHOTO 7OV &ivor ypnoo va yvopilovv ol LIoynEelol YPHOTEG.
Yvuykekpéva, Ba e€etaotodv ot e&ng unyovég: Unreal Engine, Godot ko Unity.

3.4.1 Tieivar Game Engine

Mo pnyovn mayvidiov (Game Engine) eivar éva oloxAnpouévo mAaicio Aoyicpkol (software
framework) oyediacpévo yo tn dnpovpyio kot v avamtuén Prvteomatyvidumv [19]. Agitovpyei og 10
evo1aESO oTpOLa Aoyiopkoy (middleware) Tov yepupdvel 1o VAo (hardware) Tov vtoAoyloT) M TG
KOVGOAOG LLE TO TTEPLEYOLEVO TOV Ty VidoL [19].

AvTi 01 TPOYPOUUOTIOTEG VO OMOVPYOVV OO To UNdEV Pacikég Asrtovpyieg v Kabe véo €pyo, M
UNyovn o violon mopéxel Eva uph GOUVOAO ETAVOYPNCULOTOOVUEVAOV SOUIKAOV CTOEIMV Kot

ovotmudtov [19]. Ta kdpla vrocvoTipaTe Tov GuvBEToVY o cOyypovn Game Engine givot Ta €€1g:

Rendering Engine (Mnyaviy Xyediaong): Yrnevbvvn yioo v mapayoyn 2D 11 3D ypagav,
dwayeipion eoTIoUOY, oKDV, VPOV (textures) kot pE otnv 086vn [19].

Physics Engine (Mnyavi @vowkg): Ymoroyilet Tig Suvapelg, tn fapdtnta, Tig KIVIOELS TOV COUATMV
Kol TV aviyvevon cvuykpovcewv collision detection oto ikovikd mepidiiov [19].
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Audio Engine (Mnyaviy 'Hyov): Awyepiletor v oavomopaymy] HOUGIKNAG MYNTIKOV €QE
TPLGOLAGTATOL YMPLKOL 1xov spatial audio kot povnTK®dv [19].

Animation System (Zvotnpo Animation): EAéyyer mv xivinon tov 3D povtédov, 11 peToPdcelg
peta&h animations Ko 1o rigging TV okeAetav [19].

Scripting / Logic Interface: IIpokettal yio To vTOGHGTNUA TOV EMITPETEL GTOVS TPOYPUUUOTIOTES VL
opifouv N OoLUTEPLPOPA TV OVTIKEWWEVOV, TOVG KOVOVEG TOL maryvidlov game logic, v
OAANAETIOPAGCT) TOL ¥PNGTN KAt TNV TEXVNTH VONUOGUVN. Ot GUYYPOVEG UNYXOVES TAPEXOVY VITOGTHPLEN
HEC® YAOOO®MV TPOYPOUUOTICHOD VYNAOD emmédov omwg C# 1 C++ 1 cLGTNUATOV OTTIKOV
Tpoypoupatiopov visual scripting [19].

Asset Management & Scene Editor: Anotekel to ontio mepifdilov epyasiog g pnyavig, To omoio
EMTPENEL TNV EICAYMYN, TNV OPYAVEOCT KOl TN Oloyelpton Tov yneokov topmv assets, dnwg 3D
HOVTEAQ, VEEG, MYNTIKA apyeio kol animations [19]. [Mopdiinio o Scene Editor mapéyetl epyaieia
YOPIKNG TOTOOETNONG OVTIIKEWWEVOY, Jloudopemong terrain Kabmdg kot pvduiong kdupepoag Kot
TPooyedlaooy eoticpod [19]. Enpoviikd otoyeio amoteAel m YPNON EMOVAYPTCLULOTOUCLUMOV
npotumev aviikewévoy (Prefabs), ta omoia emitpémovv ) Svvapuky avamopoywyn (instantiation)
oTolElmV katd TN didpKeln TG extédeong [19].

3.4.2 Kvopieg Mnyoavéig HHayvidwdv (Game Engines)

2 ovyypovn Prounyavio avamtuéng Prvteomoyvididv kuplapxovv Alyeg eEotpetikd eEelypéveg
UNYOVEG TOVISIDY, KobeUio 0o TIC OTOIEC GTOYEVEL GE SIUPOPETIKES UVAYKEG TOPUYDYNG, KMUOKES
épyov indie éog AAA kot texvikég amontnoec. Ot mo dnpoPiieic Kot evpémg YPNCLOTOIOVUEVES
punyoaveég onpepa ivor ot €€NG.

Unity: Eival pua g€aipetikd Snpo@iing unyovi moryvididv wov avartoydnke amd t Unity Technologies
ka1l vrootnpilel ToAAEGg mAateOpueg cross-platform. Egywpilel yio TNV gukoAia yprioNg ™G, T YAGGGO
C# ko v wovotTd g va dnprovpyel eElcov kadd 2D xon 3D mayvida yio PC 660 kot yio kovooreg
N kwntd axoun vrootnpilet VR/AR. Awabétel éva tepdotio otkoovotnpa epyoreimv pécm tov Unity
Asset Store Kot o LEYAAT KOWVOTNTU TPOYPAUUATIOTOV, YEYOVOC TOV TNV KOOIGTA TNV TPOTN EXIAOYN
v aveEaptnroug dnuiovpyovg indie developers oAhd Kot Yo pecaio otobvtio [21].

Unreal Engine: AvantoyOnke amo tnv Epic Games kot amotelel o fropnyavikd TpoTumo yio LEYOAES
nmapoyoyég AAA [19]. Tlpoopépel eopeTikn ONTIKY TOLOTNTA, TPONYUEVO GUGTHHOTE POTIGUOD GE
apaypatikd ypovo (Lumen, Nanite) xor PBoociletor ot C++ kobdG Kol 6TO GUGTNUO OTTIKOV
apoypoupatiopod Blueprints [19]. Av xot givar Eaipetikd 1oxvpN €YEl MO OmOTOUN KOUTOAN
EKPAONONG KoL amotel TEPIEGOTEPOVE TOPOVG OO TOV VITOAOYIGTY.

Godot Engine: Eivat po ehevfepr), avoikton KdS1Ke, Open-source Unyavi mov EXEl amoKTNOEL LEYAAN
dnuotikotnTa To TEAevtaio ypoévia. Eivar elappid, dwwbéter dikn g YADOOO TPOYPOUUATICUOD
GDScript, mtapopota pe Python kot vrootnpilel kor C#. Eivar 1davikn yio 2D moyvidio ko ehaepid 3D
£pya, Tpoc@EpovTag TANPN elevbepia o indie developers kot pikpég opddeg mov Béhovy ehevbepia
Yopig licensing weproptopovg [22].
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3.5 Opdada Avartoéng Bivreomaryviormv

INa va Bswpeitor emroynuévn pla etapeia avdmrvéng moyviduwv Bo mpémer va dabétel pia
oloKANpoUEV)] Kot éumelpn opddo avamtvéng otnv omoio. KaBe pélog cvvelcpépel Phost g
g€edikevong kot tov de&lotrev tov [12]. To péyebog dev eivar mévto 1o id10 LVEAPYOLY UIKPEG
ave&aptnTeg opadec Aywv atouv £0¢ peydAo oTobVTIO TOV ATOTELODVTOL OO EKATOVTAES E101KOVC
teyxvikovg [11]. AveEdpnta amd 1o péyebog n faoctkn doun ivor mwhvtao 1 id1a kot amoteleitor and Tov:
TAPAY®YH, 6YEOLAGTI] TALYVIOLOV, TOVG TPOYPOULATIOTES, TOVS KAALMTEYVES, TOVG GYEOLAGTEG YOV
K01 TOVG 00KIPAOTES Otoo@diieng morotnTag [10][12]. Olotn opdda epydletol pe oTOYO TO KAADTEPO
dVVaATO OMOTELEG L.

3.5.1 ZXyedwotiic-Game Designer

O oyedl0eTAG T VIOIOV SIAUOPPDVEL T GUVOAIKT dopN Kot To TepleyOuevo g eumepiog. Kabopilet
THG OAANAOETIOPOVV Ol TOIKTEG Le TO oy Vidl, Toleg ival ot GuVONKeS Vikng 1| NTTOG, AAAYL KOl MG
KAMpoKk®vetatl otadtokd 1 duckoiia [10-12]. Znv mpdén, 1 60VAELL TOV £ival VO LETOTPETEL TIG APYLKES
10€€G 0& AEMTOUEPEIG AELTOVPYIKOVG UNYOVIGUOVG, opilovTog Gugeic 6TOY0VG, TPOKANGEL LEGO GTOV
YNoLKoO KOouo kot dtabéciong opovg. TapdAinio, 0€tel Tovg Pacikodc KAVOVEG TOL SETOVV TIG
EVEPYELEG TOV TOUKTN Kot GUVOETEL T QPNYNUATIKG GTOXELD, SNUIOVPYDVTAS TO KOTAAANAO TAOIG1O
(MOTE VO, TPOGPEPEL GTOV YPTOTI 0 OMOKANPOUEVT), TANPNG Kot povadikn eumepia [11].

3.5.2 IMpoypappatioti)-Programmer

Ol TPOYPALLUATIOTES OTOTELOVV TOV PaokO TUAMVA TNG AVATTLENC EVOG AL VIS100, KABADG PeTATPETOLY
TIG 10€€G 6 Agrtovpykég kot mpaypotikég eumelpieg [10][12]. Eivar vrevbuvot yia tnv vAomoinon tov
UNYOVIGU®Y TOV TOLY VIS0, TOV BUCIKOV GUOTNUAT®V, TOL EAEYYOV TV XOPAKTHPOV KOL TOV GTOUYEI®V
aAAnAieniopaong. TapdAinia, €xovv VIOYPEWOT VA GEPOVY TNV LCOPPOTIN OVALESH GTNV TEXVIKN
apTIOTNTA Kot TN BEATIOTOTOINGT] TNG AmOO00N G, S106(PAAILOVTAG ETGL TNV OUOAT POT] TOV TTALYVIOLOV.
INo va emtevybei to emBountd omotédecpa, epydloviol GE GTEV GLUVEPYUGIO UE TOVG GYEOINOTEG,
g€ehMooovtag Kot BeAtidvovtag 660 10 duvatdV TEPLEGOTEPO TV eumelpia tov waikt [11]. TéAog,
a&ilel va onpewwbei 6T1 o1 dHo Mo dnpoPireic YAwooeg dnpiovpyiog maryvidiwy eivar 1 C++ kou n C#.

3.5.3 Koitéyveg -Artist

O koAMTéyvng eivar vebBovog yio v Kdve Kot TNV oTLOcPoLpo Tov mayvidov [10][12]. X
GUYY POV ETOYN, XPNOUOTOLOVVTL TPOYPAUUaTO 0TT™G To Blender kot to Maya. O kaAlttéyvng maipvel
TIG OPYIKEC 10EEC KO TIG LETOUTPETEL GE TPLOOLAOTUTOVS YOPUKTNPES, AVTIKEIUEVA KO TEPPGALOVTO. XT1)
GUVEYELD, TTPOCOETEL GTA LOVTELD DPES KOL XPDOUATO, SIVOVTAC TOVGS AETTOUEPELN KO L1d 710 aANBopavn
aicOnon. Téhog, OAC AVTA EVOMUOTMVOVTOL GTO TOYVidl, UE OTOTELEGUO VO GLUVOETOVV TOV OTTIKO
kOGO OV PAETEL Kot PLdveEL 0 TOiKTNG.

3.5.4 Mnyovikog / Xyeownotng Hyov-Sound Engineer

O oyedootig oL dnpovpyel NNTIKA €€ Ko ynTikd mepiaiiovta [11][12]. EmAéyet otoyyeio and
BiBA0O7KEC Yo N NYOYPAPEL KOl GLVOETEL LOVOG TOL S1KOVE TOV YOV, TPOKEUEVOD VO OLOLOPPDCEL
TIV NYNTIKY OTULOCPULPO LEGO GTOV YNOLOKO KOGUO. ZuVOLALEL NYOVG A0 TO TEPIPAAAOV, SUVOUIKOVG
NYOLS YoPaKTPOV Kot NTIKA @€, To amotéAespa elvar pia o peOAoTIKN Kol aAnBopavig epmelpia,
EVO TAPAANAQ UTOPEL VO TPOGPEPEL GTOV TOIKTN AVATPOPOOOTNOT KOTA TN OEPKELD TOV Ty VIO100.

18



BOewpnTtikd YroPabpo

3.5.5 Awygprotiig Epyov-Project Manager

O pbérog tov mapaymyod 1 vrebBvvov épyov givar va cvvtoviler kot va emPAénet ) Swdikacio
avanTuéEng tov mayvidlov [10-12]. Z1ig appoddméc Tov TEPIAAPAVOVTAL O GYEOIOGUOG, 1 dlorKElplon
TOV XPOVOL, M OUOAN GLVEPYAGIN, KOOMDG Kol O GUVTIOVIGHOG TV OHAd®V. AVTO EMTLYYAVETOL
YPMOILOTOIOVTOG EpYareia dtayeipiong Epymv. [apakorovbel Ty TpO0d0 TV EPYOCIDY, ETADEL TVYOV
mpofAnpata evtodg TV opadmv Kot Stac@aAiilel v mpnon tev mpobecuidv. XTtoyoG Tov gival va
EMTHYEL L0 LGOPPOTIRL OVALESH GTO OPOUA TG OUAG KOl TOVG TPAKTIKOVS TEPLOPIGHOVS, OTMS O
TPOHTOAOYIGUOG KOl TA, XPOVOSIaypappLata Tov £pyov [11].

3.5.6 Aoxwpaotic-Tester

‘Evag axoun e&icov onpoavtikog porog gival Tov dokiuaotr (tester), o omoiog givar vevbuvvog yio )
otabepdtra Kou TNV OpoAn  Aettovpyion Ttov Toyvidwd [10-12]. Méow evdekeydv kot
enOvVOLOUPaVOUEVOV SOKIU®Y, GTOY0G TOL &ivol va eVIOmilel TuyOV GOAALOTA GTO AOYIGUIKO,
dvolettovpyieg 1 AdBn otovg pnyovicpohs kol mpoPAnuata amddoong. TN CUVEXEWN, O E01KOC
KATOYPAQPEL TO. EVPNUOTO QVTE GE GLUGTHLOTO TOPAUKOAOVONONG CPUALAT®OV, MGTE VO UTOPOLY VO
eMALO0HV amd Tovg TPOYPUUOTIOoTEG. 'ETot, dnuiovpyeital pio S1od1kacio avotpoeoddTnong, EXTAEOV
a&loloyel TN GLVOAMKY eumelpio TOL TOUKTN Kol KATd TOGO 0vTh givor e0ypnotn, Kot exainbevet ™
GUUUOPPMOOT] TOL TOLYVIOOV UE TIG TEXVIKESG TPOSLYPAPES oTIS ddpopeg mAatedpues (PC, Kovodiec,
QOPNTEG GUOKEVEG), SLOCPOALOVTAG TNV VYNAT TOLOTNTO KOl TNV GPTLO TEAIKT] LOPPT TOV TPOTOVTOS
TPV OO TNV KLKAOQOPI0 TOL TPOG TOVE YPNOTEC.

Kotorapaivoope Aowtov, 6t 1 exttuyio Tov €pyov e&aptdral amd TV Ayoyn GLUVEPYOGI, LG IOYVPNG
Kol evBouc1dOovg opddag, Kabmg Kot 0md TV OMOTEAEGUATIKY ETKOVAOVIK KOl TOV GOPT) GUVTOVIGUO
HETAED TV HEA®V TNG. ATO TOV GYEOIAGHO KO T UNYOVIKT] X0V £®G TN Sloelpion Tov €PYyov Kot Tov
TOL0TIKO EAEYY0, KAOE pOLoG amoTtelEl (@TIKO GTOLYEID TNE ONMOVPYIKNG dadtkaciog. AV kaln cbvleon
ka1 o péyehog tng ouddag mwokilAovy avdAioya pe Tig 01KEG amaltnoelg kae Tayvidlov, n dwadtkocio,
avantuéng omortel €va evpd @Acpo de&l0TTOV, TPOKEEVOL Vo Tpoopepbel otov ypnotn éva
0AOKANPOUEVO, TPOCEYUEVO KOt APTLOL SOUNIEVO TEAIKO OMOTEAEGLO.

3.6 Emiloyog

270 KEQPAANIO OVTO TOPOVCLAGTNIKAY Ol PACIKES TEYVOAOYIEC TTOL YPNOLUOTOLOVVIOL GTNY OVATTLEN
GUYYPOVOV BIVTEOTALYVIOIDV. EEKIVAOVTOS A0 TO TPIOSIACTOTO YPUPIKA KL TI QLGIKT] TPOGOUOImGT,
eketdotnie o tpomog pe tov omoio to rendering pipeline, ot shaders, 1o texturing kot 0 POTIGUOG
GLVOETOVY TOV OTTIKO KOGUO EVOG TOLXVIOOD, EVM 1| UNYOVI] QUGIKNG KAl 1] GVIXVELGT] GLYKPOVCEMV
So@oAMlovV TN PEOMOTIKY CAANAETIOPOOT) TV OVTIKEIWLEV®V. XTI GUVEXELN, OVOAVONKE 0 PpOAOG TNG
TEYVNTNG VOMLOGUVNG, LUE EULPACT] OTIS TETEPOUCUEVEC UNYOVES KATOGTACEMY Kol TO OEVTPA OATOPAGEWDY
v ™ cvumepreopikn Al, kabmbg kot otov adyopifuo A* kor to NavMesh yuo v mAionynon tov
YOPOKTNPOV EVTOG EVOG ALY VIO0V. AKOAOVOMG, TAPOVGIAGTNKOY T0 GUGTHLOTA animation, Tovi{ovTtag
N onpocio Tov rigging, Tov state machines Kot Twv animation events yio TV Kivnon TV LOVTEAMV.

AxoloVBmc, T0 KEQPAANIO EGTIOCE OTIC UNYOVES TALYVIOIDVY, TEPLYPAPOVTOS T BAGIKA VTOGLGTILLATA
TOVG KOl GUYKPIVOVTOG TIG TPELS EMKPATESTEPEG TAUTEOPEG — Unity, Unreal Engine ko Godot — pe
Béon ta xopaKITNPIoTIKA, TO TAEOVEKTLATO, KO TOVG TEPLOPIOUOVG TOVG. TEAOG, TOPOLGLAGTNKE 1 GOUN
oG opddag ovamtuéng Prvteomaryvidldv, OavOOEIKVOOVTOG TOVG POAOVG TOV GYEOINOTI, TOL
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TPOYPOUUUATIOTT], TOV KAAALTEYVT, TOV GYEOLOGTI YOV, TOV TAPAYDYOV KOl TOV SOKLULAGTY], KABDS Kot
N oNUAcia TNG GLVEPYAGING TOVG Y10 TNV EMTEVLEN EVOG EMTVYNUEVOV ATTOTEAEGLOTOC.

To Bewpnrikd kot teyvikd vrdPabdpo mov téBnke oto KePAAao avtd amoterel To amapaitnto onpeio
AVOQOPAG Y10 TNV KOTOVOTON TOV GXESNCTIKOV OTOPACEDV TOV EAEONGAV KATH TNV VAOTOINGT TOL
mayvidlon. Ot teyvoAoyieg mov avaAdOnkay, amd To Ypapikd kol T Quolkn €o¢ v Al ko to
cuoTtipata animation, Bpickovv AUEST EPAPLOYN GTNV TPALY], GLVOETOVTOG T EMUEPOVS KOUUATLO TOV
amoptiCouv pio oAokAnpouévn epmelpio matyvidiov. H yvdon mov amoktifnke edd kabiotd dvvati tnv
TANPN KATOVONGT TOV TPOTOV AEITOLPYING TOV EMUEPOVS GCUOTNUATOV, TNG CAANAETIOPAGTC TOVE KOt
NG GLUUPOANG TOVG GTN GUVOAIKT EUTELPT, TOV TOTKTY).
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Unity Engine — Kopla mapdBupa kot epyaieio

Kepdiorwo 40: Unity Engine — Kvpwo mapdOvpa ko gepyoireio

4.1 Ewoayoym

IIpwv Eekwvnoovpe v avdmrTvén Tov ToyVdd eivar onpavtikd va yvopicovpe ta Bacikd epyoleio
tov Unity Engine givol to mepidAiov omov ytilovue, pubuilovpe kot dokipdalovpe 1o mayvidl. H
e€owkelmon pe avtd ival amopaitnTn Yoo Vo UTOPEGOVUE VO KOTOVOTGOVE TNV LAOTOINGT TOL
[21][22].

4.2 Hierarchy Window

To Hierarchy Window (BA. Ewéva 4-1) gpoaviler 6do o avtikeipevo Tov vrdpyovy otny Tpéyouca
oknvn, o popen Alotag [21][22]. Kabe avtikeipevo pmopei vo €xel «modid» (child objects) mov
e€aptovral omd avto [23]. Ta mapdderypo, Evag yopakTnpog UTopel va Exel ®g mandl Eva emg N pa
Kdipepa mov Tov akodlovdel. Avti 1 tepapykn dour Bondd oty opydvmon TG GKNVIG Kot eivat yproiun
YLOL TNV ETAOYT OVTIKEWWEVOV, TNV TOPATHPTOT| TNG GUVOAKNG SOUNG Kot T OMpovpyia oyécemv Hetaly
TOLC.

= Hierarchy
4+ a
R MainScene
(D Directional Light
& Terrain

T
T
T
W
T
74

Ewoéva 4-1 TTapdBvpo Hierarchy

4.3 Scene View

To Scene View (BA. Ewova 4-2) givon o Pacikog ydpoc epyociog pag péso oto Unity. Eivor 1o
TapdBupo 6mov PAETOVLE Kol SLUHOPPAOVOVLE TOV KOGLO TOV TOLYVId00, TOTOHETOVIUG OVTIKEILEVA
(GameObjects), OTmMG YOPOKTNPES, KTipla, eodTa Ko kapepeg. To mapdbvpo avtd amoterel iowg To
ONUOVTIKOTEPO EPYAAEID LOG, KAODE UTOPOVLE VO OOV PYOVLE VEQ OVTIKEILEVO, VO TO LETAKIVOVLLE,
Vo T0 TEPLOTPEPOVLE Kol Vo aAAGLovpe To péyeBdc Tovg. Mmopovpe eriong, vo mepuynbodue otov
YDPO UE TO TOVTIKL, PAETOVTOG TO TEPIPAAAOV amd kabe yovia. Avtd pog divel amdAvto Eleyyo ot
Stopdopemon tov koéspov pog [21][23].
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Ewova 4-2 TTapabvpo Scene

4.4 Game View

To Game View (BA. Ewcova 4-3) deiyvet to moyvidl axpifog 6mwe Oa to det o maiktne. Evd to Scene
View eivar 10 mepidrdov avantuéng, to Game View givol 1 gumeipio Tov ypriot. Otov motdpe to
kovurni Play, to motyviol tpéyel o€ mpayuotikd xpovo kot PAémovue axpipog Tt 0o, fAETEL 0 TaikNg TNV
006vn tov. Ed®, ovotlaotikd, dokydlovpe to gameplay, Tovg €AEYXOVG KOl TN GUUTEPIPOPO TOV
T ViS00, Mmopolpe va Taiovpe ooy vo MUASTAY 0 TEMKOS ¥pNoTNG, VO EVIOTIGOVUE TPOPANLOT
Kol va do0pe av OAha Asttovpyovv cmotd [21][23].

Ewéva 4-3 TlapdBopo Game

4.5 Inspector Window

210 mapdabvpo tov Inspector (PA. Ewkéva 4-4) PAémovpe Olec Tig 1010TNTEC KAl TO. components £vOg
AVTIKEPEVOD OV Exovpe emééel. Otav emhéyovpe éva avTikeipevo, fAémovpe €dm ) B€on Tov, TNV
TEPIOTPOPT, TOV, TOo UEYENOG TOV, AAAG KOl OAo Ta components mov £xel (m.y. Rigidbody, Collider,
Scripts) pe T1g pubuicelg tovg. Xe avtd T0 TaPABVPO UTOPOVLE VO PLOLICOVLLE TAPAUETPOVS Y®PIC VO
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ypdopovue kddKa. Edd adidlovpe TaydTnTES, SUVAUELS, YPOUATO KOl GUVOEOVLLE SCTipts e avTikeipeva
[21][22].

O Inspector =

5]

- Static w
. H" v Fence01 (2) Static

Tag Untagged > Layer Default »

fab @Fence01 ©
Overrides v Select Open

U Transform

Position X 49.52 Y 072 Z 44.19
Rotation X 0 Y 64.40¢ Z O
Scale®® X 1.5515 Y 1.5515 Z 1.5515

Bl  Fence 01 (Mesh Filter)
HY v Mesh Renderer

W% v Box Collider

Standarv  Edit...

Add Component

Ewova 4-4 TTopabopo Inspector

4.6 Console Window

To Console Window (BA. Eucova 4-5) givan 10 epyaieio amoocparipdrmong (debugging) e Unity. Edd
eppavifovtol unvopaTo, TPoEWOTOMCES Kol GOIALATE ord TO mayvidt pag. Otav ypdeovpe KOIKO,
umopove vo. ypnoomroticovpe v evtod] Debug.Log() ywo vo ektumdoovue unvouate Kot vo
napokolovdnicovpe TL ovuPaivel oto moryvidt. H koveoro Oeiyvel Tpelc TOMOVG UNVOUATOV:
mAnpoeopiec (dompa), mpogwbonomoels (kitpva) kol opdipota (Kokkwva). Kdavovtag kiik og éva
oOAAU, Lag Tnyaivel amevbeing oto onueio Tov KmdKe oL To Tpokdiece [21][22].

m o

A Warning with code 1

o Executing command: help

Available commands
- help: Prints all commands -> IngameDebugConsole.DebuglLogConsole.LogAllCommands()

Error at time: 11.83957
Waming with code 1

Warning at time: 15.20779

Warning with code 1

Ewova 4-5 TTapdBvpo Console

4.7 Lighting

To Lighting Settings Window (BA. Ewova 4-6) givot to mapdbupo émov pvBuilovie tov oTiord OAng
g oknvne. Edm opilovpue to yevikd pmg (Ambient Light) mov ewtilel T1¢ okiepéc meproyéc, pvbuilovpe
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TIG ovTovoKAdoel kot kévovpe mpo-vmoloyiopd (baking) tov @oTIGHOD Yo KOAVTEPN AmOS0GN
[24][25].

Scene Environment Realtime Lightmaps Baked Lightmaps

New Clone

Lighting

lumination

ed Lighting

Progressive CPU

o

rate Lighting =

Ewova 4-6 TTopaBvpo Lighting

4.8 Animator

To Animator Window (BA. Eucova 4-7) avarapfaverl va {@VTovEYEL TI KIVIIGELS TOV YOPOKTI POV KoL
TOV avtikelévov. Asttovpyel péow tov Animator Controller, 10 00i0 0VGLAGTIKG EIVOL L0l UNYOV
KOTOOTACE®Y Ylo. animations. Ed® pmopovue vo, opicovpe S10popeTikéc KIVIGELS, VO OPICOVUE TIG
petalhd tovg oyéoels, ahAd Ko Tig ocuvlnkeg petaPdoeic mov kabopilovv mote aAldler M kivnon
[26][27].

Ewdva 4-7 TTapdBopo Animator
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4.9 Animation

To Animation Window (BA. Ewéva 4-8) givar vrehBouvo yio v avomapoyoyn TovV KIVHCEDY TV
yopoktipov N tov avtikeévoyv. To animation omoteleiton omd o oepd Kopé (frames) mov
dnuovpyodv opan kivnon. Avti va oyedidlovpe 6Aa ta frames povol pag, yPTCILOTOIOVUE ETOLU
animation clips. Ta animation clips gilodyovton oto Unity kot to Animator gléyyet moio clip maileton
kéBe @opd. Kdbe clip €xer yapokmpiotikd, omwg owdpkela (duration), emavédAnyn (looping) xoi
TayOTNTOL.

Ewova 4-8 TTapdbvpo Animation

4.10 Emiloyog

H yvopwio pe tov Unity Editor kot to Bacikd tov epyalieio amoterel to Ogpélio yuo kKabe Tpoomaeia
avamtuéne. H katavonen tov tpdémov Asttovpyiag tov mepidriiovtog givar amapaitnn. Ta epyaieia
OV TOPOVCIACTNKOY OO To TAPABUPO SLoYEIPIONG OVTIKEIUEVOV KAl CKNVOV, HEXPL TOL CLGTNHOTO
OOTIGUOV KOl KIVIONG OTOTEAOVV TNV «EPYAAEOONKN» Thve oty omoia ytileTon Kabe Taryviot.
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Avdivon kal 6yediocn GLOTHUOTOG

Ke@pdiorwo S0:  Avaivon Kot 6y£dioon GVGTHHATOS

5.1 Ewoayoym

Xe outd 10 KePGAoo Tapovotdletal o oyedaouds kot N apyltektoviky] Tov Dead Horizon, evog 3D
FPS mayvidiov emPioong pe (oumt. Baocilopevor ota Bempntikd epyoieio mov avaidbnkov oto
TPOTYOVLEVO KEPAAOLO OTIMG 1] TPLGOLAGTOTY] YPOPIKT, | PLGIKT, 1 TEYVITH VOTLLOGUVT] KOl Ol UNYOVES
oL VIOIDV Ba eEETACOVIE TG AVTES OL EVVOLEG LETOPEPOVTOL GTNVY TPAEN.

210%0¢ TOv KEPOANIOL €lval VO TOPOVGCLAGEL TIG OPYLTEKTOVIKES EMAOYEC, TIG AEITOLPYIKEG KOl N
AELTOVPYIKES amaLTNOELS, KAODG Kol TG TEXVIKEG TPodLaypapég mov kabodynoay v avantuérn tov
mayvidlon. Kabe oyediaotikn omdeacn cuvoietal e to Bempntikd epyaieio o gidape vopitepa Tig
TEMEPOUCUEVEC UNYOVEG KoTooTaoewv Yo TV Al, to NavMesh ywo tnv mlofynon kot to rendering
pipeline yio T ypopikd.

5.2 ’Eyypogo Xyeoroopov [Hayviorwov (Game Design Document - GDD)

To Game Design Document (GDD) &ivor to éyypago mov meptypdopel g Bo givar éva moryviot.
Agrtovpyet oav o oyédia evog omttion — Kabopilel kabe AemTOUEPELD, ATTO TOVG UNYOVIGIOVG KOl TOVG
YOPOKTNPES HEXPL TO TEPPAALOV Kot TV 1oTopic. TNy avimtuén motyvididv to GDD Bonbdel 6An v
opado (oYESOOTES, TPOYPUUUOTIOTEG, KUAALTEXVEG) VO SOVAELOVY TTPOG TOV 1010 GTOYO.

5.2.1 Ileprypan maryvidrov

To Dead Horizon gtvon éva FPS motyvidt omov o maiktng Ppioketon avipéronog pe cuveyn kopata
opm og évo avoytd mepiPaiiov (open world). Xt6x0g tov eivan va emiPudoet v 660 10 dvvatdv
TEPIOCOTEPO YIVETOL EVD TAPAAANAO TPETEL VO, GKOTMVEL OGO TO duvaTtdv TePiocdtepovg x0povc. To
mayviot dev drobétel Eekabopo TéAog Kat 1 por Tov cuveyileTor £mg 6Tov M VYEio TOV TTaUKTN UNdEVIOTEL
KOl 0 YOPAKTPOG TOV TEDAVEL.

5.2.2 X166 mayviorov-Gameplay Loop

O Paoikdg KOKAOG TOV ALY VIOIOD TEPTYPAPEL TOV TPOTO HE TOV ONOI0 O TOUKTNG CAANAETIOPA LE TO
ovotnpa Kot yopiletor og &1 facikd otddia (PA. Ewova 5-1).

e Exkxivnon: O naiktng Eexva pe 100 movrovg Lomng, 25 opaipeg otov yepuotpa kot S0 ocpaipeg
oTNV EPESPEiaL.

o E&gpevvnon: O maixtmg pmopei va kwveiton ehevbepa 610 mePPAALlov YpNGYLOTOIOVTOS TO
mnktpa WASD yio petaxivion Kot To movtikt yio vo kKottd el Tptyhpm Kot EAeYY0 TG KAUEPOS.
Av16 T0V eMTpémEL va, EEEPEVLVIGEL TOV YAPTN VO WAEEL Vi ¥P1|CILLOL AVTIKEILEVO KO Vo SLoAEEEL
g O TomobeOel amévavtt otovg exfpovc.

e  Yvykpovon: Kaboc o maiktng mepimhaviéton pésa oto terrain (opmt gppavifoviot Tuyaio og
d1apopeg amootdoelg Yop® tov. H epugpdvion toug eivat Eapvikn kot 0Ehet ypiyopn avtidpoon,
OMoLPY®VTOG £TG1 Lo cuveyn aicnon évtaonc.
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e  Mayn: Otav o maiktng Béhel va emtebel, mupoPolel ypnoponoudvrag axtiveg (raycast). Kade
PBoAn extelel évav €leyyo mov kabopilel av M axtiva ¥tV KATOowoV €X0po, oE TMEpinTmON
EMLTUYOVC YTV UATOG TO LOumL d€xeTan {nud, mebaivel kot TpooTiBeTan Evog aKoun TOVIOg GTO
okop Tov. H dtadwcacio avt arattel akpifela kot ypriyopa avtavokAao Tk 101K OToV TOAAOT
gxfpol emtiBevTon TovTOYPOVOL.

o  YvAAoYN OVTIKEPEVOV: X GUYKEKPLUEVO ONUEiR TOV XApTn gpeaviloviol Katd SloeThioTa
KT vyelog kol mopopoytk®dv. O moiktng ta "onk®vel ~ TEPVAOVTING OO TAVEO TOVS Kot £Tol

avaminpovel ™ (o Tov 1 To TUpopoykd Tov. H cwoty dayeipion avtikelpévov eivat
oNUOVTIKN Yo TV EMPion 101K EVTOG TOL ToLYVISLOV.

e Odvatog: Otav n vyela Tov TaiKT ETACEL 6TO UNOEV TO TTOYVIOL TEAEIDOVEL OTNV GLVEELD
gupaviCetor n 006vn Game Over, 1 omoia delyvel Tov GLVOAIKO aplBUd (OUTL TOV GKOTMOOE O
maikTnG. Avtog o aplBuds givar To Pacikd HETPO EMOOONG, POV TO TALYVIOL OV EXEL TELOG KOl
oKomdg gival vo TAcEL Kovelg 060 TTo YnAd yivetat.

;/ \a
\START/
AN L S

Initialize Player
Health=100, Ammo=50

Spawn Zombies
Up to 30 alive

Game Loop
Update Player & Enemies

e Clom s
\ - ~

Every Frame .
Move Player Player Action? Raycast Hit
\ Update Position L Check Zombie Hit
No Yes /
i Take Damage
Zombie Hit? o ‘

Health -= 10
= «‘(es

\END/ Health < 07

No - Continue

Eucova 5-1 dudypappa pofg oAAnAenidpacng
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5.2.3 Mnyoviopoi Iaiktn -Player Mechanics

Movement: O maiktng Kwveiton pe to mAnktpa WASD kot mddet pe to SPACE ko mepiotpépet v
Képepa pe 1o movtikt. To maryviol ypnoiponotel To cvomua euoikng ¢ Unity, €16t o maiktng dev
umopel va mepdoel pésa amd Toiyovg 1§ dALo avtikeipeva.

Shooting: Me apiotepd KAk 0 maiktng TopoPoiel. Kabe Poin eréyyel av ¥Tomnoe o1oX0 PECH HIOG
axtivag (raycast). Yaapyet pio pikpn kafvotépnon 200ms petald tov foAdv, dote vo toptalet pe
v kivnon tov Tvpofoico?.

Ammo: O maiktng éxel 25 cpaipeg otov yepuotpa kot 50 og epedpeia. Kabe foin adeidlet pio coaipa.
Orov adeldoel 0 yepuompag, o moiktng matdel R yio emavoaeoptwon. H erovapoptmon dapkel 660 to
animation Tng Kot Katd Tn S1apKELR TG 0 TaUKTNG dEV Umopel vo. Tupofornoet.

Health: O naiktng Eexwva pe 100 movToug vyeiag, kdbe ytomnua and (oumt pewmvel v vyeio Katd 10
N 20 mwoévtoug avdroya tov TOmO TOov. Mmopel va v avaktioet poalevoviag kit vyelag. Otav
tpovpatiferor eupoavifetor por kOkKvn knAide oty 0B06vn mov Aeitovpysl ®G UNYXOVIGHOG
AVaTPOPOSOTNONG.

5.2.4 Mnyoviopoi gx0p®v — Enemy mechanics

Soumepipopd Zoumt: Kabe (oum Aertovpyel pe o punyovr kotaotdoewv (FSM) mov €yel mévte
dropopeTikég kotaotaoels (BA. Ewova 5-2):

IDLE (Adpavewa): To (oumt 6TEKETOL OKIVITO KO TEPLUEVEL.

WANDER (ITgputhavnon): To {opm mepratder Toyaio pé€ca oTov Yaptn votépa dtaréyet Eva onueio
KOVTd Tov péypt 5 pétpa Ko mnyoiverl ekel. Otov @tdoet avty 1 dwdikacio emavariapfavetor Kot
SloAéyet éva véo onueio.

CHASE (Katadinén): Otav to {opmt det Tov maikt amd pokpld Ayotepo and 60 pétpa, oTouatd Ty
nepmAdvnon kot apyilel va tov kvvnydel. Bpiokel tov dpopo tov aélomoidvag To NavMesh kot tov
axoAovBel 6mov K1 av wdel 0 TAUKTNG.

ATTACK (Eraifgon): Otav to {oumt mAncldcel oA Tov mtoiktn dnAadr| o€ andotacn Aryotepo omd 3
pétpa otapatd kot apyilel va tov yromdel. Oco 1 amdotaon petald Tov maiytn Kot 1o zombie dev
av&dvetal 1 Stadtkacio avTh exavariaupdverat.

DEAD (®dvatog): Otav 1o {oumt ytomnbei amd (o opaipo dnAadn to raycast tebaivel otnv cuvéysio

oTOpOTA Vo Kiveital, To NavMeshAgent anevepyomnoteiton kot o {opmt apyilet va Pubiletal oto £da.pog.
Metd amod Alya devtepdrenta e&opaviletat.
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e B
IDLE
Always
( Player in Sight 4 B
< 60 units
WANDER L CHASE
N J
Player Lost
Player Range
< 3 units
Player Range ( 0
> 3 units
ATTACK
L J
Health <0
( DEAD

Solid arrows = forward transitions | Dashed arrows = return transitions

Click any state to learn more about the zombie behavior

Ewova 5-2 Zombie FSM Sudrypappd

5.2.5 ZXvomnpa Epeavieng (Spawning)

Ta {opm epgaviCovtor otadiakd 6to moryviot mepimov €va, véo {oumt kabe 5 devtepolenta uéypt va
@téoovv tov péytoto apliud Lovtavav Coumt mov £xel opiotei. Kabe {oum tomobeteital og tuyoaio
onueio Tov yaptn, pe v mpovmodeon OTL améyel TovAdyotov 15 pétpa and tov maiktn. [a va
Slo@oMotel OTL TO onueio elval TPOoPAGIHO, TO GUGTNHO EAEYYEL OV TO oNueio givarl €vidg Tov
NavMesh.

5.2.6 Avtikeipevo ko Xviroyn (Pickups)

Health Kits: Eueoviovio o€ téooepa cuykekpiuéva onueio tov yaptn kébe 120 devtepdrenta. Kdabe
Kit divel 25 movroug vyeiag. Mol o maiktng to paléyel e€apaviletor kot 10 ¥povOoueTpo EEKva amd
™V apyn Yo TNV EMOUEVN ELPAVION.

Ammo Pickups: Agitovpyovv pe tov id10 Tpdmo gppavifovion otig idieg Béoeig kabe 120 devuteporenta.
Ka0e ouiroyn tpocbitel 20 cpaipec 610 £QedPIKO amdBe0 TOL TATKTT.
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5.27 Minimap & Radar System

Minimap & Radar: Xmv xdto de€id yovia g 006vng eupaviletonr éva pkpd mapdbopo
(minimap/pavtdp) mov deiyvel o dvawbev dmoyr tov teptfdriovoc. To pavtdp avtd fondd tov maiktn
va éyel KaADTEPT YOPIKN eniyvoon kabhg PAémer T 0éom tov, T OBéom tv (Oum Kol TV KIT
vyelag/mupopaykdv yopw tov. O TaikTng avTimpocs®redeTol omd va fELOG 6TO KEVTPO TOV mini map
EVAD TO GUGTNUO EVIUEPDVETOL GE TPAYLOTIKO XPOVO Kol TOPEYEL CLVEXELS TANPOPOPiES Yio OA TaL
ototyela Tov KOGLOoV.

5.3 Aopn Xknvav-Scene Structure
To Dead Horizon ypnoytomotei 600 kOpleg GKNvES, mov Eexmpilovy TIC SUPOPETIKES KUTUGTAGELS TOV
ALY VIO100.
5.3.1 Main menu scene
MainMenu Scene &ivol 10 TpdTO oMueio EXAPNG TOV TAIKTN e TO oy VidL TEPIEYEL TPELS EMAOYEG:
e Play yw évap&n tov moryvidod odnyel Tov maiktn 610 main scene.

e Controls mepiéyet 116 00N yieg TV TANKTPOV EVTOG TOLYVIOLOV.
e Exit 10 xovuni avtd teppatilel To moyvidl kon kKAglvel TNV epappoyn.

H oxmvy givarl amdn kot eotialet o€ po kobopr| Stemopn ¥pnom.

5.3.2 MainScene

MainScene &ivail 1 Kopdld Tov woyvidlov, 6mov cuuPaivel OAN 1 dpact. Amoteleitol amd T e&NG
Baowd otoryeio:

e Terrain: O avoyytdg KOGHOG e d1APOopa eSUPIKA GTPMOUOTO, OV dtvel v aicOnon evoc
Covtavoy mepdiiovtog.

e Player GameObject: O yapoxtipog Tov mTaikTn, 7oL €AEyyeTol amd TO  Script
MainCharacterController.

e Zombie Prefabs: To avtikeipeva tov ex0pmv Tov dnpovpyodvTol Suva K
Katd tn Sidprela Tov wayvidlov. Kabe zombie eléyyetan omd to script

zombieController wov vAomotel v cupmeprpopd FSM.

e Spawn Points: [IpokaOopicuéveg Béceic 6mov eppaviCovrarn ta health kits
kot T ammo pickups, e€acparilovtag 6Tt 01 TOPOL KATUVELOVTOL OLOAG.

e UI Canvas: O\a ta otoyyeia g 006vng 1o HUD vyeia, mopopayikd, ckop, To minimap wov
deiyvel 1 B€om TV (OUTL KOl TOV AVTIKEIEVOV YOP® 0mtd TOV TOIKTN, TO LEVOL TOVGTG KOl 1|
006vn Game Over.
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Directional Light: O f\og mov potilel 10 mepPdriov Ko dnpovpyel oKiég, TPocHETOVTOG
ATLOCPALPOL.

5.4 Asgwrovpykéc & Mn Agrtovpyikéc ATOLTIGELS

54.1

Agrrovpykéc Anartiogic-Functional Requirements

Player Movement: O naiktng pnopei va Kwveitat ypnotiponowdvrag to minkpa WASD kot va
mmodel pe to SPACE.

Camera Control: To movtiki gAéyyel TV TEPIGTPOPY| TNG KAUEPAS, TPOCOEPOVING OTTIKN
glevbepia.

Shooting: To apiotepd wKhik evepyomolel Tov mupoPoAlcpd pe ypnomn raycast. Ymapyet
kaBvotépnon 200ms peta&h Tmv PoAdV Yo cuyypovioud Le To animation.

Reload: [Totovtog to mAnktpo R, o maiktng yepilel opaipeg amd v epedpeia GTOV YELGTAPO.

Ammo Management: To cOotnua Swyepiletar Eexmpiotd T1g opaipeg Tov yepiotipa (clip)
Kol TG epedpelag (reserve).

Health System: O naiktng 60béter oo VYElNG, TO 0molo peldvETOL OTOV SEYETAL YTOTNLLOL
amo Copmt.

Zombie Spawning: To (oum eppavilovtal TEPLOdIKA 6 TVYiEC BEGELC TOV XAPTN, UE EAEYYO
EAAY1OTNG TOGTOOTG OO TOV TOIKTT).

Zombie Al: To (oum Aettovpyobv e memepacuévn pnyavh kotaotdoemv (FSM) mov
nepthappaver tic kataotdosg IDLE, WANDER, CHASE, ATTACK «ot DEAD.

Pathfinding: To {oumt ypnoyomoiovv NavMesh kat tov alyoplOpo A* yio va vTomicouy Kot
va 0KoAovONGoLvY ToV TaliKTY.

Item Pickups: Kit vysiog kot mopopoyikedv epeoviovior meplodikd oe otabepéc 0celg Kot
pUropovv vo, GuAeyBohv amd Tov TaikT.

Game Over: Otav 1 vyeia Tov Taiktn undeviotel, epeavietar n 006vn Game Over.

Kill Counter: O apiBudc tov vekpov (OUmL Katoypapetol Kot epeaviletar oty 086vn og
TPAYLOTIKS ¥pdVO.

Pause Menu: ITatovtog 1o mAnktpo ESC, avoiyetl 1o pevod tavong kot 0 ypévoc Tov Toyvidlon
OTApOTA.
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5.5

5.5.1

Avdivon kol 6YEdINoN GLOTHUATOG

Audio Feedback: To moyvidt mopéyel MynTikn ovoTpo@oddTNOT Yo EVEPYEEG OmMMG
mopoPoiiopdc, reload, yromnpua {opmt ko Odvatog.

Mn Agrrovpyikég Arartioeig (Non-Functional Requirements)

Frame Rate: To moyvid mpémel va tpéxet otabepd ota 60 FPS e Windows kot Linux.

Max Zombies: To cootnpa vrootnpilet éog évav 30 Lovtavd (oumt tavtdypova.

Intuitive Controls: Ot éAeyyotl mpénetl va givar dtansOntikoi WASD yuo kivnon, movrikt yia
Kpepa, aptotepd KAIK Yo foAn, ESC yio modon KA.

Stability: To moyvidt dev mpénet va katappéet crash vd Kavovikég cuvOTkeg Aettovpyiog.

Graphics Fidelity: To moyvidl ypnoyomotei 3D rendering pe poOTIGHO, GKIEG Kt VQEG.

Sound Design: To mayvidt S00étel dStapopeTikd NynTika £pE yio Kabe evépyeta, (Boin, reload,
yromnua, 0dvartog).

Visual Feedback: To mouyvidlr mapéyel ontikn oavatpopodotnon péom blood splatter, kill
notifications kot adAaydv oto HUD.

Teyvikég Mpodwaypagéc

Development Environment
Unity 2022.3.62f1 LTS: Mnyovn mayvidiov n kopo mhateoppo avartuéne. H ékdoon LTS

(Long Term Support) e&acpolrilel otabepdtnrTa Kot pokpoypovia vTosTiPLEn.

C#: '\dooa TpoYPAUUOTIGHOD XPNOLULOTOONKE Y10 TN cLYYpoEN OA®V T®V scripts (kivnon,
Al UL «An.).

Windows / Linux: To motyviot avoamtdydnke yio va tpéyet kal 6Ta 600 AELTOVPYIKO GUGTHUATA.

Visual Studio: OloxAnpopévo mepipdirov avantuéng (IDE) ypnowomombnke ywo tnv
ene&epyacio TOL KOOKA.

Git Zootnpa eréyyov ékdoong: XpnoomoOnke yuo Ty TopakoAovdnoTn Tov aALoydV 6ToV
KOOKA Kol T Ol0yEIPIoT TV EKOOCEMV.
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5.5.2 EAayoteg AerToUpYIKES ATOLTI|GELS

o Azartovpyké Xvotnpa: Windows 10/ Linux (Ubuntu 18.04+).

o Enetepyaotig: Intel Core i5-6600 / AMD Ryzen 5 1600 1} i1cod0vapoc.

e  Mvnun (RAM): 8 GB.

o Kapta I'pagwdv: NVIDIA GeForce GTX 960 / AMD Radeon RX 470 pue 2 GB VRAM.

o AmoOnkevTikdg Xapoc: 1.5 GB ghedBepog xdpog oTov okAnpd dicko.

e Avdivon 006vng: 1280x720 (720p).

e Xt6y0g Anédoonc: 30 FPS (ctabepo).

5.6 Enmiloyog

270 KEQPAAOLO OLTO TAPOVGIACTNKE 0 GYEOAGLOG Kot 1) apyltektovik Tov Dead Horizon, uetagépovrag
TIG OempNTIKEG €VVOLEC TV TPONYOVUEVOV KEQUANI®V e mpakTikég Avoelc. To Game Design
Document ka86pice Tov facikd 6TdY0 TOL TOYVISIOV, OOV 0 TAIKTNG OVTIUETOTILEL CLVEYT KOLOTO
Copm ko mpoonabel va emPirdoel 060 mePLocOTEPO YiveTanl. Méoa and v meptypoen Tov gameplay
loop, TV UNYOVICUOV TOL TOAKTN KOl TNG CLUTEPLPOPAS Tov €xOpmv, tédnkav ot Pacelg yo v
vAomoinon.

H apyitektovikn tov cuotiuotog €0e1ée mdg T eMUEPOVS VTOGVOTHOTE — TaikTng, Al exbpdv,
ovoTnua epeavions, euoikr, Ul — enucowvmvodv petald toug, eved 1 ypnomn 600 Pacikdv oknvov
(MainMenu y1a. T0 pevov kot MainScene yio To gameplay) Tpoc@épel kabapn opydvmon Kot amodoTiKy
dwyeipton TV TOp®v. O AEITOVPYIKES KOl [T) AELTOVPYIKEC QTALTNOELS OPLOAY UE GUPNVELL Tl TPETEL
VO KAVEL TO O Vidl Kol TMG TPETEL VA, TO KAVEL.

Ot teyVviIKég TPOSIOYPAPEG TOPOVCIOGAV TA EPYUAELN, TIG YAMGGES KO TIG OOITCELS GUGTHLATOG TOL
vrootpilovv v avdamtuén — Unity 2022.3.62f1 LTS, C# kot ehdyiotec mpodiaypapéc hardware yio
gupeio Tpocsfacipuota.

To ke@dAaio owtd Asttovpyel ®G N YéQLPA OvaUESH oTo TPpoNYoLueEVa 600 kepdiata (Kepdiato 3 kot
Kepdhawo 4) kot v viomoinon (Kepdioo 5). Kabe oxedootikn omndpacn cvvdéetar HE Ta
TEYVOLOYKG epyaAein OV OVOAVONKOV TPOMYOLUEVOG — TIG UNYOVES KOTAOTAGEWOV Yo, TV Al to
NavMesh 7y v mAonynon kot to rendering pipeline yio to ypogikd. Ot 0moQACELS OV
TOPOVGIACTNKAY €M OTOTEAEGOV TOV 0ONYO Yoo TNV TPOKTIKN avamtuén tov Tayvidov, 1 onoia
TEPLYPAPETOL AVUAVTIKA GTO ETOUEVO KEPAAALO.

34



Avdantoén kot YAomoinon

Kepdhiow 60: Avamtoén kot Yromoinon

6.1 Ewoayoym

210 KEQAAOO aVTO EEKIVE 1| AVOAVTIKY| TOPOVGIOOT| TG VAOTOINGNS TOV T VIS0 TOL avarTTLYONKE
670 mAaiclo g wTvylaknG epyaciog. [leprypdoetar 6An 1 dwdikacio Tov akolovbnbnke kotd TV
avamtuén, pe otoxo vo d00el o OAOKANPOUEVT TEXVIKN EKOVO TNG KOTOOKELVNG €VOG TETO0VL
GUGTNLOTOG.

To Dead Horizon givat éva FPS maiyvidt 6mov o moiktng eA&yyet Evav yopaktpa Kat, XPTCLLOTOIOVTOG
7o GBSO TV POLLOLYLKE Kot TTOPOVG, TPpooTadel va emPrdcel eEovtdvovTag cuveyOueVa Kouata (OUTL.
H xdpepa Bpioketor 6t0 0nTiKO TEdIO TOV YOPOKTAP, dNUIOVPYDOVTAG Uio. aicOnorn peaAiocpuov Kot
BvBong oTOV KOGHO TOV TTALYVISLOV.

210 mopdv Kepdiawo mopovctaletor Prjpa-frpe n avantoén g epapuoyns. Kataypdaeovror to
gpyoleia Kot o1 TEYVOAOYiEG OV YpMcIoTomOnKay, ot pvhuicelg Tov mepPdAlovtog epyaciog Kal Ta
GTAOL0 KOTOGKEVTG TOV T VIS0V,

6.2 Eexivovrtog pe Unity

H Swdwaocio avantuéng tov Dead Horizon Eekwva pe ) dnpuovpyia evog véou project oto Unity.
Avotyovtag to Unity Hub, o ypnotng Bpioketor 610 keVTIpikod mapdbupo dtayeipions Epywv. 1o Tive
aplotepd UEPOG TG 000vN g VIEAPYEL 1 emhoyn New Project, nf omoia exkivel T dtadikacio dnutovpyiog
gvog véov épyov (PA. Ewkova 6-1).

2Hub O

e e Projects Search Add v | + New project

S Templates
Editor version ~ Platform ~
Installs

¢) Name Platform Editor version {3

Dead Horizon

Windows 64-bit 2022.3.62f see
C:\MyGames\Dead Horizon

MainTerrain Miodo VY Ea

Ewdva 6-1 Anpovpyia véov project 6to unity

Me v emthoyn avtn, eppavifetor £va véo mapdbupo 6to onoio {ntovvral opioéveg facikéc puBuioeig
YwoL To project. Apyikd, o xpnotng KoAeitol va emléEet Tov TOTO Tov £pyov avapeca og 2D, 3D, k.4. ['a
TIG AVAYKEG TNG TTLUYLOKNG EMAEYETOL TO 3D.

21 ovvéyela, opileton To Gvoua Tov project, To omoio otny Tpokeévn nepintmon sivor Dead Horizon.
To endpevo P a@opd TV ETA0YN TOL PAKELOL ATOBNKELGONG TOV £PYOV GTOV VIOAOYIOTN, OCTE OAM
Ta apyeio Ko Ta assets va opyovavovTol o€ pio Guykekpiuévn dtadpoun| (PA. Ewkova 6-2).
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New project

Editor version

& 2022.3.62f1 Security Alert | LTS 3D (Built-In Render Pipeline)

This is an empty 3D project that uses Unity's

. built-in renderer.
Search All

D o Unity organization

DOSM

2D (Built-In Render Pipel... 3D (Built-In Render Pipel... goisctiname

My project

\J/ Location

D C:\MyGames

Universal 2D Universal 3D Source control provider

€) GitHub

—+ Create project

Ewova 6-2 Kabopiopdg ovopatog Kot 160G Totyvidlon

AoV cupumAnpwboldy diec ot amapaitnteg pubuicelg, To Unity onpovpyei 1o véo project Kot avoiyel
tov Editor. MoMg @optdoet to mepifdirov, eupaviletar 1o Kevipikd mapdbvpo oyedioong g
epapproyng (BA. Ewova 6-3), 6mov Eexva ) dadikacio onpovpyiag Tov mayviotov. H Asttovpyio tov
Tapadvupov £xel NON TEPYPOEl avaAvTikd oto Kepdiato 4.

Ewova 6-3 Unity Editor

6.3 Menus

Ta cvotipato pevod amotelohv Soptkd oToryeio Yoo TV AAANAETIOPAGT TOL YPNOTN HE TO TOLYVIOL,
KaOMG O10oPOAMIOVV TN AELTOVPYIKT] GLVOYN KOl TNV OUAAT] POT| TNG EPUPLOYNC. AgLTOvPYOUV ®G O
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KEVIPIKOG UNYOVICUOS TAOYNONG, TOPEXOVTAS oTOoV TaikTn dupeon mpdcsfacmn oe mTANPoQopies,
Aertovpyieg EAEYXOV Kol TOPOAUETPOTOINGT] TOV ETAOYDOV TOL GLOTHHOTOS. MECH TV SlEmaPAVY, 0
YPNOTNG UTOPEl VO puOicel KPIGIUEG TOPAUETPOVG KO VO SLOYEPIOTEL TNV KUTAGTOCT TNE GLVESPING.

6.3.1 Main Menu

To Main Menu givat éva a6 To GNUAVTIKOTEPA TOPABVpa TOL project, Kabmg ival 1 TPAOTN ETAPT TOV
YPNOTN LE TNV EQapLOYN Kol umopel va tov mpodtabécet yio to Tt Ba cuvavtioel 6To oy vidl. [ va
dnpovpynoovpe to Main Menu, Egkwvape pe éva Canvas, 1o ontolo amoteiel 1o facicd ototyeio Yo OAL
ta Ul elements oto Unity. e éva ddelo Scene, mnyaivoope oto Hierarchy Window kot kévovpe de&i
KAk, omov gppavileton éva dropdown menu pe didpopeg emioyéc. Emdiéyovpe Ul — Canvas kot
avtopota dnpovpyeital éva véo Canvas object otn oknvi (BA. Eucova 6-4).

Image
Text - TextMeshPro
Raw Image

Panel

Toggle

Slider

Scrollbar

Scroll View

Butten - TextMeshPro Create Empty
Dropdown - TextMeshPro 3D Object
Input Field - TextMeshPro Effects
Light
Audio
Video

ul

Ul Toolkit

Canvas

Event System

Legacy

Camera

Visual Scripting Scene Variables

Ewdva 6-4 Anpovpyia Canvas

To Canvas gival évag dkdc tomog GameObject mov Aertovpyel wg évag «kaufac» otov omoio
CLoypaeilovtar 6ha ta Ul otoryeia. Otav dnuovpyodue éva Canvas, to Unity dnuovpysi emiong
avtopota éva EventSystem object, to omoio givor amapaitnto yia vo Aeitovpynoet cootd to UL Apov
dnuovpynoovpe to Canvas, epgavifetor po Agvkn opboyovia meployn oto Game View Tov
avturpoownevel To. Ul otoyeia tov Main Menu, eved oto Hierarchy BAémovpe to Canvas g éva véo
GameObject pe v avtictoyn doun UL

IMa va tomoBeticovpe pia sidévo eodviov oto Main Menu, Egkivape tpocbétoviag Ty €kova oTa
Assets Tov project. Xt cuvéyela, emiéyovpe 1o Canvas oto Hierarchy kot kévovpe 6g&i khik — Ul —
Raw Image, ®ote va onpuovpyndei éva véo otoryeio og mandi tov Canvas. Xto Inspector tov Raw Image,
Bpiokovue to medio Texture ko kdvovue drag and drop v eikdvo and to Assets uéoo e avto (PA.
Ewéva 6-5). ' va kaAdmtel OAn v 006vr, puBuilovpe to Rect Transform dote va tevidvetal o€ 6A0
to Canvas. Mg tov 1pdmo avtd, 1 1Kova UPaVICETOL OC POVTO.
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= Hierarchy 3
&7
R MainMen :
@ Main Came
& Directional

@ Canvas
) MainMer
W PlayB
Ng Contr
D ExitButto

O Inspector

Scale ®& X 1 Y 1 Vi

&  Canvas Renderer 0
a v RawImage e

my-game-bugg: ©

None (Material) ®

Texture
Color

Material

Raycast Target v

Ewova 6-5 Background Ewova

21 ovvéyeln, Tpocbitovpe To Tpia kKovuma emhoydv (Play, Game Controls, Quit Game) yio To Main
Menu. H dwdikacio mov axoiovdndnke sivor n e&ng: dnpiovpynoape évo Button GameObject mg mondi
tov Canvas. Kdvovtog de&l khk oto Canvas kot emiéyovrag Ul — Button, to Unity dnuovpyel
avtopota évo Button object pe éva child Text element. Xto mapdBupo tov Inspector, oto medio Text tov
Text component, ypawyape to keipevo mwov Bélape va gpepoaviletoar 1o kovuni (w.y, "Play") (BA. Ewkdva
6-6).

© Inspector

."v v Text (Legacy)

Tag Untagged v Layer Ul

I'ect Transform
.anvas Renderer
v Text

Text
Play

Character

Fornt Aagunplay rg
Font Style Bold
Font Size 60

Ewodva 6-6 Pvbuiceig Text

Y10 Button component, opicaie dtapopetikd ypodpota yio tig Kataotdoelc "Highlighted" kot "Pressed”,
MOTE 0 TAIKTNG Vo PAETTEL oL GIEST) OTTTIKT OVTOTOKPIOT OTAV TEPVAEL TO TOVTIKL TAV® 0td TO KOLUTL
N 6tav to matdel. Enavokappdavoope avti ) dadikacio yio kabéva omd to Tpio Kovpmid tov Main
Menu (BA. Ewova 6-7).
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Ewova 6-7 Main Menu

Mo va ddcovpe AertovpyikodTnTo 6€ 000 dNUlovpyncape, tpocécape éva C# script oto Canvas Tov
Main Menu(BA. Ewkova 6-9). To script avtd givar vrevfuvo yio T Agttovpykdmro Tev Kovpmoy. H
péBodog yio to PLAY aiAidlel oknvn kou petagépet tov moiktn amd to Main Menu oto Game Scene,
evad M uébodoc yio 1o GAME CONTROLS odnyel tov ypnotn o€ pia EexmploTn GKNVI UE TIG 001 YiES
TOV TANKTPOV. [0 Vo AEIToupyHGouV OAEG QVTEG Ol OAAYEC, ETTPETE TPMTO VO, SNADGOVUE TIC OKNVES
oto Build Settings. [Inyoape oto File — Build Settings kot mpocBécae T1c oxnvég pog pe ) oelpd:
Main Menu, Main Scene kot Controls Scene (BA. Ewkdva 6-8).

Build Settings

Scenes In Build

Add Open Scenes
Platform CJ Windows, Mac, Linux

|;| Windows, Mac, Linux Windows

Intel 64-bit
E Dedicated Server

HrHL

= /i ution
E WebGL

Compression Method Default

Asset Import Overrides

No Override

. : n T 2
Pr on RIEHEEE oout Unity Build A

Player Settings... Build v Build And Run

Eucova 6-8 Build Settings
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MainMenu : MonoB our
MainMenu Instance;

ExitGame()

Application.Quit();
Destroy .gameObject);

StartGame()

SceneManager.LoadScene( "Ma

Controller()

SceneManager . LoadScene("C

Ewova 6-9 Main Menu Script

Emiong, dnuiovpynoape pio pébodo QuitGame() mov kheivel v epoppoyn kot po pébodo Back() mov
emoTpePel 1o Main Menu and to Controls Scene. Télog, cuvdéoape kdOe Kovpni pe TNV avtictoyn
1€6036 Tov pécw tov On Click event tov Button component oto Inspector (BA. Ewova 6-10).

Navigation

Visualize

On Click ()

Runtime On~v MainMenu.StartGame
MainMer ®

Ewcova 6-10 On Click() function

INa ™ povown tov Main Menu dnovpynoope éva Eexympiotd GameObject, T0 omoio ovopdcope
MusicController. IlpocOéoape éva Audio Source component, to omoio &givor vmebBvvo yw v
AVATOPUY®YN TOV NYov. X1 cvvéyeln, 6to Audio Source tomobethcoue to audio clip mov emAé€ape
yw background music ka1 gvepyomoioape 000 enthoyéc: to "Play On Awake", ®ote 1 LOVGIKY Vo
EEKVA AVTOUATO KOTA TN POPTWOOT) TG OKNVNG, Kot To "Loop", dote va mailel cuveymg g ETOvVIANY
(BA. Ewova 6-11). EmmAéov, npocBécape €va script to MusicController (BA. Ewéva 6-12) mov
okoAovbei to Singleton pattern, dtuc@aAilovtag €161 6T 1 povoikn Ba cuveyilel va mailel oo Kot
KOTA TV 0AAOyT) OKNVNAG.
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ﬂ v Music Controller (Script)

i{ v Audio Source

AudioClip 1 ScaryMusiclLoop

QOutput None (Audio Mixer Group) ®
Mute

Bypass Effects

Bypass Listener Effec

Bypass Reverb Zones

Play On Awake v

Loop v

Priority

‘oller instance;

Awake()
if (instance ==

instance = 3
DontDestroyonLoad(gameObject);

Destroy(gameObject);

Ewoéva 6-12 Music Controller Script

6.3.2 Controller Menu

IMa ) dnuovpyia g oknvig Game Controllers akolovOnoape o dtadikacio TopoOUOLo LE OVTH TOV
Main Menu. Xvykekpiuéva, dnuovpynoaue éva véo Scene kat to ovopdoape Controllers Scene. Xt
oknvn avt) etidéapue éva Canvas kot opicope to background tov o€ podvpo. X cvvéyeia, Tpocbécape
éva Raw Image g moudi tov Canvas, 670v Tono0eTGOLE TNV EIKOVO TOV JELXVEL TA TANKTPO ELEYYOL
KOl TIG EVTOAEG TOL Ty vidlov, kdvovtag drag and drop v gikdva oto medio Texture tov Raw Image
component, 6mw¢ axpPm¢ Kdvape Kat pe 1o edvTo Tov Main Menu (BA. Ewova 6-13).

Téhog, dnuiovpynoape éva Back button, To omoio cuvodevetal omd pa sikdvo pe évo fEAog mov deiyvel
TPOG TO TO®, MOTE VO, YIVETOL GUESH avTIANTT 1 Aettovpyia Tov. To cvvdéoape pe To Main Menu
script, ®oTE 6TAV 0 TAIKTNG TO TATHOEL VO, EXIGTPEPEL GTNV KOPLO, GKNVI| TOL PEVOD.
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 PAUSE MENU /- RELOAD WEAPON LEFT CLCK -

/ FIRE WEAPON
X 4 /o/ A7
Y
F

D

‘ : (

Esc [ 1 8 9

U | 0 P

HOLSTER / DRAW WEAPON
J K L

20 (3
ON | W |RE
MOVE
S

Caps A
4> SPRINT 74 C |V . shift <>

crl Fn A Al At Cl <

Ewoveg 6-13 Controllers Scene

6.3.3 Pause Menu

"o to Pause Menu, avti vo dnpuovpynoovpe véa oknvi, To evoopatocape oto Canvas tov MainScene.
"Etot, pmopovue va 1o gpoavilovpe kot va to kpofovue 0koAa, ympic va oAAGlovpe oknvn e To Main
Scene va mopapével opatd oto background. Egkivicoue dnpovpydvag éva Image GameObject mov
KOADTTEL OAN TNV 006VN, ®OTE Vo AEITOVPYEL OC POVTO TOL UevoD Ttovons. [1dve og avtd Totobetnoape
dvo kovpmid: éva "Resume” yuo va cuveyilet To moyvidt ko évo "Exit to Main Menu" yio va emotpépet
o™V apykn 006vn, ue Tov 1610 Tpdmo OTwG oto Main Menu (PA. Ewdvo 6-14).
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Score: 0

Ewovoa 6-14 Pause Menu Screen

H Aerrovpyia tov eréyyeton amd to PauseMenu script (PA. Ewkdva 6-15), 1o onoio mapoakorovdei to
mdtnua tov TAnktpov ESC. Otav o maiktng motdel ESC, 1o moyyvior maydvetl (Time.timeScale = 0),
euPaviCeTol To HEVOD KOl O KEPCOPOG YIVETOL OPATOG, MOTE O XPNOTNG VO UTOPEl vor emMAEEEL KATTO10
kovumni. To pause menu givar apykd kpved (SetActive(false)) kot epeovileton povo o6tav ypetdleTort.
IMotovrog Eava ESC, to pevov kpdfetan kot o motyviot cuveyiletat.
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Resume( )
it (pauseMenuUI !=

pauseMenuUl.SetActive(

‘Pau5ed

Pause( )

pauseMenulI.SetActive
Time.timeScale = @f;

r.lockState = Curs
~.visible = H

isPaused =

Ewova 6-15 Andonacpa and 1o PauseMenu Pause() kot Resume() function

6.4 Terrain

To Terrain anotelei £va amd T GNUAVTIKOTEPQ GTOLYEIN EVOG T VIO10V, KABDS TAV® 68 v Td AapPdvel
x®pa OAN M OpdoT. AVaTaploTd Evay KOGHO HEGH GTOV 0010 0 TaikTNg Kveital, cuvavtd £x0poig Kot
avalntd mopovc. ‘Eva kolooyedloouévo terrain dev mpoc@épel UOVO €va PEOAIGTIKO KOl EAKLGTIKO
nepPdAlov, aAld emnpedlel ovolOoTIKA KOl TO 1010 TO gameplay — tnv Kivinon tov maiktrn, T
CUUTEPLPOPA TV Y0PV, TOV POTICUO Kol Tr GLVOAIKT aicOnon tov kocuov. To Unity mapéyetl to
Terrain Tool, éva 1oyvpd epyareio moOV EMTPEMEL TN YPNYOPN ONUIOVPYIO KOl SLOUOPPMCT| TOTIMV.
Méom avToD OMUIOVPYNCOLE KOl GYESIUCAUE TO TEPIPAAAOV TOV TUYVIOOD, UE SIUPOPETIKA LYOUETPO,
VOEG Kot SOPES, KAVOVTOG TO TTOLYVIdL L0 EVOLOQEPOV KO EVYAPIOTO YO TOV TTOIKTN.

MMopakdto mapovoidlovrol avarivTikd ta Prpata Tov akolovdndniay yio T dnuovpyia tov Terrain.

6.4.1 Anpovpyio ko Atopopemwon Terrain

Eekvavtag ™ onuovpyia tov Terrain, eTiaEape Tpdta To KOPLO Scene Kot To ovopdooe MainScene.
e avtd, kavovtog de&l KAk oto Hierarchy Window kot emAéyovtag 3D Object — Terrain, to Unity
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dnpovpynoe avtdpota éva Terrain mesh péca otn oknvr|, T0 0moio o anoTELEGEL TOV KEVIPIKO KOGLLO
Tov moyvioov (PA. Ewdva 6-16).

< &

e,
\a

—

Ewova 6-16 Anpovpyio Terrain

X ovvéyewn, myope oto Terrain Tool mov epgaviletor otov Inspector kot emdéEape to Terrain
Settings (PA. Ewova 6-17), to onoio mepi€yet diapopes emAoyég oyetika pe to Terrain. Mio amd avtég
apopd to uéyedog tov. To mpoemiheyuévo péyebog frav 1000x1000, to omoio kpibnke vrepPolikd
UEYOAO V1O TIG AVAYKEC UaG, £TGL TO Tpocappocaue og 300300 povadeg (PA. Ewdva 6-18).

= ¥ Terrain

ution Per Patch -

ution

currently ¢

Ewova 6-18 Awnctdoeig Terrain
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Méoa and 1o Terrain Tool, emAéEape v kaptéia Paint Terrain, 6mov vdpyel £vo avoTTLGGOUEVO
Hevoy pe d1dpopeg EMA0YEG Sapoppmons. ATd avtéc, emAéEape o epyaieio Raise and Lower Terrain,
TO 07010 EMITPEMEL TNV AVOYMGT 1] TN LEI®OT TOL VYOLS TOV £6APOVS. To gpyaleio avtd Aettovpyel e
TN xpnon evog brush, to omoio dabétel Tpelg Pacikéc TOPAUETPOVS: TO YU TOL brush, To péyebog
(brush size) mov kaBopilel v empdvela enidpaong, Kot To opacity, mov pvOuilel v évtaom g
enidpaons. Xpnopwonoidviag ovtd 10 gpyoAeio, opdevovpe to Terrain, OSmpuovpyodviog £va
TOKILOLOPPO Kot evilapépov tomio (PA. Ewkdva 6-19).

= v Terrain

Raise or Lower Terrain

New Brush...

Q The brush is read-only.

Ewoveg 6-19 Paint Terrain kot Brush Settings

6.4.2 Paint Texture - Xpopatiopog tov Tomiov

X1 ovvéyeln, pbe n oepd va tepdoovpie ta textures oto Terrain. 1o Terrain Tool, and o dropdown
menu, ovti yio. tnv emAoyn Raise and Lower Terrain, emAé€ape Paint Texture (BA. Eucova 6-20). Avty
N emAoyn pog emttpénel vo, popuocovue 2D textures oe 3D ydpo, akpPdS OTMS aVUPEPOUE GTO
Kepdrawo 3.2.1 (Tprodudotatn I'pagikn kot 1o Rendering Pipeline). Zta assets tov project tpocfécapie
Slapopa textures ToLv YPTGYLOTOGALE Yio ovTh TN dadikacio. [ va £yovpe kaAbTepo amOTEAEG A,
pvOpuicape ota Tiling Settings OAwV TV textures tnv enthoyn 20%20, ®ote va aivovtol KOATEPO GTOV
yoptn. Xpnowwomomoae to gpyaieio Paint Texture pue to brush mov avaeépOnke mponyovuévamg,
pvOuilovtag kdbe @opd to uéyebog Kot TV €viach Tov Yo akpifela, kol epapudcape kdbe texture
oTadKA OTIG SlapopeTikég Teployég Tov Terrain, dSNUIOVPYDOVTAG £TGL VO TOIKIAO Kol PEOAGTIKO
tomio.
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7= ¥ Terrain

L 4
Paint Texture

Paints the selected material layer onto the terrain texture

Settings

Terrain Layers

8
A "

2

St L e S ¥ A
NewLayer NewLayer NewLayer 1\NewLayer 2NewlLayer 3

Ewova 6-20 Paint Texture Setting kot Texture
Textures mov Xpnowporonidnkev (Me ™ Xepd E@appoyng):

Atex_Rock 9 - Bdon tov terrain, aicOnon yduatog Kot gOong.
Atex_grass 3 - [')pacidl 670 KEVIPIKO KOLUATL TOV terrain.
Attex_Rock 19 - Pnid onpeia kot kopo@ég fovvav.
Atex_snowDirt 2 - X16vi Ko ToyETOG GTIC KOPLOEC TV OVVAV.
Terrain Mud DryAlbedo - Movondti Adonng 6to kevpikd ypaciot.

Nk WwN =

Ewova 6-21 To tehico terrain pe OA0 T textures EQOPHLOGUEVO

6.4.3 TomoBétnon Aévrpov kot Oapveyv oto Terrain

Mo va 0dGoLE [ Ao TTO PEUAGTIKY aicbnor ddcovg, Tpochécarle dEvipa Kot Bapuvoug PHésa 6To
Terrain. Egkwvioape pe ta 6évipa, oto Terrain Tool emAéEape v emhoyn Paint Trees mov Ppioketan
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610 dropdown menu. Kéto and avti v emihoyn vrdpyel £va mapdbupo pe v ovopasio Trees, dmov

pumopovpe va mpocBécovpe M va dlaypdyovpe tree assets mov Bélovue va YPNGUYLOTOU|GOLLLE.
IIpocbécape ta dévipa mov embopodoape omd To assets pog (BA. Eucova 6-22).

. .
= ¥ Terrain

Paint Trees

lick to paint trees.
old shift and click to erase trees.

old Ctrl and click to erase only trees of the selected type.

rees

ceneTreeB SceneTreeA

ass Place Trees £t Edit Trees... Refresh

Ewova 6-22 Paint Tree Settings

To Unity mapéyet 600 dtapopeTikég pebddovg yo tnv tomobétnon dévipmv. H mpdtn emhoyn eivon n
Mass Place Trees, n omoia tomofetel dévipa avtdpata og Tuyaio onueio péosa oto Terrain, Kot €60
opilelg tov apBud tov dévtpmv mov BELELG va TpocsTEBOHV, YPNGLLOTOLDVTAG TO EVOMUATOUEVO Script
Place Tree Wizard (BA. Ewéva 6-23). H dedtepn emthoyn eivar to manual placement pe 1o gpyaieio
brush, to omoio cov emtpénel vo, TomobfeTnoel dévipa v TPOG Eva M VO TO. APULPECELS OO

ovykekpipéveg Béoerc.

Place Trees

Number Of Trees 10000

Keep Existing Trees v

Ewoéva 6-23 Mass Place Tree Settings

Epeig ypnowonomoapue kot tic 0o peBOSOVG Yo TO0 KOAVTEPO AMOTEAEGUN: TPOTE TOMOOETGOE
palikd dévipo oto Terrain (BA. Ewova 6-24) pe to Place Tree Wizard kot ot ovvéyela,
ypnoonomcapue to brush yio vo mpocOécovpe Ko vo a@oipécovue dévpa o€ dpopo onueia,
SMNUIOVPYDVTAG EVOV TTLO PLGIKO KoL TOIKIAO 6AC0G e KOADTEPN KaTavoun g PAAcTnong.

Asset trees mov XpnoipomoujOnkav:

1. SceneTreeB

2. SceneTreecA
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Ewcova 6-24 Ta dévtpa 6ntmg @aivovtal ond to Scene

T'a ™ dnuovpyio BGpvev Kol AemTopepeudy TOL Tomio, YpNoLoTomoape Ty enthoyn Paint Details
and 1o Terrain Tool (BA. Ewova 6-25). H dadwaoio givor mtapdpola pe autn tov 3EVIpmv, kabdg
npocBétovpe otn Aloto Details ta assets mov 0éhovpe vo ypnopomomoovpe. Emidé€ape ko
nwpocbécaype To KoTaAAnAa detail assets amd o assets PG oL AVIITPOGSHOTELOLY OAVOLC.

Paint Details

Click to paint details.
Hold shift and click to erase details.

Hold Ctrl and click to erase only details of the selected type.

Details

ssAlbedoAlp

£ Edit Details... Refresh

Ewova 6-25 Paint Details Setting

H povn dwepopd pe to dévipa givan o6t yuo ta Details n udvn dwbéoun emthoyn eivor to manual
placement pe to epyaieio brush, ywpig tnv emdoyn mass placement. Xto napdBupo Edit Details (BA.
Ewova 6-26), umopodue va pvluicovue d1dpopeg mopapuéTpovg tov emheyuévou detail asset, Onwg to
Vyog mov Bo gupaviCovror ot Bauvorl, to ypduo mov BElovue va, Exovv Kot dAAeC 1810t TEG. MOMG
Kévoope 115 pubuicelc oto Edit Details, avtég epappoloviol avtopote oto emAyUéVO asset,
EMTPEMOVTAG LLOG VO, dOVE apEc®S TG aAlayég kabhc (oypagilovpie Ta details oto Terrain pe To brush.

Details mov Xpnowpomomidnkayv:

1. grassAlbedoAlpha
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LUl wiass IcAawe Ea

Detail Texture GrassAlbedoAlpha
gn To Grounc

Position Jitter (%

Min Width
Max Width

Max H
Noi

Healthy Color
Dry Color
Billboard

Affected by Density Scale v

Ewova 6-26 Details Settings Window

6.4.4 Apyrektovika Xrovyeia Terrain

‘Evo emumhéov onuavtikd otdoto yia tn Stapopemon evog peaiiotikol mepidriovtog Terrain amotelel
N TPOGONKN KTPIOV Kol KOTOGKEVDV, To 0TToio EVIGYDOLVY TNV aAnfoedvela tov xaptn. o to ckomd
avtd, aflomomOnkav Etoyo ynolokd otoyeio (assets) omd ewtepikég PiPpArobrkeg, ta omoia
tomofethOniav pepovopéva 1 6€ KATIAANAOLG GLUVOVAGLOVG Yl TN dnovpyio cUVOETOV doUdV Kot
SOUNUEVAV YDPDV.

H dwdkacio eveoudtmong tovg mtpayupotonomdnke ue tn puébodo drag and drop tov avtikeluévov
€vt0g G oknvng. H axpiPnig tomoBétnon kot o wpikdg TpocavaToMGUOG TOVG VAOTOMONKAY HEC®
TV gpyareimv tov mapabvpov Scene (PA. Ewkova 6-27).
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Ewova 6-27 Ieployn tov terrain pe tomobetnuéva Ktnpio

INo va e€acpaiicovue ) Quoikn aAlnienidopaon, emAiééaue kabe asset uéso oto Hierarchy Window
xon myope oto Inspector. ‘Emetra, kavape ki oty emroyn Add Component kor mpocOécapue
Colliders (n.y. Box Colliders) og kd0¢ xatackevt|, Tpocaplospéve oto oxfa tovg (BA. Eucova 6-28).
Me avtov ToV TpdTO, 0 TAIKTNG 0V UTOPEL VO TEPACGEL UEGO OO TO KTIPLO, SNUIOVPYDVTIS PLGIKE,
EUTOOLO TTOV EVIGYVOLV TOV PEUAIGUO Kot BEATIOVOLY TNV EUTELPI TOV ALY VIS0V,

Ewova 6-28 Box Collider 6nwg paivetat evtdc motyvidion
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Kmipuw kan Katraokevéc mov XpnopomoniOnkay:

TowerWatch
Rock04
Altar
Shed02
Boulder01
Plank03
Pillar
FenceOl

10. Barracks

11. HouseBig01
12. Flag01

13. MainGate
14. BarrelO1

15. WallPanelO1
16. Storage(1
17. Gate

18. Tower

19. Shed01

20. Bucket01
21. Wheel02
22. Shovel01
23. Barrels02
24. Pillar01

25. PlankO1

WP R WD

Ewova 6-29 Avo 6yn Tov 0AoKANpopéEVOD terrain pe OAa o otoryeia
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6.4.5 NavMesh

To tekevtaio kot TOAD onuavtikd koppdtt Tov Terrain gival n Navigation, 1} adAidg NavMesh, dmog
avapépope oto Kepdiao 3.3.2 yio v Teyvnti Nonpoosvvn kot ta Xvotiuato [TAonynong. Ta (oumt,
YW T o®GTH TOLG Agttovpyia kot to pathfinding, ypeldlovior to NavMesh, mote va Aesttovpynoet
omotd 0 alyopBpog A*. Avtd 1o cuotnpa emTpénel ota Copmt va Kivovvtat oto Terrain pe peoAoTikd
Kol aodotikd Tpomo. To mpdto Prpa yio ) dnpovpyio tov NavMesh givon va méipe otig méve emhoyég
tov Unity ka1 va emiééovpe Window — Package Manager (BA. Eucova 6-30).

File Edit Assets GameObject Component Services Window Help

= . . Panels »
& °“T Unity VC
Mext Window Ctrl+Tab
= Animator ¢ Previous Window Ctrl+Shift+ Tab
enter ¥ [RLocal ¥ Layouts >
Search ¥

Unity Version Control

Azzet Store

Package Manager

Text >

Ewova 6-30 Window - Package Manager

Avolyelt éva véo mopdbvpo avalntnong mokétov. Xto search box tov Package Manager
mnktporoyovpe "Al" kot amd Tig emAoyEC Tov epeavilovrar emiéyovue Al Navigation, To omoio gival
t0 anapaitnto package yio ) dnpovpyia kot ™ Swyeipion tov NavMesh 6to Unity (BA. Ewkova 6-31).

c)w Filters> Clear Filters

Al Navigation Install
1.1.5 - October 03,

m Unity Registry by

Ewova 6-31 Eykatdotacn Al Navigation package
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Mo ohoxAnpwbel n eykatdotaon tov Al Navigation package, emidéyovpe to Terrain oto Hierarchy.
> ovvéyela, oto Inspector motaue Add Component, oavalntodpe "NavMesh" kot emdéyovpe
NavMeshSurface. 'Etot, tpocBétovpe 10 véo component 6to Terrain.

[/ v NavMeshSurface

Humanoid
Walkable

Render Meshes

Advanced

Nav Mesh Data

Ewoéva 6-32 NavMeshSurface Component
Evtog tov NavMeshSurface vmapyst n emioyn Agent Type, 6mov umopodue va pvOuicovue
TOPUUETPOVG OTTmG M péyiotn KAlon (Max Slope) mov umopovv va avéfovv ta (oumt, to VYog Tov
ypealovtal ylo. vo, TEPACOVY KAT® amd eumddlo kol dAleg pvBuicelg kivnone Epeig opicape Tig
TOPOKATO TES, OT®G patveTon otnv Ewova 6-33.
Z Navigation

Agents Areas

Agent Types

Humanoid
0.5

2

0.75

Generated Links
Drop Heigh

Jump Distance

Ewova 6-33 Selected Agent Type Settings
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Téhog, emAéyovue to kKovuni Bake, 10 onolo Bpioketon kbtm de€id dnwg paivetar otnv Ewkdva 6-32,
Kol dnuovpyel to NavMesh ndveo oto Terrain. To Unity vmoAoyiler kot amofnkevdel tov yapt
A0 YNONG, TOV 0T0i0 Bl ¥PpMGILOTOGOoLY Ta (oML Y1o Vo, fpickovy TOV SpOUO TOVE LEGH GTOV KOGHLO.

6.5 ®doTicnoc & Atpdécparpa

6.5.1 Directional Light

To Directional Light amotelel tnv koplo Ty OTIGHOD GE Uid GKNVY|, TPOGOUOLDVOVTOS TOV NAL0 KoL
ootilovtag To TepPdriov pe mapdriiniesg axtives and po otabepr| katebBvvorn. Xto Unity, ke véa
oknvn dnuovpyeitan avtopata pe €va Directional Light. Emopévac, dev ypeldotnke va tpocBécovpe
KAvoupYlo KaOdg aElOTOGOLLE TO VITAPYOV Kol TPOCAPUOGUUE TIG TUPUUETPOVS TOV OTIG AVAYKES TOV
mayvidlov (BA. Ewdva 6-34). H Pacikn oArayn TOL KAVAUE NTAV GTO PO TOV OTOC, EXAEYOVTOS
0L TTO WYuYPT KITPIVOTN Aoy p®aT), ®ote va dnpiovpyndel po aicOnon dvongc.

Directional

Mixed A
1

1

Soft Shadows

ution Use Quality Settings
0.05
0.4
Near Plane 0.2
kie
ze 10
Draw Halo
Flare None (Flare)
Render Mode Auto

Culling Mask Everything

ighting

Ewodva 6-34 Directional Light Settings

6.5.2 Skybox Panorama

To Skybox Panorama sivon po eikdvo 1 pioe chvOeom €KOV@OV 0L YPTCLULOTOIEITAL Y10 VO TOdDCEL
TOV 0VPaVO KOl TO gupOTEPO TEPIPAALOV YOP® amd Tn oKNVY. AVTL Vo KPATHGOVUE TOV OTAO UTAE
ovpavo mov tpocPépel To Unity amd mpoemihoyn, emAégape vo dnpovpynoovue éva custom skybox,
Baclouévo og W10, TOVOPOLIKT EIKOVE, MGTE VO SDCOVUE TEPIGCATEPT] OTLOCPULPO, GTOV KOGLO LOGC,
omm¢ eaivetal otnv Ewkdva 6-35.
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Ewova 6-35 Custom Sky Box Scene View

I"a va to Tethyovpe avto, avoi&ape to Tapdbvpo Window — Rendering — Lighting kot otig pvBpiceig
nepPdAilovtog (Environment) avTiKataoTGAUE TO TPOEMAEYHEVO VAIKS Tov skybox pe €va ko pog,
@OPTAOVOVTOG TNV €1KOVO panorama wov giyape emiié€et (BA. Eucova 6-36).

A MD~v & % Unity > 1
# Scene » Animator ® |ighting ! o®Gart ! = Hierarchy

c Q + v Q-
P MainScene*

Environment -

Q

Scene Environment Realtime Lightmaps Baked Lightmaps

ew Material

& Directional Light (Light) %15
*Liberat... *Liberat.. *

EEENONE

Environment Lighting '! : @ @

L erat... mimo... mimo...
y Multiplier

® New .. ® NoN.. ®NoN.. ®NoN..

L AR

S palmb..  palmb... @) phongl

Other Settings o~ ‘\ ‘\
al

Auto Generate Generate Lighting

Ewoéva 6-36 Environment Lighting pvBuiceig - Skybox
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6.5.3 Fog (Opixin)

TéMog, Y100 VO EVIGYOGOVUE TN PEVAIGTIKY] KOl OTEANTIKT OTULOGOOPA TOV TOTIOV, TPOGHEGALLE OLLYAN.
Y10 mapdBvpo Lighting Settings, otnv evotnta Environment, evepyomomooape v emhoyn Fog. Apyud,
eMAEEQE EVOL GKODPO YKPLYPOUE Y10 TO XpdHe TNG opiyAng. Emetta, amod tig dwabéoiuec emhoyéc Mode,
emié&ape to Exponential Squared, to omoio dnuovpyei pia o Evrovn aicOnom opiying, kot opicapue
v T Density oto 0.025, 1 omoia eAéyyel To m6Go mokvn Ba epeaviletar n opiyAn otov xopo (PA.
Ewéva 6-37).

Other Settings

Exponential Squared
0.025

None (Texture 2D)

2
2

Spot Cookie

Auto Generate Generate Lighting

Ewova 6-37 Fog Settings

6.6 Player

6.6.1 Anpovpyio ko Xyeorwoopog Xapaxtipo Haikty

H dnpovpyia tov yapoaktipa Eexivnoe pe v tonoBétnon evog Capsule GameObject 6tn oknvn, t0
omoio Oo amoterécel Tov Pacikd kopud tov maiktn. ‘Eneita, emAéyOnke to aviikeipevo avtd amd to
Hierarchy kot 610 Topdfuvpo Tov Inspector Tpootédniay o, amapaitnTo CLGTATIKE PVGTKNG, COUPOVA,
pe 6o avapépbnkav oty evotnra 3.2.2 yia t1ig Mnyovég Ouoiknig kot v Aviyvevon ZvyKpoOoemy.
Yvuykekpéva, tonobetOnke éva Rigidbody component yio v Tpocopoimon puotK®v SLUVALE®Y Kot
éva Capsule Collider yio Tov optopd tov 6YKOL GOYKPOVGTG.

Mo ™V onTiKY| avamepacTacT) TOV TOIKTY, XPNOLUOTOONKE £vo TPIGOAGTATO HOVTELD LE TO OVOUQ
"Steve". To povtéro evBuypappiotnke pe  Béon tov Capsule kot ot cuvéyela opiotnke mg child Tov.
Me avtov ToV TPOTO, TO HOVTEAD 0KOAOLOEl ToTA TIg KIvioelg Tov capsule Kot KAnpovopel OAeg Tig
1010TNTEC OV Elyav oploTtel Tponyovuévag, 0mmg to Rigidbody kot to Capsule Collider, e&acpaiilovtag
£TG1 TNV &VIai0 Kol GUVETT GUUTEPLPOPE TOVL YUPAKTHPA GTO PLGIKO TEPPAALOV TOV Ty vidlov (PA.
Ewéva 6-38).
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Ewodva 6-38 Steve Model
AxoroVBwc, mpaypotomomOnke M eVOOUATOON TOL OmMAOVL oTovV Yopoktipo. o v axpiPn
Tomofétnon Tov, avamTuyOnKe 1N 1EPUPYIKT dOUN TV 0CTMV TOL HOVTELOL uéxpt to deki dxpo (PA.
Ewova 6-39).

Ewova 6-39 Hierarchy doun tov maiktn
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To avtikeipevo Tov dmAov TonoBeTOnKe ¢ eEAPTNLLA 0TO GLYKEKPLUEVO onpeio Kot evBuypappictnke
TPOCEKTIKE, MOTE va emTeEV)HEL 1 PLGIKT GLYKPATNON KO 1] COGTY TPOPOAT TOV KATA TN OLAPKELX TOV
mayvidlov (PA. Ewkdva 6-40).

Ewova 6-40 O yopoktipag Steve otn oknvi pe to 6mho

6.6.2 Xvotnpo Kapepog

H wépepa amoterel To onpavtikotepo otoryeio evog FPS moryvidion, kabog Asttovpyel o¢ tor «ition
TOV 7Ok, OT®G avaeépape kot 6to Kepdiato 2.4.1 ywo to [Moyvidie Apdong — Action Games. H
Képepa viomomnke g Eeywpiotd GameObject, 10 omoio TonoBetOnke ®g child tov Capsule mov
avTioTotyEl otov yapaktipa tov moiktn (PA. Ewdva 6-41).

w| W# FPC

Q

Ewodva 6-41 H kopépa og Child tov FPC yopaxtipa

Méow tov script MainCharacterController, n képepa dniovetar og public field, emzpénovioag v
avTioTtoiylon g péco amd to Inspector kot mopéyovtag oto script Tn SvvaTOTNTO EAEYYOL TNG
neptotpoeng TG (BA. Eucova 6-42).
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v Main Character Controller (Script @

Cam & Main Camera

Ewodva 6-42 Evoopdtoon g kdpepag oto MainCharacterController script péow tov Cam field

H dadwcaocio avtq mpaypatonoteitol 6to FixedUpdate() (BA. Ewova 6-43), 6mov 1o script dtofalel v

Kivnon Tov TOVTIKIOU YPNGUYLOTOLDOVTOG TIS EVOMUATMOUEVES HeBOO0VG TN Unity, Input. GetAxis("Mouse
X") xkor Input.GetAxis("Mouse Y"). Ot péBodor avtéc emotpépovv tnv oplovtia kol kdfetn
UETATOMION TOL TOVTIKIOD OVTIGTOLY0, Ol OTOIEC TOAAUTANGIALOVTOL LE TOPUUETPOVS gvanctnciog
(Xsensitivity, Ysensitivity), emitpémovtag T pOOuon g taydtrag mepiotpoens. H dwoyeipion g
nepoTpoPng Paciletar og dVo Egxmprotd Quaternions: 10 Eva EAEYYEL TNV TEPICTPOPT] TOV YOPAKTIPOL
otov KaBeto dEova kot To GALO TNV TEPIGTPOPT TNG KAULEPOG GTOV 0pLiovTio dEova. Avtd emttpénel
OTOV TTOUKTN VO KIVel TNV KAuepo, aveEApTnTa 0d T0 MU, SNUIOVPYDVTOS £V, QUGTKO KOl PEOAGTIKO
OTOTELEC AL

FixedUpdate(

yRot put .GetAxis( “"Mous * ¥Ysensitivity;
xRot put . GetAx] - * Xsensitivity;

cameraRot *
characterRot *

cameraRot = ClampRotationAroundXAxis(cameraRot);

.transform.localRotation = characterRot;
.transform.localRotation = cameraRot;

Input.GetAxis("Horizontal™) * speed;

Input.GetAxis( "Vertical™) * speed;

transtorm.position += cam.transform.forward * z + cam.transform.right * x;

UpdateCursorLock( ) ;

Ewova 6-43 FixedUpdate()

IMa v anoevyn akpaiov yovidv, epapuoletal clamping otov kataxopveo a&ova, teplopilovtag v
TEPLOTPOPT TG Kapepag petald -90 kot 90 popdv. ‘Etot, o maiktng dev pmopel va yopicel 10 Ke@aAl
TOVL TPOG TO TOW, STNPOVTOSC oL QUOIKY Kol peaAoTikn eumepia. H dwudikasio Eexva pe v
Kavovikonoinomn Tov Quaternion, Slup@VTG TS TWES X, Y, Z Ue To W. To Quaternion PETATPETETAL GE
L0 HOpPN TOL O1EVKOADVEL TOV VTOAOYICUO TNG YOViog. Xt ouvéxew, 1M yovia tov daéova X
vroloyileton pécw g avtiotpoeng epamntouévng (Mathf.Atan), ypnoponoidvtag tov THTO 7OV
ouvdéel o Quaternion pe T1¢ yovieg Euler (BA. Ewova 6-44).
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ernion ClampRotationAroundXAxis(Quaternion g)

/= q.w;
/= q.w;

3 * Mathf.Atan(q.x);
angleX = Mathf.Clamp(angleX, MinimumX, MaximumX);
g.x = Mathf.Tan(@.5f * Mathf.De d * angleX);

retTurn q;

Ewova 6-44 ClampRotationAroundXAxis()

INo v mnpn epnepia FPS, to script daygpiletar 1o kieidwpo tov képoopa. Katd to gameplay, o
Képoopag eivor KAeWmpéEvog 6to KEVIPO NG 0oBOvng Kot adpatog, emtpémoviag TNV ehevbepn
neptoTpon g kauepag. H dnuocia pébodog SetCursorLock(bool value) kaAeitor amd eémtepikd
scripts (7. Pause Menu) yio va opicetl tnv Katdotaon kKAeWopuatog. Otov 1 tyun eivar false, o képcsopog
yivetar opatdg kot Eexiedwvetor. H UpdateCursorLock() kaieiton ka0 frame ko, av o lockCursor
etvou true, Tpgyet v InternalLockUpdate(), n omoia Swaxerpileton to mpaypatikd kieidmpa. To mAnkTpo
ESC &exhedmvel tov képoopa (cursorlsLocked = false) yio aAinienidpaomn pe 1o Ul, evd to apiotepd

KAk Tov Khewdmvel Eavd (cursorlsLocked = true), emavagpépovtog tov Eleyyo ¢ kapepag (BA. Ewova
6-45).

SetCursorlLock value

ockCurso value;
!lockCursar

UpdateCursorLock

if (lockCursor
InternallLockUpdate();

InternallLockUpdate()

EtHouseEuttonUp(B)I
cursorIslocked = 2

if (cursorIsLocked

if

Ewova 6-45 Cursor Lock Management - SetCursorLock(), UpdateCursorLock() kot InternalLockUpdate()
methods
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6.6.3 Xvotnpa Kivnong laiktn

To ovomnua Kivnong ypnoyomotel 6vo Poacikd components: éva Rigidbody component, to omnoio
yewpiletal tn uoikn Tov copatog, kot éva CapsuleCollider component, 10 onoio opilel Ta 6pla TOL
TOKTN KOt EMTPETEL TI GOOTY AViXVEVCT] GLYKPOVGEWV e To TepPaiiov. H kivnon npayuatomoteiton
pécm tov manktpov WASD. To script ypnotponotel tig peBddovg Input.GetAxis("Horizontal") yuo ta
mktpa A kot D, ko Input.GetAxis("Vertical") yio o mAnktpa W kai S. Ot péBodot avtég emotpépovy
TIéG peta&d -1 ko 1, ov omoieg moAdamiacidloviol pe v TopaueTpo speed ywo va opicovv tnv
tayvta kivnone. H evnuépwon yiveton evtog tov FixedUpdate(), 0nmg paivetor otnv Ewcova 6-43.

Sprint: 1o MainCharacterController script, 1 Aettovpyio Tov sprint vAomoleitot HEG® NG GLVAPTNONG
Sprint() (BA. Ewova 6-46). H cuvdptnon avti kadeiton og kébe frame péca oto Update() xon eréyyet
av 0 moiktng kpotd motnuévo to mAnktpo LeftShift. Otov to mnqktpo givor matnuévo, n taydINTA
kivnong avéavetar otny Ty runningSpeed, VA 0TOV AQAVETOL, 1 TAXDTNTO EXAVEPYETUL GTIV KOVOVIKN
Tiun| walkingSpeed.

Sprint()

Input.GetKey(Ke

runingsSpeed;

walkingSpeed;

Ewova 6-46 Sprint()

Jump: H Aertovpyia tov dhpatog vAomolgital péow g uebddov Jump() (BA. Ewdva 6-47), 1 onoia
KaAeitan o€ kGOe frame péoo oto Update(). Apyikd, eEléyyetat av o maiktng PpiokeTol o€ emagn e TO
£0apog and T ovvaptnon IsGrounded(). Edv o maixtng eivan grounded kou matroet To mAnkTpo Space,
toTE EQopuoleTan pa otypoio Katakopuer 6vvaun oto Rigidbody péow g rb.AddForce(0, 300, 0),
N omoio wOEl TOV TaiKTN TPOG TO TAVE®.

MMopdAinia, N péBodog eAEyyel av o maiktng oG mpooyeiinke. Avtd yivetor cuvykpivovtag tnv
tpéyovca katdotaon grounded pe tnv mponyovpevn (previouslyGrounded). Otav o maiktng frov
TPONYOVUEVMG GTOV 0P, Kot Topa, Ppicketar oto €dapog, 1 ocuvOnkn !previouslyGrounded &&
grounded eivar aAndfg kKow to cOOTMUO KATAypaQElL TNV wpooyeimon. Xto téhog, 1 uetafAnth
previouslyGrounded evnuep@vetor pe v TPEYOVCO, KOTAGTACT, OCTE va. gival dabéoiun yo tov
EMOUEVO EAEYYO.
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grounded =

rb.AddForce(8, 3

Jump.Play();

if {anim.GetBool(

{

IsGrounded
Input . GetKeyDown

CancelInvoke("
playingWalking =

e} &% grounded

e if (!previouslyGrounded && grounded

land.Play();

previouslyGrounded

grounded;

Ewéva 6-47 Jump()

6.6.4 Animation-Animator

Avdantoén kot YAomoinon

210 onueio owtd Ba meprypdyovue T dadikacio evooudtmong kivinong og éva 3D povtého uécm tov

Animator Controller tng Unity, akolovBavtac v 10w Aoywn pe tig Ilemepacpéves Mnyovég

Kartaotbdoswv (FSM) mov oavaddbnkav oto Kepdhowo 3. T ta animations tov moiktn

ypnoonomdnkav 6 animation clips mov vanpyav 14N oto povtéro Tov yapaxtipo Steve: Rifle 1dle,
Rifle Aiming Idle, Fire, Reloading, Walk With Rifle kou Walk And Fire. H énovpyia tov Animator
Controller &exivnoe kavovtag de&l Khk oto Project Window kai emAéyovrag Create — Animator

Controller (BA. Ewkova 6-48).

Create
Show in Explorer
Open

Delete

Rename

Copy Path

Import New Asset...
Import Package
Export Package...

Find References In Project

Select Dependencies

Refresh
Reimport

Reimport All

Update UXML Schema

Generate Lighting
Open C# Project
View in Import Activity Window

Properties..

Alt+Ctrl+C

Ctrl+R

Ctrl+Shift+L

C# Script

2D

Visual Scripting

Shader

Shader Variant Collection
Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Text

Scene

Scene Template

Scene Template Pipeline
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings

Custom Render Texture

Animator Controller
Animation

Animator Override Controller
Avatar Mask

Timeline

Ewova 6-48 Creating Animator Controller
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Avt N evépyewo dnpovpynoe éva véo Animator Controller asset, To omoio ypnoiponoteiton yo
Swyeipron 6Awv TV animations Tov yopaKTipa. 1N cuvéyeld, To Animator Controller cuvoétnke pe
to MainCharacterController script péow ¢ dfimong evog dnudctov mediov public Animator anim; Kot
Kkévovtag drag and drop to Animator Controller oto avtictoyo field tov script otov Inspector (PA.
Ewéva 6-49).

v Main Character Controll @

Cam W Main Camera
Shot Point A None (T ansforr ®
Steve Prefab W SteveMaodel
Ammo Reserve AmmoR 'serve | ®
Ammo Clip Ammo... GunRes rve (Te®

Anim ~ Steve_FPCharac®

Ewova 6-49 Zovdeomn tov Animator Controller pe to MainCharacterController

o ™ dnuovpyla Tov Animator State Machine, kdvape duthd KAk oto Animator Controller mov
dnovpynoape, avoiyovrag to Animator Window. Xe avtd 1o mapdBupo mpocsbicape OAa ta 6
animation clips g states (katactdoeig). Kabe state avriotoryel og £va dapopetikd animation clip, to
omoio Qo ekteleotel 0tov 0 maiktng Ppioketol oe ekeivn v kotdotaon. [a va dnpovpyncovue
oyéoelg (transitions) petald Tov Kotaotdoewyv, Kavope de&l KAk Tavem o€ éva state Kot emAEEaE TNV
emhoyn Make Transition. Avt n evépyswn eppdvice éva Pélog, To omoio cuvdéoape e To state
wpoopiopov. To PéLog awtd aviimpocwmevel T petdfacn omd To £va animation 6to GALO.

Oleg ot transitions eAéyyovtor pécw conditions (cuvinkav) mov Pacilovtol oe parameters. o tov
maikTn dnpovpynoape cuvolikd 4 parameters: 600 boolean parameters Kot d0o trigger parameters.

Boolean Parameters: To mp®to boolean parameter ovopdletor arm xon kabopiletl av o maiktng £xet to
omho ota xépla Tov. O TaIKTNG UTOPEL VO, TO EVEPYOTOOEL 1] VO TO GTIEVEPYOTOINOEL TOTMVTIOG TO
mktpo F. Otav to arm givon true, o maiktng pmopel va mopofornoet kat va kavet reload. Otav givar
false, o1 evépyeleg avtég amevepyomolovvtal. To devtepo boolean parameter ovoudleton walking ko
kaBopilel av o maiktng Kiveitar. Evepyomnoleiton 6tav o maiktng matder WASD kot anevepyornoleitol
otav otapartd, eEAéyyovtog to walking animations Kot TOVG 10LG Pudtov.

Trigger Parameters: To trigger parameters givol mopAUETPOL TOV EVEPYOTOLOVVTIOL GTIYpLO0L KoL
TOPOUEVOLV EVEPYEG UEYPL VO KOTAVOA®BOOV Omd o PETAPOOT, EMTPEMOVTAG TNV EKTEAECT] HLOG
gvépyelog (m.y. mupoforioudc) ywpig va Tapapévovy evepyég cuveyms. To mpmto trigger ovopdletot
fire Kou evepyomoteital 6TV 0 TOiKTNG TOTAEL TO APLoTEPO KOLUTL TOL TOVTIKIoV. To dgbtepo trigger
ovopdletou reload kot evepyomoteital 0tav o waikTng matdel 1o TANKTPO R yia va yepicet pe opaipec 1o
OTAO TOV.

AvorvTikéc Xyéoeig & Transitions (PA. Ewova 6-50):
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Rifle Idle: Avto eivar to entry state (Katdotaon €16660v) Tov Animator. Otav 1o arm == true
rat to walking == false, o maiktng napapével oto Rifle Idle, kpatdvrog To dmho akivnro.

Rifle Aiming Idle: Yrndpyet o apeidpoun oyéon (bidirectional transition) peta&o Rifle Idle
kol Rifle Aiming Idle. Avtd onpaivel 6tL 1 petdPaon pmopel va yivel kol Tpog TG dVO
KATELOVVOELS, EMTPEMOVTAG GTOV TOUKTN VO EVOALAGGETOL LETAED KOVOVIKNG GTAGTC Kl aiming
stance yopig TepPlopiopove, avaroya pe Tig cuvOnkeg Tov opilovtal o kabe peTaPoon.

Fire State: Otav o maiktng evepyomomoel to fire trigger (TOTOVTOG TO OPIGTEPO KOVUTL TOL
movtikiov), to Rifle Idle 1 o Rifle Aiming Idle petafaivovv oto Fire state. Apod oAokAnpmBel
to shooting animation, o maiktng emotpépst avtopata oto Rifle Idle /) Rifle Aiming Idle,
avéAoya pe TV TPoNyoOUEVT KATAGTAGY] TOV.

Reloading State: Otov o maiktng evepyomoinost to reload trigger (matdvtag o R), omd to Rifle
Aiming Idle petrofaiver 6to Reloading state. Metd v oloxAnpwon tov reload animation,
emotpépel oto Rifle Aiming Idle.

Walk With Rifle: Otav to walking == true kot to fire == false, o waiktng petafaivel and to
Rifle Idle | Rifle Aiming Idle oto Walk With Rifle. Avtd to state avamapdyst to walking
animation [ T0 OTAO TPOETOUAGUEVO.

Walk And Fire: Yndpyet pio apeidpopn oyéon peraid Walk With Rifle kor Walk And Fire.
Orov o moiktng mopoforel evd kveiton (fire trigger evepyod kot walking == true), petafaivet
oto Walk And Fire state, mov cuvdvalet ta dvo animations.

Emotpogn og Idle: Otav o walking == false (o maiktng otapatdet v kivnon) and ta Walk
With Rifle § Walk And Fire states, o maiktng entotpépet avtopata oto Rifle Idle ) Rifle Aiming
Idle, avdhoyo pe TV KOTAGTOGT TOV TPV apyiceL 1| Kivnon.
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Ewova 6-50 FSM tov MainCharacterController Animator - 6Aeg ot mBavég petafdoetlg animations

Animation Events: 'Evo 1oyvp6 yopoktnpiotiké tov Animator givar 1 dvvatdtnra mpocOnikng
Animation Events. To events emutpémovv tnv ektéleon KmOwKo amevbeiag katd Tn OdpKel NG
avaTopoy®yNS evoc animation clip, Tpoc@épovtag akpifn cuyypovicrd PHETAED TOV OTTIKOV KIVIIGEMV
Ko TG Aoy Tov aryvidlov. Ta Animation Events mpoctifevtat amgvbeing oto Animation Clip péow
tov Animation Window, emtAéyovtag éva cvykekpuévo frame kor opilovtag T cuvaptnon mov Oa
KAnOei (BA. Eucova 6-51).
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a® Game © Animation

Fiic

Ewova 6-51 Exthoyn Add Event

6.6.5 Xvotnpoa Yyeiog & Kits Yyeia

To cvotpa vyesiog amoterel onuovtikd kabng dtayelpileton T {1 Tov maiktn Kot kabopilel To TEAOC
Tov TToyVdoY o maiktng Eexvd pe 100 movtoug vyeiog, ot omoiol peid@vovtol 6tav d€xetan Cnuid amod
gx0pove.

Yoompo Yyeiog: H vyeio amoOnkedetor otn petafAnt) public int health = 100, pe péyioto opro
maxHealth = 100. O é\eyyoc g {nag mpayuatomoteitar péow e uebddov TakeHit() (PA. Ewdva 6-

52), n omoia koieiton 6tav o maiktng tpovuariletor. H Mathf.Clamp() e€acpaiiler 6Tt 1 vyeia
mapopével evtog tv opiov (0—100).
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TakeHit( amount)

health = Mathf.Clamp(health - amount, @, maxHealth);
healthBar.value = health;

ject screenBloodSplatter = Instantiate
playerBloodSplatterPrefab);
screenBloodSplatter.transtorm.5etParent (canvas.transform);
screenBloodSplatter. transform.position = Random.Range(@,
canvasWidth), Random.Range(®, canvasHeight), @);

Destroy(screenBloodSplatter, 2.

if (health <= 8

Vector3 spawnPos = e
.transform.position.x,
.transform.position.y - 8.5f,
.transform.position.z);
Instantiate(stevePrefab, spawnPos,
transform.rotation);
steve.GetComponent<Animator>().SetTrigger("Death™);

Stats.gamedver =

Destroy( .game0Object);

"
-

ect gameOver = Instantiate(gameOverScreen});
game0ver. transtorm.SetParent(canvas.transform);
gameDver.transform. position Vector3(canvasWidth / 2,
canvasHeight / 2, 8);

. lackState = (
L visible

Ewdva 6-52 TakeHit()

Kabe @opd mov kaieiton n TakeHit(), n vysio evnuepdvetan kot o moiktng AopuPavel duecn omtTiky
avatpoeoddtnon. 'Eva Ul Slider (healthBar) evnuepdvetol autopata Yo vo. OTEIKOVIGEL TV TPEXOVGA
KATAOTOON TNG LYElog, evad mopdAAnia dnpovpysitar éva aipdtivo overlay otnv 06ovn péow tov
playerBloodSplatterPrefab.

IMa ™ dnuiovpyia tov, Tpootédnke oto Canvas éva véo Rawlmage, oto medio Texture tov omoiov
opiomke 1 embountn eKOva, oipaTog. 11 cuvéKELd, dnpovpynonke éva véo Animation Clip uéom tov
Animation Window, pe to 6vopa playerBloodSplatter (BA. Ewoéva 6-53), kot Tpootébnke 1 1d10tnT0
Color Tov Rawlmage og property. H didpkeia tov animation avéndnke ota 2.2 dgutepdLenta Kot 61O
TEAOG TOV OPIGTIKAV O TIUES TOV Xpdpotoc oto 0, emttuyyavovtog £tot éva epé fade out.
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Ewova 6-53 To playerBloodSplatter animation 6mw¢ @aivetat evrog matyvidoh

Kotd v extéheon g TakeHit(), 1o prefab ovtd onpovpysiton dSvvopkd péow g
Instantiate(playerBloodSplatterPrefab), tomofeteitan g mondi OV Canvas
(screenBloodSplatter.transform.SetParent(canvas.transform)) kot m 6éom Tov opiletat Tvyoio viog Tov
opiov ¢ o00d6vng, ypnowonoidviog Random.Range(0, canvasWidth) kot Random.Range(0,
canvasHeight). To avtuceipevo napapével opato yio 2.2 Se0TEPOLETTA KO GTI) GUVEXELN KOTAGTPEPETOL
pe Destroy(screenBloodSplatter, 2.2f), evioybovtag tnv éviaon tov gameplay.

Ewova 6-54 StevePrefab

Yoomnpa Oavatov: Otav 1 vyeio pTdoel 610 Unodév, evepyomnoleital o unyavicpog Bavatov. To script
dnuovpyel éva ragdoll GameObject and 0 stevePrefab (BA. Ewova 6-54) otn 6éom tov maiktn. To
ovykekpipévo prefab diabétetl d1kd Tov Animator, o onoiog gvepyomotei o death animation pécm tov
anim.SetTrigger("Death"), kaOd¢ kot evoouat@pévn Kapepa. Avto givol omTapaitnTo, YTl To apyiKo
avtikeipevo tov maiktn (FPC) kataotpépeton pe Destroy(this.gameObject). To ragdoll avaiappdvet
A€oV To animation Tov HavATov, EVD 1 EVOOUATOUEVT] KAUEPQ EMLTPETEL TN BEAOT TNG GKNVIG A0 TN
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oKkomid Tov vekpol yapaktipa. Tavtoypova, mailerar o Nyog Bavatov (deathSound) kot o apyud
OVTIKEILEVO TOV TTOUKTN KATAGTPEPETOL.

2 ovvéyeln, gpeoviCetoar 1 006vn Game Over (BA. Ewova 6-55) oto kévipo tng 00ovng, evd 1
petafinty GameStats.gameOver opiletor oe true, otopat®vtag TN onpovpyia véov gyfpov. O
képoopag Eexiewaverar (Cursor.lockState = CursorLockMode.None) «ot yivetor opatdg
(Cursor.visible = true), emrpémovtag TNV aAANAETIOpaoN LE TO LEVOD.

Score: 0

Ewova 6-55 Game Over screen

Xvotnpoe Pickup Yyeiog: H cvlioyn aviikeéveov vyeiog vionoeitan péow tov OnCollisionEnter()
010 Unity. Ta Tags etvon pna Aettovpyla mov emrpénet v tagvopunon tov GameObjects pe pio AEn-
KAEWDI, O1EVKOAVVOVTOG TNV AVaYVAOPLGT TOVE UEGA 0o Tov Kadika (PA. Etkdva, 6-56).

@ v MedBox Static ~
v
Tag MedKit Layer Default v
o Transform

Position

Rotation

& )

N¢ v Box Collider

v Minimap (Script)

Add Component

Ewova 6-56 “MedKit” Tag

Otov 0 TaikTNg cLuYKpovETUL LE Vo, avTIKEIEVO oV Pépet TNV eTikéto "MedKit" kot n vysio Tov eivan
HIKPOTEPT] TOL UEYIGTOL, 1 Lyela avEdvetarl Katd 25 ndvtovg pe yprion Mathf.Clamp yia amopuyn
vrépPacng Tov opiov. To Ul slider evnuepmvetat, maileton o avtiotoryog fyog (healthPickup.Play())
Kot 1o aviikeipevo Kataotpépetal (PA. Ewova 6-57 ko Ewkdva 6-58).
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else if (col.gameDbject.tag == "MedKit" && health < maxHealth

health = Mathf.Clamp{health + 25, 8, maxHealth);
healthBar.value = health;

Debug. Log( “Medk3 + health);
Destroy{col.gameDbject);
healthPickup.Play();

Ewdva 6-57 MedKit ()

Ewova 6-58 Med kit model

6.7 Xvotnpa Mvpopfoiopod & Mupopayikov (Shooting & Ammo System)

6.7.1 Mnyoaviopnog Shooting:

H Aerrovpyia tov mupoforicpod vioroeiton pécw e pebddov Shooting() (BA. Ewkdva 6-59), 1 omoia
koAeiton péoa omv Update() Otav o maiktng motdel T0 oplotepd KOLUTL TOV  TTOVIIKION
(Input.GetMouseButtonDown(0)). To script ehéyyetl Tpelg cuvOnKeS: av o maikg eival omMoUEVOC
(anim.GetBool("arm")), av dev Bpickeror 0N o€ Kotdotacn Tupofoicuod (lanim.GetBool("fire")) kot
av 1 PoAn emrpéneton (GameStats.canShoot). Edv 6Aec o1 GuvOnieg tKovomolovvTal, EVEPYOTOLEITOL TO
fire trigger Tov Animator, to omoio avamapdyel To animation Fire.
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if (ammoClip > 8)

{

anim.SetTrigg
ProcessZombieHit();

ammoClip--;
ammoClipAmmount.text = ammoClip.ToString();

s .canshoot =

triggerSound.Play();

Ewova 6-59 Shooting()

H aviyvevon tov 6tdyov mpaypatonoteitor pécm g nebddov ProcessZombieHit() (BA. Ewkdva 6-60),
n omoio ektelel éva Physics.Raycast amd ) 0éom g kdpepag mpog To eUnpog, Ue UEYIOTN euPéreia
300 povadwv. Av 1o raycast yTUTNGEL OVTIKEINEVO Le eTIKETA "Zombie", dnuovpysitot Eva Q€ aiploTog
(blood splatter) — 1o omoio avaivetor oty gvotnta 6.7.2 — 0710 oNUEID TNG TPOCKPOLGNC, TAPEYOVTOG
GUEesT OTTTIKT| OVATPOPOSOTNON).

ProcessZombieHit ()

Hit hitInfo;
i cam.transform.position + (cam.transform.forward *

ayOrigin, cam.transform.forward, hitInfo,

{

hitZombie.GetComponent

zobmieBloodSplatterPre transform. Lo

t bloodSplatter = Instantiate
podSplatterPrefab, hitInfo.point,
Rotation(hitInfo.normal));
(bloodSplatter, 8.5f);

Ewova 6-60 H pébodog ProcessZombieHit() kot 1 vioroinon tov Raycast.

6.7.2 E@¢ Aipatog (Particle System)

IMa ™ dnovpyia tov ¢€ aipatog a&lomombnke to Particle System tng Unity. To Particle System eivot
£V 1oYVPO EPYOAELD IOV EMTPEMEL TI INUOVPYIC SUVALIKDY OTTIKOV EQE, OTMG MTGIMES QULLOTOG,
HEC® TNG EKTOUTNG Kot SL0YEIPIONG TOAADY LKP®OV COUOTIOIOV.
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Kavovrag de&l khk oto Hierarchy, emhéyovrtag Effects — Particle System kot otn cvvéyeia péca amd
to Inspector, &ywvav ot €&fg puvBuiceic: m Duration opiotnke ce 0.10 yw otiypuoaio ekmoum,
amevepyomoOnke to Looping, emA&ynie kOKKIVO ypdLo Yio To copatidn Kot To Shape opiotnke o€
Cone, GGTE VoL TPOCOHOIDOVEL PEOAGTIKA TNV €KTOEEVON 0T YOVEVY aipatog (BA. Euwova 6.61).

O Inspector

icles to spin in the opposite
en 0 and 1, where a higher
more to flip)

1

Scaled

Local

v

Transform

100

v

None
Culling Automatic

g Buffer N Disabled

Inherit

Particle System Curves

Ewova 6-61 Ot pvBuiceig tov ZombieBloodSplatter Particle System.

To ovomua amobnkednke g Prefab ko ypnoomoteiton dvvapuxd pécw tng Instantiate() kotd to
yromn o evog Lopmt.

6.7.3 Xvyypoviopdg pe To Animation — Animation Events

‘Eva. xpioyo otoyeio tov ovotiuatog givoal 1 acvyypovn kabvotépnon (async delay). Avti va
gpappoleton 1 b apéomc, opicape por pikpn kabvotépnon Task.Delay(200) mpv epapuoctei M
{nuud. Avtd emrvyydvel cuyypoviopo petaly tov Fire animation Kot Tov mpoaypotikov ytomiuoatog. H
kafvotépnon avt dev umAokdpel To kvptlo thread, emitpémovtag 6To mOL VIOl VO GUVEXIGEL VO TPEYEL
opard. I'a tov akpiPn cvyypovioud Tov TVPOPOAMGHOD UE TO OTTIKG EPE KoL TOV N¥0, a&tomomnkay
ta. Animation Events tng Unity. Méow ovtdv dnuovpyndnkav 6bo cvvaptioeils: n Fire() xai n
canShoot() (BA. Ewova 6.62).

Fire

shot.Play();

Ewova 6-62 Ot suvaptioeig Fire() kat canShoot() oo script.
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H avéyxn yuo avtég mpoékvye ond éva Pactkd mpdPfAnua: o maiktng umopovce vao, TaTdeL TO KOV
TUPOPOAIGHOL cuveEXDS, Eodedovtag caipeg okOua Kot mpwy OAokANpwOel To animation Tov
TPOTYOVLEVOV TUPOBOAIGUOD.

H Fire() tonobemOnke oty apyn Tov animation, 6OV 0 YOPAKTAPAG «TATAEL TN oKAvOAN». Otav 10
animation @tdcel oe avtd 10 frame, 10 event kaAiel T cvvéptnon, n omoia mailel Tov Mo TOL
TVPOLOAIGHOV.

H canShoot() TotofetmOnke o10 1€h0g Tov Fire animation clip. Otov 10 animation oAoKANpGVETAL, TO
event koAel T ovvaptnon ko Bétel o GameStats.canShoot = true, €MITPENTOVIONG GTOV TOUKTN VO
mopofornocet Eava.

Xmv Ewodva 6.63 ¢aivovtor to onueic 0mov tomofetinkav to. Animation Events péca oto Fire
animation clip, pe v Fire() va Bpioketor oto frame tng okoavdoding kot tnv canShoot() 6to T€l0g TOL
animation.

a® Game © Animation
4 |4

Ewova 6-63 TomoBétnon Animation Events oto Fire animation clip yio Tov cuyypoviopd Tov f}ou Kot Tou
pLOLOH TLPOPOAIGLOD.

6.7.4 Xvotnpa Ivpopayik®dv ko Reload

Mnyoviopég Reload: Otav o maiktmg matder 1o mAktpo R kot givor  omlopévog
(Input.GetKeyDown(KeyCode.R) && anim.GetBool("arm")), evepyomoieiton o animation tov reload
Ko Toilel o avtiotolyog Nyog. Ztn cvvéyela, voloyilel Tdoec cpaipeg yperalovtol Yo vo YEUIoEL O
vepotpog (amountNeeded = ammoClipMax - ammoClip) kot ndceg gival dtubéoipec otnv epedpeia
(ammoAvailable). Ot coaipeg petapépovior omd v epedpeio otov yepiotipo kot to Ul texts
gvnuepovovtot avdioyo (BA. Ewova 6-64).
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Reload()

if (Input.GetKeyDown{KeyCode.R)} &% anim.GetBool("arm™)
anim.SetTrigger( rel “};
reloadSound.Play();
amountheeded = ammoClipMax - ammoClip;
ammofvailable = amountNeeded < ammo ? amountNeeded : ammo;
ammo -= ammoAvailable;
ammoClip += ammoAvailable;
ammoReserve.text = ammo.ToString(};
ammoClipAmmount.text = ammoClip.ToString();

Ewova 6-64 Reaload()

6.7.5 Raycast & Crosshair

INa tov unyaviopud cxomofoing ypnotponomdnke to Raycast tng Unity. To Raycast givar puo pébodog
7oV KTOEEVEL it von T akTiva omd £va onpeio Tpog o Kotevduvon Kot EAEYYEL oV VT TEUVEL KATO10
OVTIKEIPHEVO. XTO Toyvidy, M oaktive ekto&evetal amd v OKpn TG KAvng Tov OmMAOVL TPOg TNV
Kkatevvvon wov kottdlel o TaikTnC.

Mo v axpPn tomobémon Tov onueiov ekto&evong, onovpyninke éva Cube GameObject g child
tov 6mAov. To Cube tonoBetiOnke pe axpifeta otnv dipn g Kavng Kot anevepyomomOnke o Mesh
Renderer tov, dote va mopapeivel adparto. Xto MainCharacterController script, onpovpynonke o
dnuoécta petafinth public Transform shotPoint; 1 omoia cuvdédnke péow tov Inspector pe to Cube.

Moty mopoyr OTTIKNAG avaTpoPoddTnoNg Katd T okdmevor, dnuovpynnke éva Crosshair 6To kévtpo
g 006vnc. Ilapdiinia, oto Cube mov ypnoyomomfnke w¢ onueio ektogvong, tpootédnke éva Light
component. Xto Inspector Tov Light, mpaypatorombnkav ot e&ng pvbuiceis: Type: Spot, Range: 25,
Spot Angle: 8, Intensity: 5, Shadow Type: No Shadows, Culling Mask: Zombie (BA. Ewkova 6-65).
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Spot Angle

Color

Mode Realtime
Intensity 5
Indirect Multiplier L

Shadow Type No Shadows
@Cookie

Draw Halo

Flare None (Flare)

Render Mode Auto

Culling Mask Zombie

Ewcova 6-65 Light Settings

H pv0Buion Culling Mask kaBopilel mola avtikeipeva 0o exnpedloviotl amd T0 POS — GTNV TPOKEUEVT
nepintwon, opiotnke oto layer "Zombie", ®6Te T0 PO Vo UEAVIETAL OTOKAEIGTIKA TOV® GTOLG
exBpovc. To Light avtd Aertovpyel og ontikd feedback, emiPePardvovtog 6Tt o maiktng «PAETEL TOVG
€x0povg péoa and 1o okomevtpo (PA. Ewkdva 6-66).
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Score: 0

Ewova 6-66 Crosshair

6.7.6 Ep@avion xar Anoxpoyn Omrov

IMa v epedvion kot andkpoyn Tov OTAOL ypnoiponomdnke to boolean parameter arm. O maiktng
umopei v matnoel To TANKTpo F, 10 omoio evOAAAGGEL TNV KOTAGTOGT TOV arm HEC® TNG EVIOANG
anim.SetBool("arm", !anim.GetBool("arm")). Otav to arm &ivol true, to 6mlo gival opatd, evd 6tav
givan false, to 6o kpOPetan (PA. Ewkdva 6-67).

HideShowArm

it (Input.GetKeyDown K

.G
anim.SetBool

Ewoéva 6-67 HideShowArm()

6.7.7 Xvotnuo Ammo Kit

H ovMoyn mopopoyikdv — viomotgitor  péom g peBodov  OnCollisionEnter() oto
MainCharacterController script. Otav 0 maiktng GuYKPOOETL UE EVOL AVTIKEILEVO TOV PEPEL TNV ETIKETA,
"Ammo", 10 cvotnua avéavel v epedpeia Tupouayikdv (ammo) kotd 20 oceaipec, ue ypnHon
Mathf.Clamp. To Ul text 1ng eeedpeiog evnuepdverar, moiletor o  ovtiotowog MYog
(ammoPickup.Play()) kot o avtikeipevo kataotpépetal pe Destroy(col.gameObject) (BA. Ewkova 6-68
kol Ewova 6-69).
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immo” && ammo < maxAmmo

28, 6, maxAmmo};

ammo . Tostring();

" + ammo);
ject);

Ewova 6-68 AmmoBox()

H Aettovpyio avtn givar mavopoidtuomn pe avtq tov Health Kit, pe ) dwopopd 611 avti yio vyeia
avaminpovovtal ropopoytkd (BA. Eucova 6-69).

Ewova 6-69 Ammo Box

6.7.8 Xvotnpa Hyov (Audio System)

To MainCharacterController script diaygipiletar moAlamid AudioSource fields, Ta onoio avtioTorovV
o€ dlPpopeTIKES evépyeleg kK events. Kabe AudioSource avagépetal og €vo cuykekpiévo nynTtiko clip,
70 0m0i0 TPoEpyETUL ATO eE@TEPIKA MYNTIKG apyeio (WAV, MP3 k.Ax.).

e 'Hyov Bnpatov (Footsteps): To script diayepiletar éva array omd AudioSources (public
AudioSource[] footsteps) pe molamid dapopetikd footstep sounds, Yo peaMoTIKY epmelpia.
Orav o moiktng kwveital, evepyomoteiton n InvokeRepeating("PlayFootStepAudio”, 0, 0.4f), n
omoia koAiel T pébodo PlayFootStepAudio() kdBe 0.4 devtepdrenta. H pébodog emréyet tuyaio
€vav Y0 Kol TOV avVOTapayel, Ve ovIoAAdooel Tig Béoelg Tov audio sources oto array yio
mowidia (BA. Ewova 6-70).
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if (Mathf.Abs(x) > @ || Mathf.Abs(z) > @

if (lanim.GetBool("walking™))
{
anim.SetBool (™
InvokeRepeating(

e if (anim.GetBool("walking")

anim.SetBool( "y
CancelInvoke ("F
playingWalking =

Ewova 6-70 FootSteps()

e Alpa & Ipooyeioon: To jump.Play() maileror 6tav o maiktng motder Space, evd To
land.Play() 6tav TpocyeidveTal, TPOSPEPOVTAG GLEST] NYNTIKY OVATPOPOSOTNGT).

o Tlvpopoicpnog & Reload: O Myog mopoforiouov mailetar pécm g Fire() mov kaAeital amd
Animation Event, &facpaAiloviog amdivto ocuyypoviopd pe to animation. To
reloadSound.Play() maileton 6tav o maiktng matdet R yio enovapdptwon.

e Dry-Fire: Otav o noiktng npoonadel va mupofoinoet ywpig mupopaykd (ammoClip <= 0),
naileton triggerSound () Tov vrodnAdvet 6t To dmAo givar ddeto.

e Pickup: Katd ™ cvAloynq aviikeyévov mailetor ammoPickup.Play() yio mupopoyikd kot
healthPickup.Play() ywo kit vygiog, mopéyovrag OeTikn avatpo@odoTnon.

e  Oavarov: Otav n vyeio tov maiktn undeviotel, nailetor deathSound.Play() dnuiovpydvragéva
SPOLLOTIKO MYNTIKO EPE.

6.8 Xvotmnpa Ex0pov — Zombies (Enemy System)

6.8.1 Zombie FSM — Finite State Machine

To cvotmua Al tov {oum viomoteitor pécw tov script zombieControler.cs. To script dwoyepileton 5
KOPLEG KATOOTAGELG, Ol omoieg opilovtatl og pia enum (BA. Ewova 6-71):

enum STATE { IDLE, WANDER, CHASE, ATTACK, DEAD }

Ewova 6-71 FSM States

IDLE: Avtn elvai 1 apyikn Katdotaon, 6mov 1o (Ot mopapével akivnto. Xe ovTi TV KaTdoTooN, T0
Copm dev kavel Koo Kivion Kot dgv avarapdyel Kavéva animation. [Tapapével oe vt TNV KATAGTOOT
UEYPL KATO10 event Vo TO EVEPYOTMOINGEL, OTMG 1 aviyvevor Tov maiktn. And to IDLE state, to {oumt
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umopei va petapel oe WANDER, av o maiktng dev givon kovtd, 1| anevbeiog e CHASE, av o maiktng
umet oto detection range (BA. Ewova 6-72).

ATE.IDLE:
f (IsTargetInChaseRange())

currentstate = STATE.CH
ndom.Range(8,

currentstate

Ewoéva 6-72 IDLE STATE

WANDER: Z¢ avt Vv Katdotacn, to {oum nepimiaviétat toyoio oto Terrain. Kabe gopd mov dev
£yet path, To script vroroyilet po Toyaio 0Eom Tpoopiopov ypnoonoidviag Random.Range(-5, 5) yua
toug GEoveg X kot Z. I va efacparicer 61t n 6éom elvan mdve oto Terrain, ypnoylomolet
Terrain.activeTerrain.SampleHeight() yio vo AdPet 10 cwotd Y coordinate. To NavMeshAgent opilet
avt ™ 0€om ¢ oToOY0 KoL To Loumt Kveitar mpog avth pe walk speed. To animation wov avomapdysTot
o€ autn TN edon eivon To walking animation (isZombieWalking = true), to omoio divel v aicbnon 611
t0 {opm meprpépetan dokoma. Otav pTédoet 6Tov TPoopiood, eMALYEL i veéa Toyaio 0Eom. Av o Taiktng
pmet oto detection range, o (opm petafaivel ce CHASE (BA. Eucova 6-73).

agent.SetDestination
agent.stoppingDi
TurnCffTrigger
agent.speed =

currentState = STATE.CH

f (Random.Range(@, 5088) < 5)

TurnCffTrigger
currentState
agent.ResetPat

Ewova 6-73 WANDER STATE

CHASE: Otav o moiktng pmel og amdotaon pkpdtepn tov 60 povadwv, to {oumt petafoaivel og
Katdotaor Katadinéng. To cvotnua NavMesh, a&lomoidvag tov adyopiBpo A* (A-star), avarapPavet
v gbpeon g PérTioTG Sadpoung mpog T BEon Tov maikty, eved 1 TovTTA ToL {OumL avédvetal
(run speed) yio peyorvtepn €vtaon. O adyopBpog A* cuvovdlel To TPAYHOTIKO KOGTOG HETOKIVIIONG
HE L0 EKTIUNON TNG VITOAEMOUEVIC OMOGTOUONC, EXTPEMOVTOG TNV TAXVTATY EXPESN TNG CUVTOUOTEPNC
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Swdpopng. To Loumt otapatd og amdotacn 3 Hovadmy amd Tov TaikTn, MOTE VoL UMV TEPTATAEL AKPPOS
évo Tov. Av 0 maiktng anopakpuvlet Tépa amd T 100 povédeg, To LOUmL TOV «EgXVA» Kol ETGTPEPEL
oe WANDER (BA. Ewkéva 6-74).

ATE.CHASE:
;. gameQver)

TurnOffTrigge
currentState
return;

JL

agent.SetDestination(target.transform.position);
agent.stopping :

TurnOffTriggers();

agent.speed ;

anim.SetBool(" yieRunni )

<= agent.stoppingDistance && !agent.pathPending)
{
currentState = STATE.ATTY

1
d

if (ForgetPlayer())

{
currentState [
agent.ResetPath();

Euwcova 6-74 CHASE STATE

ATTACK: Ortav 1o {oumt ¢Tacel 68 0mdoTACT UIKPOTEPT TOV 3 LOVAS®V Ao TOV TaikTY), LeTafaivel
o€ katdotaon exibeong. e avth T Pdon, To (OUTL GTANNTA VO KIVEITAL, GTPEPETOL TPOG TOV TOIKT Kot
ekteAel To animation enifeong. 1o KaTt@AANAo onueio Tov animation, evepyomoteital €va Animation
Event mov koAel tn pébodo mov mpokaiel {nud otov maiktn. IlapdAinio, maileton €vag Myog
yromnuotog yio audio feedback (PA. Ewdva, 6-75).

anim.5etBool ("1 Vieh , )
.transform. LookAt(target.transform.position);
if (DistanceFromPlayer() > agent.stoppingDistance + 2)

¥

currentstate = STATE.CHASE;

Ewova 6-75 ATTACK STATE
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DEAD: Otav to {6um oxotdveTon pécm tov raycast shooting, petofaivel oe kardotaor Oavatov. To
cuoTnpa TAOYNoNg anevepyonoleital, to {opumt otapatd kédbe kivnon kot avaropdyel To animation
Bavatov. [Mapdrinia, evepyomoteital éva Eexmpiotod script Tov Pubilel otadioxd to (Oumt 6To £d0¢0g,
puéypt va kataotpoei opiotikd (PA. Ewkova 6-76).
case STATE.DEAD:
Destroy(agent);

.GetComponent<Sink>().StartSink();

Ewoéva 6-76 DEAD STATE

6.8.2 Xvotnpo Anpovpyiog Zombie (Zombie Spawning System)

To chomuo dnuovpyiog Tov {oumt eivar veedBVVo Yo TN SLVOUIKTY EUEAVIOT) EXOPDV KOTA T S1apKELL
tov gameplay. Avti va tonofetodpe o {Oumt yelpokivta 6T oKy, ¥pnoitomotode éva Coroutine-
based spawner mov omuovpyei Loumt meplodkd oe Tuyaieg Oécelg mévo oto Terrain. To script
ZombieSpawner.cs Eekwvd éva Coroutine (SpawnLoop) (PA. Ewova 6-80) katd tnv ekkivinon tov
ALY VIS0V,

Katd ) Aettovpyio Tov, To cOGTNHO EAEYYEL TPELG POCTKEC GLUVOTKEG TPV dNUIOVPYNGEL Eva vEo {oumt:

e 'Eleyyog xartdotaonc moyvidod: Av 1o moryvidr €xer telewnoel (GameStats.gameOver),
OTOUOTA 1) Onuovpyio vEmV (OumtL.
e Opwo Lovravov foumt: Anpovpyovvror vée oumt uévo av o aplfudg tov {oviavav sivot
ppoteEPOg amd 10 péYoTo opto (cvvibwg 30).
o  Xpovikd didotnua avapovig: To cvotnua nepipévetl éva kabopiopévo ypoviko ddotnua (T.y.
5 devteporenta) petabd kdbe Tpootabeiag onpovpyiag.
I'a v e0peon Béong eppdviong, o akydpBpoc vroroyilel Tuyaieg cvvietaypéveg X Kot Z evidg tov
opimv tov Terrain, evd to vVyoc¢ (d&ovag Y) mpocdopiletar péow g Terrain.SampleHeight(). [Ipwv
dnuovpynOei to {oumt, eErEyyovTon dVO aKoOUN GLVONKEG:

o H 0¢éom mpémel va améyel TovAdyiotov 15 povadeg amd tov maiktn, dote vo punv eppaviovron
Coum akplpag Tavm tov.

o H 0éon mpémel vo givar £ykvpn mdveo oto NavMesh, péow tng NavMesh.SamplePosition(),
g€acearilovtog 6t1 o (Opmt Oa pmopel vo kivnOel cmotd.

Orav Bpebei &yxopn Béon, to {opm dnuovpysiton pe Instantiate() ko mpootiBetor e o Aioto oV
napokorovdei o {ovtava (oumt. Me Tov Tpomo avtod, 10 cuotna eEacpaiilel puo cuveyn pon exbpav,
SN POVTIC TUPIAANAL TNV ATOS0GT TOL TaVISoL oe oTabepd enimeda.
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s(spawnInterval);
if (G s.gameQver) continue;
spawnedZombies .RemoveAll(zombie => zombie ==
if (spawnedZombies.Count < maxZombiesAlive)
{

TrySpawnZombie();

}

TrySpawnZombie()

Terrain terrain Terrain.activeTerrain;
terrains terrain. ainData.size;
terrainPos = terrain.transform.position;

marginX = terrainSize.x * 8.1f;
marginZ = terrainSize * g.1f;

attempt = @; attempt < 18; attempt++
x = terrainPos.x + marginX + Ra .Range(ef, terrainSize.x - 2 * marginX);
z . errainsi 2 * marginZ);
terrainPos.y + t in.SampleHeight(

candidate = n 5 i ZE

if (player != && Distance(candidate, player.transform.position) < minDistanceFromPlayer)

Hit hit, 5f, N

ombie = Instantiate(zombiePrefab, hit.position, Quater -identity);
s.Add(zombie) ;

Ewodva 6-77 ZombieSpawner Script

6.8.3 Zombie Animations

To cbotnuo animation tov (ount Paciletol og téooepa boolean parameters, to omoio EAEYYOLV TTO10
animation Oa ovamopdyetol avaroyo pe Ty katdotoor tov {oumt. Kdbe parameter avtiotolyei o pia
GLYKEKPIUEVT Kivnon:

isZombieWalking: Evepyomoigiton oOtav 1o (opm Ppioketon oty  katdotocn WANDER,
AVOTOPAYOVTOG TO animation TOL TEPTOTLOTOC.

isZombieRunning: Evepyonoieiton oty koatdotacn CHASE, divovtag v aicnon tov tpeipatog
Kol NG KoTadiméng.

isZombieAttacking: Evepyonoteiton xatd tnv enifeon (ATTACK state), avaropdyovtag To animation
YTUTHUOTOC,

Evepyonoteitan otov Bdvaro (DEAD state), avamapdyovtog to animation Bavitov.
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Ia va amoeevyBel 1 TavTOYPOVN avomapaymy] ToAlamAmdv animations ypnoiponoteitol 1 puéBodog
TurnOffTriggers(), n omoia amevepyomotei OAa ta boolean parameters mptv amd ke petdfoon o€ véa
Katdotoon. Me tov tpomo avtd, efoacpodileton OTL kdBe @opd moailer povo £€va animation,
TPOCPEPOVTAS OHOAEG Kol peootikés petafdoel otig Kwnoelg tov {oum.. v Ewova 6-82
nmapovstdleTon To dtdypoppa tov Animator Controller, dtov @aivovtor ot kataoctdoelg (Idle, Walking,
Running, Attack, Death) kot o1 petapdoeic peta&d tovg, 6mwg avtég opiotnkav oto Unity.

Any State

Walking Death

4>

Entry

>
b
Zambia Attack

Zambié Running

Ewova 6-78 To didypappa tov Animator Controller yia o {opumt, pe tig mévte Pacikéc kataotaoelg (Idle,
Walking, Running, Attack, Death) kot tig petapdoeig tovg.

6.8.4 Zombie Models
YhomomOnkav Tpelg StapopeTikol Tomol O, 0 KaOEVag e SLOPOPETIKA YAPOKTNPICTIKG, KOl ETITESO
aneiing. Ot dpopég toug kabopiloviar and Tpels Pactkeés mapapéTpovs: v toyLTTo Padicpatog
(walkSpeed), Tnv tayvtra Kotadinng (runSpeed) kot ™ {nud wov Tpokaiovv (damageAmount) (PA.
Ewéva 6-83).

Tumog Zombie walkSpeed runSpeed damageAmount

Jill 4 10

ZombieMan 10

Boss

Ewova 6-79 Zombie configuration table
6.8.5 Zombie Sound
To cvotpa Nyov tv {oum tepriapPdvet:
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Splash Sound: [Taileton kGBe popd mov T0 Loumt yTVTAEL TOV TTaiKTN LEG® Tov AudioSource splash.

6.9 HUD

To HUD (Heads-Up Display) givai to cvompoe Ul wov mapovstdlel kpioyleg TANpo@opieg 6TOV maikTr
Katd TN ddpketo Tov gameplay. To cvotnua aroteleital omd téocepa kOpla otoryeia: T health bar,
tov ammo counter, tov kill counter kot 1o radar/minimap system. Ola oavtéd ta Ul elements
gppavitovtorl tovtodypova oto Canvas tov MainScene, EVILEPDOVOVTAG TOV TOUKTN GE TPAYUATIKO YpOVO
(BA. Ewcova 6-84).

f Score: 0

4

Ewova 6-80 HUD From Game View

6.9.1 Health Bar

Ta Bacwkd HUD elements dnpiovpyodviat ypnoiponoidvtog to built-in Ul components tng Unity to
Health Bar sivor éva Slider component wov tomofetOnke kevipikd oto kaT® HEPOG NG 006VNC.
AvVomaploTd TNV TpEYOVCa VYELD TOL TAUKT (¢ Eva OTTIKO bar Tov peldveTal OTav o maikg Aapupdvet
{nua. To script MainCharacterController éyer por public petafinti public Slider healthBar mov
avapépetol og avtd To component. Kabe popd mov o maiktng AapPaver {npud kon kokeiton  TakeHit()
uébodoc, o maiktng evnuepmvel v Tun tov slider ypnowwomowdvrtag healthBar.value = health,
dnuovpymvTag évo opoAd animation peimong.

6.9.2 Ammo Counter

To Ammo Counter amoteieiton amd 600 Text Ul elements mov eugaviCouv to mupopayikd tov
YEUIOTNPO KOl TO TUPOHOIKA TG epedpeiag. O mpmrog text deiyvel to ammoClip, To omoio gkva pe
TR 25, Kot 0 devtepog delyvel To ammo, to omoio Eekwva pe T 50. Otav o maiktng mopoPoiei, ta
TUPOLOYIKA TOV YELOTAPO UEWDVOVTOL Kol 0 text svnuepoverol uécm ammoClipAmmount.text =
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ammoClip.ToString(). Otav kdver reload, ta mopopoayikd petagépoviar amd v €Pedpeia oTOV
YEUIOTN PO

6.9.3 Kill Counter

O Kill Counter givon éva Text Ul element wov gpeaviler Tov apBud tov {Oumt mov £yel GKOTOOEL O
maikte. H evnuépmon tov yivetor péom tov script KillCounter.cs, to omoio a&tomotei to Observer
Pattern pe C# events. Katd v evepyonoinor tov (OnEnable()), to cuotnpa eyypdeetor 6to event
GameStats.OnZombieKilled, ®ote kdbe popd mov ckotdvetan €va Copmt va kaleitor avtdpato 1
puébodoc UpdateKillCount(). H UpdateKillCount() evnuepmvel o avtictoryo Text Ul pe tov tpéyovta
apOpd Bavdtwv, o omoioc AauPdvetor omd T GameStats.zombieKills, wpooeépoviag €101
AVaTPOPOSOTNON GE TPAYUATIKO YPOVO GTOV KT

6.9.4 Radar / Minimap System

To ovotnua vAomoteiton péow tov script Radar.cs, 10 omoio Owayepiletan po otatik Adota
(radarObjects) mov mepiéyel OAa T AVTIKEIEVE TOL TPETEL VO, EPEAVIGTOLY 6to radar. Kabe opd mov
dnuovpyeitor évo (opm, kaAeitor M péBodog SubscribeRadarObject(), m omoia dnuiovpyel éva
avtiypagpo tov gikovidiov (Image) kot 1o mpocBétel 6tn Alota pall pe pio ovapopd 6To avVTIKEIUEVO.
Avrtiotoyya, 6tav éva Loumt mebaivel, kaAeitar 1 UnsubscribeRadarObject(), n omoio apoipel 10
AVTIKEIUEVO a0 TN AlGTO, KOl KATUGTPEPEL TO EIKOVIOLO TOV.

Katd v extéleon tov Update(), To script vmohoyilel yio KGOe eyyeypopUéVo aVTIKEIEVO TN GYETIKN
Tov Béom ¢ TPOG TOV TAIKTN, COUP®VA e TOV aKOAovBo Kmdka (BA. Eucova 6-81):

: radarPosition = radarObject.player.transform.position - playerPosition.position;

float distance = Vector3.Di e(playerPosition.position, radarObject.player.transform.position) *

map5cale;

Ewova 6-81 Kddikog vmoroyiopod moiktn

21 ovvéyela, vrohoyilel ) yovio peta&d Tov TOIKT Kol TOV AVTIKELUEVOD, TPOoUpUOLoVTaG TNV Ue
Baon v xatevBovvon mov kortdlet o maiktng (PA. Ewkdva 6-82):

float delta¥ = Mathf.Atan2(radarPosition.x, radarPosition.z) * Mathf.Rad2Deg - 278 - playerPosition.
eulerAngles.y;

radarPosition.x = distance * Mathf.Cos(deltaY * Mathf.Deg2Rad) * -1;

radarPosition.z = distance * Mathf.Sin(delta¥ * Mathf.Deg2Rad);

Ewova 6-82 YmoAoyiopog avtikelpévav pe Bac tov moiktn

Télog, To ewcovidlo tomobeteiton ot cwot Béon mdvm oto radar, Aappdvovtag veoymn to péyebog kot
M 0éom Tov Ul panel (BA. Ewkova 6-83):

tTransform»(});

3(radarPosition.x + radarRectTransform.pivot.x,

radarPosition.z + radarRectTransform.pivot.y, @) + this.transform.position;

Ewcova 6-83 TIpocbnkn avtikeévov oto radar

86



Avdantoén kot YAomoinon

6.10 Emiloyog

270 KEQALOIO OVTO TOPOVGLAGTNKE OVOAVTIKA 1 S1001KAGT0 avATTLENG Kot VAOTTOINGNG TG TTUYLOKNG
gpyooiag, Eexvavtag omd tn dnuovpyio Tov £pyov oto Unity Kot QTAVOVTOG HEYPL TNV OAOKANPOOT)
TOV ENPEPOVS GLGTNHATOV TOL TTayvdLL. [epleypaenkav Brpa tpog Pripa dGha To 6TAE KATOGKEVTG
— amd To LEVOD TAONYNONG Kot T dtapopemaon tov Terrain, péypt TV VAOTOINGT TOL XOPAKTI PO, TOV
TN, TOL GLGTHLTOG HAYTG, TNG TEXVNTNG VONHOGUVNG TOV eX0pdV Kot TG Slemapng xpoT.

[dwaitepn éupacn d6ONKE GTO EXUEPOVG GLGTIHLOTA TOV GUVOETOVY TNV EUTELPIO TOV TOLYVIOLOV: TO
ouoTHO Kivnong Kot KApepag, to animations pécw tov Animator Controller, o cOhotnua vyeiog kot ot
UNYOVIGHOTL avOTAP®ON S TOP@V, KOOMG Kol TO0 GOUGTN IO TUPOBOAIGHOD LE TOV GUYYPOVIGHO YOV Kot
animation péow tv Animation Events. [TapdAinia, avadbOnke n Aettovpyio Tng TE(VNTAG VONLOGUVNC
v (oum péow g [emepaocuévne Mnyovig Koataotdcemv (FSM), to cdotnua dnpovpyiag exdpaov
Kol 1 dwxeipion g mAonynong tovg pe to NavMesh kot tov akydpiBpo A*.
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Sounepdopata kot MeAlovtikég BeAtiwoelg

Kepdhiow 70: Xvpmepdopoto ko Merrhovtikég BeATiwoers

7.1 Xvoprmepacporta

H mopovca mruyloxn epyacio avédeite ) duvatdtnra dnpovpyiog evog TAnpmg Asttovpykod FPS
Ly vidlo empPioong, aglonowwvrag ) pnyovn Unity kot m YAdcoa npoypoppaticpod C#. To Dead
Horizon amotedel évo oAOKANPOUEVO TOPASELYLO EQOPUOYAG TOV Oe@PNTIKOV EVVOIDV OV
avoADONKAY GTO TPOTYOVUEVE KEPAAOLD, OTWOC 1 TPICOIICTOTN YPOPIKY, 1| UGIKY| TPOCOLOIOGT), N
TEYVNTA VONUOGVUVI] KOl O1 PNYOVEG TTOLYVIOIDV.

O teyvoloykog cuvovacog Unity kat tov vrocvotnudtov e (NavMesh, Physics, Animator, Particle
System) mopeiye afomot Asttovpyic, ToyVTEPN OAVATTLEN YOPM OTO ETOWO. EPYOAEiD. Kot TN
dvvatotnto, ypryopov mpwtotvmonoinone. H apyitektovikn mov vAomomOnke eivor kabapn kot
EMEKTACIUN, EMTPEMOVTOAG TNV TPOGHNKN VEOV YOPUKINPICTIKOV pe TNV 10 Aoywr. H ypion tng
[emepaopévng Mnyavic Katactdosmv (FSM) yio v teyvnt vonpocsuvn tov {oumt anédelle 0Tt
TPOKELTOL Y10, UL OTTAT], GTOTEAEGILOTIKY KOl EDKOAQ GLVINPNGUUT AVOT|, EVED 0 GLVOVAGLOC TNG UE TO
NavMeshAgent e€ac@diice peoloTiky TAONYNGT TGOV EXOP®V GTO TPIOSIAGTATO TEPIPAALOV.

Hoapdiinia, avadeiydnikay tpaktikol mEPLOPIcHOL, OTMG 1 AvAyKN PEATICTOTOINGONG TG ATOd0oNS Yid
opaAY|, Aettovpyia og peyadvtepo aplBuod tavtdypovav {OumL, 1 Sloyelpton TG UVIUNG Kot 1] OTOQUYT
GOUALATOV KoTA TIC peTaPdoelc petaéy Tov kataotacewny ¢ FSM. O eplopiopol avtoi dev avarpovv
TO OMOTEAECUA, OALG KOTEVOOVOUV GUYKEKPIUEVEG PEATIOGCELS Y10 KON TTLO OHOAT EUTELPiaL.

7.2  Merhovtikég Bedtiooeig

INo va fertimBel akdpn TEPIEGOTEPO 1) EUTELPIN TOL TOLYVIOLOV, TPOTEIVOVTOL Ol TOPOUKATO GTOYEVUEVEG
TOPEUPAGELS, 01 OTOIEG EVIGYDOVV TNV EVYPNOTIA, TN 6TAfEPOTNTA GE SLOPOPETIKEG GUGKEVEG KOL TNV
€0KOAT EMEKTOCT OE VEQ, YOPUKTNPLOTIKA, YMPIC Vo dAAAEEL 0 BOCTKOC KOPUOC TNG EQPUPLOYNG.

o TIpocOikn viéov 6mhmv kol avTikelpévov: Eicaymyn d1apopetik@v tHnwv dnAwv (ToTolt,
Kapoumiva, ekpnktikd) pe Eexwplotd yopoktnpotikd ({nud, tayvnta Poing, akpifeia),
KaODS Kol VEOV AVTIKEWWEVOV OGS TAVOTALa, avaPdoiicn TaydTnTag 1 TPoSmPIve power-ups.

o Yiomnuo amodikevong mpoddov: Anuovpyio cvotnuatog omobnkevong tov okop (high
SCores) Kol TV GTATIOTIKOV TOV TOIKTH, OOTE VO, VITdpyeL KiviTpo yio fedtioon kot emavainym.

o IIpocOnkn Myov aepifpdiiovrog: EQmAovTIGUOC TOV MyNTIKOV TOTIOL HE NXOVS GVELOV,
TOVAM®V, PNUATOV GE JPOPETIKES EMPAVELES Kol GALo ambient mynTkG €QE, Yo, AKOUN
ueyolovtepn aicnon Podonc.

e Multiplayer: IIpocOfkn 6vvaTOTNTOC GLUVEPYOTIKOD N AVIOYOVIGTIKOD TTALVIO0D Ue GAAOVG
TaiKTeg LESM OIKTVOV, OLEAVOVTOG CNUOVTIKE TV EMAVOANTTIKOTNTO Kol T didpkela (g Tov
T vVIS100.
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