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Befoichvaw ont giuar o ovyypoapéas avtis e epyooios koi otl kdbe fonbsio v omolo. giya yio THY
TPOETOIUATIO. THS EIVAL TANPWS AVAYVWPLOUEVY KOl aVvopEPETOL otV epyaoia. Emions, Exw kotaypdyer
TIC OTOIES THYES QO TIC OMOLEG EKOVO. YPHON OE0OUEVMYV, 10DV, EIKOVMV KOl KEIUEVOD, EITE OVTEG
avapépoviar oxkpifas eite mopoppacusves. Emmléov, fefoiove ot ovth n gpyaoio mpoeToyudoTnke
OO EUEVO, TTIPOOCWTIKG, EL0IKG (WG OmAwuatiky epyaocia, oto Tunuo Mnyovikov [IAnpopopikis ko
Hlextpovikav Zvomuadtwv tov ALIIA.E.

H mopodeo epyacia amoteiel mvevuatiky 1oioxtyoio twv poitntwv Evotabiog lwavidns & lopdoviong
lopdavng mov v exkmovnooy. 210 TAaiolo TS TOMTIKNG aVOIKTHS TPOCLOGHS, O CVYYPOPEAS/ONUIOVPYOS
exywpel aro Aibvég Tavemoriuio s EALddog adeia ypnons tov OIKaiMUATOS OVATOPOYWYHG,
OOVEITLOD, TOPOVOIOAOHS TTO KOLVO KOl WHPLOKAS OLGYDONS THS EPYOTiag Oledvag, oe nAsKtpoviky 1opon
Kl 0€ OTOL0ONTOTE UEGO, VIO OIOOKTIKODS KO EPEVVHTIKODS GKOTOVS, Avey avtallayuatos. H avoikty
Tpocfoon oto TANpES Keiuevo TG gpyadiog, Oev onuaivel kal’ 0l10VONTOTE TPOTO TOPOYDPNON
OIKOIWUATOV OLOVONTIKIG 10IOKTHOIOG TOD OVYYPOPEQ/ONUIOVPYOD, OUTE EMITPETEL THV OVATOPAYWDYH,
OVAONUOCIEDON, VTIYPOPY, TWANCY, EUTOPIKY YPHoY, O10VouY, ékdoon, uetapoptwon (downloading),
avaptyon (uploading), uetdppoon, tpOTOTOINGY UE OTOIOVONTOTE TPOTO, TUNUOTIKG 1 TEPIANTTIKG THG
EPYOTIAG, YWPIS TH PHTIH TPONYOVUEVH EYYPAPT COVOIVETH TOV GVYYPOPED/OHUIODPYOD.

H éyxpion ¢ dumhopotikng epyaciog and 1o Tunua Mnyavikev Iinpoeopikng kot Hiektpovikmv
Zvotudtov Tov Atebvoic Tlavemotnpiov g EALGS0G, dev vTOSNAGDVEL amapaITTOS Kol arodoyn
TOV OTOYE®V TOV GLYYPAPED, €K LEPOLS Tov Tunpatog.



Iepiinyn

v mapovoa mTUYloK) epyacia Ba mapovciootel m dwadikacio avamTvéng evoc TPoidvTog
YUYAYOYIKOD AOYIGHIKOD WE ¥prion g unyavne mayvidiov Unity3D. Apyukd, yivetal puo 16topiky
avadpopny g mopeiog €EEMENG TV Prvteomayvidldvy otV mWEPodo TV ypovav. Axdun,
mapovstdfoviol Kot ovaivoval ot Pacikés katnyopieg Pvteomaryvididy aALd Kot ot OHAOES ATOU®Y
OV GULUUETEYOLY otV avarntuén tovg. EmmpdcOeta Oo avoivBodv to otddie avamtuéng tng
dnuovpyiog evog Prvreomaryvidiod kot Bo avapepbBovv Kamow Pacikd YopaKTNPIoTIKE TV 1o
MUOPIA®V pmyavdv dnpovpyiog. XZvykekpipévo mapabétovior ov punyovés: Game Maker Studio 2,
Unreal Engine, Phase, Godot ko1 CryEngine.

v mopeia o avapepBodpe AETTOUEPDC TNV ONUOPIAEGTEPN UNYOVE ONUIOVPYIOG, TNV TPOCHOTIKN
L0 ETAOYN Y10 TNV KOTOOKELY TOv Prvteomayvidiov, tnv Unity3D. ‘Etol, 0o amapibuicovus ta.
HOVOSIKE YOpOaKTNPIOTIKA TG Kot Oa pvnuovevcovpe v mopeia e&éMEng g etopiag amnd ta
TPOTOPYIKE TG otdde péypt kol onuepo. EmmAéov, Ba efetdoovpe avalvtikd 6Aa ta Pacikd
napdBvpo oAl ko Tig Poaoikég évvoleg and Tig omoieg amoteAsiton 1 Unity3D mov Oo mpémer o
AVOYVOOTNG VO OVTIANQOEL 1o TNV EVKOAOTEPT] KOTOVONGT TG TPUKTIKAG VAOTOINGTG TOL Tty VId1oV.

Ev ouveyela, Ba yiver Prpa mpog Pripe mapovcioon kai emeéniynon OAwv TV otadiov mTov
akolovOnbnkav péxpt v mApn ovdmtuén Tov morvidoy pog. Téhog, Ba emdeiovpe pia
gvaAloktikny popen Eyypoaeov Zyediaong Iloyvidumv, dwkd oyxedloacuévn yuor WKpOTEPEG OUADES
avamTuéNG, 6TV 010l PACIOTHKOUE KOl VAOTOMGOUE TO CLYKEKPIUEVO PrvTeomatyviot.



Development of FPS game using the Unity3D engine
IOANNIDIS EFSTATHIOS

IORDANIDIS IORDANIS

Abstract

This thesis will present the process of developing an entertainment software product (a FPS game)
using the Unity3D game engine. Firstly, a historical overview of the evolution of video games will be
introduced. Then, the main categories of video games and the people involved in their development
will be presented. In addition, the development stages of creating a video game and the key features of
the most popular game engines will be discussed. Specifically, this study will reference game engines
such as the Game Maker Studio 2, Unreal Engine, Phase, Godot, CryEngine and then will thoroughly
discuss the choice of utilising the Unity3D game engine to develop our FPS game. Moreover, all the
basic windows and concepts that Unity3D consists of will be examined and explained, which will
allow the reader to acquire a basic understanding of the practical implementation of the game. Then,
there will be a step by step presentation and explanation of all the steps that were followed detailing
the full development of our game. Finally, we will demonstrate an alternative form of the Game
Design Document, specifically designed for smaller development teams, based on which the current
video game was implemented.
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Kepdrawo 1

Kepaiawo 1°:  Bwvteomayyvidwa

1.1 Ewayoyn

“Eva Pvteomayvidl eivar éva niextpovikd mayvidlt 1o omoio meptlapfdavel oAAnAemiopacn pe po
SlEmap ¥PNOTN YO TNV TOPAYOYN ONTIKNG ovadpoong o€ po. cvokevn Pivteo” [1]. To mpmro
ouvletikd G AEENG Prvieomaryvidl avapépetal 6e pio GLOKELY] OV TPOPAAAEL YPAPKE TOGO GE
dedtdotatn popen 660 Kol o€ TPIoAACTATN. To NAEKTPOVIKE GLUGTI LT TOV YPNCULOTOLOVVTOL Y1l
va epeavilovv ta Pvteomaryvidlo avaeEPOVTOL MG TAUTPOPUES UE KATOLN TOPUSEIYUATO OVTOV VO
glvar o1 MAEKTPOVIKOL VIOAOYIGTES, 01 KOVOOAES Pivteomoryvididy kot ta Kwvntd thiépmvo [1].
Inuepa, o Prvreomaryvidla givar £va d1dedoUEVOS TPOTOG TOGO YuXay®Yiag OCO Kol ETKOVOVING
Y1 TOAAOVG avOPOTOVG LE TIG OLVATOTNTES TOVG VL TANBaivouY GUVEDG.

1.2 Iotopuki] Avadpop] Bivreomaryvidiov

H 1otopia tov Prvteomayvididv Eekvdel ota téAn ¢ dexaetiog tov 1940. [epinov ota TéAN TOL
1960 otv Apepikny dpytoav va glofaiovy oty kabnuepivy (0N Tov avOpOT®V Ol NAEKTPOVIKOL
VIOAOYIoTEG. ATO ekel Ko €melta, Ekavav ePQAVIon Ta TPpOTA Prvieomaryviol 6to PAITEP, GTOLG
VIOAOYIOTEG KO 6TIG KOVGOAES TTOL fTay cuvhBmg popntés [1].

H apyaidtepn niektpovikn cvokevn fpbe oto ¢idg o 1947 and tovg Thomas T. Goldsmith Jr kou
Estle Ray Mann «xot ftav gpmvevouévn oty 006vn tov povidp. H cvokeun autn enétpens otov
xPNOTN Vo EAEYYEL o KOukida e 6KOTO Vo TPOGOUOLMGEL £vo. PANLOL TOV €pyve GTOHYOVS, Ol 0TTOioL
angwovifovtav ®g otabepd oyédia otnv 006vn [2]. To mpdTo Prvteomaryvidl ovopdotnke Tennis for
Two kot avortdydnke and tov William Higginbotham to 1958 gvd 1o mayvidt Tov Tov 0pocNUO Yia.
Ta Prvreomonyvidio NAEKTPOVIKGOVY VITOAOYIGTOV Tav To SpaceWar mov dnuiovpynonke to 1961 [3],[4].
Ta Pwreomaryvidio dpyloav vo yivovtor yvootd tnv dekaetiocc Tov 1970 péom g dnovpyiog tov
Arcade mayvididv, to omoio. TomofeTodvVIaY ©E HEYOAD EUTOPIKO KEVIPO KOl AELTOLPYOVGOV UE
keppatodéktec. [apdAinia v id1a dexoetion Snuovpyndnke n TpOTN YEVIA KOVGOADVY LE Kuplapyo
Kol 7o ONUOEIAEC To Pong. Avtd amoteAovoav €VXAPIOTO TPOTO OlCKESUGNC VIO TOAAOVG
avBp®dTOLG £KEVIG TNG ETOYNS.

"Etot 0 8popog ¢ epumopkotntag tov punyavov Arcade dvoiée to 1971 6tav dnpovpyndnke 1o tpdto
Bvteomauyvidtl Tov oA ONKe 6T0 EUTOPLO Kot Asttovpyovoe pe kEpuota, pe dvoua “Computer Space”
[4]. T v mpoPorny TOV GLYKEKPWEVOL PLVTEOTALYVIOOD YPNCIUOTOOVVTAY uUio acTpoOuovpn
mAedpacn kabdc Kol €va cOOTNUO MAEKTPOVIKOV VLIoAoylot®@v. To emduevo €tog, 10 1972,
akolovOnoe M Tpw £kdoon tov Pong, to Pong tg Atari mov tav pia Arcade éxdoon. H devtepn
éxdoom tov Pong fpbe 10 1975 ko tav yuo ook ypron. H peydin epmopkn emitvyio Tov Pong
£0M0E TO VOGN 08 TOAAEG ETOPIES VO ONULOVPYHGOLY JAPOPOVE KADVOVE aVTOD, E ATOTEAEGLA
g évapéng g Prounyaviog tv Prvteomayvididv [6].

To téhog Tov Pong petd amd €vav Katarylopd KA@VoV Tov otny ayopd pbe to 1977, ue v emuyia
Tov Toryvidlov “Space Invaders” g etoupiog Taito v emduevn kidrag ypovid. To moryvidl avtd
£0maoe 10 KivTpo Yo TV Evapén g xpvong emoyng tov Arcade Games kabmg £6mwoe EUnvevon o€
TOAOVG KOTOOKELOOTEG Va. £16EM00VY 610 gumdplo avtdv. To “Space Invaders” oto exdueva ypovio
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Eexivnoe v cvvepyaocio tov pe T0 Atari VCS péow g doetog mov tov mopeiye Kot E6mce TPOUEPT
Gvodo oTIg TOAACEIS NG KOVoohag. QoTOC0 1 Kuplopyio TG Prounyaviog Tov Pvteomaryvidimdv
oTpaenke oto “otpatomedo” g Nintedo Entertainment System, n omoia petd and Aiya ypovia £dwoe
pia akopa Gvodo otnyv Propnyavia. Etic apyés tov 18 awdva dnuovpyndnkav kot GAAeg peydreg
graipieg, pe Tig TPELG o dNUOEIAC va givar n Activision, 1 EA kol 1 Sega. And ekeivn v mepiodo
Kol Hetd n Propumyovia Tov Prvteomayvidldv dExeTal OAO Kot HEYAADTEPT aOENGN, U VEEC ETaPiEg Va
umaivouy 6To eUTopikd Toyviot [6].

Epyouevol oty 1pitn yevid KoveoAdv 1 aAlmg otnv «Emoyf tov 8-bity, to 1983 n Nintendo
KukAopopnoe to Family Computer, o omoio vrootpile moryvidia pe moihio ypoudtov xapn oto
sprites vymAng avaivong kabmg 1 Pedtioon kot Tov ypagikov frav epeovig. H Nintendo apydtepa
LLe GKOTO VO S10.POPOTOGEL TO TPOIOVTA TNG A0 TIG TOANIOTEPES OMOTVYNUEVEG KOVOOAES, Tpdchece
o€ OVTEG pio UITPOCTIV] VITOSOYN YL TIC KOGETEG MALYVIODV, EVA TEPIELXE KOl GTN GLGKEVLAGIN TO
mayvior Super Mario Brothers mov mold ypiiyopa €ytve 0 pHeYaADTEPOG TITAOG T ViS00 6TV ayopd.

[4].

H Sega 0élovtag vo kepdicel peyaldtepo pepidlo otnv ayopd, NTav 1 TpdTN TOL dNUOVPYNoE T
dkn g kovovpyla koveora (Mega Drive), otig apyég g té€taptng yevidg 1 ahimg g «Emoyng tmv
16-bity 6mw¢ avt) ovoudomke. H gtoupio nétuye tov 6tdy0 TG He TOAD peydlo pepidio ayopdc Kot
7o emTuyNUEVO TTaryvidl e va givan To Sonic The Hedgehog [3].

H TTéunt yevid ovolootikd Eekivnoe v mepiodo mov avamtoydnkav to Nintendo 64 kot to Sony
Playstation, kafmg mo mpv o1 koveoreg Tov Aovoopiotnkay dev giyov Wdiaitepn emttvyio. Metd amd
uio avemtoyn ocovvepyacio Tv gtoipidv Sony kot Nintendo, n Sony mipe v peydin omdgacn va.
e€lyel oV oyopa TNV TPOTN NG KOveoiag mov ovoudotnke Sony PlayStation. H xovodia avty
Katdeepe va movAnoel téve omd 100.000.000 tepdyla oe Ao TOV KOGLO, dNUOLPYOVTOS Evav GOPo
otnv Nintendo mov éBlene to voopepa vo avEAVOVTOL KOTAKOPLPO GTO AVTITAAO TOVG “oTPATONEDO”.
H Nintendo ¢to1 BéAovtog va aravimost napoveioce o Nintendo 64 mov amodeiynke pio TO0TIKA
KOVGOAa, M omoia Ouw¢ pétpnoe katm amd 40.000.000 pe amotéAespo 1 SONY vo KATEXEL TO. VIR TG

kopuenig [3].

Mmraivovtog oty £€KTn yevid TAéov 1 SONY petd tnv peydAn emruyia g, KuKAOPOPNOoE 0TI apPyES
tov 2000 to PlayStation 2 mov fjtav o 128 bit kovedria. H cuykekpiuévn Koveoro, ETETPETE GTOVG
developers vo dnuiovpyodv S1kovg TOLG SErVers, katt apketd mpwtdTLTTO Yoo TNV TOTE £moyn. H
emtuyia Tov PlayStation 2 ftov akopo peyoddtepn, pe v andvinon vo épyeton and v Microsoft
péom g koveorag Xbox m omoia mepieiye moAAéC kawvotopieg. Mg avtdév tov TpOTO M ETOUPiO
KATAQEPE va KEPOIoEL Eva PePIdO oTNV ayopd, YmPIG OUMG VO KOTAPEPEL KoL TAAL VL UTTEL OTIV TPMTN
0éon tov maykdéowov toiicenv. Ocov agopd v Sega kat tqv Nintendo,  mpoomdbeio Tovg dev
NTOV EMAPKNAG Y10 VO “YTOINGOLV” TIG QVTITOAEG €TOUPiEG TOVG, UE TIG KOVOOAEG TOVG Vo kepdilovv
HKpo 06007t TG ayopds [3].

KAgivovtog kot pmaivovtag mAéov otnv €BSoun yevid, ot 000 HEYAAES €TOIpieg KUKAOPOPN GOV 600
TOAD dUVATEG POPNTEG KOVOOAES. ATd TNV TAELPA TG 1 Sony dnuiovpynoe to PSP, 1o omoio dyyile to
eninedo tov ypagikdv tov PlayStation 2. H cvuokevn umopodoe vo. mapEysl acupuatn cOvosoT 6To
dradiktvo kabdg kot cuvdeot pe mAeopdoelg. Amd v aiAn mievpd 1 Nintendo onpovpynce to DS
OV OTOTEAOVVTAV O dVO 000veS ek TV omoiv N pia apns. H ocvokevn mapeiye ouvdeon pe GAAeS
ovokevég DS, gpdocov fitav oe koviv) amdotoot. ‘Etol 800nke 1 duvotdtnTo 6TOVG MOKTEG V.
nailovv mapdAinio pali, KTl TOV KEPSIGE TO EVOLNPEPOV TOL KOGUOVL. Méowm ¢ avaBaduong g
Nintendo pe to DS, o1 ypioteg mAéov pumopovoay vo cuvdedovv otov maykoco 16t pécw WiFi kot
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va Katefacovy moyvidla amd To Store mov dNUIoVPYNGE 1) ETALPIN ATOKAEIGTIKA Y10 TV GUYKEKPLUEVT
Kovoora. Alyo apydtepa kot ovykekpyéva to 2005 n Microsoft kukhoedpnoe to Xbox 360 wov frav
plo owlok Kovooia pe moAAEG véeg duvatotntes. Téhog v amdvinomn g 600 ypdvia apydtepa
édmoe m Sony pe v dnmuiovpyic tov PlayStation 3 mov omotéhece pio kKOvoOlo pE TOAAEG
KOvoOPYIEG TEYVOAOYiEC 6TOV Y®PO avTd [2-3].

Eni tov mapovrog, Ppiokopacte AoV otnv O0yO0M YEVIA KOVGOAMY Kol Ol SLUVOTOTNTES YPOPIKMDV
cuvoLALoVTaL Le TOAVUESH KOl AAANAETIOpOOT) KATL TOV OoPeiheTal GTNV gVpeia ¥pNoN TOL HLASIKTVOV
OT0 TEPLGGATEPQ TTALYVISLOL TTOL KUKAOPOPOVV GTIV OyOopd QLTH TN GTLYUN.

1.3 Koatnyopieg Bivteomaryvioimv

210 onueio awtd Ba ANGOLUE Yo TIC S1APOPES KATNYOPIEG TALYVIOIDY OV LTAPYOVY Kol £XOVV
avantuyfel pe v mipodo TtV ypovov. “Amd 1o 1958 éywve pio mpoomdbelo TaSvounong Tov
niektpovikdv moyvidwwy. Tote eiyav ta&vounbel oe téooeplg Pacikég karnyopieg: moryvidl
AVTOY®OVIoUOD, TOYNG, Tpocouoinong kot kivnong.”[8] AxolovOnoav TOAAEG KATIYOPLOTOWGELG
TALVIOIOV omd epevvnTég KATL TOL OMMC amodeiydnke elvar apketd SVGKOAO, KOOMG GLVEXMDG
wpokvTTOVY VEN €idn moryvidiwv. Ta miextpovikd matyviole otolBdlovrar kvpiong ue Pdon to
gameplay tovg, kabdg d¢ mailel poro to mepPdriov mov eEghicoovtat. Yapyouv moTO60 matyvidlo
ov dgv avikovv poévo oe pio katnyopio, oAAd mepi€yovv otoryeio. amd dVO 1 TEPIGGOTEPQ €10
TaVTOYPOVa OGS Yo Tapdderypo 1o GTA mov cuvovalel otoygia amd Toyvidlo aydvmy, pOA®Y Kol
Shooting. Apyikd pio TOAD GNUAVTIKY S10(DPIOT TOV TALXVISIDV EIVOL OG TPOG TIG SIOCTAGELS OV
€xovv ota ypapikd Tovc. Ot dHo moAD YVwGoTéG 68 OAOLG KaTnyopies eival ta Atodidotata motyvidla
(2D) ka1 Tpiodidotato (3D). Ta tehevtaio xpovia 1o HEYOAHTEPO TOGOGTO TOV TALYVISIDV EYOVV TPELS
d00TAcELG KOOMDC gival TOAD O EVIVAMGIOKA TO YPAPIKA TOVG KoL TPOTLLOVVTOL TEPLGGOTEPO U0

TOVG YPNOTEC.

[Iépo amd Vv Jy®dPIoT TOV TAXVIOIOV ©G TPOG TS SOOTACES OTO YPAPIKA TOVS, T TALYVidla
Sraywpilovrar kot wg mpog to €idog tovg. IMapakdtw o avapepbodv kamoeg Paoikég katnyopisg: [6-
10]

1.3.1 Moyyvidwe Apaosng-Action Games

To peyaAhtepo TOGOCTO TOV TALXVIOIDY TOL KUKAOQOPOVV Bpickovial 6e avth TV Kotnyopia. Xta
oy vidle autoh Tov €idovg 0 YPNOTNG YPEBLeTaL Vo €€l YPNYOPA OVTOVOKAOGTIKA KOl CMGTO
GUYYPOVIGUO YO VO UTOPEGEL VO EMTUYEL TIS SOKILOGieg mov Tov Bétel To manyvidt. O otdyog eivon
ouvnBog To Mo oNUAVTIKO KOUMATL Kafdg Kot M tayvTnTa. avtov, 6co avePoaivel to emimedo. O
YPNOTNG GTNV KOTNyopic aTh £PYETOL GE OAANAETIOPOOT) TOGO LE TO TEPIPAALOV, OGO KOl LLE TO OVTOL
nov Ppiokovial o€ awtd, pe okond va Pydrel eic mépoag OAa dco Tov {ntovvral . To Action Games,
yopiloviar og 600 Pacikés kotnyopiec. Tvykekpipéva dtakpivovpe ta Shooters moyvid kot to
Fighting. Eexwvadvtoag oo to mpmto a&ilel va onueiwbel 6Tt givar amd to SNUOPIAESTEPO TTaLY VIO TaL
tehevtaio ypovio. H dudkpion tov Shooters Games yiveton pe Pdon tnv 0éon g xduepog evod
VIAPYEL SVVATOTNTO Kol AAANAOETIKOAVYN G KOOMG TOAAOL GVOYYPOVOL TITAOL EXLTPETOVY TNV EVOALUYN
avApESH OTIS dV0 OVTEG TEPMTOOELS. Etol otnv mpdtn mepintwon o ypnotng PAEREL péca omd ta
patio Tov mwaiktn Tov dwayepileton kot to moryviol ovopdletar First Person Shooter (FPS) kot otnv
devtepn mepintwon o xpNotg PAETEL OAOKANPO TOV YOPAKTNPOS TOV dtoyelpileTal Kot 0 moyvidt
ovoualetan Third Person Shooter (TPS). e O0Aec TIg KATAGTAGELS TOV AVOPEPAUE TOPOUTAV®D, O
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TaiKTNG €ite Aettovpyel aVTOVOUO Kot TPOSTOOEL VoL GKOTMGEL TOLG AVTITOAOVS TOV, gite Agttovpyel
OT0 TAOIGLO LOG OHAdNG, TPOOTAOMVTOG 1 VO, TETOYEL KATOLOV GTOYO, 1| GLAAOYIKA Vo 6KOT®mHOVUY o1
ToiKTEG TNG avTtimadng opddag. Kamowo mapadeiypato awtod tov gidovg givar to Call Of Duty kot to
Counter Strike.

Ewoéva 1 - 1: TToxyvidr Shooter

Amd v GAAn mhevpd oto Fighting Games o maiktng eAéyyst évav udvo YOpOKTAPO. XTIg
TMEPICCOTEPEG TEPUTTAOCELS AVTNG TNG KATNYOpilag O maikTng Unaivel o po S1odkacio ETA0YNG TOV
yopaktipa mov Oa yepiotel. O Kabe yopaktpag Exel TIG OKEG TOV TOAEUIKES IKOVOTNTEG Kol TN 01K
oV apeieon. Otav Eekvdel 1o moyvidl amEVOVTL OO TOV YAPOKTAPO OV dlayelpileTol o moikTng
VIapyel €vag avtitahog, Tov omoio gite droyelpiletan kamolog AAAOG maiytng, eite £xel Tpootehel kaTd
TNV dnuovpyia Tov AL VISo Kot £yl avTopatomomuéves kivnoets. O kabe yapaktipog £xel {on Ko
VIKNTNG TOV TToyvidlod gival avtdc mov B katapépel TPpmTOG v TEAEIDoEL TNV (M1 TOV OVTUTAAOV
tov. Kédmota modd yvwotd mayvidie avtod tov gidovg givan 1o WWE kon to Mortal Kombat.

Ewova 1 - 2: ayvid Fighting

1.3.2 Multiplayer Online Battle Area (MOBA)

Ta MOBA Games sivar nAnpog Paciopéve oto multiplayer, mov onpaiver 6t naikteg and 6A0 OV
KOGHO €yovv Tnv duvatdtnTe vo Tailouy TouTOXPOVA. TNV CLYKEKPUEVT] KOTIYOPiol Ol TOIKTEG
nailovv cvvnlwg oe opddeg eléyyovtag Evav xapaktipa Héca amd pio UeyOAn YKAUO 7OV TOVG
TPOCPEPETE. XKOMOG TOL TOLYVIOOD €lval M KOTOOTPOPN TG Pdong ¢ avrtimaing ouddag Kot M
eEdvtoon TV avTmdAwv toug. O TaikTng eniong TPENEL Vo oyOPACEL OVTIKEILEVO LLE T OO YiveTOn
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7o SVVATOG TOGO GTNV CUVVTIKY IKAVOTNTO TOV, 0G0 Kol otV emBeTikn. H avayvopion tov maiktn
TPOKVOTTEL OO pio Katdraén wov umropobv va dohv o1 TaikTeg T0G0 KATA TNV SIUPKELN TOV ToLVIdLoV,
000 Kol oto Téhog avtod. To kdfe moyvidt cvvnBwg dwopkel and 15 wg 45 Aemtd, ywpig avtd va
amoteAel Kavova. XTo TEAOG TOV TTatyVidlo0 o maikTng avrapeifetal pLe KAToloug mOvVTous ovardyms e
10 amotédecpa avtov. [ToAd yvwotd mapadeiypota ovtng g katnyopiag eivar to Dota kot o League
of Legends.

EARLY DEVEL
GAMEPLAY CAP

Ewova 1 - 3: TTayyviot MOBA

1.3.3 Massively Multiplayer Online Role-Playing Games (MMORPGs)

Ta mwaygvidio wov amaptiCovv avty v katnyopia £xovv Baon otnv multiplayer popen. O maiktng
Swyepiletan Evav yopoaktnpo og £va TEPIPAALOV TOV HTopoV va TaiEOVV TAVTOYPOVA ATOUO, OO OAO
tov k6opo. Kabe maiktng Eekivdel amd 10 mpmdTO MINEDO KOl GKOTOG TOL Eival TOGO Vo SUVOUNDCEL TOV
YOPOKTNPO TOV HECH TMOV OVTIKELEVMOV TOL OmoKTdel, 660 Kot va avePaivel eminedo pécm tov XP
OT®G eival Yv®OTO GTO ATOLN TTOL OGYOAOVVTOL LE TO CLYKEKPIHEVA oy vidle. Mio koo oNUOVTIKY
TTOYN TOV €id0VE aVTOV gival 0TI TPOoPEPEL TV emhoyn d0o dapopetikdv game play. Ztnv npodm
nepintoon o maiktng aviywetonilel 6vta mov Ppickovtal oto mepPdAlov ta omoia dtayepileTor To
obotnuo kot to game play ovopdleton Person Versus Environment. Xtnv dgdtepn mepintmon o
TOUKTNG EPYETOL AVTIUETMOTOG HE TaiKTES oL draxepilovton dAla dropa kot to game play ovopdletat
Person Versus Person. Yzmdpyovv moAld moryvidio omd To OTOio. OMOTEAEITOL 1) GULYKEKPLUEVN
Katnyopia, pe mo dnuoeiin va givon to World of Warcraft kot to 4Story.
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Ewova 1 - 4: TTaryvior MMORPGs

1.3.4 TMoyyyviowe AOnTiopov-Sport Games

H ovykekppévn katnyopia mepropfaver 6Aa ta moryvide mov avomaplotovv kdbe eidovg omop-
aOnuo kot Tailovran eite petalhd maKTOV, eite petald gvog maiktm Kot EvOg ¥pNoTn TOL ONpovpyet
Kot Swoyelpiletan  punyovn. Ze avtibeon pe moAld motyvidla mov Aapupdvovv ydpa og va UEPOG TOV
elvan dyvooto mpog tov maikern, ed® amewovileton €vag aAndvog kdouog mov givar yvmOPHOS oTa
pétio avtod. Znv katnyopio avt) o maikme £xer va dwyeplotel gite évav yopaktnpa, ite €va
GUVOAO YOPOKTAP®V. X& UEPIKA TaLyVidlo TNg KATyopiog autng o ¥pnomne £xel tov poOA0 TOV
opyovaoT-tpomovn T piag opddag kot Tpocmadel vo Ty SloyelploTel £T61 MGTE VU ATOdDGEL OGO TO
duvatdv koldtepa. Xtdyog Tov Toyvidol etvar drapopeTikds kébe popd, avaloya pe to AN Tov
eEelMooetan oto moayviotl. [opadeiyparta avtng g katnyopiog eivar to FIFA kot to NBA 2K.

W BARTI=0 ATL §

[ EIEASPORTSFIFA | fi  GiEasrommseir  EloeeEleAsPOmTSFIIA [l £ EAssORTErirA fi—o. KiEASPORTSFIFAS Ki

Ewcova 1 - 5: TTayvior AGAnticpod

1.3.5 Mayviowe Xtpatnywkic-Strategy Games

Ta moyvidld GTPATNYIKNG ATOGKOTOOV GTO VO, TPOKAAOVY TOV TOKTN va KEPSIGEL TO O Vidl LECH
NG 0pYAVMONG KOl TOV GYEIUCHOV dopOprV evepyeldV Tov Ba Tov Pondncovv gite vo KATAKTNGEL
v Pdon Tov avTimdAov Tov gite VO HEIDGEL TIC SUVAUELS OVTOD. X€ QT TNV TEPITTMOOT O YPNOTNG
yewpiletor o opddo yopokthpov-atopmy. H mo yvootm popen g katnyopiag ovtig, sivol to
navyvidw Real Time Strategy oto omoia ot maikteg xpetdleton va Taipvouv cuvexds Tig KOTOAANAES
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OTOQAGCELG YO, VO TTETVYOLV TOV GKOTO TOov Tayvidlov. Emmpocheta tovg divetar n duvvotdtnTto va
ytiCovv oTIg PAGELG TOVG KTIPLOL KO VO EKUETAALEDOVTAL SIAPOPOVE TOPOVG LLE GKOTO VO VITEPEYOVY OE
oxéon Ue TOLG OVTIMOAOLG ToikTeC. Movadikdg Tapdyoviog yw Ty EmTuyio TOV ToyvViddV
GTPOTNYIKNG €Val 1] COGTH OPYAVMGT TOL TAIKTY KOl 1 EMAOYY] T®V KOADTEPOV OmMOPAcE®Y KAOe
eopd. I'vootd Topadeiypota ovtod tov gidovg eivar to Age Of Mythology kot to Age Of Empires.

Ewova 1 - 6: TTayvidl Zrpatnykng

1.3.6 Moyyvidwe pocopoimens—-Simulation Games

Ta moyvidw avtd Pacilovtal 6TV 660 T0 dVVATOV PEAAICTIKOTEPT] UETAPOPA HIOG CLYKEKPIUEVNG
KOTAOTAONG UE KOWO YOPOUKTNPOTIKO TOV LAOKOTNYOPU®V OVTOV Vo €lvol 1 TPOcOoUoimon
TPAYUOTIKOV 1 QOVTACTIKOV KOGH®V. 'Etol avaivovtog To mayvidio mpocopoimong dakpivovtot ot
e&nc vokatnyopieg: Social Simulation Games, Vehicle Simulation ko1 Construction and Management
Simulation. ‘Etot apyikéd oto Social Simulation Games divetar cuvibmg mopomdve EUEocn oTIg
KOW®MVIKEG GYEGELS TOV XOPOKTNPO TTOL dwoyelpiletar o maiktg, ite pe dAlovg maikteg og Online
HOpOT, €T [IE TPOKATUCKEVACUEVOLG YOPAKTIPEG GO TO TOLYVIOL YWPIg TNV AVAYKT GOVOESTG GTO
dwdiktvo. Emiong oe pepiké mepmtdcelg avutig tng katnyopiag o ypnomg Piovel o (on ota
TA0IG10, TOL TOLVISIOD TOPVOVTOC AmOPAGEIC Kol EXAEYOVTOG TOV TPOTO OV ovTdg OEAEL Vo evepyel
KaBe otiyun. Xmv dedtepn mepintwon, ota Vehicle Simulation o maiktg éxet v dvvardmta va
YEWPLOTEL KATL TOV OTNV TPAYUATIKOTNTO {00 NTav SUGKOAO, OGS Yo TAPAOELYHA VO, AEPOTAAVO.
Téhog ota Construction and Management Simulation mawyvidwe, o moiktng koleitor va
KOTOOKEVAGEL KOl VO, Ol0YEIPIOTEL TOAELS KOl KOWOTNTEC, MECH T®V TOPMOV 7OV TOV TAPEXOVTUL.
XKOTOG TOL TOLYVIOoD €0(M gival va oAoKANp®OOLV TANP®S 01 6TOYO0L ToL BéToVTal Ao TO GUGTNA.
IMapadeiypata tov Toyvidiov tpocopoimong gival to Sims,to ThemePark kot to Flight Simulator
7OV TOV TEAELTAIO KOIPO £xEl EVOOVLGIAGEL TOAD UEYAAO TOGOGTO TOV KOGLOL 7OV OGYOAEITOL UE TO.
Bwreomayvidia.
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Ewova 1 - 7: TTayyvidr [Ipocopoiwong

14  Opada AvartvEng Bivreomaryviorov

INo va Bewpeitor emroynuévn plo etapia avantoéng moyviduwv Bo mpémer vo Oowbéter pio
0AOKANPOUEVT Kot EUmELPT) Opdda avATTUENG. € O EPACLTEXVIKA MImEdA 1 dNLOVPYiL. TALYVISI00
umopel vo yivel akopo Kot amd €vo UOVO GTOHO, TO OTOI0 OUMC £YEL VO QPEPEL EI1C TEPUC TOAAEC
EVEPYELEG YO TNV VAOTOINGT TOL Ty Vid100. QQGTOGO VITAPYOLV ETUIPIEC-OUASEC TOV OTOIMV T ATOUA
SovVAgDOVY GLALOYIKA, 0 KAOe €vag 0TO TOGTO MOV YVEOPILEL KOl EOKEVETOL, LUE ATMTEPO GKOMO TNV
viomoinon evédg mayvidiov. Katt moAd onuavtikd mov atilel va onpelmdel eivor 61t Oa mpénet ta pén
NG OUGOaG Vo £X0VV KATolo TEWDAPYIKA YOUPOKTNPIOTIKA, GUYKEKPIUEVA VO, EIVOL ETILOVOL, EPYATIKOL
ka1 gvéhiktol. ‘Etol katahafaivoope 6t 6Ty opdado avantuén evog mouyvidloh dtakpivovtol Kamolot
polot. Ot mo yvootrol Kot mopdAinio onuovtikol eivar o Xyedwotig, o Koriitéywng, o
IIpoypappatiotig, o Mnyavikog/Zyxedwwoms Hyov, o Aokpootmg, o Mnyovikdg/Zyedaotng
Movoikng kat 0 Awyepiotc Epyov. [11-14]

141 ZXZyedwotic (Game Designer)

O XZyedwotg pall pe tov Ipoypoppatiot) anoTeAolV TOVG IO CNUAVTIKOVS POAOVS GTOV TOUEN TG
avantuéng mayvidimv. O TpdTog ivar TO ATOHO TOV OLCLAGTIKE PEPEL OAES TIG 10€EC AV OTLG OTOlES
0o Totoovy Ao To VITOAOITO EAN TNG OpAdHG Kot Oa SovAEYOLY. TNV ONIovpyia ToLVISIHY OAX
Eextvohv amd Vv 10€0, 1 omoia OpmG pmopel va pavel ‘mepttth’ av dev vapéel N cOoTH VAOTOINGT.
Ta dtopo mov acyoAOVVTOL pe OLTO TOV POAO TPEMEL VO €IVl OPKETA ONUIOVPYIKA Kol Vo £XOVV
opYoveOTIKEG deE10TNTES KOOMG TPETEL VAL LOPAGOVY LT TNV 10€0 o€ OAa Ta. LEAT NG opddag. Téhog
€KTOC OO TNV 1060 TOL OVAPEPOUE, O ZYEONOTNG eival @épel gvhHVN KoL Yoo TNV dnpovpyia g
doUNGg AALG KOL TV KOVOV®OV TOV TOLYVISL0V.

1.4.2 Koalatéyvmg (Artist)

O poérog Tov KaAltéyvn etvar moAd onpoviikdg oAdd kot dvokorog mapdiinia. To dtopa mov
0oYOAOVVTOL LE OVTO TOV TOWED YPEIALETAL VO £XOVV TTOAD PEYOAN epmelpio KaOMOG TO OTOTEAEGUA TNG
dovAeldc Tov gival avutd wov B, dovv o1 Taikteg otnv 006vn tovc. ‘Exouvv va dwyxeipiotodv mapa
TOAAEG VPEG KOL VO TIG EVAOCOVY OUOLOUOPQO. £TCL MOTE VO POIVETOL TTO EAKVOTIKO TO Ty Vidl 6TOV
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ypnotn. Télog Eodebovy oD ypdvo aAANAEMOpOVTAG e GAAD PEAT TNG opddag Kabdg Tpémel va
Bpiokovior ce cvveyn emikowwvio TOGO HE TOV GYeEdOOT Y va AapuPdvovv odrnyiec Kot va
powpdlovtol 10€e¢ Yo TNV EUEAVION TNG OKNVNAG, OCO KOl LE TOV TPOYPOUUOTIOTH KAODS Ta
avtikeipeva mov dnuovpyet Bo Tpémetl va pmopohv va deyTovV KAmotes 1O10TNTEC.

143 TIIpoypappatiotic (Programmer)

“Eivor 0 mpmdto¢ poAog mov mpénel va okePtel pio opdda avdmtuéng moyviduov”.[12] Eivol to
TPOCOTO OV divEL GAPKA Kol 00T GTIS 106G TV GYEJAOTMV, OMOTE 1| EMIAOYN TOL givol TOAD
dvokoln kabahg mpénel mhvta va Tpotipovvtan Eumepa dropa. Kot autd yroti axdpa Kot av vmdpyet
plo TOAD peydAn 10éa yo KATL, ovt umopel va yobel av dev VTAPYEL TO COGTO GTOUO VO, TNV
viomomoel. O IIpoypoplaTioTng amotteital va €yel yvdon NG YADOGCOS TPOYPOUUATICUOD TOL
YPNOLLOTOLEITAL OO TNV UNYOvH oV dmpovpyeitar to moryvidl kabmg Bo kinbel Kot va emAdoeL pe
a0 pulud cedipata mov TBavdg Bo TpokdYoLV. AVTOG HEGH TOV KOIKO TPOYPOLLOTIGHOD TOV
AVOTTOOGEL, EMTPENEL GTOV YPNOTH VO, GAANAETIOPA LE TO TEPIPAAAOV OAAG KO TOVG YOPUKTNPES TOV
mayvidlov. Téhog a&ilel va onuelndel 61t o1 600 To INUOPIANE YADGGES dnUtovpyiog Tayvidldv gival
n C++ xoun C# .

1.4.4 Mnyoavikég / Xyedwaotiig Hyov (Sound Engineer)

Yrevvvog yio to kopudtt fxov tov maryvidlod eivar o Sound Engineer. Méocm tov Myov Kot Tov
MMTIKOV €€ 0 Mnyavikdg / Xyedraotig Hyov mpocpépel TepIoGOTEPT PEAAICTIKOTNTA GTO TTOLYVid
Kol PEATIOVEL TNV EUTELPIO TOL XPNOTI. L€ TOAAEG TEPUTTMGELS TPEMEL VO ONLLLOVPYNGEL 1XOVG TV Bal
avtioTotyilovtol 6 OAANAETIOPACELS TOV TOLYVIOL0V.

145 Aoxwpoctig (Tester)

Eivar 1o dtopo mov dokiudlel o moryvidl e OAN TV didpkela tng dnuiovpyiog tov. EAEyyel t0c0 v
TOLOTNTO TOV YPOPIKOV KOl ETIKOWVMVEL [e Tov Lyedaotn Yo mhavd cedipota kol feATinoels, 660
KOl TNV POT| TOL TOLYVIO0D Kol GUVOUIAEL HLE TO OVTIGTOL(O TPOCHOTO, OVAAOYQ LE TO KOUUATL TOV
TOLYVIOO0 OV TPOEKVYE T0 oPdAua. Eivar moAd onpoviikd va vadpyel £vo moAd EUTEPO ATOUO GE
avt ™ 0éom Yo va pmopéael va Ppiokel To GOAALOTO GTO SLAPOPN KOMUATIO TOV TOLYVIOI00 KabdC
KOl VO DTTAPYEL AWYOYT EMKOVOVIO OVALESH GE QVTOV KOl GTO VITOAOUTO. LEAT TNG OULASAGC.

146 ZXvyypagéag (Writer)

H Ydmapén avtod tov atdpov dev givor amapoitntn o 6o To €idn TOV ToyvididV, ivol OUG ot
oy vidle mov mePEyovv Ohdyovg kot keipeva kabdg eivar o vmevbuvog yioo TV 1oTOpiot TOV
T VIOD. Méom TV SIoAOYMV Kol TOV KEWWEVOV 0 ZVYYPAPENS OIVEL PEUAIGTIKOTNTO GTO oLy Vidt
KOODC KPOTAEL KoL TNV oy@vio, ToL ¥pNnot yio Ty cuvéxeto ovtov. 'Etot Oa Aéyaue 0tL To Keipevo kot
o1 01dAoyot givar {OTIKNG oNnpociog Yo TV dnNUovpyio o vidldy.
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147 Awyaiprotig Epyov (Project Manager)

O Awyepiotg Epyov givar 0 vedBuvog yio tnv opydvmon tov peldv tov Project kabmg facikdg tov
polog etvar vo mopakolovBel tnv opdda. Eivar to dtopo mov ¢povtiler va trnpodvion To
YLPOVOILOY PALLLLOTOL, TTOPOKIVAOVTOG TO ATOUA OV KABLGTEPOVV TNV OAOKANp@GST Tov £pyov. [lpénet va
€xel ToAD VYNMAEG opyavaTIKES 0e&l0TNTES Kot va pmopet va yn0el ota pékn g opddas, £161 MOTE va
Abvovtan mbavd 0épata mTov TpokvITovy. ‘ETol pmopovue va movpe 0Tt 11 SOLVAELY VTOD TOV ATOUOV
glvar eE0IPETIKA OTUOVTIKT Y10 TNV TOPEIQ TOL £pYoV. X& apKETEG TEPIMTMOOELS Kupimg pikpmv Project,
dev vrdpyetl Egxmprotd dropo yia avtr TV B€om, omdTe TOV PpOAO avTO TOV avaAdpPdvel cuvhiBmg o
Xxed100TNG TOV TOLYVIOL0V.

Kotorofaivoope étot 61t yuo vo vdpyet emttoyio o évo, Project, n opdda mpémetl va gival ioyvpn, He
opekn Kol va LITAPYEL KOAN EXIKOWVOVIO, Kol GLUVEPYUTIQ avApesa oTa LEAN avTnc. Oa mpémel oA Ta
HEAN va akoAovBovv ta ypovodtaypdppata mov £xovv tebel, kabdg akdpa Kot £va Lovo Kopudtt va
Agimel, apkel y va yaAdost n ocvvolkn ewova. Ta pedn kot o aplBudg avtodv omd to omoio
amoteleitol kdbe oudoa, eEaptdvrol amd TIS OmaITHGES TOV KA mayvidov. Xe kdbe mepintmon
OUMG 1 aVATTLEN TTOLYVISIDV ATOLTEL Pl TOIKIALL S10POPETIKMY SEEIOTHTMV.

1.5 ZXraow Avartoing Bivreomaryviorov

H avantuén moyviduov dev givarl edkoin ovte amAr dwdwacio. Kpofer mdpa molhég duokories, ot
omoieg eppavifovror oe 6AN Vv TEPiodo mov dapkel 1 avarTuén evog manyvidov. Katd tnv didpkela
TOV KOKAOL OVATTLUENG T UEAT TNG opadag €yovv vo avtiuetornicovv Oépota Ommg sivor ot
pobeoieg Yoo TEPATMON EPYACUDY, TO ONUEIL GLUEOPNONG OTNV TOPAY®YN KOOMG Kol 01 TOAAEG
WpeG epyAciag TPOKEWEVOL va Byet £évo 0GTO Kot oppoviko amotéiecua. H dwadikacio avt mepvdet
amd KAmow oTAol, £TCL OGTE TEAIKO VO QTOCEL TEMKA TO mayvidl oto ¥€plo. Tov KAbe moikem.
IMapaxdto Ba avagépovue kot Oo avaldoovue OAa To 6TAdL0 avAaTTLENG EvOC Tatyvidlov.[15-17]

151 ZXZyedwopog Bivreomaryvidrov

To mpdTo 6TAd10 elvan N pila g avamTvEng Prvteomonyvididv. Apywkd Ba ypelaotel va dnpiovpynel
éva €yypoeo oyediaong mayvidlod to omoio o gival to oyedidypoppa wov o akoiovOnbel yio v
TOPUYOYN CVTOV, OTLOVPYDVTOS ETCL LI, YEVIKT 1€ TOV. £TO 6TAS10 0wTd BETOVTaL OpYIKE KOTOIEG
TOAD YEVIKEG EPWTNOELS HECH TOV OMOIMV amokTAToL pio avtiinym yio 10 mog Oa sivor 1 teAk)
popoen Tov maryvidrov. Kanow facikd epotipata givor

-TTowr givon 1 Baoikn Wéa miow amd To Toyvidy,

-Oa eivat 600 N TPLOV SLOCTAGEWDV;

-ITowo Oa ivar T0 €i60¢ TOL Prvieomayvidlov;
-IT6covg yapaktnpeg Ba Exel kat oot Oa ivan oo,
-ITowog Ba givar 0 6TOYOC TOL TALYVISLOD;

-Méow motag unyovig o ONHIOVPYNGOLLLE TO ALY VIO,
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E@ocov amavtnfovv ta epotiuota avtd, mhéov Ba &gl dnpiovpynel pio payoKoKoild Tov gyypapov
oyeodiaong matyvidlov. Emiong ot exddtec B pmopovv mhéov kot avtol va EEpovv Tt Ba Tepévouy cav
amotélecpa. Emdpevo koppdtt avtod tov otadiov givor va edéyEovpe katd mOGO glval QKT aLTd
oV £YOVUE OTOPUGIcEL KABMG Kot va aALAEOVUE KATL 0V 0VTO Hag QOIVETOL EDKOAOTEPA EPIKTO. ATO
KEL Kol TEPQ TPOKVTTOLY KATOL0, OKOMOL CTIUOVTIKG EPMTIHLOTA TOL £YOVV VO KAVOLV LE TO KOUUATL
NG TOPUY®YNS TOL oy vidov. o Tapdderypa

-An6 ndoa dropa o TeptAapPdveton 1 opdda;

-II6ca dtopa and kéOe poro ypelaldpacTe;

-TTowog givat 0 exTiH®UEVOG XPOVOG UEXPL TNV TEAIKT KOKAOPOPIQ;

-T1 x6o70C B £yet To project pag;

-IIwg Ba donpovpynBovv £coda amd To Ty vidy,

-Eyovpe ta katdAinda pnyovipato yio vo vrootnpi&ovv autd 1o £pyo;

Apa 61O KATUAOPAIVOVUE Ol OTOPAGELG TTOL TTPEMEL Vo, TapBovv eivar ToAES kKo onpovtikég. Otay
T0 project mov Bélovpe vo dnuovpynoovue eivol Vo TV emomteion €vO¢ ekdoOTN, TOTE TOL
LPOVOSAYPALLLLOTA Kol 01 TPOHTOA0YIGHOL Elvat TOAD 7o avoTnpol.

1.5.2 Ipo-Mlapaymynq Bivreomaiyviorov

270 0TS0 AVTO OAQ TO, LEAN TNG OLLASOC £PYXOVTOL GE GLEST] EMKOWV@VIa, e 6komd va kabopicovy To
¢ o Stopopembel Kabs KOUUATL TOV TaLVIO0D, GAAG Kot TO TG Bo GUVOLOGTOVY AVTA HETAED
TOVG. XVYKEKPIUEVO O GYEOINOTIG EMIKOWVMOVEL LE TOL LIOAOUTA LEAT Yo va Ol av €ival eQIKTA Kol
viomoopa OAa 6ca £xel okePtel. 'ETot Yo Tapdderyo. CUGKEMTETAL [LE TOV TPOYPUULOTIOTT, VIO TO
oV UTOPOLV VO TPAYLOTOTTOIN000V HECH TOV KMOKA, KATOLES EVEPYEIEG TOV YOPAKTHPO KOL WE TOV
oLYYpaPE Yo TO TG Oa ypagTel To GEVEPLO Katl 0t d1dA0Yol ToL Tayvidlov. Eniong 6to otddio avtd
eléyyeton 1o TEPPAALOV, Ol dlemaPég Kol AALD oToLElR TOV TALYVISIO0V TOGO Yol TNV EUPAVICT) TOVG
000 KOl Yo TNV TPOKTIKOTNTA TOvS. Epdcov &povv yivel ol amopaitmreg cvlntioelg kot 6Aot ot
€\eyyot, To £pyo mePVEEL GTO EXOUEVO GTASIO TOV EIVOL 1] TAPAYWOYT| TOL.

1.5.3 Moapayowyn Bivreomaryvidrov

H mapoywyn eivor 1o o mepinmhoko aAAd Kot TPOKANTIKO GTASI0 0TV avAmTuEn Prvteomaryvididy,
kafdg e0d maipver (N N 1W0éa Tov oyedotdv. Kabe péhog g opddag Eexvael kot epydaletot pe
okomd va, Bydet g1 TEpag TV S0LAELY TOL TOV €xel Tebel. [N Tapddery o o1 GYESINGTEG ONLLLOVPYOVV
10 mepPdAlov oto mAaicto wov avtd tovg Exel {nnbel. Ov mpoypouuatiotéc ypdeovy mANR00g
YPOUUDY KOJIKA, £TGL DGTE VO dOGOVV AEITOVPYIKOTNTA GE OAOVE TOVE YUPUKTHPES KOl TO KOUUATLOL
tov mepdriovioc. O Awoyepiog Epyov gppovtilel tnv opodn Agttovpyio Kot TOV KOAO GUVTOVIGUO
OA®V TOV HEADYV PO 1) EMKOV®Vio Tovg etvan Ba wai&el peydio porho 610 TeEMKo amotéhespa. Ommg
KOTOAABOIVOUUE GTO KOUUATL 0DTO 1 OUAS KATOVAADVEL TOV TEPLGGOTEPO YPOVO NG KOOMG KT TNV
SUIpKEIL TG TOPAYOYNG TPOKVATOVY TOAAG G@AApate To omoio. koAgitor vo Avcel. Emiong
TPOCPEPETAL TO PUEYOAVTEPO UEPOG TOV TOPWOV TNG, APov cvtol ival Ba mov o ddcovv Kot Ta £50da
ov eivar kKo To {ntovpevo. TEAOG TOAAEG (QOPEC TLYOAIVEL UEPIKA KOMUUATIO TOL £PYOV Vo PNV
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AELTOVPYOVV COCTA |E OMOTELEGO VO PTAVOLYV OKOUO KOl GTO OMpEio TG amdppiyng, KATL Tov givarl
AVTNPO Y10 TO ATOO TTOV £YOVV SOTAVIGEL MPEG SOVAELAG Y10 TNV VAOTOINGT| TOV.

154 X146 Aokip®v

210 onpeio avtd Aol 1 opdda £xel OAOKANPMOGEL TO EPYO NG, TEPVALE GTNV JAOIKOGIO TV SOKILMV.
Ta avdtepa oTEAEYN TG OUASAG APIEPDVOLV KATOES DpES, TpooTabmvTag va eAEyEovv av Olo Ta
KOUUATIOL TOL €pYov oAANAEmdpovv appovikd. Etol eléyyovtor 6o to onueio tov meptPdilovtog
1060 Yy TNV gUEAvVIoN Tovg, OGO Yoo TNV Agtovpywkodtnta tovs. Emiong mailovtoag to moryvidl,
eMéyyouv av autd QOiveTol SOKEAOTIKO Kol av KPatdel TV aymvio Tov moikn. XTnv mepintmon
7OV VIAPYOLVY SLAAOYOL, ETOANOEDETAL 1] COGTN POT) TOVG, SOTL EVOL KAKOYPOULUUEVO KEILEVO TALYVIOI00
umopel va 1o KAVEL fapeTod OTA LATIO TOV TAIKTOV.

15.5 IIpo-Aaveapiopa

Ed® mAéov 1o moaryviol elvan vAomompévo pe Tig apeiforieg yio cpdipata vo givar eldyiotes, Kabmg
€yovv yivel TOAAEC SOKIUES Yo TNV GMGTH AEITOLPYiol TOV. £T0 6TAd0 0VTO Ol €kdOTEG Mall e Ta
AVAOTEPU GTEAEYN TOL £€pYOV, divouv EUEACN GTO KOUUATL TOV MAPKETIVYK TO 0moio EEKvael omd Ta
teAevTaio. KOAOG OTAdIL TNg TOpay®YNS. Zvykekpuyuéva mpoomabovv va  dNUovpYHcoLV
Stpnomn Tov moyvido, 1 omoia Bo KEVIPIcEL TO EVOOPEPOV TOV KOGLOV, ETGL MOTE VAL EXEL EMLTUYIOL
Kot TO Aovodplope Tov. Meydhec etoupieg mpoPdAlovv Ta moyvidle WOV TPOKELTOL V.
KUKAOQOPNOOVY, G HEYAAEG EKOEGEIC TOV OPOPOLY TOV GULYKEKPIUEVO KAGDO. ZTig €KOEGEIC aVTEG
GUUUETEYOVV ATOUN TOV AGYOAOVVTOL OKOUO KOl EXOYYEALATIKA LE TOV XDOPO LT Kot £ToL givol {0mG
1N KoAOTEPN StoprioT mov propel va emttevyei.

1.5.6 Aavoapiopo — Kvkrhoopio Iaryviorov

To 7o cVVOPTACTIKO KOUUATL Yio. OA0, T HEAT NG opddag mov dovAeyav oKANPA Yo va Pyt Eva
owotd amotérecua. [apdiinio Opmg eivar Kot éva oyyOTIKO KOUUATL Yo, TNV opdda kabmg €xel
ayovia yio To m6co emttuynpévo Bo glvarl to moyviol oto Bépa TOANcE®Y, oAAG Kot Yo To TOava
GOAALOTO TTOV UITOPEL V. TPOKVYOLV GTOVE ¥PpNoTeG. 'ETol 1 opddo mpémetl vo ival o€ ETOLOTNTA VA
AOGEL OhOL TOL GEAALOTO TTOV AVAPEPOVY OL YPTOTEG OTO, SIUOTKTVOKA POPOVLL, LEGHD EVIUEPDCEDY TOV
TPOCPEPOVTAL GTO, ATOLLO TTOV EXOVV GTNV KOTOYH TOVS TO TOL(ViotL.

1.6 Mnyavéc Anpovpyiog Bivreomaryviormv

H emoyn g unyovig onpovpylag moyvidiov givarl o amd Tig To KoBoploTikég amopdcslc Tov
TPENEL VO TAPEL Eva GTopo M pia opddo atdpmv mov Bélel va dnuovpynoetl éva moayvidl. TToAAég
Qopég ypeldletar avaAVTIKY €pguva TOV ATOR®MY Yoo Vo EAEYEOLY OV 1 UNYOVI] TOUG TOPEYEL TIC
VINpecieg kol Tovg mOpovg mov Ba ypelactovv. ‘Eva akdpo Kputiplo yio Ty 6mOTH ETA0YN NG
pnyovig etvor to €idog tov Toyvidod mov mpokertar v dnpovpyndel, oAhd kol o aplBpog Tv
dloTacewmv oL Oa TEPLEYEL 0VTO. XE TEPUTTMGELC TOV TO, ATOMO EIVOL ATEIPU GTOV TOUED, OT|LLLOVPYIOG
TOLVIOIDVY, Elval ONUOVTIKO Vo EMAEYEL U0 GYXETIKG AT unyovn 1 omoia Bo Tov dMGEL TOIKIAEG
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YVOoEIS TOve oto avtikeipevo. Tapakdto Oo pWANGoLUE Y10 TIG TO YVOOTEG UNYOVES OMHOVPYIOG
TALYVIOIDV, OVOPEPOVTOS Y10 KAOE 1oL oo aVTEC KATO10 TAEOVEKTUOTO, GAAG KO LELOVEKTILOTOL TTOV
glvar amapaitto va €govv yvdomn ot xpriotes. Xvykekpuuéva Ba avaeepbovpe 6Tl eENg unyoves:
GameMaker Studio 2, Unreal Engine, Phaser, Godot, CryEngine kot Unity.[18-22]

1.6.1 GameMaker Studio 2

To GameMaker Studio avomtOyOnke kot dwavépetor omd v etaupio YoYoGames kot Bewmpeitan pio
TOAD KOAN emAoyn amd ATOHO TTOL €YOLV OKOMO KOl UNOOUIV eumelpio. Tveo oty dnuiovpyio
oy vdwv. Avtd opeideton oty teyxvikn drag-and-drop, n omoia ypnotpomoteitan Katd kbHplo Adyo.
Qot600 Yo GTOp TOV TPOTHOVV TNV Kmdikonoinon kot BEAovv vo mpochécovv Gto project toug
Kamoleg emmAEOV Agrtovpyieg, ot omoiec dev umopovv va mpootebodv péom tov drag-and-drop, m
unyovh Tpooeépet pio d1kn ¢ YAdooa mpoypappotiopod (GameMaker). A&ilel va onueimdel 6t
GUYKEKPIUEVT] Unyovi] cvvioTatol Kupimg yuo motyvidia dvo dactdoewv, kabdg onv Tpiodidotarn
HOpON TOPEYXEL OPKETO TEPLOPICUEVEG duVATOTNTEG GTOVG YpNotec. Emiong 1o mpodypappa mapéyet
TOAD KOAN Aettovpyio EVIOMIGUOD GQUAUATOV, KATL TOL PBondd akOue TEPIGGHTEPO TOVE GMELPOVS
YPNOTEG TNG, OAAG Kot TOVG EUTELPOVG 6TV g&otkovouncn ypovov. ‘Eva akdua Betikd otoryeio tng
pnyoavig stvar 1 ocvvepyacio mov €yel pe peydleg etapieg onmg givar to Steam, to Amazon kot to
Twitch. To GameMaker Studio 2 vmootnpiletar omd 0. TEPLOGOTEPA AELTOVPYIKG GLGTHLATA,
ovykekpuéva amd to. Windows, macOs, Android, Playstation4 kot to Xbox One. ‘Eva amd 1o
APVNTIKG TNG GLYKEKPIUEVNG UNYOVAG Eivatl OTL Tapéyel TNV duvatdtTa Kmdkomoinong uoévo PEcm
g OKNG ™G YAMGGaG mpoypaupatiopov. 'Eva axopa pelovéktnpa glvon 0Tt 1 emionun vrootipién
™G UNYXOVNG ExEL apkeTd TpoPAnpate Kot aviamokpiveTol pe Kabvotépnon. Kieivovtag, kKamowo moid
YVOOTA oy vidia Tov KuKAo@opohv Kat opsilovy v dnuovpyia tovg oto GameMaker Studio sivau
to Katana Zero kot to Undertable.

1.6.2 Unreal Engine

H Unreal Engine avartoydnke and tnv Epic Games pe mpdtn kuklopopia woryvidiov to 1998. And to
2015 dwatifetor pio dwpedv £KO00M TNG UNYAVIAS, KAOMS VITAPYEL KOl EUTOPIKT £KOOCT) GTIV OTTOoid 1
gtoipion {ntdel 10 5% TV £6OOMV TOV TOANCEMV TOV EKAGTOTE TOLXVIOOVD, KATL TOV UTOPE va
aAAGEEL av To Taryvidl dnuootevbel péow g Epic Games. H unyavn npooeépet mapo mord peydreg
YPAPIKES OUVOTOTNTES KO Y10 OLTO TOV AOYO LETPAEL TNV ayopd TOAAG AAA moryvidia. Avtodg OPmG
giva kot 0 Adyog mov to Unreal omottei o ypnotng va xpnotpomotel éva 1oxvpd unyxavnua, o€ oxéon
ue unyovég 0mmg to Unity mov umopovv v tpéyovv kat o€ o addvapo unyoviuata . Onog 8o dovue
otV cvvéyeln kar oto Unity, n ovykekpiuévn unyavn mpoopépet évo. Marketplace, ond to omoio
umopobv OAOL Ol YPNOTEG VO OTOKTNOOLV OKOUM KOl O®MPERV TOPOVLS, WE OKOMO VO TOVG
ypnoonomcovy ota Project tovg. H cuykekpipévn punyovy pmopet va dnpovpynoet moryvidwn 2D,
3D ol Bewpeitor kol pio amd TIg Kopveaieg emhoyég yoo moryvidia Virtual Reality. H dmopén
Blueprints Bonfdst mold tovg véoug ypnotes. Kdamoto apvntikd mov pmopei kaveig vo drokpivel givan
OTL GUVIGTOTOL Y10 LEYAAO £PYO. TTOAADY OTOUMY KOl O)L Y10 OTOMKG Project, kabmg kot 1 expudonon
g Oempeitor apketd OOokoAn. TEAOC KAMOlEG TOAD YVWOOTEG TEPIMTAOOELS TOLYVIOIOV OV
gvtomiCovtat otnv ayopa xapn otnv Unreal Engine sivai to Tekken7 kot to NBA 2K.
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1.6.3 Phaser

To Phaser dnuovpynonke o 2013 ot givar pio eEaupetikn emloyn yio moryvidlo mov mpoopilovran
€lte Y10 KIVNTEG GLOKEVEG ElTe Yo Tpoypaupate tepmynong. Ipoteivetan kuping yio wayvidia 600
dwotdoemv, Kabmg dev etval Kot 1 KAAVTEPT EMAOYY| OTNV TEPITTOON TOV TPLOV dtooTdcemv. Kabog
1N TeXVoAOYin TNG GLYKEKPIUEVNS UnNxavis PacileTar otnv idto TevOAOYia TOL Y¥PMCILOTOEITAL YO TNV
avanTuén 16700, dtatnpel Eva moAd otafepd TANIGLO, OKOUE KOl OTOV EVIUEPMDVETOL LIE VEEG EKOOGELC.
Ailel va onueiwbel 0Tl €Yel TEPIGGOTEPOLG KON TO OLGTNPOVS TEPLOPIGUOVG GO TIG VTOAOUTEG
UNyavés, aeod oe MOALEG TEPIMTAOGELS Ta Toryvidie Tpoopifovtal Yo Tpoypdupota mepmynons. Ev
KOTOKAEIOL apKeTd Yv®oTol Tithol Toyvididv Tov avartdydnkav péow oto Phaser eivor to Bayou
Island kot To EIf Runner.

1.6.4 Godot

H Godot kvkhopopnoe npdtn @opd to 2014 xor givar pio emihoyn mov dwtiBetan dwpedv 6TOLG
xpnoteg yopic téAn dwoiopdtov. Eva onpavtikd otoygeio g eivor o ovoytdg KOG Tov
TPOCQEPEL, UE OMOTELECUN VO OIVEL GTOVC ¥PNOTEC NG MeYOAN eveM&ia. Atakpivetar amd GAAES
UNYOovEC AOY® TNG OPYLITEKTOVIKNG TTOL PN GIUoTOlEl (kOUPOC - o) 1 omoia 8 GuvavTaTal G AN
pnyoavi. EmmpocOeta ypnowomotel pio ok g yAdooo kmducomoinong mn omoic ovopdleton
GDScript kot dnpovpyndnke omokieloTikd yioo v pnyovry Godot. Avtd eivar kot éve omd T
apVNTIKG TTOV Umopet va, dlakpivel kavels, kabdg evd potdlet pe v Python, ypetdletal évay emmiéov
¥POVO OO OAOVE TOVG YPNOTEG TPOKEUEVOL VO TPOGAPLOGTOVV Kot v udbovv va, T ¥P1CLLOTOo0Y.
Méow g Godot o1 yproteg pmopovv va dnpovpyncovy toco moyvida dvo dwotdoswv (2D), 660
ko Tpuwv (3D). H ovykekpyévn pnyav vrootnpiletar 6€ pio pEYOAN YKOUO AETOVPYIK®OV
ovomudtov, avaivtikd oto Windows, Linux, MacQS, iOS, Android, HTML5, BSD kot oto WebAss
Assembly. Téhoc Ommg eivar amdAvTO Aoyikd, Kabmdg dev eivarl kol 1 TO SNUOPIANG UNyavh Yo
dnpovpyio ToyvVdOV, EYEL APKETE LELOUEVOVS TTOPOVS GE GYECT| LUE MO YVIOOTEG UNYAVES OIS elvan
to Unity. Apketd eivor ta mayvidio ov oeeilovv v dnpovpyia tovg otnv Godot pe mo yvmotd va
etvon o BoomTown kot to Gun-Toting Cats.

1.6.5 CryEngine

H CryEngine avantdydnke o 2002 and v Crytek pe v npdTn nttvyio Tov Vo TporyLoTOTOEIToL TO
2004 péow tov Farcry mov ftov va amd o SnpoPiéotepa maryvidia e emoyns. MEcm Tov gpyopov
véov ekddoewv, 1 CryEngine éptace og eninedo va vrootnpilel Tnv dnpovpyio akope kot Virtual
Reality moyviduov. H ohokinpouévn £xdoong g unyavig dwatibetal o€ dwpedv popen and to 2016
ue v etoupio vo, {nrdet uepiolo Tmv €600®V GE TEPITTMON EUTOPIKOTNTOC. OTTMG OVapEPUE Kol GE
GALEC TEPMTMOELG, 1) UNYAVT] OEV EYEL TOVG 1O10VE TOPOVS TOV UTOPEL VO TPOGPEPEL iol PNYav OTTMG
to Unity xor m Unreal Engine. A&iCel va onueimBei Ot ivar ToAd Tpoottr unyevi akOpo. Kot yio
dropa pe pkpn epmelpia, KaOOC SOETEL TOALL GEUIVAPLO GTOV 1GTOTOTO TNG TOV LITOPOVV VO SDGOVV
APKETEG YVDGELG oTOVG YpNoteg te. Emmpdobeta n unyovn mpoceépel KaTamAnKTikd ypoeikd Kot
onTiKG otoyeia, kobde ko éva omd to KaAvTEPO gpyolein Yo Myovg moryvidiwv, to Fmod. H
GUYKEKPLUEVT unyavh vrootpiletor and mOAAG Aertovpylkd cvoTAHOTO, ovolvTikd amd ta i0S,
Windows, Android, Linux, Playstation, Xbox ko Wii. KAeivovtag  cuykekpiuévn punyovi pog £xet
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TPOGPEPEL ATOANDGTIKA KOl EVIVTIMOGIOKG o vidio omwg eivon To Crysis kot to Sniper Ghost Warrior
2.

1.7  Emi)oyog

210 kePdroo avtd e&nynoape v évvola Tov Pivreomaryvidlod kot mopafécape pio aVOALTIKY
16TOPIKN avadpoun ovtdv. Ev cuveyeio apiBunoape T1g Kupiapyeg katnyopieg Pvteomaryvididv Kot
AVOQEPONKAE GTO ATOUO TOV ATOTEAOVV TOVG PacTKOVG pOLOLS TG opadag avartuéne. Emmpocheta
mapobéoape TNV EVOEIKTIKT GEPA TOV Pudtev mov TpEnel va akolovbnoel 1 opndda ovtr Kot TEA0G
avoQepONKale 0TS mo dNUOPIAEIG pnyaveég dnpovpyiag PvTeomayvididV KATAANYOVIOG GTNV OIKY)|
pog  emroyy , 1o Unity, 1o omoio 6a ovaivbel ot0  Tmpooeyéc  KepAAailo.
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Kepaiawo 2°:  Unity3D Engine

21  Ewoayoym

To Unity3D e&ivot 1 o SNHO@IAAG UnNovig Ty Vididv 6Tov KOGUO 0VTH TN oTiypr. YTdapyetl dmpedv
£€kdoomn v omoia umopovv va mpoundevtovy OAOL Ol ¥PNoTES, KOOMG GE ATV TOPEYOVTUL TOAAES
duvatotnteg. Av Kamolog ypNotng OEAel TeplocdTEPEC Acttovpyieg, VIAPYEL 1| dVVATOTNTO AYOPAS
KAmo1®V o premium mokETmy, Yo, T 0Toio TANPMVEL GLUVOPOUT|. XPNOLUOTOIOVTOG £VOG ¥PNOTNG 1
npoypoppatiotc to Unity3D, €xet tv evkaipio va dnpovpynoet 0Tt Toryvidl pmopei vo. gavtooTel
kaBdg emiong tov mpooeépetar va TOAD peydAo gvpog dvvatotitov. O mpoypoppaticuds yo ta
scripts g epapuoyng yiverot kuping péow e C#. To Unity3D divel tv duvototnta 6Tov ypHotn va
dnuovpynoet epapuoyég 2D, 3D, Virtual Reality (VR) aAdd kot Augmented Reality (AR) [24]. A&ilet
va onuelwdel 6tTL oy 1wToceEAida TG Eeappoyne pumopel kdmowog va Ppel exmadevtikd Pivieo kot
GpBpa, ta omoio. vmdpyovv yw vo Ponbovdv Tovg ypNnoteg TOGO oTo va pdbovv KoAvTEpA TNV
EQUPLOYT, 6GO KOl 6TO Vo fondncovy avtolg o€ TEPITT®GN ToL O YVmPIlovy TMG ¥PNCLOTOIEITOL
Kamolo gpyareio ¢ epapuroyng. TIoAd onuavtikd emiong yio TOVG YPNOTES TG EQOPLOYNS Elval To
Unity Asset Store [24], to omoio mpoc@épetl o tepdotio mokidio oo assets. To asset eivor M
avamapdotoon evog otoreiov oto matyvidl. ‘Etot évag ypnotg umopei vo mapet gite oAdKANnpo terrain
gite kamolo avtikeipeva to omoio Oa Tpocbécetl o i610¢ yepokivnta 6to mayviol tov. Ta assets avtd
dwotifevtan gite dwpedv o€ UEPIKEC TEPMTOGCELS, €ite enl mAnpoun. OAol o1 ¥pnoTEG UTOPOLV VvV
dnpovpyncoovy to KA Tovg assets kot va To d100EGoVV 1| VA O TOVANICOVY GTOVG VITOAOUTOVG
yxpnoteg tov Unity3D. Télog a&ilel va onueiwbei 0t pmopet vo eykataotadei e OLa 10, AEITOVPYIKA
GUOTNHA, KOOMG KoL v SNUIOVPYNGEL TaLVidln Yio. OAo To €i01 KOVGOANG.

2.2  Iotopia Unity3D

O Nicolas Francis, o Joachim Ante kow o Devid Helgason eivat ta tpia npécwna wicw omnd v
dnuovpyia tov Unity. Ola Eexivnoav to 2002 petd omd éva Post Tov tpmTov o omoiog avalntodos
ovvepydrn yw tnv onuovpyia piag Game Engine . "Etot apyilovtag va avomticoovy pe 6Komd v
Bydiovv ta mpog to (nv, €idav TV avaykn vo ONUIOVPYNOCOVY KATL WOOVIKOTEPO £T61 MGTE VO
avadeifovv v teyvoloyio [23-24]. Telikd eiyape v idpvon g etapiag to 2004 ue oL TPEIC
QVTOVG V. VAL 01 ETIKEPUAELG Kt 01 TPOYpoppaTiotés. Kabopiotikd Tapdyovta oTtnv apyikn exttuyia
™m¢ etarpiog émonée 10 yeyovog Ot Ponbovoe aveEdptntovug Developers, ov omoiot dev giyov v
duvatoTNTO VoL SMUOVPYNGOLY OIKN TOLG Unyavr, vo ovartoovv éva Pivteomaryvidt. H opdda
gvompotoinke kot to apyikd ovoua g etapiag nrav Over the Edge Entertainment (OTEE) xon
Bootkodg okomog g va dnuovpynbovy peydiot tithotr mayvididv otnv ayopd [23]. Avo xpoévia petd
N eToupio amoPdcioe vo dNUoVPYNoEL Evo Toyvidl yio vo eEAEYEEL TIG aVTOYXEG KOt TIG OVVAUELS TNG
unyovis. To mpmdto mawyviol mov avartoybnke frav to Gooball to 2005 ko péow ovtov N etonpio
avoKaAvYe TOALG opdAipato oty unyavy e Telkd péoa amd ta eldyiota képdn tov Goobal, n
OTEE mpoocéiafe katl GAAOVG TPOYPOUUATIOTEG Kol KUKAO@OpNoe to Unity yio tpd @opd to 2005.
v apyn 1 unxavh dnpovpyovos moayvidie mov vrootnpilovtav povo oe Mac Os X, evd Alyo
apydtepa £dwoe dikaiopa vrootpiEng og Microsoft Windows kot ce browsers, pe to tehevtaio va
yrumdet Ty povadikdmra tov Adobe’s Flash oto xopudtt avtd [24]. Tepimov oto 2007 ko ekel TOL
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T Smartphones 6&yovtov peyddn dvodo kabag siyape kol v dnuovpyio tov Tpdtov Apple Iphone,
N €T0Upi0 ATOPAGIOE VO, TAPEYEL Uiot EKOOCN TNG UNYOVAS Yol TV avartuén mayvidiov oto AppStore.
To 2009 kot petd v Gvodo Tmv TOANGE®Y TV vToloyiotdv, 1 Unity Ttapovsioce v mpmdt ékdoon
nov mpocéPepe vmootNPiEn o Windows. To 2010 kot evéd polg gixe kukAo@opnoet 1 tpitn Ekdoon
tov, vafpyav maveo and 200.000 eyyeypoupévor mpoypoppotictée oto Unity pe v gtoupio vo
TPOCPEPEL CLUVEXDC KALVOLPYLEG TEYVOAOYieg otnv unyovn ¢ H etoupia €10l péoa ota emdueva
xpdvio €01ve cuveXDG vEeg €KOO0ELS e OAO Kot TTEPIOGOTEPES TAPOYES Kol £TGL UEYPL KOl GNUEPT
AmOTELEL TNV 71O SNUOPIAT TAUTOOPUA avATTVENG oy VIdLDV.[24]

2.3  Baowka Hapddvpa Unity3D

To Unity3D mepiéyel kamoa modd Poaocikd mapdbupa, to omoio epeavifovrar oty 086vn tov ypnot
LE TO TPMTO AvOlypa NG EPapUoyNs. Méoa and avtd ta Topddupa 0 ¥pPNeTNG AVOTTUGGEL TO ALYVl
tov. Ta mo Booikd mapdbvpo eivar to Hierarchy, to Project, to Scene, to Game, to Console, to
Inspector to Animation kat to Animator.

2.3.1 Hierarchy

270 GUYKEKPIUEVO TTOPAOVPO EUTEPIEXOVTAL OAL T AVTIKEIIEVH TTOL PpicKOVTOL GTNV GKNVI oG, TO
omoio pmopovpe va Tagvouncovpe Kot vo opadoromcovpe. Otav €vag ypnots npochitel Eva véo
AVTIKEILEVO 0TIV OKNVN 1o, TOTE owtd eppaviletal oto Hierarchy. Enimpocbeta o ypriotng pmopet va
0éoel Todd Ko yoveic avtikeiévov. O mo gdkoAog TpOTOC Yo Vo Bécovpe £va, avTikeipevo mg modi
€vOg GAAOL aVTIKEWEVOD, €lval VO TO CUPOVUE TAV® GTO OVTIKEINEVO Tov Béhovue vo givol o
natépag.[25]

= Hierarchy

+r

< SampleScene

6 in

Ewova 2 - 1: Mlapabvpo Hierarchy

2.3.2 Project

Ed® o ypriotng pumopel va fpet OAa o aVTIKEILEVO TTOL EYEL KAVEL EIGAYMYT GTNV £QOPLOYN Tov. 'Etot
Bpiokel 6mowo avtikeipevo avtdg Bélel kot to oépvel oto Hierarchy kot pe avtd tov tpdmo avtd
npootifetanl otV oknvi Tov. Ontmg ameikovileTor Kol TopakdTm, 0Tav ETIAEYOVUE VOV POKELO GTO
nedio awtd, axpiPag dimha eppavifovral dAa ta oTotysio Tov Tov amaptiovv. Emiong dtakpivovue pia
urapa ovalntmong oto 0ef1d mlved pépog, omd TNV omoio 0 YpNotng umopei va avalntnoet
OVOLOGTIKG TO avTiKEipeVa.[26]
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© Animation

ALL_As

ade v nv... Sp 9 Standard ... TheGamin... eid Zombie

Ewova 2 - 2: Tlapabvpo Project

2.3.3 Scene

Avolyovtag avtd 10 mapdfupo o ypNotng Umopel vo dEL TNV GKNVN TOV TOLVidlo0 TOv, M OOl
nepEyel Oho to. game objects mov éyel mpocbécel. Me mold €0KOAO Kal YPyopo TPOTO pmopel va
emAéEel éva avtikeipevo kol v oAlaEel Ty Béom Tov ®¢g mpog tpelg acoves. Ot tpeig doveg g
eQupproyng givar 0 X (kOKKIvo ypoue) mov Katevbovel de€ld-apiotepd, o Y (Tpdoivo ypdue) mov
KatevfHvel Tavo-KaTo Kot 0 Z (umhe ypodua) mov katevfhvel urpootd-ticw.[27]

Ewoéva 2 - 3: TlapéBupo Scene

2.3.4 Game

210 TOpAabvpo aVTd 0 ¥PNOTNG UTTOPEL OVE Ao GTIYUN VO €L i TPOETIGKOTNGT] TOV T VIS0 TOV
dnpovpyel. Mmopel emiong va dokiudoetl Ty Aettovpyio KATOU®V EVEPYEIDV OV Y€l TPOGHETEL e
™mv xpnon kodika. To mapdbupo awtd avoiyel avtopato dtav motndei to kovuni Play mov Bpioketan

omv péon g epappoync.[28]
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Ewodva 2 - 4: Tlapabvpo Game

2.3.5 Console

To mapdBupo ovtd givon mhpa moAd onuavikd kabag Pondaet tov ypnotn va Ppet kamow mbavd
OPAALOTO TOV £YOVV TPOKVLYEL €iTE KOTG TNV ¥pnon Tav epyareiwv g Unity3D, eite otov kddka
ov €yel avomruybel. Zvykekpiuéva kot otig 000 TEPITMOGELS pag dtvel pia eme&nynon tov AdOovg,
EVO OTNV TEPIMTMOOT TOL KMOIKO, OIveL KoL TNV aKkpiPn 6epd mov £xel mpayuotoroindel To Adboc. e
nepinTmon mov o ypNotns dev umopel va 610pBmaoetl To AGBoc Tov Exel epPavioTel, T0 TPOYpApLL O
Tov agnivel vo det 1o moayviol amd v oyn tov Game. Ta unvopata Aabov sivon tpio kot
ovyKekpiuéva £xovpe to Message, to Warning ko to Error pe to tpito va ypilet dueon exidvon.[29]

Ewova 2 - 5: [TapdBvpo Console

2.3.6 Inspector

e outd 10 TapdBvpo o ypPNoTNG UTopEl va deL TIC cUVIOTMCEG KAbe avtikelwévov. Emléyovtag étot
éva avtikeipevo amd 1o medio Hierarchy, tov divetar n duvatotnta va aAldEel, site akoua kol va
TPOcHECEL CLVIGTMOOES, 01 0TTOiEG EXNPEALOVY TNV AELTOVPYIL TOL AVTIKELUEVOL 6T0 oy vidt pag.[30]
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Ewova 2 - 6: TTapdaBupo Inspector

2.3.7 Animation

‘Eva emiong moAd onpavtikd mopdbupo tng Unity3D eivor to Animation. Ed® o ypnotg pmopei va det
Vv Kivnom evog avtikeluévoo tov. ‘Etot tov divetor 1 duvatotnta gite vo, aAldel, gite va mpochioet
po cuvOnkn oty Kivinon tov avtikelwévov o€ Kabe kopé, Kabmg oto 0810 HEPOC Umopel vo del
avoALTIKG TNV Kivion onwg avth e€glicogtat péca otov xpovo vmapéng . [31]

© Animation

To begin animating Directional Light, an Animator and an Animation Clip

Ewoéva 2 - 7: Tlapdbvpo Animation

2.3.8 Animator

Téhog onuoavtiky eivar 1 dmopén tov Animator. Xto mapdbvpo ovtd o ypHoTEC Umopel va
dnuovpynoel v ‘emkowvovia’ avaueso ota Animations mov éyel tpocbécetl 610 mayvidt Tov. Mécw
€vOg daypappatog, Tomobetel pia cepd otov TpdTo mov Ha dwadéyetor Ta. Animations to mayvidl Tov
KaBdg Exel TNV dVVATOTNTA VO EVEPYOTOMGEL ALY KOl VO OTEVEPYOTOMGEL KATTOEG GLVONKEG ATV
Eexwvher n avomopoaywyn evog Animation.[32]
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] 28 Animator Fie=
| Auto Live Link |

Ground

Crouch

o

vSpeed

Standard Assets/20/Animator/2dCharacterAnimator.controller

Ewova 2 - 8: ITapdBvpo Animator

2.4 Boaowkég évvorgg oo Unity3D

‘Eva dtopo mov evdiagépetor va acyoinbel e v mopaywyn moyvidiov péom Unity, npémel va
yvopilel Kor vo €xel Katavonoel cmotd Tig mopokatm évvolec. Tig Poowés avtéc évvoieg Oa
YPNOLOTOMGOVE Kot glelc apydtepa Otav Ba avardoovpe to moryvidl wov dnuovpynoope. ‘Etot
€yovpe :

2.4.1 Game Object

To Game Object eivor éva o6 ta Pacikd dopkd otoryeio evog moryvidlod Kot yopaktnpilel Ola ta
avTiKeipeva Tov VILAPYOLY HEGA o€ o oKNVT|. ZvuyKekpéva pumopel va gtvan éva g€, Evag maikmc,
éva Kouti, plo kapepa 1 axdpa Kot £vo KOUHTL 6To HevoL Tov Ttatyvidlov. H dnpovpyia tov pmopet va
TPoKLITEL E0KOAM, ToTdVTOG de&l KMK oTo Tedio Hierarchy kot emidléyovrag to Create Empty. Téhog
70 Unity pag diver tyv emthoyn va aArdEovue kamotleg pubpuioelc péom tov mediov Inspector.[33]

2.4.2 GetComponent

To GetCompenent ypnowonoteitar oty kodikomoinon tov Unity pécw C# kot ovolootikd
EMOTPEPEL TO 6TOLKEL0 TOV TVTOV. Ontwg PAEmovpE KOl TOPAKAT® dNUlovpyEiTol pio avapopd THTOV
AnotherScript 1 onoia avtictoyyiler oo Component AnotherScript mov éygt to avtikeipevo Tov Script.
Ovotootikd “tpofdel” v emhoyn mov £xovue tomobetnost oto medio AnotherScript kot v
avtwotoryile pe To anotherScript wov dnpovpyncope.[34]

using UnityEngine;
using System.Collections;

public class UsingOtherComponents : MonoBehaviour
private AnotherScript anotherscript;
void fwake ()

1
anotherscript = GetComponent<AnotherScript:>();

H

Ewova 2 - 9: Xpnon GetComponent
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2.4.3 TMedia Public kau Private

Ta &v0 avtd medio ypnoyomoovviol oty kKodkoroinon tov Unity. Emnv zmepintoon mov
dnuovpyeitor éva medio pe v emioyn public, avtd to medio Oa eppaviotel avtdpaTa 6TO
Component tov avtiotoryov Script. Omote Ba pmopei ToAD gokolo vo petaPAndei n emdoyr Tov
OLYKEKPIUEVOL Tediov. AO v GAAN, otav dnpovpyesiton éva medio pe v emidoyr private dev
gppaviCetor oto Component tov Script kot £1o1 dev umopet 0 ypNoE va emAEEEL anTO TOVL BEAEL Va.
avTIoTOLY{oEL.

2.44 Xovoptiocelg Start — Update — Awake

2T CLYKEKPEVES CLVOPTNOELS Umopel Kavelg va puBuicel tov ypdvo mov Ba extedobvTaLl KATOEG
gvépyeles. 'Etol éyovpe:

e Start () 2 Ondnmote Ppioketan péoa oty cuvaptnon avth Ba ektedeitol PeTd TV eKKivnon
TOV TTOLYVIBIOD KOt T GTLYUR oL To SCript sivat evepyd.

e Update( ) >Otdnmote Ppioketor uéco otnv cvvaptnon Oo exteleitar oe kdbe frame. Etig
TEPIOCOTEPEG TEPITTMOCELC YPNCULOTOLEITOL Y10 VO KAVEL EAEYYO EIGOI®V TOV YPNOTY.

o Awake() =2 Oudnmote Bpioketar péco oty cuvapton Ba ekteleotel e TNV eKkivnon Tov
Tovidoy kol povo  pic @opd akOpo Kor av  To  SCript givar amevepyomomuévo.
Xpnowonotgitor cuvRdmg Yo va apykoromoet media. [35]

2.45 Transform

To ovykekpuévo component vmapyet v kdbe avtikeipevo mov PpiokeTar 610 TEPPAAAOV TOL
Ly vidlov. Méow avutob pmopet va aArdel ) B€om, 1 TEPIOTPOPT KO 1) KAMUOKO TOV avtikelpévov. Ot
TIHEG OVTEG UETPLOVVTOL GE O)EoN Ue Tov yovéa Tov transform. Edqv dev éxet yovéa, avtéc petplodvon
oToV TaYKOGHo X0po. To cuykekpiuévo medio pmopel va tpomorombel eite pécw tov component wov
Bpioketar otnv gpapuoyn Unity, gite pécm tov KOdKA. TVYKEKPIUEVA TO TOPOTAVED OVOPEPOVTOL (OG:
transform.position, transform.rotation ka1 transform.lossyScale. Xtnv mepintwon mov 1o avtikeipevo
wov Béhovpe va Tpomomomoovue eivar moudi evog GAlov, ta medio avoepépovior ¢ e&Ng
transform.localPosition, transform.localRotation kot transform.localScale.[36]

2.4.6 Vector3

To Vector3 givor n avamapdotocn tpiodidotatov dtvucpdtov kot onueiov. Xto Vector3(0,0,0) to
TPMOTO UNdevikd avaeépetat otov d&ova X, 1o degvtepo otov Y Kal To Tpito otov Z. Mmopodue va 1o
YPNOUOTOGOVUE Y10 v opicovpe kamolo GameObject oe pion axpip Oéon 1 akdua kar vo
LETOKIVIOOVUE oV TO pE TNV Tap0odo Tov Ypdvov 6Tov aEova mov gpeic embupovue. [37]

2.4.7 Prefabs

To Prefab givar évag tOnog otoygiov mov emtpénel v mAnpn oamobnkevon evog GameObject pe
OKOTO TNV emavoypnoiponoinon tov. Méow tov prefab dwatnpodvrar avtépato 6ro ta aviiypogo
GUYYPOVIGUEVD, KATL TTOL OE UTOPOVUE Vo TETVLYOLUE e To COPY paste. o va dnovpyndei éva
Prefab apkei va petapépouvpe 1o GameObject and to medio Hierarchy oto medio Project. Ze nepintmon
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oV Kavovue tpomomomoel; o éva Prefab, avtéc avticatomtpiloviar ce Olo ta cuyypoviouéva
GameObject ka1 pe tov Tpdmo owTd YMTOVOLUE TOGO YpOvo, 660 kot mhoavd cedaipoto mov Oa
TPOEKLTLTAY YWPIG TV ¥pNon avtod. o va spapudcovpe Tig adlayég Tov apykov Prefab og oAa ta
Game Object, petofaivovpe oto nedio Prefab oty xaptéha Inspector kot oto Overrides emiléyovpe
o Apply All. [38]

2.4.8 Collider

To Collider ypnoyonolgitor yioo vo TPOGOUOIDOEL TI GVYKPOVOT] 600 PUGIKOV GVTIKEWWEVOV GTO
nepPariov. Ovolaotikd to collider Asitovpyei oav «adpatog Toixog», eumodilovtag éva avTIKEILEVO
e collider va mpoomreldoet £va GAlo mov emiong dabétel avth v Widta. Ta colliders diotibevran
6€ 014popa. GYNUATO KOl TOTOVG. ZVYKEKPIUEVO TO GYNUATO TOL UTopel vo Exovv gival n ceaipa, M
KéyovAia Kot To kouti. Tdpa yio o cOvheTo oyquaTe UTOPOOUE EiTE VO GLVOVAGOVE TOAAL aTd
avtd, eite va ypnooromoovpe to Mesh Collider to onoio Ba tapralel axpipdg pe To oyMua TOL
0éhovpe va koddyoupe. Kieivovtog to collider €xet tpio event mov cvufaivovv o kdbe pdon ™g
ovykpovonc. ‘Exovpe 1o OnCollisionEnter( ) mov exteleitan v otryun mov cvopPaivel n odykpovon,
to OnCollisionStay( ) mov mpayupatomoleitol 60TOV TO Vo, OVTIKEIUEVO Elval Y10 KATO0 YPOVIKO
ddotua og chykpovon pe éva dilo kot to OnCollisionEXxit( ) mov exteAeitarl amd v oTIyUr| TOL
teleldvel | ovykpovon.[39]

2.4.9 Rigidbody

‘Eva Rigidbody eivar o, khéon M onoia divel v 1810TTa 6T0 AVTIKEIUEVO VO GAANAETIOPA UE TOV
QLOIKO KOoUO. Xvykekpiuévo Oo emnpedleton omd ™mv Papvtnto Ko Oo déyetar duvauelg amd To
nepBdAlov Tov. OvotlaoTtikd To ypnoomotovpe otav Béhovpe éva GameObject va éyet pala pe ot
OUTO GULVETMAYETOL TNV TEPITTOON TOV TOLYVIOIDV 000 Sl0GTAGEWDY, TPETEL VO YPTCLULOTOIEITAL TO
Rigidbody 2D xafmh¢ avtd aiiniemdpd povo otov a&ovo X kot Y. Téhog ailel va onueimdei 6t o
yphotng umopel va pubuilel v Kiipako ¢ Papvnrog Tov KA avTIKEWEVOD UEG® TOV TESiOV
Gravity Scale oto component Rigidbody. [40]

2.4.10 Animator Controller

To Animator Controller emtpénel 6TOVg ¥PNOTES VO OPYUVOGOLYV KOl VO SLATNPGOLY £V GUVOLO
Animation Clip kot cuova@odv petofdcemv Yo TOV YopaKTHpo 1 OVIIKEILEVO TOV £Y0VV OTNV GKNVN
TOVG. XTIC MEPIGGOTEPES TEPIMTOGELS EIvaL PLGIOAOYIKO Vo, VIdpyovy moAAd Animation Clip xat va
gvaAloooopoote peta&d tovg 6tav cvufaivovy opiopéveg ouvOnkeg mayvidov. o mapdadsrypa Oa
pumopovoe o ypnotng vo petafel amd pio katdotoor o€ pio GAAN pe v evepyomoinon piog cuvOnkng
N UE TNV ¥pNon evOg TANKTpov. [41]

2.4.11 Coroutine

To Coroutine givor pio GuvapTon OV EYEL TNV OIOTITO VO, GTAOTAEL TNV EKTELEGT TNG KOL VO TN
ovveyilet oto gnduevo frame. Eivarl mold yprioyn og mepintoon mov BéAel kdmotog vo petaPdiet pio
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TN OTOOWOKA 1) VO EKTEAECEL KATOL0L EVTOAN LETA TO TEPOUCUN OPIGUEVAOV SEVTEPOAETT®V. Y TAPYOLY
oplopévol tTomol dMNiwong mov Bétovv oe mavon éve Coroutine. H emdoyn yw to mowov o
ypnoonomcovpe ennpeaietar and to ypovikd ddotnue mov Bélovue va givan og mavon. ‘Etol Ba
€yovpe !

e Tov yield return null ctov omoio Ba mepiuéver uéypt to emdpevo frame.
IEnumerator MyCoroutine()
i=a;

while (i<1@){

Ewovo. 2 - 10: Yield return null o Coroutine

e Tov WaitForSeconds(X), otov onoio Ba mepipével X dgvteporenta.

Ewova 2 - 11: WaitForSeconds(X) o¢ Coroutine

e Tov WaitForSecondsRealTime(X), otov omoio ektehei v id Aettovpyion pe 710
WaitForSeconds(X) pe v dwpopd 61t cuveyilel va Aettovpyel akdpa Kot OTov KAVOULUE
OO TOV TOLYVISL0V.

e Tov WaitUntil(X) 6mov mepipéver n ouvOnkn X va ivar false mpwv cuveyioet.

o Ko téhog v mepintmon mov mepuévovpue pio GAAn Coroutine vo extedeotei.[42]

IEnumerator MyCoroutine()
i

print ine has ted");

OtherCoroutine());

Ewovo 2 - 12: Wait For Another Coroutine

2.4.12 Layers

Ta eninedo oto Unity xabopifovv moto GameObjects pmopodv va aAANAETIOPAGOLY HETAED TOVG.
XpNGIHOTOI00VTOL KOTA BACT Yio TV S10pOPETIKT TPOPOAT| OVTIKEILEVAOV OO TIG KAUEPES TNG OKNVIG
OALG Ko yloo TV aviyvevon coykpovong aviueco ota dtdgopa avtikeipeva. To Unity pag divel v
dvvatotnto dnuovpyiog kot ovabeong véwv Layers, mov pmopolue Vo, ¥PNCUOTOMGOVUE OTIC
TEPUTTMGELG TTOV OgV apKoVV Ta £Tolpo Layers avtov.[43]
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2.4.13 Tags

“H etwcéta elvar po. AEEN ava@opde TOL UTOPEITE VO AVTIOTOW(IcETE o€ £€va 1| TEPIOGOTEPQ
GameObjects”’[44]. Onwg ka1 oty mepintwon tov Layers , mépav tov npokabopicpévav Tags tov
Unity ot yprioteg popovv va dnpovpynoovy Kot va ovabicouvy ta dtkd tovg Tags. Xpnoipomotovvtol
TEPIGCOTEPO GTNV KMOIKOTOINGT] TOL TOLXVIOOD , POV TPOCSPEPOLY EVOV EDKOAO TPOTO EVTOMICUOV
evog ovykekpipuévov GameObject pe v evoopatouévn pébodo GameObject.FindWithTag( ).

2.4.14 Particle System

“Eva o0omNUo GOUATIOIOY TPOGOUOUMVEL KOl O0didel TOALES KPEG €WKOVES 1| TAEYLOTO, TTOL
ovopdlovtor copatiol, yio va mopdayetl Eva ontikd £pg”’[45].To ohvoro Tov copatidiov avtodv dtav
evobobv mpokoAoOV TNV TEAKN Oyn Kol euedvion tov gpé. Ta ovotquate couatidiov
YPTCULOTOLOVVTOL €L T TAEIGTO Y0l TNV ORTIKN AVOTAPACTOCT] SUVOUIKDV OVIIKEWWEVOV OTTMG Y10
TAPASELYHLA TO VEPD, 1| POTLY, O KOTVOS KAT.

25  ®oTtopog oto Unity3D

‘Evo. moA0d onpovtikd kor mapdiinia Wwaitepo koppdtt oto Unity eivar o eotiopdc. Toailet
TPOTUYOVIOTIKO pOAO oTNV gUeavion Kot otnv {ovtdvia tov mepiPdilovtog Tov mayvidod. ‘Etot
Katolofaivoupe OtL Tpémel va divetal EUQOoT otV 6ot dlyelpton Tov, €01KG o€ TaLyvidlo ot
omolo oG EVOLUPEPEL VAL SMGOLE IOl O PENMOTIKY OVOTAPACTOOT] TOL TEPPAAAOVTOS GTOV OTOT0
B aAAnAemdpd o moikING. YTApyouv dtdpopa €101 GOTIGHOD avaloya pe TV éktaor mov Bélovpe
avtdc vo kaAvmtel. [ToAd edkoha umopodue va dlaxkpivovpe to 4 €01 QOTICUOD 7OV LOG
npoceépovtol amd to Unity, ta omola sivar ta e€ng: Point Light, Directional Light, Spot Light xou
Area Light.[46]

2.5.1 Point Light

To Point Light sivar pio oeaipa @otog mov aktivoforel pe v ida éviacn mpog OAES TG
katevddvoec. To Unity pag divel mv duvatdnto vo, TPOTOTOIGOVLE TO Y¥PDOUA TOL TPoPdiietar
uéow tng emroyng Color, v évtaon avtod péowm ¢ emdoyng Intensity, kabmg kot t0 OGO
EMEKTEIVETAL OTOV YMPO HéEcw TG emioyng Range. Ilpopavdg vrdpyovv kol dhieg pubuicelg mov
UTOPEL VO TPOTOTONOEL KAVELS, Y10 VO TPOGAPUOGEL TO PG KaAVTEP 6TO TTEPPAALov Tov. To Point
Light oTi¢ meputtdoEelg TEPTTMOGELS YPNOILOTOLEITAL Yo TN dnuiovpyio £pé dnmg eivar pia pTIA, pio
gxpnén N axdpo, Ko pa Adpma ecwtepikov-eEmtepikon ydpov. I'o v dnuovpyio evog Point Light,
apkel va akolovdfoovpe v e€ng dadikaoio GameObject - Light - Point Light.
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s
Ewéva 2 - 13: Point Light

2.5.2 Directional Light

To Directional Light givor pio déoun @otog mov vadpyer oe kGbe véo oknviy oto Unity omd
TPOETAOYT. XTIC TEPIOCOTEPES MEPUTTAGELS AVOTAPIGTA TO PG TOL NAoV, Yo awTd Kot TomobeTeitan
OPKETA TLO POKPLA amtd TOV KOGUO 1OV OAANAETIOPA 0 xpnotnc. Elvar éva péco dnpovpyiag oKimv o
aKivTo OVTIKEIPEVE, TOV UTOPEl Vo KOADYEL 0KOUa Kot OA0 TO TEPPAALOV OV Kiveiton O TOIKTNG.
Kot 6g avtiv v mepintoon ewtog, pmopel kavelg moAd gdkora va odrdel v KatevBvvon mov
TPOEPYETOL TO YOG OAAA KOl VoL TPOGAPUOGEL TIG OKIEG TOV dMUOVPYOVVTOL GTO OVTIKEILEVO OTAV TO
emg mEQTel emdvm. T v dnovpyia evog Directional Light apkei va akoiovOncovue v €€fg
dwdicacio GameObject - Light - Directional Light.

Ewdva 2 - 14: Directional Light

2.5.3 Spot Light

To Spot Light amotelel o déopun e@TOG 6NV 0TTOi0 01 AKTIVEG POTOG SIOYEOVTOL GE KOVIKO GYNLOL.
IToAv evroAra pmopel kaveig va 1o TOPOUOIAcEL e TPOPOALX, Y10 OVTO KOL YPTOLUOTOOVVTOL Yol
QOKOVG, Y10, PMTEVOVG CNUATOOOTEG KOl YEVIKA YlO TEPIMTMOELS OTIG OMOlEG TO PAOG BEAovUE va
npofdiletor Onw¢ anelkovilel otnv eeTOYpOPia Topakatm. Mécm tov pvbuicewmv tov Spot Light
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umopel kaveic va TpocapUOcEL TO PEYEDOC TOV KMVOL OV PEYYEL TO PMC, KAB®MS Kol TNV dVVauN TOV
ovtd aktvoPBoret. o v dnuiovpyia evog Spot Light apkel va akolovbncovpe v e€ng dadikacia
GameObject - Light - Spot Light.

Ewoéva 2 - 15: Spot Light

2.5.4 ArealLight

To Area Light givan o déoun otdg 6NV 0M0ic 01 0KTivEG PMTOG dtayéovTal o€ ophoydvio GyNua,
“ue v Bl évraon mpog OAES TIG KATELOVHVGELG OALG LOVO omd TV pio TAELPE owToV.”[46] Te ToAAEG
TEPIMTMOGELG YPNOUOTOLEITAL EITE VIO POTEWVOVG CNUATOOOTEC, EITE Y10 TOV POTIGUO OPOLOL £TCL MOTE
va katevBuvel Tov moiktn mpog pio katevBuvon. Agilel va onueiwbdei 6t1 Tpocépel pikpdTepT oKioon
and to vrorlowa Lights tov Unity.Onwg kot oto vrolowo €idn @oTiopol, pmopel kavelg va
TPOTOTOGEL TO YPpdUA oV TpoParietal péow ¢ emioyng Color, to péyebog tov TALLP®OV TOL
opBoywviov péom tav emhoynv Width kot Height, 1o €0pog tov 16 6TOV Yhpo 0ALE Kot apKETEG
dAleg puBuicelg mov mpoceépovial omd to Unity.

Ewévo. 2 - 16: Area Light
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2.6 Terrain oto Unity3D

To Terrain givar t0 mepidrdiov oto omoio dwdpapatiletar to mayvidl. ‘Etot moilel moAd onuavtikd
POLO OTNV TEMKT €MTLYIO TOV £pYoV, KAOMOC eivar avtd Tov cLuVNB®G evTLTOGIAlEL TOoV TaiKTT, EVO
glvar kol M TPpOTN €OV TOV SEYETOL KATO0G OTNV TPATY] TOVL €MOEN HE TO Toryviol. H opdda
avamtuéng evog mayvidon €xel TNV duvaTOHTNTO VO SNUIOVPYNGEL 0O TO UNdEV éva d1ko g terrain
£to1 Omog to BéLel Ko to avTaletor. Amo v dAAN vdpyovy TOAAG £Totua terrain oto Unity Asset
Store 1 axopo Kot ETOYLO OVTIKEIIEVA TO. OTTOl0L UTOPEL €iTE VAL ayopacel gite va TpounBevtel KUmolog
dwpedv, omnv mepinTmon oLV AVTO VIooTNPileTaLl Kol Vo Ta TPOocHEGEL G6TO £pY0 TOV OTMG AVTOG
emBopei. v gvomra ovt Oa deiovpe 660 To amhd yivetor v dnuovpyia evog Terrain, Kobog
£lvat Kol T 710 EVOLUPEPOV GYEONUOTIKO KOUUATL Y10 TOAAOVG. [47]

Apykd Ba ypelaotel va dnuovpyndei éva véo Terrain ue ta e€nc Prnoto : GameObject - 3D Object
—> Terrain. Etol mAéov oty oknvi pag speaviCetat éva Terrain, mave 6to omoio Ha dnpuovpyncovpe
O\aL To, VTOAOLTTAL.

‘Exovtog emiheyuévo to Terrain, otv kaptélo. Inspector mapotnpodue 5 ewovidio, o omoio
ovpupariovy oty dapopemon ovtov. ‘Etol étav dnuovpyodue éva Terrain sivar and mpoemiloyn
1000x1000. Ztnv mepintwon mov BEAeL Kavelg va avEnoet to péyebog e emPAvelos opkel Vo TaTHOEL
10 TpdTO Kovumi mov ovopdletar Create Neighbor Terrain, 6mwg @aivetar oty ewdva. Emetta
gupavifeton oty oknvl £€va TAEYHO TETPOYDOVOV, OOV O YPNOTNG EMALEYOVING TEPIGGOTEPQ
teTphymva, Tpocopuolel o uéyebog mov Bélet va £xet tehkd to Terrain avtd. Otav emdéyovue éval
TeTpAymvo, mpootifeton éva emmiéov GameObject oto medio Hierarchy, xabbg otnv cvvéysia
UTOPOVLLE VO EMEEEPYAGTOVIE AKOLO KO SLOPOPETIKE TO KAOE Eval.

e omGame H 3 P @ Ccto # Lighting
v 2 '@

s Terrain

ag Untagged b

Transform

Terrain

Add Component

Ewcdva, 2 - 17: Create Neighbor Terrains

E@ocov &yovue olokANp®GEL TV SOUOPPOOT] TOL HEYEOOUS TNG EMPAVELNG, TEPVALE GTO KOUUATL
g yAmtikng tov Terrain. ‘Etotl emtléyovpe 1o devtepo kovuni oto medio Inspector, mov ovoudletan
Paint Terrain. Agov to égovue emié€el Ba mapatnprioovpe évo drop down pevod oto omoio &xovpe
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é&L emoyéc. H mpdtn emhoyn ovoudleton Raise or Lower Terrain kot agopd v avdymoon f tnv
Bobion tov eddpovc. Ymapyovv apketd Brushes upe dSapopetikd oyfuoto mov Umopel va
YPTOCLLOTOMGEL KAVEIS Yo TNV YALTTIKY TOL €0APOVG TG okNviG Tov . Kdvovtag apiotepd KAk otnv
GKNVN TOPATNPOVLE TO £60(QOG VO TApPVEL VYOGS Kol aVTO Vo avEAvETOL OGO EUEIG GEPVOVLE TO TOVTIKL
TPOG Ta TAve. Av Topa. BEAOVUE VO LEIMCOVUE KATOL TO VYOS OPKEL VO £YOVUE TATNUEVO TO TANKTPO
Shift otav matdpe aprotepd Kk, Me tov tpdémo avtd 1o Vyog pmopel vo apapebel teleimg,
EMOVOPEPOVTOS TO E00UPOG GTO APYLKO ONUELD.

[Elcenter &Local @ Collab v

e & v Fo -
- — 0| # v Terrain
g Untagged

Transform

Brushes

&

® v Terrain Collider

Ewova 2 - 18: Paint Terrain- Raise or Lower Terrain

TIpwv 6pmg Eekvioet Kaveig va dtapop@avet to £30pog Tov Terrain kold Oa ftav va aoyoAndel pe tig
pLOUicELS TOL TIVEALOD Y10, VO LWITOPEL VO TO SAUOPPOVEL Ue TO TpOTTO TTov emtupetl. 'Etot ta medio mov
npénel vo. odlragel givon to Brush Size to omoio dapopedvel to péyebog tov TvEAOL poG Kot TO
Opacity o omoio kaBopilel OG0 ypNyopa Bo vymdveTar o £dapog. TéLog va onuelmbei 6Tt o péyebog
tov mwvédov (Brush Size) pmopel vo aAldEet kot amd 10 TANKTPOAOYIO0 Hog ue to mARKTpo “]” Yo
avénon kot to TANKTpo “[“ yia peiwon owtov.

Ewova 2 - 19: PvBuiceig Brush

Mia axopa emioyn oto drop down pevov tov Paint Terrain givaw to Set Height. Méow avtov pmopei
Kaveic av Bécel 10 avdTEPO VYOG OV umopei va. £xel To Terrain tov moyvidiod tov. ‘Etol oto nedio
Height emiléyovpe 10 Vyog mov emBopodue kol mopotnpodue Ot av mpocmabficovue vo
dnuovpynoovpe évav Moo pe Dyog ueyaAddtepo and to 6plo mov Exovue Bécet, to Unity g pog to
EMTPEMEL.
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H endpevn emroyn tov drop down pevov sivan to Smooth Height e to omoio pmopel koveic va
“eEopaddvel o dkpa TOL €5GQovg Tov givar tpayd.”’[47] Eeapuoloviag 1o mopoatnpodue 0Tl TO
£00.p0og Taipvel Lo O OROAT KOt KUKALKY LOPOT.

Ewéva 2 - 20: Smooth Height

H tehevtaio emioyn amd to drop down pevov eivor to Stamp Terrain yéom tov omoiov umopovue vo
OMNUIOVPYNGOVUE VYN, TPOGUPLOLOVTOC OO TO TEGIO UE TO AVTIGTOLXO OVOUM, TO VYOG QVTMV.

210 onpeio owtd Kot apov £xel ohokAnpwBel M YAvmtik Tov €ddpovg, mepvhpe otnv Cwypaeikn
avtod. Zvykekppéva Ba ypopoticovpe 6o 1o £dapog Yo va mapel pio o Opopern Kot CovTovn
popen. T'o. tov okomd avtd oto Asset Store tov Unity vmdpyet pio tepdotio ydpo amd assets mov
UTOPOvV VO, YPTCLULOTOICOVY Ol ¥PNOTEG Y10 VO dDGOLV TO ¥PDOUO TOL EMBVUOVY GTIC VPEG TOV
avértoéov. Apov éxovpe icdyel oto Unity ta Assets mov BEhovpe va xp1GILOTOGOVLE, ETAEYOVUE
1o Paint Texture kot oto Edit mpocbétovpe Tig emhoyég mov BEAOLLE VO £XOVUE Yo THV SLOUOPE®OT
TOV £5G.(QOVG.

Epocov éyovpe amopacicel ywoo tov ypouaticud Tov €049ove Tov OElovue VO EQAPUOGOLLLE,
EMAEYOVUE OPYIKE TO TETAPTNUOPLL TOL €DGPOVS TTOL aVTd Bol PapUOcTEL KOt TPOocHETOLE £va VED
eninedo péocw g emMAOYNg 6To ovtiotoyo Inspector. Amod edd kot mEpa OAOG 0 YPOUATICUOS TOVG
€0Gpovc O vAomomBei pe v Tpoovapepbeica daducacia.

Yuveyilovrog, mepvape otny dMNUovpyio TOV dEVIp®Y UEG® TV omoimv Oa yepicel meplocdTEPO 1
oknvi pog. T tov okomd avtd Bo ypnoorombei to dwpedv makéto mov npooeépel To Unity kot
ovykekpuéva to Free SpeedTrees. Xto mokéto avtd umopei kaveig va Ppet dStapopwv 100V dEvTpa yia
Oheg TIg TEPITTMGELS TTOL BELEL va Kolvyel. 'Etotl emléyovpe to medio Paint Trees amd to nedio Terrain
ot0 avtiotoryo Inspector kot otV cuvvéyeln cuTodpe TNV TPOGONKN €vOg VEOL SEVIpOL HECH TNG
emloync Add Tree oto medio Edit Trees. Téhog oto avadvopevo mapdbvpo tpochétovpe t0 dEVTPO
nov embopodue pécm tov nediov Tree Prefab.

A@oD éyovpe OAOKANPDGEL TO. TOPUTAV®, UTOPOVUE TOAD EVKOAO VO ENEEEPYAGTOVLE TNV ELOAVION
TOV OEVIPOV TOL £XOVLE TPOGHESEL GTNV GKNVI HOG, HEGM TOV PLOUIcE®V TOL LLOG TPOGPEPOVTAL OO
to Unity.

Ev ovveyeia to Unity pog diver tnv duvotdmro Aentopepelakng Paenc Kanmg onueiov e oKnvig
poc. o mwapddetypa pog enttpénetl vo {oypoa@icovue pe AETTOUEPELN TO YPOUGIOL. AVTO EXITLYYAVETOL
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uéom tov gpyareiov Paint Details, mov gival to tétapto avtictoyo epyolieio oto medio Terrain. To
uoévo mov Ba ypewaotel va kdvovpe gival vo emhé€ovpe o Add Grass Texture, amd 1o avadvopevo
napdBupo Edit Details kot vo mpocbicovpe 10 ypacior mov Ba epappootei. And €dd Kol TEPOL M
Swdkacia givar mAEOV YV@GTY, 0PoD OVCICTIKA KAVOUE OTL KAVAUE Kol 6TLG VTOAOUTES TEPUTTMGELG
{oypoa@ikng Tov £6G.POVG.

Keivovtog to Unity pog mapéyel tqv emioyn Terrain Settings, 1 omoia enttpénet 6tov ypnotn vo
TPOTOTOGEL TOAAEG TPOGHETEG PLOLLIGELS TOVL ALPOPOVV TO £DAPOG TNG CKNVNIS TOL.

2.7 Eniloyog

¥10 kePhAato avtd avaeepfkaue oty Unity3D Engine, v dnuo@iréctepn unyovn onpovpyiog
Bwreomatyvidron, Tov o YPNCYLOTOGOVUE ENElS. ApyiKa eENYNOOUE TO SOUIKA YUPUKTIPLOTIKA TOV
Kol TNV Topeia Tov akoAovdncav ot dnuovpyol Tov péypt ko onpepa. Ev kataxheidt, avapepikape
ota Pacikd mapdBupa Kot Evvoleg mov Ba mpénet va yvopilel o avayvdGoTNG Y10 VO KOTOVOTGEL TANPOG
v dwdkacio.  oavamtuéng mov  Ba akolovbnoovpue  ©6TO0  EmMOUEVO  KEPAAOILO.
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Kepdlowo 3°:  Avantvgn Moyvidiov pe Unity

3.1 Ewaymoyn

210 onueio avtod Bo EEKIVIGOVUE VO KAVOLUE TNV OVEADGT TOL TOLVISIOD TOL OTOIOL VAOTOUCULLE.
®a mapabécovpe OAN Vv dadikacio Tov glelg akolovbnoape, €161 MGTE AVTO VO TPOGPEPEL OCES
TEPLOCOTEPES YVDOELS EIvaL SUVOTOV 6TOVG avayvdoTeg. To mopakdto mworyvidt ivor éva First Person
Shooter motyvidt, 6mov 0 ypro¢ dlayelpiletal Evav yopoaKTipa Kol Le To OTTA0 oV givorl Stobéoiua,
npoonabel va €EOVIMOEL TOLG OVIIMAAOVE TOL GTNV TPOKEWEVN Tepintwon eivol ta Zopmt.
XOopoKINPoTIKO OLTOL TOL €I00VC TOVIOWOL &givar OTL 1 KApepa mov TPOPAAEL TOV TOUKT),
AVOTAPIGTA T LATIO 0VTOV, KAVOVTAG £TGL TOV ¥PNOTN Vo VIMBEL To peaMoTikd To oy vidt.

3.2  Eekwvavrtog pe to Unity

Apywd avoiyovtag to Unity matdpe v smioyn “NEW” 1 omoio pag divel v Svvatdnto
dnuovpyiog evog véov Project. v mepintoon mov Exovue Mon dnuovpynoel éva Project, amid
emMAEyovUE avTO amd TV Alota, €101 OOTE Vo cuveyicovpe v emegepyacio Tov and kel mov &xet
yivel n tedevtaio amobnkevon.

< Unity Hub - ] E

< unity o]

® Projects Projec‘[s ADD m

Learn

o

Project Mame Unity Veersion Target Platform Last Modified C\
= Community
PtixiakhFinal
D:\PtixiakhFina 2019.4.13f1 Current platform 17 hours ago

Installs

Ewodva 3 - 1: Avorypo Unity
Yty ocvvéyeta to Unity pog diver v dvvatotnta va emiéEovpe To Template tov Project pac. Ta dbo
7o Yvoota gival o 2D, 10 omoio avagépetal o€ matyvidla dvo dactdoemv kot To 3D, mov gival yuo
oLy violo TPV JacTAcE®Y Kot gival Kot autd mov gueic Oa ypnoonomcovpe. Ektog duwmg amd 1o
Template pog diveton n dvvatdtnta va SnAdcovue o dvopo tov Project pog, alhd kot tov eakeAo
otov onoio avtd Bo amobnkevetal. Apod pvluicovpe 6o Ta Topandve, emiéyovtag to “CREATE”
B &yovpe ohokAnpmoset Ty vapén tng dnuovpyiag tov moryvidron.[48]
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@ Create a new project with Unity 2019.4.13f1 - O X
Templates Settings
New Unity Project
. e
C:\Users\jorda\Desktop\ProjectSettings
® =—
~ nTe

Ewcova 3 - 2: "Evapén/Anuovpyio moyvidiod
Metd 11¢ Topamdve puiuicels, Exovue Ty TpdT £1kove Tov Unity. Tpokettot yio to meptBailov 610
omoio Bo dnpovpyncovpe To moyviol poc. Xtnv Evomrta 2.3 €yet yivel mnpng ovaeopd yio Ao Ta
nedio and o omoia amoteAsiton o Unity.

o i Sandsons - Uniy 21313 Prons <15 - 8 x
Fe

Ewéva 3 - 3: Tlgpifdairov Unity

3.3 Menus

Ta Menus o éva mayvidt kaBopilovv oe peydro Pabud v oAiniemidopacn Tov ¥PNOTN UE TO
mayviol. H eugdvion tovg oeeikel vo gival omAr, Katovont Kot @IAKN TPOC TOLE XPNOTEC KAOMG
oVTa omoTeloDV éva kopudtt Tov Project mov Ba emavompoPAndei apretég popés. EmmAiéov, o kdplog
oKOTOG TOVG EIVOL VO EMTPETOVLY GTOV ¥PNOTH va puOuicel katdAinAa kol pe Paorn Tig OKEG TOv
TPOTIUNGCEL O1APOPES TAPAUETPOVS TOV TOYVIOOD CAAG KOL TOPEYEL TNV SLVOTOTNTO EVOAAAYNG
uetacd 1oV TpokabopIcUEVOY GKNVOV aVTOD.

3.3.1 Main Menu

To Main Menu givar évo moAd onuoavtikd kopudtt tov Project, kabmg givar  mpdTn £1KOVO TOV
PAémel o maiktng kol pécm ovtov apyilel va Pudvel TNV OTHOCPOIPO TOV ToyVIdloD. Xg TOAAEG
TEPMTMOOCELG TO PEVOV TEPLEYEL €val, Bivieo N Lo KIVOOUEVT €1KOVA, EVD GALEC POPEG YPTOLUOTTOIEITOL
oG o ikova, onmg Ba dodue kot oto dikd pog Project. Xto apyikd pevov divetar 1 duvordTnTa
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oToV ok gite vo EeKvioel To oy vidl, €ite va oAAGEEL KATOEG apyIKES PLOUICELG 1] VO OTOYW®PTOEL
oo TO Ty ViolL.

Io va dnuovpynoovpe éva Main Menu, apyikd onpovpyovpe pio oknvi 1 omoion Ba givan
Swpopetikn and vty mov Bo vAomomoovue 1o moryvior poag. ‘Etol moatdpe 6e&i kKAlk oto medio
“Project” ko otnv ovvéyela “Create” - “Scene”, dnwg paivetat kaw otny Ewcovo 3-4.

Folder

C# Script
Shader

Testing
Playables >
Assembly Definition

Create » Assembly Definition Reference
TextMeshPro >

Show in Explorer

Open Scene

Delete Prefab Variant
Rename
Copy Path Alt+Curl+C

Audio Mixer

Material
Open Scene Additive
Lens Flare

View in Package Manager Render Texture

Import New Asset.. Lightmap Parameters
Import Package 5 Custor Render Texture
Export Package... Sprite Atlas

Find References In Scene Spiites N

Select Dependencies
Animator Controller

Refresh Ctri+R

Animation

Reimport Animator Override Controller

Avatar Mask

Reimport All

Extract From Prefab Timeline

Signal
Run AP| Updater..

Physic Material
Update UlElements Schema

Physics Material 2D

Open C# Project

A CLin

Ewdéva 3 - 4: Anpiovpyio oknvig

AoV &govpe dnuovpyNncel Ty oknvn oty ontoia 0o vAomon0el to Pacikd HEVOD HOG, GTIV GUVEXELL
dnuovpyodue Evav kouPd matdvog deéi KAk oto mapdbvpo “Hierarchy” kot petd “UI” > “Canvas”.
Méoa og avtov tov Kappd Oa dnuovpynoovue éva “Panel” oto onoio Ha tomobeticovpe TV gkdva
nov Béhovue vo anewkoviletar oav background oto Main Menu pogc. ‘Etotl €xovtag emleypuévo 1o
“Panel” oto medio “Inspector”, tomobetovpe v €ikovVa pag oto Source Image, 6mwe gaivetal oty
Ewoéva 3-5. Télog oto medio Color pvBuilovue v avtifeon tov ypoudtov €161 ®OTE Vo unv
QOivVETOL S1LPAVIG 1 ELKOVOL LLOG.
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® | ighting

ﬁij ackground

ag

s

- Rect Transform

Canvas Renderer
Transparent Mesh

+ Image

Simple

Set Native Size

Background *

Ewodva 3 - 5: Background swdva

Y ovvéyela Ba ypelootel va mpochécovue éva Text wg e&ng Canvas = Ul - Text-TextMeshPro .
H emloyn avty dweéper omd tnv emloyn tov omAov Text, kabdg €6 Hog emTPEMETOL M
HOPQOTOINGT TOV KEWEVOD, uéow tov TextMeshPro 1o omoio kdvovpe mpocbnkn oto Project poc.
A@pov éyovue dnuovpynoet éva text area, pmopovue va eapudcove Kamoleg pubuicelc oto medio
TextMeshPro yia vo Beltidoovue v epedavion tov Text. Emiong ue v emthoyn tov mediov
Underlay, npocbétovpue okiég. Xtnv Ewdva, 3-6 gaivovtar ot pubuiceig mov éyovpe emaéet.
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v TextMeshPro - Text (Ul)

Text Input Enable RTL Editor

Normal

Ewova 3 - 6: PuBpioeig Text

Topo Ba dnuovpynoovue 0 Kovuni mov ovamapiotd to Play Button. ‘Etotr emdéyoviog oc €&€fg
Canvas = Ul - Button dnuovpyodue éva kovuni. Méoa 6€ awtd T0 Kovumi, siodyovue to Text mov
SNUIOVPYNCOALE TPOTYOVUEV®GS, OTTOTE TAEOV £YOVLE OMUOVPYNCEL TO TPMTO Kovumi pe 6vopa PLAY.
Epoapuolovtag tig puBuiceig mov mopovcialovtor otnv Eucova 3- 7 petafdiiovpe v eUOAvioT Tov,
£101 ®ote avtd vo oKldleTon Otav gpeig Tepvae ToV KEPGOPA Omd ETAVE.

Button

Automatic

Visualize

Ewdva 3 - 7: PuOuiceic Play Button

IMotdvtoag oto mAnktpordylo pog Ctrl + D kot £xovtag emdeypévo to kovuni, To kévoovue duplicate
£tol dhote va dnuovpynoovue to 6gvtepo kovumi pog (SETTINGS), to omoio Oa eivon oto idia
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mhaiclo pe to mponyoduevo. Avtictorya epapudlovpe kot yio to tpito kouumi(QUIT). H tehkn
eupavion omekoviletar otnv Eucova 3-8.

Ewodva 3 - 8: Main Menu

AxorovbmvTog TV S erhocopia Bo dnpovpyncovpe to Settings Menu péow Tov 0moiov 0 ¥PHOTNG
Oa £yel v duvatodTNTO VO, ALEOUEIDGEL TNV £VINGT] TOL YOV TOV TayVIdl00. ANUiovpyovus €16t 600
Text, éva pe 6vopa SETTINGS kot éva ue ovopo VOLUME, éva kovuni pe ovouo BACK kat éva
Slider 6nwg @aiveton otv Ewdva 3-9.

B ETTINGS

w 1 :
(WYloLUME ‘ _—m
: bl

'BACK

Ewova 3 - 9: Settings Menu

To vo ddcovpe Asttovpyikdtta 6€ G0 aLTA TOL dNUOVPYNHoAUE, TpochHétovue évo SCript wg véo
Component oto Main Menu pag. O k®dwag mov gpeoaviCetol oty Euwova 3-11 apopd tnv Agrtovpyia
tov kovumov PLAY, péow tov omoiov aAldalovpe oxnvn kot petafoivovpe oty avtiotoyyn wov
amekovilel o mayvidt pag. Ia va yiver avth n adhayn g oknvig Oa ypelactel vo, Snhocovue 1o
nedio Build Settings ( File = Build Settings) oieg tig oxnvég mov cvumepiiappdvoviol oto moryvidtl
poag(Ewova 3-10). ToroBetodpe oty mpdTn emAoyn to Main Menu kot oty devtepn to Game Scene
Kol €tol péca and tov kddwka ¢ Ewovag 3-11 umopovpe vo evaAlocoOpoote PETOED OUTOV TV
oknvov. Ztnv uébodo QuitGame tepuartifovus to maryvidl pog.
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Build Settings

Add Open Scenes

Platform

|;| PC, Mac & Linux Standalone

Default =

Learn about Unity Cloud Build

Build Build And Run

ne{).buildIndex + 1);

Application.

Ewodva 3 - 11: Tppo Keddwo arnd Main Menu Script

Avtd Oumg dgv givar apkeTd Yoo vo. Agttovpynoovy ta Topomive. Mécwm tov event OnClick()
UTOpOVLLE VO GUVOEGOLE KABE KovuTl pe TNV KANomn ¢ avtioTtoyng pebodov. 'Etol oto mapdadetypa
¢ Ewova 3-12 evepyomoteitor n puébodog PlayGame( ) oty mepintwon mov o maiktng emiéEet 10
xoovuni PLAY.
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MainMenu.PlayGame

Mo Function

GameOhbject

RectTransform
bool enabled MainMenu
string name
bool runinEditMode
string tag
bool useGUILayout
BroadcastMessage (string)

Cancellnvoke (string)
Cancellnvoke ()

PlayGame ()

QuitGame ()

SendMessage (string)
SendMessagelpwards (string)
StopAllCoroutines ()
StopCeroutine (string)

Ewova 3 - 12: OnClick()

Mo v povoikn vrdkpovon mov Bo GUVAVTAGEL 0 ¥PNOTNG KATd TNV €i0000 TOV GTO pEVOD Oa
YPNOWOTOGOVHE pIot amoA pehmdio. avtAovpevn omd oo mokéto assets [50].Etnv mopeia Oa
ypelotel va mpocapuodcovpe to Slider pag. Apywkd Oo dnpovpyncovpe to véo Game Object oto
omoio Bo Tpocsbicovue évo Component ( Add Component ) to Audio Source, oto Output tov omoiov
0o Barovue éva Music Mixer. Epdocov éxovpe 0AOKANPOGEL To TAPOTOVO, B S1UIOVPYNGOVLE TO
script pe to onoio Bo ddoovpe TNV SGVVATOTNTO GTOV TAIKTY VO EAEYXEL TOV X0 TOL TTaryvidwov. ‘Etot,
onwg mpoParietar oty Ewova 3-13, mpochétovpe Evo mixer, to onoio pag divel v duvatdtnta va
Kévoupe aALOYEG TAVEO GTNV £VTOGT TOV NYOV. ZTNV GLVEYELD OMLovpYovpE pia pnéBodo otnv omoia
divovue Tiun oto Mixer pe dvopo “MusicVol” ov dnuiovpyfioaue tpv, étol dote ta Desi Belle mov
AVOTOPAYETAL 1) HOVOIKY, VO gival cuvaptnon g pvbuong amd to slider. Télog oto Unity givan
amapaitnto va dniocovue to SetLevel wg On Value Changed yeyovog tov Slider.

SetVolumecs + X

Ewéva 3 - 13: Tunpoa Kodwoa and SetVolume Script

3.3.2 Pause/GameOver Menu

Mo vo ddcovpe 6Tov ¥PNOTH THY SLVOTOTNTO VO CTOUATHOEL TO TOLYVIOlL GE OTMOLONTOTE GTLYUN
Oelnoel Ba kataokevdoovpe kot Eva Pause Menu to onoio givol apketd mo amkd oty dnpovpyio
tov. To Pause Menu dev oyedidleton o€ dlapopeTikny oknvy (Scene) aAld oty 8o oknvi mov Ba
avantoéovpe 1o mayvidl. TeAdvTog uo Topopota dtadikacio pe o Main Menu, dnuovpyodue apyikd
gvav kouPd oto mopabvpo Hierarchy. Xtic neputtdoeig mov dnuovpyovue Menu, givor Tpotipdtepo
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va emiééovpe v 2D amewdvion, Yo vo EQOVUE TO KOTAVONTH OY1 OUTOV TOL ONUIOVPYOVUE. ZTO
background image avtn ) @opd emiéyovpe to None yia va €yovpe POVTO and miow T0 Toryvidl pe
pilo o OKOTEWN OmOYPMOON, TNV oTiypn mov yivel N dakonr péow ESC. To tehkd omotédecpa
napovctaletol oty Ewova 3-14.

SCORE:5
HIGHSCORE:40

MENU g
QuIT

Ewova 3 - 14: Pause Menu

‘HpbBe mn otiyu] va kévovpe AETOVPYIKA OAOL TO. KOVUTLO 7OV EYXOLUE ONUIOVPYNCEL.  Apyikd
ypnowonotdvrag ava to event OnClick( ), vlomowovpe Tig avtiotoleg cuvoéoelg petal&d Tov
peBOS®V KAl TV KOLUTIOV. LTV cLvéreto. pécm tov script PauseMenu(Ewova 3-15), opilovpe pio
uetapinty GamelsPaused n omoio pag Bondast oty evariiayn peta&d tov Run Time Environment
kot tov Pause Menu. EmmpdoBeta ypnowomowwvtog to. GameObjects tov PauseMenu omd to
napaBupo Hierarchy ta evepyomolodpe Kot to amevepyomolovue o kGbe mepintmon, Kabdg emiong
TOYDOVOVLE Kot EETOYDVOVLE TOV XPOVO, avaAdY®s TV PHEO0S0 oTNv omoia PPIoKOUACTE.
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PauseMenu.cs R

s
' H
Cur «loc ursorLockMode . Locked;
Time . time 1f;
GameIlsPaused

Time.timeScale
neManager .

Ewéva 3 - 15: Tufua Kddwca ard PauseMenu Script

Keivovtag v evomta ovtr, 0o yivelr avaeopd tov Game Over Menu. To Menu avtd amoteleital
amd ovo Text xon dvo Buttons. AxoiovBmvtag v ida errocoeia pe to Pause Menu kot étav o
maiktng nrnBet, epeaviCetar to Menu avtd kot Tov diveton 1 emoyn eite va Eavamai&el To maryvio,
gite va petoxwvnOei oto apykd pevov. [apatnpovue 6Tt VIAPYOLY TOAAEG OUOLOTNTES LETAED TV 010
scripts kabmg Kol oty TEPITT®ON VT EVOALUGOOUACTE UETAED TOV BACIKOV GKIVOV OO PaiveTAL
ka1 otnv Ewova 3-16.

art()

gameOverMenulL

cros Seth

Cursor.lockState = CursorlLockMode.Locked;
Time.timeScale = 1f;

SceneManager

Time.timeS
SceneManager

Ewoéva 3 - 16: Tufua Kddwka amd Game Over Script
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3.4  Terrain — ®oTticpog

Topoamdvo égovue avaldoel pe AeTtopépeto Ty onpovpyia Terrain omd 1o undév. QoT060 VILAPYOLY
TOoAAG Etoypo ASSEtS 610 J1adiKTLO, T OO0 UTOPEL VO, YPTGIULOTOUGEL KOVEIG OO0 KO UE UNOEVIKO
KO60TOG. XNV TWEPITTOON PG, Y TNV ovomapdotacy Tov  TEPPAAAOVIOS TOL  TToyvidov,
yxpnoyonomoape makéto amd £toya oyedlaotikd povtéla ( rocks — plantation — houses — props —
street lamps )[49][51-54]. "Exovtag wg Bdon to Sample Scene tg Ewova 3-17

Ewoéva 3 - 17: Sample Scene

npochécape pio mowihio oYESUOTIKOV HOVTEA®V, ETEKTEIVOVTOG TIG O100TACELS TOV Ko divovtag v
aioOnon piog kotekTnUéEVNG TAEOoV WOANG amd  vmepeLolkd  O6vta. O GLVOLAGUHOG  TMV
EYKOTOAEAEIUUEVOV KTNPIOV KOl AVTIKEWEVOV UE TNV TEPLPPOVPNOT TNE TEPLOYNG ATO VAV LYNAO
toiyo Oiver otov ypfotn v aicOnon tov Kwdbvov kot g emPimong mov mpoomabovue va
emrdyovpe. H tedikn popoen tov mepipditovrog aneucoviletar otnv Ewdva 3-18.

Ewova 3 - 18: Final Scene

Yvveyilovtag pe Tov oTIcHd Tov TEPIPArlovtog ypnoyonotoape dvo Directional Lights. To mpdto
ovouaomke Fill Light kot avoroapiotd 1o mg tov nAiov kot to devtepo ovopdotnke Rim Light kot
€KTOG amd T 0OQEAN OV TPOGdidel otnV aicOnon g aAnBopdvelog Tng ATHOGEALPAS, TOVILEL Ta LEP
Kol ToL OYEJOTIKA povTéda Tov dev extifevtan anevbeiong oto FillLight.
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® |ighting
Fill Light St _-' Rim Light
ag Untagged h ag Untagged * Layer Default

Transform L Transform

Use Quality Settings

Everything

Important

Everything

Ewova 3 - 19: Fill & Rim Light

Onoc paivetar kot otnv Ewodva 3-19, otny nepintoon tov Fill Light  emioyr Shadow Type éxet tnv
) Soft Shadows evd ovtiBétowg oty mepimtwon tov RimLight 1 emdoy avt sivau
OTEVEPYOTONUEVT] DOTE VO UMV VLIAPYOLY JMAEG OKIAoeES o€ kavéva avtikeipevo. Emmpocheta
dwkpivovpue 61t oto FillLight n emioyn tov Flare éyer cov amodéktn to Sun, pe okomd va
TPOCOLOIDVEL TNV €MOpaoT TV dOAAGEDY ToV E®TOG PEGH oe &va Qakd kauepag .Télog oy
kaptého Lighting kot ovykekpyéve oto medio Environment Lighting >  Source éyouvpe
ypnowonomoet v emthoyn Gradient, avédvovrtag v Ty tov SKy Color katd éva kot £tot diveton
TEPIOCOTEPOG POTIGUOC GTO TEPIPAAAOV oG OKOUO Kol 6T, oneia mov dgv akTivoPoliel T0 Qg TO
nAiov.

3.5 Player

Epocov &yovpe tedeidoel pe 10 TEPIPAALOV Kol TOV QOTICUO OVTOV, UTOPOVLE VO STULLOVPYTIGOVUE
Tov yapaktipa mov Ba dwuyepiletar o ypnomc. To TpdTo TPAyUa OV EYOVUE VO KAVOLUE ivarl va
etiaEovue éva kavovpyto Game Object to onoio Bo ovopdoovue Player kot 6a 1o torobeticovue 6to
onueio mov OéAovpe vo Ppioketan otov mpoyuatomoteitar M Evapén Tov Toyvidov. ‘Exovrag
oAoKANpOOEL TO TOpOThvm, Ba xpelactel va tpocbicovpe Eva Component tov ovopdleton Character
Controller kot Ba vrebbvvo yu v kivnon Kot Yoo TV GAANAETISPOCT TOV YOPOKTNPO LE TO
nepifarrov(Ewova 3-20). Zvykekpiuéva 1o nedio Slope Limit givar vrevBuvo 610 vo meplopicetl tov
Collider va avefaivel pdévo otic TAAYEG TOL £ivol AtyOTEPO AMOTOUES OO TNV VITOSEIKVLOUEVT] TIUT.
To Radius givat to mhdtog tov yopaxtmpa pag kot to Height givat 1o Hyog tov.
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# Character Controller

Limit

Ewodva 3 - 20: Character Controller

3.5.1 Player Camera

IMa va ovveyicovpe v enelepyacio Tov YopakTipa Log, Oa ypelactel TPOTA Vo, S1LLOVPYHGOVUE dVO
Kkauepeg. H mpmtn ovopdletar Main Camera kot tpopdiet to mepipdAiov tov moyvidion péoa amd to
pdtio Tov yopaktpa, eved 1 devtepn ovoudleton FP Camera wot eivor vredBovn yio v omTiKY|
OVOTOPAGTOGT] TOV XEPLOV Kol T®V OTA®MY ToL £Yel TNV ddfeon Tov. AvTtd gmruyydvetal PG amod
v emroyn Culling Mask kot 1 povn dwopopd peta&d tovg eivon 6t n Main Camera ayvoei ta
GameObjects mov PBpickovtar og layer First Person, evi n FP Camera gugavilel pévo ta GameObjects
nov Bpickovtat oto layer ovto(Ewodva 3-21).

2 Mavigation

* Layer Default & Layer Default

Skybox
on
Mothing g Mixed
Everything Mothing
Default A8 Everything
TransparentFX Fie Default
Ignore Raycast nera TransparentFX

Water Cliooing Ignore Raycast
uI Water

FirstPerson Viewport Rect ur
Enemy FirstPerson

Player Enemy

Plaver

Ewodva 3 - 21: Camera Settings

Téhog amd v FP Camera 8o, apaipécovpe to component AudiolListener, £tol dote vo, unv veictoTol
ST aVOmTaPAYOYT| TOV HYOV TOV TALYVIO0V.

3.5.2 Free Look

210 onueio avtd Oo TpoypappoTicoLHE TNV Kivimom Tng kapepag péocw tov képoopa. 'Etot
dnuovpyodpe éva script mov ovopdlovpe MouseLook. Onwg mapovsialetor oty Ewdva 3-22, péow
g uefodov LockAndUnlockCursor( ), matdvtog to kovuni TAB divovpe to dikaimpo otov ypiot
va Eexheldmoel-eEopavioel Kal Vo KAEWOMOEI-EUPAVIGEL AVTIOTOLYO TOV KEPGOPO GTO KEVIPO TNG
006vng. Emmdéov pe v pébodo LookAround( ), n omoia kakeiton and tnv Update( ) kou emopévmg
exteleitan oe kGOe frame, avtAoVUE TIC GUVTETAYUEVES TOV KEPGOPA KOl TPOPOSOTOVE OVTEG OTNV
oyetikn 0éom tov Player. Ot tipég avtég oprobetovvtan and -70f éwg +80f otov GEova tov Y.
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LockAndUnlockCursor
if(Input.Getk Code.Tab)) {
LockMode . Locked) {

lode .None ;

kMode . Locked ;

LookAround() {

Mathf.Clamp(loo

= Quaternion.Euler
n = Quaternion.Eul

Ewoéva 3 - 22: Tufua Kddwka ard MouseLook Script

3.5.3 Player’s Movement

Mo v kivnon tov maikt pog, Oa xpnoIonotoovpe dVO SLOPOPETIKG scripts To omoia kot Ba Tov
wpocbécovpe ¢ components 6to Topabvpo Inspector.

To mpmTo script ovopdleron Movement kot givat vrevBuvo yio TNV Pactkr| Kivnon Tov YopoaKTipo Log
(Ewovo 3-23). Méow g pebodov Update( ) kokodupe tv ouvvaptnon MoveThePlayer( ), 6mov
Bacwopévor oty idte Aoyl pE TNV Kivion TOL KEPGOPO OVOTPOPOOOTOVUE TNV UETAPANTN
move Direction pe TWEG TOL AVATOPIGTOVY TO TATNUO TV TANKTpeV (A,D,W,S). Ztnv cuvéyela,
ooy eAEYEOLE EAV O XPNOTNG TOTAEL TO TANKTPO Space OnOTE KOl TPOGOUOIDVOVLE TO QAU TOL
YOPOKTAPO, XPNOYLOTOIOVLE TNV EVOOUATOUEVT cuvdpTnon Move( ) tov Unity dote va kivnovpe pe
gmtuyio Tpo¢ omoladnmote Katevbuvaon.
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Update ()

MoveTheP1

MoveThePlayer() {
move_Direction = v r3(Input.GetAxis( Zo "), @f, Input.GetAxis("Vertical™)

form. Trar rmDirection(move_Dir
% Time.deltaTime;

ApplyGravity();

character_Controller.Move(move Direction});

ApplyGravity() {
vertical Velocity -= gravity * Time.deltaTime;
PlayerJump();

move Direction.y = vertical Velocity * Time.deltaTime;

PlayerJump() {

if(character_Controller.isGrounded &% Input.GetKeyDown(KeyCode.Space)) {
vertical Velocity = jump_ Fc

Ewodva 3 - 23: Tufua Kddwka amd Movement Script

To dgbtepo script ovopdaleton DifferentTypesOfMovement (Ewdve 3-24) kot a@opd KATOL00G
CUUTANPOUATIKODS TPOTOVG Kiviiong Tov yapaktipa pog ( Sprint, Crouch, Prone ).

Kpatdvrag matnuévo to minktpo SHIFT kot pdvo €av o maiktng £xetl exapkn mocotnta and Stamina,
Kkétt wov Ba e€nynbel Aemtopepmdg apyotepa, oAAGlOLUE TNV T NG TOXOTNTAG TOV YOPOUKTNPA
Oétovtag v og wa apkeTd VYNAGTEPN, Sprint_Speed.

[Matdvrog to mAfkTpo C, kot povo €dv 0 yopoKTipag dev Ppicketal 10N 6 QUTHV TNV KATACTOON
(Crouching), oAAdlovpe v omtikn G khpepoc ko tnv Oétovpe iom pe v petafint
crouch Height yio va mpocopoidcovpe 10 okdyiuo avtov. Emiong, petapdAilovpe v T pe v
omoio, Kvovuaote Ko v Bétovpe ion pe v petaPint crouch_Speed, n omoio éyel opiotel
TPONYOLUEVEG.

Téhog , pe T0 TAKTPO Z TPOGOUOLDOVETOL TO ‘EATA®UA’ TOL TTOiKT aKoAoLOMVTAG Ta 1d10 PriHaTo e
TNV TOPATAVE® GLVAPTNOT).
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Prone(){
if (Input.GetKeyDown({KeyCode
if (is_Proning){

oot.localPosition = r3(ef, stand_Height, ef);

vement.speed = move_Speed;

footste ep_Distance = walk_Step Distance;
footsteps.volume Min = walk
footste volume Max = walk

is Proning =

look Root.localPosition = r3(ef, prone_Height, ©f);
sement .speed = prone_Speed;

foots ep_Distance = prone_Step Distance;
footsteps.volume Min = e_Volume;

footsteps.volume Max = prone_Volume;

is_Proning =

Ewova 3 - 24: Tunpo Kddwo and DifferentTypeOfMovement Script

3.6 Weapons

YvveyiCovrog Oa avapepbodue oty dnuovpyio TV OTA®V TOL £YEL GTNV KATOYN TOL O TTaikTNG. O
YPTCULOTOUGOVUE €V TOKETO, CYEOIOGUEVO ELOIKA Y10 EKTOUOEVLTIKOVG GKOmMOVG, amd assets mov
nepthopPdavel Etoya tpiodidotato poviéla OmAmv Kabdg kat €0KoAN ypnon tov materials mov éyet
dwbéotpa. [55]

Apywd ,omv kaptéra Hierarchy kot cvykekpuyévo péoa otov Player mov £xovue on cvvBéoet, Ha
dnuovpynoovpe éva véo Game Object wg moudi tov mov Oa ovopaotei FP Weapons. Méca o€ avtdv
tov «vmoedkero» (FP Weapons) Oa tornoBetioovpe téooepa omha( Axe, Revolver, Shotgun, Assault
Rifle) kot ypnowonoidvrag to katdAinio material yio ke nepintmon Oo ddoovpE TV TEMKT LOPEN
Y10 TNV OTLTIKT] OVOTTOPAGTACT] QVTMV.

AoV TEAEIMGOLE PE TNV ATEIKOVIOT] TOV OTA®V o Tpémel va enovatomofetnBodv ce oyéon ue v
0éon tov Player. Avtd 6o emtevybei péow tov Component Transform —> Position. TTopdAinia
Bétovpe o€ Oha Ta drabéoa omha TNV emhoyn FirstPerson oto medio Layer mov mpoavapépope, £Tot
wote vo, epeavifovtar povayo otnv FP Camera pog, 6mwg tpofaiietal oty Ewkova 3-25.

r ® |ighting

4-Assault Rifle

-
Tag Untagged Layer FirstPerson

Transform

Ewova 3 - 25: Assault Rifle Settings
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3.6.1 Weapons Animator Controllers

2V mopeia £YoVTag TEAEIMOEL LIE TO GYESIAOTIKO KOUUATL O Tpocmadnoovpe vo ddcovue «fon» ota
omho pag. Oo TPEmeL va KaTOoKEVAGOLUE TEGGEPELS dlapopeTikovg Animator Controller | évav yu
KGOg EeYmPLoTO OTAO KOl VO, GLVIEGOVLE AVTOVG LE TO avTioTotyo Tedio oto Component Animator >
Controller.

Avoiyovtag miéov to mapdBvpo Animator kot matdvrog de&i kKik Create State—> Empty, pog divetor n
dvuvatdtto vo dnuiovpynoovue Eva véo Animation State. ‘Etot , etidyvovue tpia kovovpylo Empty
States to omoia petovopdlovpe og DrawWeapon , Idle , Attack 6étovtag mapddinia cav Default State
to Draw Weapon kafdg owt gival to apyikn katdotoorn mov Béhovpe va gpeovifetal. e kabe State
npocBétovpe To avtictoryo Animation kai cuykekpipéva oto medio Motion emidéyovpe ta avticToyo
Animations yw to. Draw, Idle kot Attack.

Emmléov, npénet va evdoovpe ta States peta&d toug pe petafdoeig mov ovopdlovton transitions (5e&i
KAk > Make Transition) kot ovamopiotody Tov TpOTO Ko T 6e1pd pe v omoia 0o tpofdAlovtal ta
duapopa States. H dadwcacio avth @aivetoar otnv Ewova 3-26 :

Draw Weapon

Any State

Ewéva 3 - 26: Weapons Animator Tab

IIpotov e&nynoovpe TG dlopopetikég pubuicelg twv transitions , onupavtikd sivor va avagepfodue
oV vmapén kol ™ dnuovpyia g trigger mopapétpov “Shoot” 1 omoia amotelel Tov cLVOETIKO
kpiko peta&d tov State Idle ko tov State Attack(Ewova 3-27). Ovclaotikd yio va kpiel emtoyng n
petafaon avty Oa wpénel va wavormombel n cuvBnkn “Shoot” pécm tov kddka mov Oo e&nyndel
otV mopeia.

O1 pvBuioeig tov transitions mov Ba aoyoinBovue givar o1 €€ng [56]:
HasExitTime = O ypovog eE6dov givar pia €181kn puetdfoon mov dev Poaciletol 68 KATOI0 TAPAUETPO.

Avt 'autov, Bacileton otov kavovikomompevo xpdvo tov State. Oétovtag yia mapadetypo v Tun 1,
EMTPEMOVE 6TO AVTioTOLKO animation va TapovclooTel OLOKANPOUEVO TPV HETAPBODUE GTO ETOUEVO.

Fixed Duration = Edv sivar emideypévo 10 mhaiclo avtd, o ypdvog petdfaong epunvedetarl oe
devtepOAETTAL.

Transition Duration - H dudpkelo ¢ UETAPOONG, GE KOVOVIKOTOIUEVO YPOVO 1 SEVTEPOAETTA.
avéioyo pe 10 mAaiclo otabepg O1GpKELNG, GE OYEOT UE T SLIPKELD TNG TPEXOLCUS KATAGTAONG.
KoBopiler ovolaotikd tov ypdévo otov omoio Ba mpaypotomombel to transition peta&d Svo
KOTOAGTUGEMV.
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Idle -> Attack

None

Shoot

Ewova 3 - 27: Idle-Attack transition settings

3.6.2 Zoom Effect

o va mpoocddoovpe akdun meplocdtepo oAnbopdveln oty ypnHon Tov Omiev pog, Oa
dnuovpynoovpe éva véo Animation ki mov tpocopoldlel v peyéduven g 6ToXEVONC.

Apyikd, 6mwe Kol og Oha ta vdlowma Action Games ypelaldpaote po, £VOEIEN Y10 TOV YPNOTH TOV
eupavifer to onpeio 6to onoio otoyedel to ekdotote Omho. IIpocsBétovpe Aowmdv oty Kaptéda
Hierarchy évav kowvobpylo kapufd kot péoo og autdv pio Gdeto eIKOVa. TV mopeia, EMAEYOVUE TV
EIKOVO TOV GTOYOV TTOL HELOLLLE VO, PNGLOTOICOVUE KOl 0POV TPOTOTOWCOVUE TOV TOHTTO VNG TN (
Inspector-Texture type —>Sprite 2D and Ul) dote vo pmopei vo ypnowwomomdei katdAinia
TPooTifeTal aVTH GOV TNYN EKOVAG . AKOUT, LETABUALOVLE TO YPOLUL G LOPO Kot peyedhvovpe Tig
dluotdoelg Tig 0Tmg eppaviletar oty Ewova 3-28.

Simple

Ewdva 3 - 28: Crosshair Settings
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"Eyovtag olokAnpaoet v eneéepyacio ToOV GTOYOV, UTOPOVLE VO TPOYMPTNGOVLE GTNV TPOCOLOIMOT)
g empépovg otoyevons. Emiéyovpe tv FP Camera, piog kot avti povayo speovilel to 6mia kot
npocBétovpe ®g véo Component évo Animator.  AxolovBdvtag v mAéov yvmoth dodikaoia,
katookevalovpe Evo. Animator Controller kot to cuvdéovpe pe o Component Animator - Controller
7OV HOALG dnpovpynooue. Xpnoyomotovue Yio TpadTH @opd To mapddvpo Animation yia tnv cdvheon
evog kawvovpytov Animation Clip. H dwdwkocio avth givar apketd omAr. AwwAéyovue to kovpmi
Create ka1 omoOnkebovpe og ydpo ¢ apeokeiog pag to Animation Clip pe 6vopa “Zoomin”. T vo
kabopicovpe tov TPOMO OvamOpOy®YNG TOL,  EmAEyovpe TO KOKKivo Kkovumi Record won
petakwvovuacte oto Sample 60. Tote, péoom g Kaptéhag INSPECtor kot mo GLYKEKPIUEVO, TOL
Component Transform petapdiovpe v Béon oArd kot to omtikd medio g FP Cameras. Ot odhayég
avtéc Topovoidloviar oty Eucova 3-29.

* Layer Default

Depth only

Ewodva 3 - 29: Zoomln Settings

Telkd, péom tov Tapabvpov Animator dnuovpyodue éva véo Animation State pe to dvopo. Idle wov
Ba £xel tov poro tov Default State £to1 dote va amotpénel Ty adidkonn eravainyn tov Zoomin. Agv
Oa ypelaotel va evdoovpe to States peta&d tovg pe peTofacels, 610TL avtd Ba viomombel pe tov
Kkddko. To povo mov £xel amopeivel eival va KOTUOKELACOVUE £va avtiypago tov Animation mov
ocuvbécape , v To ovopdoovpe ZoomOut kot vo BEGovpe apvNTIKY T GTNV TaXDTNTO TOL OCTE
avtd va tpoPAndel avtiBeta. H telikn 6y tov paivetor otnv Ewova 3-30 :

Ewova 3 - 30: Zoomin —ZoomOut Effect

3.6.3 Weapons Scripts

2V cuvEReLa, Yo, v, KoBopicovpe Tov TpOTO EUQAVIOTG, SLOEIPIONG KOl GMGTNAS AEITOVPYING TMV
napamdve Oo dnpovpyncovpe tpia véa SCripts.
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To mpdto script ovopdletar Organizer (Ewovo 3-31) xar 6o mpootebel mg véo Component ce kabe
Omho oL dnuovpYNoapE aveEPETMS. XT0o SCrpt anTO Y10 VO, LTOPECOVUE VO KOTNYOPLOTOUCOVLE TO,
eMPUEPOVS aToLyEln TOL Ba ypnoiomomacovpe v £vvola Tov enum. To enum givor o gk "KAdon"
OV AVTITPOCMOTEVEL i opada otofepmv (petafintéc mov dev aAlalovv T/ petafintéc poévo yuo
avayvoon)[57]. Emumthéov, avto sival vaebBuvo yio OLeG TIC «SeVTEPEVOVGED) AEITOVPYIES TOV OTAMV.
Emeéepydleton v  xot@AANAn mwpoPoAny ko petdfoacn petald TV SQopeTikv - State
YPNOWOTOIOVTAG TNV Tapdpetpo “Shoot” mov dNUoVPYNGOUE GTNV TPONYOVUEV EVOTNTO OALG Kot
Vv avomapaymyn TV Nxov tov Ba e&nyndet apydtepa.

Organizer.cs # X

Ewova 3 - 31: Tunpo Kodwca amd Organizer Script

To dgvtepo script ovopdleton Director (Ewova 3-32) kot Oa tpootebei wg véo Component otov idto
tov Player. O kVplog 6tdx0g avtod Tov SCript givor 1 emTUNG EUEAVION KOl EVEPYOTOINGT TOL
gmleypévov OmAov amd tov ypnotn. Avtd mpayupotomoleitol uéow g uebodov Update( ), omov
gléyyovtag oe kabe frame tov mayvidiov v aAANAEmidpacn Tov YPNOTN UE TOLG apBuUovg TOV
minktpoAdylou(  1-4, oavomoapiotodv  ta  dwdpopo  Omha ) koAeltor M péBodog
TurnOnSelectedWeapon(int weaponindex). Mg tn ogipd g n pébodog avtr, anevepyomotel To Tpéyov
OmAO KoL evepyomotel — epeavilel To TAEOV EmAEYEVO.
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Director.cs & X

n
¥

.Alpha3}) {

e.Alphad)) {

[
_L
_L
[
_L
_L
[
|

{current_Weapon == weaponIndex)

weapons [ current_Weapon] . gameObjec
weapons [weaponIndex] . gameObject .S

current_Weapon = weaponIndex;

Ewoéva 3 - 32: Tufuo Kddwa amo Director Script

Téhog, to tpito Script ovoudletar PlayerAttack (Ewodvo 3-33) kot 6o mpootebei Omwg kot to
wponyovuevo g véo Component otov Player. To cuykekpiuévo SCript agopd v emttoynuévn
Aertovpyio-gpnon tov kabe 6mlov odrd kat v vAiomoinon tov ZoomEffect mov mpoavapépope. H
pébodog WeaponShoot( ), ekpetailevdpevn to enums tov script Organizer gléyyet Tov TOTO TOL
OmAOV OV ETOHOLOUACTE VO YPNOULOTOIGOVLE KOl avdAoyo TNV Tepictacn kaAel To aviioTolyo
animation oAld xoi mopoPorel péom g pebddov BulletFired( ) mov Oa e€nynbei apydtepo.
IMapopoing n pébodog ZoomInAndOut( ), eréyyel Tov TOTO TOL OTAOL KO HOVAXO OTNV TEPITTOON
7ov avtd pumopsei va kavet yprion tov ZoomEffect xalkei to avtiotoryo animation.
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PlayerAttack.cs & X

(director.c ().fireType == WeaponFireType.MULTIPLE) {

(Input. ) && Time.time > nextTimeToFire) {
nextTimeToFire = Time.time + 1f / fireRate;

director.G

eaponfAim.NONE) {

().bulletType eaponBulletType.BULLET) {

Ewoéva 3 - 33: Tuqpo Koddwo and PlayerAttack Script

Me otoéyo v vAOTOINGN TOL TOPUTAV® SCHPt ue avVTIKEINEVOOTPEPN TPOTO £T6L (OTE Vo
ATAOTOIEITAL, VO ETOVOYPTCILOTOLEITAL 0 KMOIKOG oG OALG Kol VO TPOGOIOEL EMTAEOV AEITOVPYIEC
ota 0N vrapyovta otoyyeia pali pe Ty duvatdTNTA SILPOPETIKNG EPAPUOYNS TNGS 1010g pebddov oTo
KéOe OTAO TPOYLLOTOTOMNGAUE TO TOPAKAT® :

e Mertatpony tov script PlayerAttack oe pia abstract-yovikn kAdon omod 6a amotekel tov
TLAGOVO, TNG emiBeomg Tov maiKkT.

e Tpeic dwpopetikég vrokhdoelg ( RevolverAttack, ShotgunAttack, RifleAttack ) ot omoieg
KAnpovopobv Tnv abstract xkidon PlayerAttack, pio yio 10 x@0e 6mho yioo v opbn
YPNOLOTOINCT TOVG OO TOV TOIKTY.

o Mio aveEaptntn khdon ( AxeAttack ) vredbOvvn yia v aviyvevon kat mepdtmon e xpNong
TOL TGEKOVPLOV.

Onwg mpoovapépbnke, mapovoldletor oto Zynuo 3-1 1 aVTIKEWEVOOGTPEPNG OOUN TTOL
dnuovpyndnke yo va kKoAoyel T1g mopomave avaykes. ‘Etot, n abstract kidorn PlayerAttack
mePIEXEL TIG TPElG HeBOdoVE VITELOLVEG Yo TNV emTLYNUEVT EmiBeoN TOV TTOUKTN YOPIG OUWOSC GO
uebddov, dMAadY mPAyUOTIK LAOTOinon oty dw v KAdon. Ot ovTiGTOlrEG VAOTOUGELC
yivovtol kaBe Qopd 6TIg VITOKAAGELS TOV OTAWMY, 0TT0V EKEL LTOPOVV Kol EAEYYOVTOL SIOPOPETIKES
ouvinkeg kdBe Qopd EE10IKEVIEVES Y1a TO avTioTOLO OTA0. ME TOV TPOTO OLTO UTOPOVUE VL
TPOUYUOTOTOMGOVLE dlapopetikn {nuid pe Tov 1810 Tpdmo emibeong (mupoPforicpodg) eEaptmpevn
Ao TO OMAO 7OV YPNOLUOTOLEL TNV TPEXOVGA OTIYUN O TOUKTNG OAAG Kot peiwon N adénomn g
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{nuiog mov Ba dexdTav VIO KAVOVIKEG GUVONKEG O OVTITAAOG GE GYEON LE TNV ATOGTACT] TOL O
tov maiktn ( 7.y o Shotgun éxetl peyolvtepo closeRangeDamage an’ 611 1o Rifle). Télog, 1 kKhdon
AxeAttack otéketon povn g Kot OV amoTeEAEl KOUUATL TNG OVTIKEWEVOSTPEPOVG AVTHG dOUNG,
Kabmg dev Bo pmopovioe vo vAoTomaoet Tig amapaitntes pebddovg g khdong PlayerAttack agot
dgV TPOKELTOL Y10 KATO0 OTTAO TOV UTOPEL VO, TUPOPOANGEL 1] VO YPNCUYLOTOMGEL Y1 Vo pLeyefiver
NV omTIKN Tov 0 ¥prots (ZoomIinAndOut).

+ crosshair: GameObjec
+ zoomCam: Animato

+ mainCam: Camera

+ WeaponShoot(): abstract

+ ZoomInAndOut(): abstract

void

+ BulletFired(): abstract void

1.1 ) 1.1

<<Derived Class 1>>
RevolverAttack

<<Derived Class 2>>
ShotgunAttack

# closeRangeDamage: float

<<Derived Class 3>>
RifleAttack

# closeRangeDamage: float

# closeRangeDamage: float )

. # mediumRangeDamage: )
# mediumRangeDamage: float # mediumRangeDamage:
float # longRangeDamage: float float
# longRangeDamage: float ERang Be: # longRangeDamage: float

ponShoot(): override + WeaponShoot(): override

+ WeaponShoot(): override

void

oomInAndOut(): override InAndQut

+ ZoomInAndOut(): override )
void

void

+ BulletFired(): override void

+ BulletFired(): override void + BulletFired(): override

void

Zymua 3 - 1 Avdypappo KAdoewv g Avtikeipuevootpepong Aopng

3.7 Enemies

Aoy €&yovpe ohokAnpmoel kor Ty dnuovpyio TV OmAov Bo TPOY®PCGOLUE OTO KOUUATL
VAOTIOINGTG TOV AVTITAA®Y TOL okt pag. ['o ovtd T0 Koppatt g epyaciog 0o ¥pNOUYLOTOGOVE
£€va eVPEMS JLOEOOUEVO Kal GKPOC AeTTOUEPEG TakETO amd assets mov meptiapPdavel To TplodtdoTaTo
uovtédo tov avtirdiov ( Zombie ) odrd kot Sidpopa animations.[58]

Eexwdpe torobetmvrag to {oum oty kaptédo Hierarchy kot tov mpocsBétovpe tpio véa Components
vy vo, kaBopicovpe tov TpoOTO Kivnong kol aAANAETIOpacng Tov e To vIolowro mepBdAilov. To
npwto Component Bo, eivon £va Character Controller pe mapopoteg empépovg puouicels pe avTég TOL
Oéoaue otov Player yio v kivnon tov, 10 devtepo Ba givar évo BoxCollider dwapopedvovtag Tig
pvOuicelg Center kot Size ®GTE Vo KOADTTETOL OAOKANPN 1 EMPAVEIL TOV ZOUML YioL TNV ETLTUYN
aviyvevon ovykpovcoewv pe oAhd GameObjects kot téhoc éva NavMeshAgent ywa thv mhonynomn tov
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otV oknvn pog. Edd mpémet va mpocsBécovpe 6Tt o va emtevydeil cwotd n Thonynon evog Agent e
U0 OTTO10NTOTE OKNVY B0 TPETEL VO «OPIGOVUEN TOV YDPO GTOV OTOI0 TOL OIVETUL TO SIKOIMUO VOl
KivnBet.[59] Avtd ocvpPaiver péow g kaptédag Navigation omov emdéyovtag to terrain, tov
npocdidovpe v WiotTo Walkable kot otnv mopeio to «amodnkevovue» totmdvog Bake.

3.7.1 Enemies Animator Controllers

AxolovBmvtog v mAéov yvooth dwadikacia, Bo kKotookevdcovpe évo Animator Controller to omoio
Ba cvvdécovpe pe o Component Animator—->Controller tov {opmt pog.

Y10 mapabvpo Animator , Ba dnpovpynoovpe avTAV THY Popd méEVTE drapopetikd Empty States mov
0o petovopdoovpe oe ldle, Walk, Run, Attack kot Die cuvdéovtog ta mapdAinia pe to aviiotoro
Animation yw kabe xatdotaon péow tov mediov Motion. EmmAéov , 6étovue cav Default State v
katdotaon ldle. Edd ypeidletar va avagépovpe v xprion ¢ £toiung katdotaong amd to Unity,
Any State, n omoia gival pio Kotdotaon mov givol TAVIO TOPOLGO Kol VIAPYEL Yol TNV TEPITTOON
ooy Béhovue vo petaPodue G€ [0 GLYKEKPUEVN KaTAoTaoY, Ommg Yo mapddstypo to Die,
ave&apmto and Ty Katdotacn oty onoia Pprokopacte.[60]

|
—_——

Any State X

Ewova 3 - 34: Zombie Animator Tab

INo v opOn Aettovpyio Kot EVOPUOVICT] TOV TEVTE AVTOV KATOCTACEMY, EIVOL OTOPAITTO TEPAY TV
transitions mov epeoviCoviar omv Ewova 3-34 vo dnpovpynoovpe Kol TE66EPIC  emmALOV
nopapétpove. Ot dvo €& avtdmv Ba givar tomov Boolean (walk, run’) kot o1 dbo vrorowes (attack, die )
Ba eivon TOmoV trigger. Xxomdg VapENG Kol TV TEGCAPOV TAPAUETPOV EIVOL 1] EXLTVYNUEVT HETAPOON
Kol ETKOVOVIK LETAED TOV SIOPOPETIKOV KOTACTAGEMV Kol 0VTO OVTIKOTOTTPILETOL GTOV KOJIK TTOL
0o avaivbei TapaxkdTm.

3.7.2 Enemies Scripts

3TN GUVEYELD, Y10, VO LITOPECOVE VO ETEEEPYOOTOVUE KATAAATA Tt animations mov poiic cuvbécape
OALG KO TNV GLUVOMKT] AEITOVPYID TOV OVTITAA®Y pag, Bo dnpovpyncovpe dvo axdun Scripts.

To pdTo Script ovoudletar Animations kat 6o Tpootedei wg véo Component oto (opmt pog. To script
avtd dayepiletol v TPoPforn TV SEOP®Y KATAGTAGE®Y Kot dnw¢ ¢aivetar otnv Ewdva 3-35
YPTOULOTOLEL TIC TEGGEPLG TOPAUETPOVS OV KOATACKEVACAUE Yot VoL KOAEGEL TNV avtioToyn pébodo
Ké0e popd pe TV T 610V ELEic Ba elGdyovE.
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Animations.cs

animator = GetCo

animator

animator

animator

animator

Ewoéva 3 - 35: Animations Script

To devtepo script ovoudleton Controller kot Oa Tpootedel kot avtd wg véo Component oto (opmt pag.
To cvykekpiévo script dwayepileton TANPOC TIC Aettovpyieg Kivnong Kot aAAnAenidpacng tov {oum
He o TEPPAALOV GALG KOl LIE TOV YOPOKTNPO HOC. Apyikd, yxpnotponoteitol Eavd 1 évvola Tov enum,
AVTAY TNV GOPA Y10, VO KOTIYOPLOTOGEL TIG KOTAoTAoES brtapéng Tov avtimdiov pag ( Patrol, Chase,
Attack). Ot dobéoueg avtéc kataotdoelg eéyyoviar oty uébodo Update( ) kot avaloywmg tnv
Katdotoon oty onoio Ppiokopacte , koieiton n avtiotoyn uébodog. Ommg mapovoialetar yio
napaderyua oty Ewova 3-36, n uébodog Attack( ) otapoatder thv kiviion tov avtumdAov mov £xet
Eexvnoel ot pébodo Chase( ) kot eléyyetl tov xpdvo emifeong yua v opoAr dwadoyn peta&d tmv
yromnudtov. Emmpdoheta, avorapdyst 1060 10 katdAAnio animation 6co kot tov KatdAAnio Mo
£161 MOTE Vo, TPOKANOEL Kal 1) OTTIKOOKOVOTIKY AVATaPACTOCT) TOL Yeyovotoc. TENog, mpofAémetan 1
TEPIMTOON 7OV O YopakTNpoag omopakpuvlel amd t0 (Oumt o€ OomdGTAGN WUEYUADTEPT TOL
attack_Distance «ot étor emovepyopoote otnv katdotaon Chase( ). Akoiovbdviag v idia
OLA0GOPI0 VAOTOIOVUE KOl TIG VTOAEMOUEVES KATOOTACELS-ILEBOSOVG.
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Controller.cs R X

navMeshfAgent.velocity = Vector3.zero;
navMeshfgent.isStopped = F

attack_Timer += Time.deltaTime;

(attack_Timer > wait_ Before_ Attac

attack_Timer

audio. P

ransform.position, player.position) »
attack Distance + chase After Attack Distance) {

enemy_State = EnemyState.CHASE;

Ewéva 3 - 36: Tuuo Koddwca and Controller Script

K\eivovtag v vroevotnta avtn, Oa avagepBodue 6tov Tpdmo €vTaéng Kol EmAVOyPTGUYLOTOINeNS
TOV oVIImOA®V ot oknvi] pog. e tov Adyo avtd Oo dnpuovpyfoovpe éva tpito SCript mov
ovopdteton EnemyManager.

Apykd, Ba. katackevdoovue péow g kaptéiag Hierarchy déka GameObjects oe Béoeig Této1eC DoTE
Vo KOADTTTOLV OO TO QAo TNG TOANG Kat avtd Bo avorapiotody to. déka onueia ( SpawnPoints )
mov Bo mpaypotTomoteiton N avayévvnon Tev avtimdiwv. Onmg eaivetar otnv Ewdva 3-37, péow g
uebddov SpawnEnemies( ), ypnowomolobue to Prefab tov (opmt mov €xovpe ovamtdEer Kot
dnuovpyode KA®VOLG TOv 6TaL Oéka onueion Tov LOMG opicape. Ev kataxheidl, ekpuetaAlendpocte
v évvoto tov Coroutine kot oploBetodpe Tov pLOUd ETAVEVTOENS TOV OVTITOA®Y 6TV GKNVI| GAAG
KOl TPOCPEPOVE EVOV TPOTO AOIAKOTNG AVOTAPOYWDYTG SITAOTOTTMV.
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EnemyManager.cs ® X

i < zombie_Enemy_Count; i++) {

ombie Prefab, zombie SpawnPoints[index].position, Quaternion.identity);

nemies() {
(wait_Before_Spawn_Enemies_Time);

Ewodva 3 - 37: Tpquo Kodwo and EnemyManager Script

3.8 Sounds

Meydro xoppdtt otnv avamtoén kot enttuyio tov Action Games givatl 1 peaMoTIKY avomTopdoTacT
TOV NYNTIKOV €QE. ZVyKeEKPIUEVA, Tailel onuavtikd pOAO GTNYV GUVOMKN eUmELpia Kol GAANAETIOpOOT
TOV XPNoTN He T0 MEPPAALov Tov Toryvidov. Ot dudpopot fyotl Tov ¥PNCIUOTOMONKAY 6TO TaLyVvidt
amoktiOnkav péow tov Unity Asset Store, mov mopéyet pa Tokidia yio kaOe idovg nepintmon.

[lpotiotmg, Yy TNV HOLGIKY VRTOKPOVLOT] OV OVOTAPIOTE TO YEVIKO TeEPPAAlOV TNG €ppov,
kotookevdlovpe évo. GameObject pe ovopa SoundEffects oto omoio mpocOétovpe éva véo
Component, to AudioSource. 1o nedio AudioClip avtov, aviiodue tov emheyuévo Mo [61] wat
Oétovue v emhoyn Play On Awake o ainbn dote vo yivel avamopoaymyny Kotd v €i60d0 Tov
YPNOTN OTO moryvidl. Axoumn, evepyomowobue tnv emioyr Loop péom tng omoiag opilovpe v
OLAKOTN EMAVAAYN TOL GLYKEKPLUEVOD 1YOV.

3.8.1 Player’s Sounds

O1 1ot mov BéAovue va avamapdyovtar oyetikd e tov Player givar ot fnuatiopoi tov kabng Kiveitol
omv oknvi pog[55]. Zexwvdue dnpovpydvtag éva kowvovpylo GameObject w¢ moudi tov, mov
ovoualovpe Audio kot Topdiinio Tpocsbétovpe og avtd Eva véo Component tomov AudioSource kot
éva véo script Footsteps.
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Footsteps.cs & X

i
|

{!character_Controller.isGrounded)
(character_Controller.velocity.sqrMagnitude > @) {
accumulated Distance += Time.deltaTime;

olume_Max) ;
, footstep Clip.Length)];

¥
I
I

L
accumulated Distance = &f;

Ewéva 3 - 38: Tuquo Koddwo and Footsteps Script

Onwg mapatmpovue oty Ewova 3-38, péow g pnebddov CheckToPlayFootstepSound( ) eiéyyovue
€dv o moiktng PpiokeTan oto £60pOc, dNANON dev €xel Kavel yprion Tov Space=Jump kot emiong edv
aVTOC Kiveital. MOvo av 1KevomolovvTal Kot ol 00 GUVONKEG Kol TAVTOYPOVA 1 OTOGTUCT TOL £XEL
koloeBei  givow  peyoddtepn g amoutovpevng  step_Distance (1 opileton o710
DifferentTypesOfMovement script kot sivar dtopopetikny ywo kabe &idog kivinong ) 6Oo yivel
OVOTTOPAY@WYT] TOL NYOV.

Emotpépovtag oto DifferentTypesOfMovement script kot ocvykekpiuéva otnv Ewovo 3-24,
puropovpe va kotoddpovpe mAéov g kdbe €idog Eexmplotng kivnomg £xel mEPAV TNG EPUPUOYNG
SLOQOPETIKNG TAYVTNTOS Y10 TOV TOIKTY], KOl SL0pOPETIKO pLOUS avamapaymyng aALd Kot £VTOGNG TOV
nyov.

3.8.2 Weapons’ Sounds

10 onueio avtd, Ba mpocsbicovpe éva AudioSource component oe kabe Srobéoio Omlo, eKTOG 0o
mv mepintoon tov Shotgun mov Oo éxel avtictoryo dbo. Ta component owtd avoTAPIGTOHY TOV
TUPoPoropd TV OTA®Y VD TO deVTEPO TOL ShOtguN TPOGOUOIDVEL TO YEUIGHO TOV COALPOV AVTOD
[55]. Avtd oumg dev givan apketd, Ba mpémel vo cuvdécovue ta cuykekpiuévo, AudioSources pe ta
KatdAAnAa wedio Tov script Organizer yio va Tpaypatonot0el eXTuy®S 1 AVOTOPUY®OYN TOV NYOV.

Onwc mopovotdletar oty Ewova 3-39, amd 10 mapdBvpo Animation emdéyo xdbe @opd T0
emBounto 6mho kot to Shoot Animation awtod kou mpocHétm £va véo Animation Event 6to 1davikd
frame kot cvykekpluéva yio TNV oTrypn mov o ypiotng Ba emitebel. tn cvvéyeln, néowm TG KapTELaG
Inspector pumopovue va dradéEovue yo To kabe Animation Event mov cuvBicape tnv uébodo mov
6élovpe va kAnOel.
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[ St _SiE St SiE BiE SeL BeE bt

Dopesheet Curves

Ewova 3 - 39: TIposOikn AnimationEvent ywa ShootSound
Io v mpocouoi®mon TV SPOPETIKOY NY®V TOL Umopolv va TpokAnBodv amd &va TeeKovpL,
dnuovpyodpe Eva Pondntikd script pe d6vopo AxeSound mov pootibeton cav Component ce avto. To
script avto, dmwg eaivetor kot oty Ewova 3-40, emdéyel toyaio avaueso amd tpeic S10popeTikode
NYXOVLG LE PETaYEIPIoN NG evoopatmpévng ovuvaptnong Random.Range, tovg omoiovg Kot avomapdyet
KOTO TNV XPNOLULOTOINGT] TOL 0d TOV XPNOTI).

AxeSound.cs R >

8, woosh_Sounds.Length)];

Ewéva. 3 - 40: AxeSound script

3.8.3 Enemies’ Sounds

Bacilopevol atny id1o. eiiocopio Oo vAOTOGoLVE To NYNTIKG €PE Yo TOVG avTimdAovg. EmAéyovpe
10 {Oumt kau dnuovpyodue éva kovovpylo GameObject wg maidi tov pe dvopo Zombie Sound. e
avtod o tpooBécovpe Eva AudioSource component aAAd kot Eva emmAéov Script pe dvopa Audio.

Onwg eaiveton otnv Ewova 3-41, pe 1o cuykekpipévo SCript amhmdg cLVOELOLUE T SLAPOPO. MYNTIKGL
K\m [55] pe i katdAAniec pebddove. H avamapaymyn kot kAnon toug oumg 0o mpokAnbei amd to
npoavapepBéy Controller script ota katdAAnia onueia kébe @opd. T'a mapdaderypa, EavakoltdvVTog
v Ewodva 3-36, moapatnpovpe mmg mEPAV OA®V T®OV VLROAOIT®V, 1 Ypoup Kodko 196
expeTaAleveETOL TV avaeopd oto script Audio kor mpokaiel tnv evepyomoinom ¢ peBdSov
Play_AttackSound().
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Audio.cs & X

Awake ()

audioSource = (

df) {
_Clips[Random.Range (@, attack Clips.lLength)];

audioSourc
audioSou

Ewova 3 - 41: Audio script

3.9  Damage Detection

"Eyxovtag oloxAnpdaoet pe v dnpovpyio ToL YOPAKTHP HOG, TOV OTA®V 0AAY KOl TOV OVTITAA®V
avToV Oa avaAidcovue Tov TPOTO OAANAETIOpacnc Tove. [ Tov Adyo avtd mpénel va, e€nynoovpe Ty
dwadikacio pe v omoia aviyvedetal | cuykpovon ueta&d avtodv twv GameObjects.

Apyikd, emAéyovtag To ToeKoUpL Kataokevdlovpe Eva kawvovpylo GameObject mg moudi tov e dvopa
AttackPoint. Opilovpe to transform tov péom tov mapabvpov Inspector £tol dote va Ppicketor 6o
Gxpo Tov TogKOVPLOV. XTo onueio avto, Bo dnuovpynoovue éva véo script Attack, mov o givan
vevbvvo Yo TV aviyvevon g {nudg kot Oa Tpootedel oav véo Component oto AttackPoint pog.

Onwg ¢oivetar otnv Ewovo 3-42, ypnowomowovpe v  evoopatopévn pébodo tov Unity,
Physics.OverlapSphere yia va avigvevcovpe v cdykpovon tov AttackPoint mov dnpovpyfoape pe
oo ta GameObjects mov Bpiokovtat oe layerMask ico ue Enemy.
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Attack.cs & X

e(transform.position, range, layerMask);

>().Appl ge(damage) ;

Ewova 3 - 42: Attack script

Ev cuveyeia, Oa mpénet va cuvdicovpe to AttackPoint pe to avtiotolyo medio oto Organizer script kot
va TpocBécovpie T KATAAANAES HEBOSOVE EVEPYOTOINOTG KOl ATEVEPYOTOINGTG TOV. AKOAOLODVTOC
mv da mpocéyyion pe mapordve ( Ewova 3-37 ), emdéyovpe 1o AttackAnimation kot tpocsBétovpe
oto embountd frame evepyomoinong v pébodo TurnOnAttackPoint( ) kot avtictoyo oto frame
amevepyomoinomng v uébodo TurnOffAttackPoint( ).

INo v avigvevon g uidg amd v mAgvpd tov {OUm ®©C TPOG TOV YOpoKTHPo Hog Oa
akolovBnoovpe Vv 1o oepd evepysidv. Oa emavoypnolponomoovpe to Attack script mov
dnuovpynoape pe povadiky dtapopd tnyv T tov layerMask n onoia Oa tebei ion pe Player.

3.10 Health-Applying Damage

Metd v emitoynuévn aviyvevon {nudc, otodyog Hog eivat va epaprootel KatdAnia Kot 6to Oeputd
GameObjects. T tov Adyo avtd, Ba dNUOVPYRGOLUE £VO ETOVOYPNOIUOTOMGIUO SCript mov Ba
npooaptnOei ko otov Player alhd kot otovg avtinaiovg. H diapoponoinon avth Oo yivel péow piog
Boolean tyung (is_Player / is_Enemy) n omoia 6o aknBevetl kébe @opd yia o avtictoryo GameObject.

Onwc ansicoviletar otnv Ewkova 3-43, aveEdpmra amd v mopomdve d1akpior tov SCript, apotpeitan
whvta and v mpokabopiouévn T tov health=100f n {nuid mov déyeton oe ke mepintwon To
emkeipevo GameObject. Xto evdeyduevo mov 1 twn health undeviotel N ayyifel apvnrikég Tuéc,
petafaivovpe oty péBodo SomeoneDied( ).
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Health.cs & X

15tats{health);

(is_Enemy) {
{controller.Enemy_State ==
controller.chase Distance

Ewoéva 3 - 43: Tuquo Kodwo and Health script

Emotpépovtag oty Ewovo 3-42, mopampodue mog 1 ypouu kodike 15 kakel uéow tov script
Health v pébodo ApplyDamage(damage) mov udhg eénynoape. Me tov 1o tpdmo , n uéBodog
BulletFired( ) mov avaeépnke otnv Evotnra 3.6.3, ypnowonotei v npokabopiopévn péBodo tov
Unity, Physics.Raycast yio va mopoBornoet and tnv 0éon mov Ppicketor o xapoKTpog Kot Tpog v
KatevBuvon mov otoyevel amodnkevoviog otnv petaPAant hit to GameObject mov o £pbet o emapn.
‘Etol, otmv Ewova 3-44, n ypouun kodwa 102 , kokei ko mdh péom tov script Health v
npoavapepbeica pébodo.

PlayerAttack.cs + X

{Physics.Ra mainCam.transform.position, mainCam.transform.forward, hit}} {

(hit.transform.
hit.transform £ >( yD e({damage) ;

Ewova 3 - 44: Tunpo Kodwao ond PlayerAttack script
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Health.cs ® X

(is_Enemy) {

coreManager. i
ameOverMenu. i
navMeshiAgent.

.Length; i++) {
() .enabled

EnemyManager.instance.
>( ) .enabled

() .gameDbject.:

Ewéva 3 - 45: Tpquo Kodwo and Health script

Yy Ewodva 3-45 answoviCeton n pébodog SomeoneDied( ), n omoio ywpilel v extédeon tov
EVEPYEIOV O OLO TEPWTIOOELS. XtV mepimtwon mov 1o GameObject eivar avrtimolog, Oa
OTEVEPYOTOIGOVE OPLOUEVEG EVEPYELEC TOV, Ba. avamapdyovus To avtiotolyo Animation aAld kot Oa
ekpeTadlevtovpe to script EnemyManager yia vo avayevvn0obv mepiocotepot gxfpoi. Ztnv ovtifetn
ePInTOOT, B0 CTANATHOOVUE TNV AglToVpYio Kot avayEvvnot TV exfpdv Kot TapdAAnia Ty Kivnon
KoL TV EMOEGT TOV YOPUKTAPO, LLOC.

3.11 User Interface

Ia ™ ypagikn amewovion ¢ (ONG Kol avioyng Tov yYopaktipa pog 0o onuovpyncovus éva
kawvovpyto Canvas oto mapdBvpo Hierarchy. tov Canvas avtd, Oa mpocbicovpe o gikéva mov Ha
gEumnpetel Tov 6KomO TOL POVTOV KoL AKOUN dLO EMUEPOVG EIKOVEG MG TALdLA TNG TPATNG, Ol OTOIES
0o avamoapiotovy 10 cOUPoro ¢ {oNC Kat TV Umdpa KOALGNG TOV OVTIGTOLYEL GTO TOGOGTO TNG. XTIG
npooTiféuevee ekdveg Bo pvbuicovpe katdAAnAa v mnyn ewovog tovg [55],[62], ™ Béom, to
péyebog Kot 1o ypodpa tovg. Emmiéov, oty purndpa koiong o petafdiiovpe 1o medio Image Type
wau Fill Method o¢ Filled ka1 Horizontal avtictotya. Tnv idia dwadikacio Ha axolovbncovpe Kot yio
TNV vAoToinon Tov TocooTol avtoyng (Stamina).
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To vo Tpocddoove AettovpyikdTTe 6T0 TOpandve, Bo cuvBécovpe éva Script e ovoua Stats to
onoio Ba mpocapmBei otov Player. Onwg eaivetar oty Ewkova 3-46, Bo mpémnetl va pHetoTpéyouus to
T0G00TO (NG oTNV JEKOSIKY] LOPON TOL KOl v TO TpomBicovpe oIV PUmdpo KOAMGNG LEG® TOV
nediov Fill Amount.

Stats.cs R X

healthValue /= 188+;
health_Stats.fillAmount = healthValue;

staminaValue /= 188f;
stamina_Stats.fillfmount = staminaValue;

Ewova 3 - 46: Stats script

Emotpépovtag otnv Ewkova 3-43, mopatnpodue tog n ypopuun koddika 46 kokel péow tov script Stats
v uébodo Display_HealthStats(float healthValue) yia v avamapdotacn ™c Cnpudg mov éyet deytel
0 YOPOKTNPOG HOC. AvATpEYOVTOG AKOUN T Ticw , otV Evotnra 3.5.3, Ba ypelactel va tpocBécovpie
ToVG amapaitnTovg eAéyyovg oto DifferentTypesOfMovement script yio thv ypnowonoinon kot thv
Katavaloon g ovioxne. Onwg mapoatnpodue oty Ewova 3-47, edéyyovus €bv M T Tov Sstamina
glvar peyaddTepn Tov UNdevOg Kot TovTdYPOVa. oV O YOPaKTHPOG Ppicketal 6€ KivnoT, TOTE UEIDVOVUE
KOTOANAQ TV T e v ovtifetn mepintowon Oo oavéoovpe v T tov stamina pe pvOuo
KPOTEPO ATO TO TPOTNYOUHEVO EVOEYOUEVO. Ot AVEOUEIDOELS AVTEG TAPOVOLALOVTOL GTOV YPTOT LE
ypnoonoinon g nebddov Display _StaminaStats otig ypapués kdduka 81 ki 89.
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DifferentTypesOfMovement.cs* + X
' sprint() {
(stamina > @f) {
(Input. y(KeyCode.LeftShift) &% !is Crouching && !is_Proning && character_Controller.velocity.sgrMagnitude > @)
stamina -= sprint_Treshold * Time.deltaTime;
(stamina <= @f) {

stamina = @f;

(stamina > 108F
stamin

Ewova 3 - 47: Tpnuo Kodwo ard DifferentTypesOfMovement script

3.12 Extras

Yy tehevtaia evotnta, Oo avagepfodue oty ypron twv Particle Effects tov moyvidiod poag aAld
K0l 6TOV TPOTO PETPNONG KOl OMOBNKEVONG TV TOVI®V TOL PN OTN.

Ta Particle Effects mov ypnoonotovvtat yio. Ty avomoapdotacn Tov pé 0oV apopd. 10 meptBaiiov
™G EPNUOL TPOEPYoVTAL amd TOLE dnpovpyode Tov Terrain [49] ko sivol ta e€ng :

e DustStorm yw v mpocopoimon g appodveiiag,

e WaterProDaytime yio tnv peolotik TpoPorn Tov vepov,

e Smoke, Fire, Flames, Glow, SmokeDark, SmokeLit, SparksFalling, SparksRising yw v
OTEIKOVIOT) TOV KUTECTPOAUUEVOD — GAEYOUEVOD Bopeion.

Ta Particle Effects tov 0mlwv apopodv v Tpocopoimon Tov e®Tog amd TV EKTVPCGOKPITNON TOVG
( Revolver, Shotgun) viomomnOnkay w¢ €€ :

Xpnowonotovpe to étowo Particle Effect [55] yw 1o MuzzleFlash kow 1o mpocapudlovpe oto
KatdAAnio onpeio ywo kabe 6mio mov Ba epappootel. Ev ovveyeia, Oa mpénel va cvvoécovue ta
ovykekpiuéva GameObjects pe ta kotdAnio medio tov script Organizer kabmg kot va
dnuovpynoovue TG avtiototyeg nebodovg yoo va mpoyuatomomdel enttuydC N ELPAVION TOL EQE.
Onwg paivetal oty Ewdva 3-48, emidéyovue to ShootAnimation yia kabs émho ko Tpochitovue 610
emBounto frame evepyomoinong v pébodo TurnOnMuzzleFlash( ) xor avtictoyo oto frame
amevepyomoinong v uébodo TurnOffMuzzleFlash ().
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Function: Turn_On_MuzzleFlash ()

Ewova 3 - 48: TTpocHnkn AnimationEvent yio MuzzleFlash

Mo mv emmoynuévn KaTOpETPNON TOV TOVIOV TOV GUYKEVIPMVEL O YPNOTNG CGKOTMVOVIOS TOLG
gxBpovg tov Ba dnupovpyncovpe dvo kavovpyle Text otov Non vrdpyov Canvas pag. To éva Ba
OVTITPOCOTEVEL TO TPEXOV GKOP TOL ypNotn (SCore) kot 1o SHTEPO TO YPOVIKA DYNAOTEPO GKOP TOV
(highscore). ‘Etot Bo katackegvdoovpe £va véo SCript pe dvopo ScoreManager 1o 6émoto Ba mpootedel
oav Kawovpylo component otov Canvas pog.

Onwc mapatmpovpe otnv Ewova 3-49, 8o ekpetorievtodpe v évvola tov Instance ko mopdAinio
0o dnuiovpynoovue v pébodo AddPoint( ) n omoia Ba kodeital kabs @opd mov webaiver Eva (Opmt
v va TpocBétel Evay movto oty Pabuoroyia tov yapoaktipo pog (Ekdva 3-45, ypauun koduko 68).

Téhog , onuavtiky eivor 1 vapén Kot ypnooroinon ™¢ svoouatopévng khaong Player.Prefs yio
TNV eEmMTUYNUEVN OB KELGT] TS VYNAOTEPNG LIOTOPIKA ETIOOGNG TOV YPNOTH).
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ScoreManager.cs + X

(highscore
PlayerPref

Ewova 3 - 49: ScoreManager script

3.13 Emihoyog

270 KEPAAOLO VTO, AVOADCOUE AETTOUEPMG TNV GEIPE EVEPYELDY TOV OKOAOVONGOLLE YioL TNV TANPN
vAomoinomn Tov Toyvidl oG ApPYKE, TOPOVGLAGOUE TNV OTTIKY OVATOPAGTICT Yo TO. KOPLO Kot
devtepedovta HEVOD, TNV dnuovpyio. TOL XOPAKTAPA, TOV eXOpOV Kol TOV OTA®V. ZTNV CULVEXELD,
TPOCAPTAGOUE TO MYNTIKA €QPE Kol TPOGOMOUUE AEITOVPYIKOTNTO OTO  TOPATAVED UECH
K®dKomoinong. 1o tpoceyés kepdiao Oa mpoPAindei to telkd Eyypapo Xyedioong [Moyvidiod mov
TpoEKLYE UE TNV TEpGTon Tov Project.
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Kepdlowo 4°:  "Eyypoago Xyediaonc IMavyvidrod

4.1 Ewayoyn

“To éyypago oyediaong moayvidiov (GDD) eivar 10 mpooyédio amd to omoio &va Prvieomoryviot
npokettan va y1otel.”’[63]. To GDD eivon éva "éyypago avoaeopdg, to omoio o PEATN TG Opddag
avamtuéng mpémet va cupfovievovtat cvyva"[63], mov dnpovpyeitar KoTd T0 GTASI0 TOL GYEINGHOD
TOV TTALYVISL00, TOAD vopitepa ONAAdT amd TV TPAyUATIK) Tapay®yn Tov. To &yypapo avtd mepiéyet
OAEG TIC TANPOQEOPIEC Y TO TOYVidlL OV €MPOKETo va dnuovpyndel omd TNV apyIKN-TPOIUN
oyediaon Tov UEYPL Kot To TEAIKO amotédecpa. Eva cootd dopnuévo GDD pmopel vo mopéyet
VooTNPEN 6TV peTAPaocn HETOED Tov oTadiov NG TPO-TAPAY®YNG Kol TOV oTOSIOL TAPAY®YNS
nailovtag £T61 TOAD GNUOVTIKO POAO GE OAOKAN PN TV dladikaoio avamTuéng mayvidlon[65].

Qo61660, €N OMOTELEL Vo LEYAAO OE EKTOOT £YYPUQPO TOL TPOPAAEL AETTOUEPMDG OAM TO, BOCIKA
oTolKEln EVOC TOLYVIOLOD, OSEIKVOETAL OTL XPTCIULOTTOIEITAL EAAYIGTA, EOIKA OTAY TO {NTOVUEVO gival
0 oynuotiopds ko 1M emefepyacio  pukpov  moyvidiwv. Adyo  avtov, vmdpyer to SGDD
(ShortGameDesignDocument), to onoio givat évag TOmog €yypapov Tov ameoVifeL T0. GLGTATIKA TOV
TALYVIOO0 UE TO amAOTOMUEVO TPOTo[64]. Mo TéTola Hopen €yypdpov Bo ¥pNCULOTOMGOVE Kol
gueic ota mhaiola g epyaciog pag.

AveEapTiTtg OUmG ToL peYEBOLG Kat TNG HOPENS TOL £YYPOeov oyediaomg Taryvidoh avtd Ba mpémet
olyovpa vo mepiéyet [65-66]:

7
0.0

[epiinyn t@v KupLdTepmV onueiov ( TitAog, £i60g TaLVId100, YEVIKA YOpUKTNPICTIKA)
Gameplay ( otoyot, yepiopds maikn)

Baokd ototyeia moyvidiod ( ietopia, yapoaktipeg, exdpot)
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4.2 Iepreyopeva Eyypaeov Xyediaong
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[epiinym Moyvidiod

Xovroun Ileprypaen [oayvidion
Gameplay

Baowoi Xoapaxtrpeg

Menu Screens / Awdypappa Pong
Movoikn / "Hyot

2D/3D Models
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4.2.1 Mepitnyn Moyyvidwd

Tithog: Polluted Desert
Ovépata Opadag Avartoéng Hoyvidrov: lopdaviong lopddvng — loavviong Evetdbiog

Eidog: 3D First Person Shooter — Survival Game
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Teyvueq Heprypaen: Windows PC
ELayoteg amartioeic:

Agrrovpyiké Xootnpa: Windows 7+

Kapra I'pagkov: Direct X11 - NVDIA GeForce GT730
Evowngepopevor Maikteg: Atoua pe nikio 16+

Hpegpopnvia Kvkrhogopiag: Iovviog 2021

4.2.2 Xovroun Meprypaei Movyvidrwov

To mayvidr Polluted Desert eivor éva tprodidotato mayvidot Shooting. O yapaktipoag apyikd
Bpioketon otnv gicodo piog amopovopévng mOANG oty péon TG POV oL £xel KataktnOel amnd
VIEPPLGIKG, OVTA, TO, OTTOL0L GUVEYMG TOL EMTIOEVTAL. XTIV KOTOYN TOL S10OETEL LOVAY O TEGGEPO OTTAN
Kol 6K0mOG TOV givot va ETPLOGEL 0G0 TO FVVOTOV TEPLGGOTEPO.

4.2.3 Gameplay

Xepropdg:
I. Iiqxtpordyro

e W-S-A-D - Booikn kivinon yopoktnpao tpog OAEG TIg Katevhivoelg
(W - Mrpootd, S - ITicw, A - Apiotepd, D - Ag&ud)

C - Crouch - “Zxoyo” yapaktipo

Z - Prone - “Ednloua’ yapaktipo

1-2-3-4 > Evoliayn 6100£61100 0TAGHOD

Shift -> Sprint - T'pfyopn kivnon yopoxtipa

Esc - TTavon moryvidod - Epeavion Pause Menu

Tab - Epedvion képoopa

1.  Iovriku
e Mouse > AlMayn omtiknig 0éong g KAuepog Kot mTEPIGTPOPT THG TPOPOANG TOL
YOPAKTAPO TOV TOLKTN
e Left Mouse Click = Xpnon tpéyovtog 0TAOL — EKTVPGOKPOTNON
e Right Mouse Click = Zoom In — Zoom Out — Ectiaon 6miov
Il. Kapepa

H xdpepa, 6mmwg ko og 6ha ta FPS mayvidwa, sivor eykoteomnuévn méveo otov XopoKTipo
Kot TpoPaiel anto mov Ba EPAeme pe Ta pdTia Tov.

Y16y0c:
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Boowog o10)0c TOv YpNotn €ivol va KoToeEpEl Vo EMPILOCEL OGO TO OLVOTOV TEPIGGOTEPO,
OKOTOVOVTOG TopdAANAa 060 meplocdTEPOVG €xOpovg umopécel. To dBpoloua avt®v amoterel T0
TPEYOV OKOP TOL TOIKTN, EMIIDKOVTAG OKOUN Vo Eemepdoet Tnv vymAdTepn ypovikd Pabdpoioyio wov
€xel emtiyet o 1d10¢.

4.2.4 Boaowoi Xopaxktipes

.  Xepoxmipog Haiktn

Amotehel TOv KOPLO YOPOKTAPO TOL TOLYVIOOD KOl GUYKEKPIUEVO givar avtdg mov dwoyepileTan o
YPNOTNG YO TNV EMTLYNUEVY] oAAnAenidpacn Tov pe to mepdriov. Tov divetrar n dvvatdtnra
Kivnong otic Tpeic 6106 TAGEIS G€ OAN TNV EKTOOT TG OKNVNG KOOMG Kot 1 dSuvatdTnTe, EVOAAAYNG Kot
¥pPAoNg Tov dabéciuov omAopov. Akolovbavtog Tov kovova tov FPS mayvididv, tpofdiietar o
YOPOKTNPOG LE TNV OMEIKOVIOT] TV YEPUDV TOV GE GLVOVAGCUO UE TO EMAEYUEVO OTAO KABE YpoviKy

oTLYL.

I1.  EyxOpoi

O1 gyfpikéc povadeg Tov moyvidlod givarl vaepeuotkd ovto (Zombie). Kiwvodvrol kot avtd oTig Tpeig
SlOTAGELG TG OKNVAG, OAAG 1 TaXDTNTO TOVG Eivol OPKETE MKPOTEPT OO CLTAV TOV TOIKTI).
[lepurolovv ce S10popeTIKEG EKTAGELS TOL TEPIPAAAOVTOG KOl GE TEPIMTMOOT AVTIANYNG TOL TOIKT O
KOVTV] amOoTOoT, ToV emttifeviat. ['a va mpokaiésovy dpwg Cnuid otov yopaktipa xpedletol vo
TOV TANGLAGOVV OPKETA apov 1 EMIOECT] TOVE TPOYUATOTOLEITOL LUE TO ¥EPLO. L€ TEPITT®ON EEOVTMOONG
TOVG, EMAVEPYOVTOL OOIAKOT GTIV GKNVI 6€ TpoKoboplopuéva onueia.

4.2.5 Menu Screens / Avaypappa Porg

H npdn gwcodva mov gueavifetal atov ypnion Kotd v ekKivinor tov motyvidlol givar avtr tov Main
Menu. O ypfotng £xel oty d1d0eon Tov TPELS EMAOYES, €K TV 0moiV 1 TPpMTN EEKIVAEL TO O Viot,
n devtepn Tov avakoTevdivel 6To pEVOL TV pubuicemv, émov divetor 1 dvvatdtnTa pOOGNG TOV
Nyov Ko 1 tpitn Tparypoaronotel ££000 amd TO MO VIOL.

€ OTOL0ONTOTE GTIYUN TOL YPOVOV EKTEAECT|G TOV TTaLYVIdL00, ToTdvTag To TANKTpo ESC, eupavileton
610 wpooknvio to Pause Menu. O ypriotg éxel oty didbeon tov Tpeic eMA0YEC ek TV OmoimVY 1)
TpodTN ovveyilel 10 moyvidt omd TNV YPOVIKNA OTIYUN 7OV ovTO OloKOTNKE, 1 OEVTEPT TOV
avokoatevdivel oto Main Menu kon 1 Tpitn teppoartilel To moryvidt.

v zmepintwon mov ot gxfpol emkpotoovy kot 1 (@ Tov ¥PNoTN UNOEVIOTEL, TO TPEYOV oLy VidL
oloxkAnpavertal kot eppavifetor to Game Over Menu oto onoio TpoPdAleTol Kot To TEAKO GKOp TOV.
Emmdéov tov divetal n dvvatotnta, gite vo Eekvnoel Evav véo yOpo mayvidlov N vo petofel oto
apyKO HEVOD.
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Play
» Settings
»  Quit

> Sound Slider
> Back

> Resume
> Menu
> Quit

> Restart
> Back To

Menu

Mivaxog 4 - 1: Menus & Buttons

Settings

Menu Back To Menu Game Over

Menu

Lettings Resltart Defeat
Back w

|
. New High
Exit Game uit— |  Main Menu Play Play Screen | Winp Score
A
Menu l
L Pause Menu |———-—
Quit.

Zynpa 4 - 1: Adypoppo Porg peta&d tav doedpov Menu Screens
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4.2.6 Movown /' Hyor

O1 314popot YOl TOL YPNCUYLOTOLOVVTAL GTO TALYVIdL TPOKEIUEVOD va cLUPdAovY oty aAnboedvela
T0V, Topovcldlovial avorvtikd otov [Tivako 4.2.

HXOX HEPII'PA®H
"Hyog ywo. Main Menu Movoikny mov avamapdyetor katd v évap&n Tov
ALY VIS0V,
"Hyog epnpov Emavolapfoavopevoc Myog Yo ovomopiocTaon TV

PLGIKOV YOV TOL TEPPAAAOVTOG,.

"Hyog ywa matnpactéc Touyaio emAoyn avapeso ce TE00EPA NYNTIKA £QE Y10
TNV TPOGOUOIMGT TOV JPOP®V NYOV 0Td T Prpota
TOV TO{KTN GTNV QLU0 TNG EPTHLOV.

"Hyog vy emifeon pe Toyoio emhoyn avdiueco o Tpio, MYNTIKE €QE Yo TNV
. TPOGOLOIMOT] TOV SPOpOV MWV ard TV enifeon pe
rogkoopt TO TGEKOVPL.
"Hyog vy emibeon pe Hymtikd il mov poidlet pe évo mepiotpo@o 6TA0 oL
Revolver mopoPoiret.
"Hyog yw eniBson pe Hynmtwd wAm mov powdler pe plo Kopoaumiva mov
Shotgun mopoPoiret.
"Hyog ywa yépuopo coopodv Hymrtucd kA mov avomapiotd To YEUIGUO TOV CROpOY
o¢ Shotgun plog kapapmivoc.
"Hyog ywa eniBson pe Hymtud khMm mov podlel pe évo owtdpato OmAo mov
Assault Rifle TopOPoAs.
"Hyog exBpov 6tov Hyntikd €pé€ mov TPOGOUOIDVEL TOV EVIOMICUO TOL

g 7 KT 6€ KOVTIVI andoTao.
gvromilel ovtimado n L on

"Hyog yo enibeomn amo Hymtikd @€ mov mpocopoidvel Ty eniBeon tov gx0pod

£x0po TPOG TOV TOLKTT.
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Hyntwd epé mov mpocopoidvel v €£OvVimon Tov
€x0pov.

Mivaxag 4 - 2: "Hyot & Ieprypaen

4.2.7 2D/ 3D Models

Ta S1popa. LOVTELD TTOV YPNGILOTOIOVVTOL GTO TOLYVIOL AVAPEPOVTOL GTOV TUPOKAT® TIVOKA.

To kvpro uépog tov terrain. Iévo o€ avtd Pocictnke o

OYEOAGOG TOL TTEPIPAAAOVTOG,.

[Mowchio amd Adpmeg dpOLOL Yo TOV EUTAOVTIGUO

OVTIKEWUEVOV TN GKMVAE TOL AL VIO100.

[MowcMa amd moAvypopa Papéiia yio TOV EUTAOVTIGHO

OVTIKEWUEVOV TN GKMVAE TOL AL VIO100.

Mowkia omd amoBKeg kol epyoieio yio TOV EUTAOVTIONO

OVTIKEWHEVAOV TNG OKNVAG TOL ALY VIO100.

H gybpuc povada tov mepipdirovtoc. Kwveitan oyeticd apyd
péypt va evromioet tov maiktn. Otav tov evtomicetl Tov

emTifeTon TPoKOA®VTOG pikpn CNpid og KAOE TOL YTOTN L.

To mpmTto dbécipo 6mho Tov maikn. [poxaiel tepdoTtio
Inud kot Bovatdvel Tov avTitolo e £va Tov XTOTN L.

(TIwiktpo > 1)

To devtepo drwbéoo 6mho Tov Taiker. E&attiog tng 1oydg
oV gu@avilel kpoto Adpuyng kat o puBudg enibeong (firerate)
Tov givorl apKeTd PiKpog.

(ITmktpo = 2)
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To tpito dwbéoio 6mho Tov maiktn. E&attiog tng 1oy0g T0v
eupaviCel kpoto Aapuyng kot exavapoptilel cpaipec Tpv amod
Kkd0e tov yTHmN L.

(IIwktpo = 3)

To tétapto d100é01p0 6mA0 Tov maikTn. Albétet Tov
toOTEPO pLOWO emifeong (firerate) kar pmopei vo mupoPoiei
GUVEYDG.

(Ixtpo = 4)

IMivakag 4 - 3: Models & Ieprypagn

4.2.8 Game Logic

O maiktng KABe POPA TOL GKOTMOVEL VoL ZOUTL, TOipVEL EVa
Babuod oto score tov. To highscore dnimvel To ovdtepo Score
OV £XEL TETVYEL O TOAKTNG Ad OAOVG TOLG YOPOLS TOL EXEL

maiget.

H stamina tov yopaxtipa SnAdvel tov adud mov kovpaletot
o maiktng kabmg tpéyxet. Otav o ¥pNnong £xel TATUEVO TO
shift, o yapaxtipag Kveito o ypriyopa kat o stamina
LEUDVETOL OVAAOYIKE [LE TOV YPOVO OV givoil TOTNUEVO TO
kovumni. Otav to stamina undevioet, o maikng dev Exet
dvvatotnto va Kiveitan ypriyopa. H avaminpwon tov yivetot

otav o maiktng dgv ypnoyonotei to TAnktpo shift.

H {on tov yopoaktipa pog apywd givor ion pe 100. Kabog
deyopaote emifeon and ta ZOUTL, 0UTH UEIOVETOL LEYPL VL

etdoel oto undév, omdte ko mrrovpoote. H Inud mov

TPOoKaAoVV Ta {OpmL pe KABe Toug oI givon ion pe 5.
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H {01 tov avTimtdAov Tov JopakTnpo Hog apyika eival ion 1e
100. Kabmg déyovton emifeon amd Tov yopakTnpog HogG, 0T
HEWDVETOL UEYPL VO PTAGEL 6TO UNdEY, 0mov eEoviavovtal. H
{nua Tov TpokoAeitar oTo ZOUML Etvot SLopOPETIKT Y10, KAOE

omho mov £yl otV d1dBecT TOL 0 YPNOTNG.

Me 10 ToEKOVPL O YOPUKTAPOS LG UTOoPEl va emTOYEL PElON
g {on Tov avtimdiov Tov, povo ov Bpicketon og TOAD
KOVTIVY|] 0OGTAGT, £TGL DGTE VA VILAPYEL EMAPT] AVALEGH GTO
TogkoVPL Kot 6ToV avtitaro. H {nud mov déxetar o avtimorog
amo avto givol ion pe 100, pe amotédespo va Bavotdvetat pe

pévo pia emiBeon).

H {né tov revolver givon dtapopetikn, avaloyo. pe v
OmOCTOCT amd TNV OOola AEXEL O OVTIAAOG amd TOV
YOPOKTNPO LG, ZVYKEKPIUEVA O1OKPIVOVTOL TPELS
MEPUTMGELS. AV 1 ATOGTOOT] OVTH vl LUKPOTEPT OO TEVTE
pétpa, 1 {nua mov tpoxoieiton eivar 40. Av 1 andotacon
elvan omd mévte Emg déka pHETpa 1 {nud Tov Tpokaleiton eivor
30 Kot T€A0g oTNV TEPIMTM®GT TOL 1) ATOGTACT EVaL TAV® 0T

déxa pétpa, n Inud etvon 15.

H {né tov shotgun givar dtapopetikny, avaroyo pe mv
AOCTOGT OO TNV OTOL0L AMEYEL O OVTITUAOG OO TOV
YOPOKTAPO LS. ZVYKEKPILEVO OLOKPIVOVTOL TPELG
TEPMTMGELS. AV 1 AOGTACT] OVTH £fvorl pkpdTEPN OO TEVTE
pétpa, 1 {nua mov tpoxoieiton eivar 50. Av 1 andotaon
glvar omd mévte Emg déka pPETpa 1 {npudt Tov TpokaAeital gival
30 Kot TEAOG OTNV TEPIMTMON TOL 1) ALOGTACT EIVOL TAVE® OO

déxa pétpa, n Inud etvon 10.

H {né tov assault rifle eivon dtapopetikn, avaroya pe v
AmOCTOGT OO TNV OTOL0L AMEYEL O OVTITOAOG OO TOV
YOPOKTAPO HOG. ZVYKEKPILEVO OLOKPIVOVTOL TPELG
TEPMTMGELG. AV 1 AmOGTAOT 0T Eival kpOTEPN OO TEVTE
pétpa, n {nud mov mpokaeitar eivon 35. Av 1 andotacn

givan and mévte £og déka pétpa 1 {nd mov Tpokaieiton givan
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25 Ko T€A0g 0TIV TEPIMTM®OT TOL 1) ATOGTACT EIVOL TAV® 0O

déxa, pétpa, n Inud eivon 20.
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Sounepdopoto Kol TpoTdoelg feATimong

Kepdlowo 5°;  Xopmepaopoto Ko npotdosis fehrioong

5.1 ZXvumepbopata

Yvvoyilovtag, etvar UPOVEG TG 1 JAOKOGT0, AvATTLENG EVOC TPOTOVTOC YUYXOY®YIKOD AOYIGLKOD
amoteLel €KTOC OO M0 TOAD EVOLOQEPOLGO KOl TOPAYOYIKT OadIKOCit, EVOV TPMOTOTVTO TPOTO
ekpadnong 66ov aopd to Koppdtt tng ovvieong kmdwka. Akorlovdmvtag Ta apétpnta tutorials mwov
VIAPYOLV OTO SLdIKTLO KOl EKUETOAAEVOUEVOL TOVG TAEOV €VUKOAN TPOGTMEAAGIHOVS TOPOVG, 1)
avamTuén evog amhol PvTeomaryvidloD eival TAEOV EPUKTN OKOUT] KOL Y10, 11 ETOYYEALOTIEG XPTOTES.

H tpéyovca mtuylaxn epyocio vAomombnke pe undevikd apytkd KEPAANLO, XPTCLOTOIDVTAS HOVAYOL
dwpedv dwbéopo mpoidvio amd TOo KatdoThHo TG unyavng onuovpyiag, to Unity Asset Store.
YUVENMG, €lval EDKOAN KATAVONTO TG TapOTL 01 UNYAVEG OMpovpyiog Prvreomanyvididy eivor TOAAES
o€ mAN00¢, N emA0YN TG KOTAAANAOTEPNG Uropel va mai&el kaboploTtikd poAo 6TV OAOKANPOGT T®V
GTOYOV TNG OULASOC.

Télog, eivar Eekabapn M onuacio g vYmapéng evog mpooyediov (GDD) wg teyvikn avamtuéng
omolo0VONToTE Prvreomaryvidoloy aveEdptmra and 1o péyebog tov idov TOL TOLXVIOOL M Ko TNG
onadog.

5.2 IIpotdoceic Pertimong
O mpotdioels Pertioons g tpéyovoag [tuylakng Epyaciog etvor o1 mapokdto :

o [IpocHnkm emuEPONE OTTIKAOV EQPE KATA TV OLAPKELN EKTEAEGNC TOV ALY VOOV ( 7T.Y. £QE amd
aipo 6tav déyeton (nuid £vag avtimaAog 1 o 1d10G 0 TaikTNG).

o [IpocHNKM emMUEPOVE BKOVGTIKMOV EPE KOTA TN OLAPKELD, EKTELECTG TOV TOLY VIS0V ( T.Y. NYOG
Aoovidopatog otay Eodgdetal OA0 To Stamina tov maiktn).

o TIpooBnkn evdg N mapomdve Sobiciumv oknvav-terrain petd omo v exitevén poag opketd
VYNANG Pabpoloyiog 6TV TPEXOLGO GKNVT).

o lIpocHnkn mokidiog diapopetik®v ex0pdv e emavénpévn duokoriog eEoviwong ( m.y. £x0pog
7oL emiong kovPodetl Omho Ko Exel TEPLEGOTEPOLG TOVTOLG {OTC).

e Xpnowonoinon tov Facebook SDK yia Unity. To Facebook SDK yia Unity mapéyet po
0AOKANPOUEVT] GLAAOYT TOV KOWVOVIKOV duvatotiteov tov Facebook, divovtog otovg maikteg
Tov moyviolov Unity tn duvatdtnto va polpdloviol mepleyOUevo Ue ToVG GIAOVG TOVG KoL TOVG
EMLTPEMEL VO SNUIOVPYNHOOVY L TPOGMTTIKT] EUTELPL0 TOLYVIO0D.
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ITAPAPTHMA A : ZOVOEOH0G Y10, EKTEAEGLIO TALYVIOL

https://drive.google.com/file/d/1gkzN60d7TDKIwgvYQjHV7V7R3
t419ncB/view?usp=sharing

ITAPAPTHMA B : K®owkog mwaryviorov

B.1 Kkldon MainMenu

H «Adon mov gival vredBuvn yio v dtoxeipion Tov KEVTPIKOV-0pYLKoD LEVOD.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()
{
Cursor.lockState = CursorlLockMode.Locked;
Cursor.visible = false;
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
}
public void QuitGame()
{
Debug.Log("QuitedGame");
Application.Quit();
}
}

B.2 Kldon SetVolume

H «\dion mov emitpénel 6Tov YpNoTn VO ALEOUEIDGEL TV £VTOGT) YOV TOL TALYVISL0V.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.Audio;

public class SetVolume : MonoBehaviour

{
public AudioMixer mixer;
public void SetlLevel(float sliderValue)
{
mixer.SetFloat("MusicVol", Mathf.Loglo(sliderValue) * 20);
//petatponn tou sliderValue oe AoyaplOpikn T1pr WOTE
//va taipialel PE TNV T1MN TOU mixer
}
}
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B.3  Kkldom PauseMenu

H xAhdon mov givar vrevBovn yo v dwyeipion Tov pevod mov eupavileTor Katd T OldpKELD TOV
TALYVIO00 OTOV 0 ¥PNOTNG TEGEL TO TANKTpo EScape.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour
{
public GameObject pauseMenuUI;
public GameObject crosshair;

public static bool GameIsPaused = false;

void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))
{
if(GameIsPaused)
{
Resume();
} else
{
Pause();
}
}
}
public void Resume()
{
pauseMenuUI.SetActive(false);
crosshair.SetActive(true);
Cursor.lockState = CursorLockMode.LlLocked;
Cursor.visible = false ;
Time.timeScale = 1f; //&emaywpa xpovou!
GameIsPaused = false;
}
void Pause()
{
pauseMenuUI.SetActive(true);
crosshair.SetActive(false);
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true ;
Time.timeScale = of; //maywpa xpovou!
GameIsPaused = true;
}
public void LoadMenu()
{
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true ;
Time.timeScale = 1f;
SceneManager.LoadScene("MainMenu");
}
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public void QuitGame()

{
Debug.Log("QUIT!");

Application.Quit();

B.4  Kldon GameOverMenu

H «Adomn mov etvar vevBovn yuo v dwoyeipiorn tov pevod mov epeaviletal pe Tov TEPUATICUO TOV
ALY VIS0V, OTaV 0 XpNoTNG NTTNOEl.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

public class GameOverMenu : MonoBehaviour

{
public static GameOverMenu instance ;
public GameObject gameOverMenuUI;
public GameObject crosshair;
public Text scoreText2;
int score = 0;
void Awake()
{
instance = this ;
}
public void Restart()
{
gameOverMenuUI.SetActive(false);
crosshair.SetActive(true);
Cursor.lockState = CursorLockMode.LlLocked;
Cursor.visible = false ;
Time.timeScale = 1f;
SceneManager.lLoadScene("GameScene");
}
public void LoadMenu()
{
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true ;
Time.timeScale = 1f;
SceneManager.lLoadScene("MainMenu");
}
public void AddPoint2()
{
score += 1;
scoreText2.text = "YOU SCORED:"+ score.ToString() ;
}
}
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B.5 K\idaon ScoreManager

H x\don mov eivar vaevBovn yio v adénon Tov TpEYOVTog GKOp TOL TOIKTN OAAG KOl TNV
amofnkevon g ypovikd vymidtepng faduoroyiog.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;
using UnityEngine.UI;

public class ScoreManager : MonoBehaviour

{
public static ScoreManager instance ;
public Text scoreText;
public Text highscoreText;
int score = 0;
int highscore = 0;
void Awake()
{
instance = this ;
}
void Start()
{
highscore = PlayerPrefs.GetInt("highscore", 0);
scoreText.text = "SCORE:" + score.ToString() ;
highscoreText.text = "HIGHSCORE:" + highscore.ToString();
}
public void AddPoint(){
score += 1;
scoreText.text = "SCORE:" + score.ToString() ;
if (highscore < score )
PlayerPrefs.SetInt("highscore", score);
}
}

B.6  Kkaon MouseLook

H «Adon mov givar vebOvvn yio v emttoynuévn kivnon g KAUepag o€ GYEGT LUE TO TOVTIKL.
using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class MouselLook : MonoBehaviour {

[SerializeField]
private Transform playerRoot, lookRoot;

[SerializeField]
private bool invert;

[SerializeField]
private bool can_Unlock = true;

[SerializeField]
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private float sensivity = 5f;

[SerializeField]
private int smooth_Steps = 10;

[SerializeField]
private float smooth_Weight = 0.4f;

[SerializeField]
private float roll Angle = 10f;
[SerializeField]
private float roll Speed = 3f;

[SerializeField]
private Vector2 default Look Limits = new Vector2(-70f, 86f);

private Vector2 look Angles;
private Vector2 current_Mouse_ Look;
private Vector2 smooth_Move;
private float current_Roll Angle;
private int last Look Frame;

void Start ()
{

Cursor.lockState = CursorLockMode.LlLocked;
}
void Update ()

{
LockAndUnlockCursor();

if(Cursor.lockState == CursorLockMode.Locked) {
LookAround();

}
}

void LockAndUnlockCursor() {
if(Input.GetKeyDown(KeyCode.Tab)) {
if(Cursor.lockState == CursorLockMode.Locked) {
Cursor.lockState = CursorLockMode.None; //kAelbwpa-§exkAeldwpa cursor
} else {

Cursor.lockState = CursorLockMode.LlLocked;
Cursor.visible = false;

}

} // lock and unlock
void LookAround() {

current_Mouse_Look = new Vector2( Input.GetAxis("Mouse Y"),
Input.GetAxis("Mouse X"));//MOUSE_Y-kdBeta MOUSE_X opildévtia

look_Angles.x += current_Mouse_Look.x * sensivity * (invert ? 1f : -1f);
look_Angles.y += current_Mouse_Look.y * sensivity;
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look_Angles.x = Mathf.Clamp(look_Angles.x, default_Look_Limits.x,
default_Look_Limits.y);//0€toupe ta opla(apo -70 - +80)

lookRoot.localRotation = Quaternion.Euler(look_Angles.x, of, of);
playerRoot.localRotation = Quaternion.Euler(@f, look_Angles.y, of);

} // look around

B.7 Kidon Movement
H «\éiom mov givar vrevBovn yia v Pacikn Kivion Tov YepoKTipo Lo,

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

public class Movement : MonoBehaviour

{

private CharacterController character_Controller;

public float speed = 5f;
public float jump_Force = 10f;

private float gravity = 20f;

private Vector3 move_Direction;
private float vertical_Velocity;

void Awake()
{

character_Controller = GetComponent<CharacterController>();

void Update ()

{
MoveThePlayer();

}

void MoveThePlayer() {
//A-D = Horizontal
//W-S = Vertical
move_Direction = new Vector3(Input.GetAxis("Horizontal"), of,
Input.GetAxis("Vertical™));

move_Direction = transform.TransformDirection(move_Direction);
move_Direction *= speed * Time.deltaTime;

ApplyGravity();
character_Controller.Move(move_Direction);

} // move player

void ApplyGravity() {
vertical Velocity -= gravity * Time.deltaTime;

PlayerJump();
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move_Direction.y = vertical_Velocity * Time.deltaTime;
} // apply gravity
void PlayerJump() {

if(character_Controller.isGrounded && Input.GetKeyDown(KeyCode.Space)) {
vertical Velocity = jump_Force;
}

B.8  Kldon DifferentTypesOfMovement
H xhdon mov etvar vedBouvn Y10 TOVS GLUTANPOLATIKOVG TPOTOVG KIVIONG TOV XOPUKTH PO

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

public class DifferentTypesOfMovement : MonoBehaviour

{

private Movement movement;

private Footsteps footsteps;

private Stats stats;

private Transform look_ Root;

private CharacterController character_Controller;

public float sprint_Speed = 10f;
public float move_Speed = 5f;
public float crouch_Speed = 2f;
public float prone_Speed = 1f;
public float sprint_Treshold = 10f;

private float stand_Height = 1.6f;
private float crouch_Height = 1.1f;
private float prone_Height = 0.9f;

private bool is Crouching;
private bool is_Proning;

private float sprint Volume = 1f;
private float crouch_Volume = 0.1f;
private float prone_Volume =0.05f;
private float walk Volume Min = 0.2f, walk Volume_Max = 0.6F;

private float walk_Step Distance = 0.4f;

private float sprint_Step Distance = 0.25f;

private float crouch_ Step Distance = 0.5f;
private float prone_Step Distance = 0.6f;

private float stamina = 100f;

void Awake()
{

movement = GetComponent<Movement>();
footsteps = GetComponentInChildren<Footsteps>();
stats = GetComponent<Stats>();
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look_Root = transform.GetChild(®@);
character_Controller = GetComponent<CharacterController>();

void Start()
{

footsteps.volume_Min = walk_Volume_Min;
footsteps.volume_Max = walk_Volume_Max;
footsteps.step_Distance = walk_Step_Distance;

}

void Update()

Sprint();
Crouch();
Prone();

}
void Sprint() {

//€av e€xoupe stamina pPmMOpOUME va KAVOUME sprint
if(stamina > of) {

if (Input.GetKeyDown(KeyCode.LeftShift) && !is_Crouching && !is_Proning) {
movement.speed = sprint_Speed;

footsteps.step_Distance = sprint_Step_Distance;
footsteps.volume_Min = sprint_Volume;
footsteps.volume_Max = sprint_Volume;

}

if(Input.GetKeyUp(KeyCode.LeftShift) && !is_Crouching && !is_Proning) {
movement.speed = move_Speed;

footsteps.step_Distance = walk_Step_Distance;
footsteps.volume_Min = walk_Volume_Min;
footsteps.volume_Max = walk_Volume_Max;

}

//xatavoAwon tou stamina povo av o
XapoKTApag Klveltal KAIL TauTtoXpovo KPOTOUE TATnpevo To Shift
if(Input.GetKey(KeyCode.LeftShift) && !is_Crouching && !is_Proning &&
character_Controller.velocity.sqrMagnitude > @) {

stamina -= sprint_Treshold * Time.deltaTime;
if(stamina <= of) {
stamina = of;
// €mavadopa nxou Kal TAXUTNTOG
movement.speed = move_Speed;
footsteps.step_Distance = walk_Step_Distance;

footsteps.volume_Min = walk_Volume_Min;
footsteps.volume_Max = walk_Volume_Max;
}

stats.Display StaminaStats(stamina);

} else {
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if(stamina != 100f) {
stamina += (sprint_Treshold / 2f) * Time.deltaTime;
stats.Display StaminaStats(stamina);

if(stamina > 100f) {
stamina = 100f;

}
}
}
} // sprint
void Crouch(){

if(Input.GetKeyDown(KeyCode.C)) {

//if we are crouching stand up!
if (is_Crouching){

look_Root.localPosition = new Vector3(0f, stand_Height,
of);//.localPosition --> so its relative to its parent , not the Unity world position

movement.speed = move_Speed;
is_Crouching = false;

footsteps.step_Distance = walk_Step_Distance;
footsteps.volume_Min = walk_Volume_Min;
footsteps.volume_Max = walk_Volume_Max;

}
else {

//if we are not crouching - Crouch !!
look_Root.localPosition = new Vector3(0f, crouch_Height, of);
movement.speed = crouch_Speed;
is_Crouching = true;

footsteps.step_Distance = crouch_Step_Distance;

footsteps.volume_Min = crouch_Volume;
footsteps.volume_Max = crouch_Volume;

}

}//if we press c
}//crouch
void Prone(){
if (Input.GetKeyDown(KeyCode.Z)){
if (is_Proning){ // if we are proning - stand up
look_Root.localPosition = new Vector3(@f, stand_Height,
of);
movement.speed = move_Speed;
footsteps.step_Distance = walk_Step_Distance;

footsteps.volume_Min = walk_Volume_Min ;
footsteps.volume_Max = walk_Volume_Max ;
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is_Proning = false;

}
else { // if we re not proning -- prone !
look_Root.localPosition = new Vector3(ef, prone_Height,
of);
movement.speed = prone_Speed;
footsteps.step_Distance = prone_Step_Distance;
footsteps.volume_Min = prone_Volume;
footsteps.volume_Max = prone_Volume;
is_Proning = true;
}
}
}//prone
}

B.9 Kldon Organizer
H «\éon mov givarl vredOuvn yio v dtayeipion Kot Katnyoplonoinon tov OTA®V Tov ¥pNnoT.

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

public enum WeaponAim {

NONE,
AIM

}

public enum WeaponFireType {
SINGLE,
MULTIPLE

}

public enum WeaponBulletType {
BULLET,
NONE

}

public class Organizer : MonoBehaviour
{

public WeaponAim weapon_Aim; //TpPOmMOG OTOXEUONG OMAOU--TOEKOUPL HOVO none.

public WeaponFireType fireType;//tponog mupoBoAilopou--1 odaipa 1 MOAAEG

public WeaponBulletType bulletType;//tunog odarpag

public GameObject attack Point;//y1a to TOEKOUPL HOVO , QVLIXVEUEL TNV OUYKPOUGN HE
QVT1MaAo

private Animator animator;

[SerializeField]

private GameObject muzzleFlash; // ylia shotgun kati revolver
[SerializeField]

private AudioSource shootSound, reload_Sound;

void Awake()
{

animator = GetComponent<Animator>();

}

public void ShootAnimation() {
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animator.SetTrigger("Shoot");

}

void Play ShootSound() {
shootSound.Play();

}

void Play ReloadSound() {
reload_Sound.Play();

}

void Turn_On_AttackPoint() {
attack_Point.SetActive(true);

}

void Turn_Off_ AttackPoint() {
if(attack_Point.activeInHierarchy) {
attack_Point.SetActive(false);

}
}

void Turn_On_ MuzzleFlash() {
muzzleFlash.SetActive(true);

}

void Turn_Off_MuzzleFlash() {
muzzleFlash.SetActive(false);

}

B.10 Kkdon Director
H «\éon mov givarl vredOuvn yio v eTLTUYNUEVT ELEAVICT] KOl EVEPYOTOINGT TOV OTAMY TOV ¥PNOTH.

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

public class Director : MonoBehaviour

{

[SerializeField] //editing size at inspector
private Organizer[] weapons;

private int current_Weapon;

void Start()
{

current_Weapon = 0;
weapons[current_Weapon].gameObject.SetActive(true);

void Update ()

{
//nol oto MANKTpoAoy1lo
if(Input.GetKeyDown(KeyCode.Alphal)) {
TurnOnSelectedWeapon(9);

}
//no2 oto MANKTPOAOY1l0
if (Input.GetKeyDown(KeyCode.Alpha2)) {
TurnOnSelectedWeapon(1);

}
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//no3 oto MANKTPOoAoy1lo
if (Input.GetKeyDown(KeyCode.Alpha3)) {
TurnOnSelectedWeapon(2);

}
//no4 oto mMAnKTpoAoylo
if (Input.GetKeyDown(KeyCode.Alpha4)) {
TurnOnSelectedWeapon(3);

}
}

void TurnOnSelectedWeapon(int weaponIndex) {

//amnotpénel va EMANAdoptwBetl Tto 1610 OmAo
if (current_Weapon == weaponIndex)
return;

// QMEVEPYOTO1NON TPEXOVTOG OTNAOU
weapons[current_Weapon].gameObject.SetActive(false);

// €vepyomolnan E€MLAEYUEVOU OTAOU
weapons[weaponIndex].gameObject.SetActive(true);

// amoBnkeucon TpEXoOUOoAg T1UNG
current_Weapon = weaponIndex;

}

public Organizer GetCurrentSelectedWeapon() {
return weapons[current_Weapon];
}

B.11 Khdaon PlayerAttack

H abstract k\Adon mov amotelel Tov YOVIO TNG AVIIKEWEVOGTPEPOLS SOUNG O€ oYEoN HE TV emibeon
TOVL YPNOTI.

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

public abstract class PlayerAttack : MonoBehaviour

{

public Director director;
public GameObject crosshair;
public Animator zoomCam;
public Camera mainCam;

void Awake()

{
director = GetComponent<Director>();
zoomCam = GameObject.FindWithTag("FP Camera").GetComponent<Animator>();
crosshair = GameObject.FindWithTag("Crosshair™);
mainCam = Camera.main;
¥

// Update is called once per frame
void Update()
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WeaponShoot();
ZoomInAndout();

}

public abstract void WeaponShoot();
public abstract void ZoomInAndOut();
public abstract void BulletFired();

B.12 Kldaon RevolverAttack

H «Adon avti kinpovouei v khaomn PlayerAttack kot mpocdidel emmiéov Aertovpyieg 6To 0o vo2-
revolver.

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

public class RevolverAttack : PlayerAttack

{
protected float closeRangeDamage = 40f;
protected float mediumRangeDamage = 30f;
protected float longRangeDamage = 15f;

public override void WeaponShoot(){
if(Input.GetMouseButtonDown(0)) {

if(director.GetCurrentSelectediWeapon().bulletType == WeaponBulletType.BULLET
&&
director.GetCurrentSelectedWeapon().tag == "Revolver") {

director.GetCurrentSelectedWeapon().ShootAnimation();

BulletFired();
}

}
}

public override void ZoomInAndOut(){
// we are going to aim with our camera on the weapon
if(director.GetCurrentSelectediWeapon().weapon_Aim ==
WeaponAim.AIM) {

// if we press and hold right mouse button
if(Input.GetMouseButtonDown(1)) {

zoomCam.Play("ZoomIn");
crosshair.SetActive(false);

}

// when we release the right mouse button click
if (Input.GetMouseButtonUp(1l)) {

zoomCam.Play("ZoomOut");
crosshair.SetActive(true);
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}
public override void BulletFired(){
RaycastHit hit;

if(Physics.Raycast(mainCam.transform.position, mainCam.transform.forward, out

hit)) {
if(hit.transform.tag == "Enemy") {
if(Vector3.Distance(hit.transform.position,
transform.position) <= 5f){

hit.transform.GetComponent<Health>().ApplyDamage(closeRangeDamage);

else if (Vector3.Distance(hit.transform.position,
transform.position) <= 10f){

hit.transform.GetComponent<Health>().ApplyDamage(mediumRangeDamage);
else { //long range

hit.transform.GetComponent<Health>().ApplyDamage(longRangeDamage);

}

B.13 Kléaon ShotgunAttack

H xhdon avtr kAnpovouei tnv kAdomn PlayerAttack kot tpocdidetl emmAéov Aettovpyieg 610 omho vo3-
shotgun.

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

public class ShotgunAttack : PlayerAttack

{
protected float closeRangeDamage = 50f;

protected float mediumRangeDamage = 30f;
protected float longRangeDamage = 10f;
public override void WeaponShoot(){
if(Input.GetMouseButtonDown(0)) {
if(director.GetCurrentSelectediWeapon().bulletType ==
WeaponBulletType.BULLET &&
director.GetCurrentSelectedWeapon().tag == "Shotgun") {

director.GetCurrentSelectedWeapon().ShootAnimation();

BulletFired();
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}
}

public override void ZoomInAndOut(){
// we are going to aim with our camera on the weapon
if(director.GetCurrentSelectediWeapon().weapon_Aim ==

WeaponAim.AIM) {

// if we press and hold right mouse button
if(Input.GetMouseButtonDown (1)) {

zoomCam.Play("ZoomIn");
crosshair.SetActive(false);

}

// when we release the right mouse button click
if (Input.GetMouseButtonUp(1l)) {

zoomCam.Play("ZoomOut");
crosshair.SetActive(true);

}
}
public override void BulletFired(){
RaycastHit hit;

if(Physics.Raycast(mainCam.transform.position, mainCam.transform.forward, out

hit)) {
if(hit.transform.tag == "Enemy") {

if(Vector3.Distance(hit.transform.position,
transform.position) <= 5f){

hit.transform.GetComponent<Health>().ApplyDamage(closeRangeDamage);

else if (Vector3.Distance(hit.transform.position,
transform.position) <= 10f){

hit.transform.GetComponent<Health>().ApplyDamage(mediumRangeDamage);
else { //long range

hit.transform.GetComponent<Health>().ApplyDamage(longRangeDamage);

}

B.14 Khaon RifleAttack

H héon avtr kAnpovopei tnv kAdomn PlayerAttack kot mpocdidetl emmAéov Aettovpyieg 6To omho vos-
assault rifle.
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class RifleAttack : PlayerAttack
{

protected float closeRangeDamage = 35f;
protected float mediumRangeDamage = 25f;
protected float longRangeDamage = 20f;
protected float fireRate = 4f;

protected float nextTimeToFire;

public override void WeaponShoot(){

if(director.GetCurrentSelectedWeapon().fireType ==
WeaponFireType .MULTIPLE) {

// €av kpoatow matnpevo to 6e§1 kKAlk KAI eav Time >
nextTimeToFire
if(Input.GetMouseButton(@) && Time.time > nextTimeToFire) {

nextTimeToFire = Time.time + 1f / fireRate;

director.GetCurrentSelectedWeapon().ShootAnimation();

BulletFired();

public override void ZoomInAndOut(){
// we are going to aim with our camera on the weapon
if(director.GetCurrentSelectediWeapon().weapon_Aim ==
WeaponAim.AIM) {

// if we press and hold right mouse button
if(Input.GetMouseButtonDown (1)) {

zoomCam.Play("ZoomIn");
crosshair.SetActive(false);

}

// when we release the right mouse button click
if (Input.GetMouseButtonUp(1l)) {

zoomCam.Play("ZoomOut");
crosshair.SetActive(true);

}
}

public override void BulletFired(){
RaycastHit hit;

if(Physics.Raycast(mainCam.transform.position, mainCam.transform.forward, out

hit)) {
if(hit.transform.tag == "Enemy") {

if(Vector3.Distance(hit.transform.position,
transform.position) <= 5f){
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hit.transform.GetComponent<Health>().ApplyDamage(closeRangeDamage);
}

else if (Vector3.Distance(hit.transform.position,
transform.position) <= 10f){

hit.transform.GetComponent<Health>().ApplyDamage(mediumRangeDamage);
}

else { //long range

hit.transform.GetComponent<Health>().ApplyDamage(longRangeDamage);

}

B.15 Klaon AxeAttack

H «\éion mov givar vrevBovn yio v eniBeom pe o omAo vol-axe.

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

public class AxeAttack : MonoBehaviour

{

private Director director;

void Awake()

{

director = GetComponent<Director>();
void Update()

AxeShoot();

}
void AxeShoot(){

if(Input.GetMouseButtonDown(0)) {
// 61ax€1plon TOEKOUPLOU
if(director.GetCurrentSelectediWeapon().weapon_Aim ==

WeaponAim.NONE) {
director.GetCurrentSelectedWeapon().ShootAnimation();

B.16 Khkdaon Animations

H xhdon mov eivor vaevBovn yo v Slayeipion Kot v KOTGAANAN TPOPOAT TV S10.QPOPETIKMV
KOTOOTAGE®MY TOV OVTITOAOV.
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using System.Collections;
using System.Collections.Generic;
using UnityEngine;

public class Animations : MonoBehaviour

{
private Animator animator;
void Awake ()
{
animator = GetComponent<Animator>();
}
public void Walk(bool walk) {
animator.SetBool("Walk", walk);
}
public void Run(bool run) {
animator.SetBool("Run", run);
}
public void Attack() {
animator.SetTrigger("Attack™);
}
public void Dead() {
animator.SetTrigger("Die");
}
}

B.17 Klaon Controller

H «idon mov eivar vrevBovn yia T Agttovpyieg Kivnong Kot aAANAETIOPOONG TOL AVIUTOAOL LE TO
nepPaArov.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

public enum EnemyState {
PATROL,
CHASE,
ATTACK

}

public class Controller : MonoBehaviour

{

private Animations animations;
private NavMeshAgent navMeshAgent;
private EnemyState enemy State;
private Transform player;

private Audio audio;

public GameObject attack Point;

public float walk Speed = 0.5f;
public float run_Speed = 4f;

public float chase_Distance = 20f;
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public float attack Distance = 2f;
public float chase_ After Attack Distance = 2f;

public float patrol_Radius Min = 20f, patrol Radius_Max = 60f;
public float patrol_For_This_Time = 15f;
public float wait Before Attack = 2f;

private float current_Chase_Distance;
private float patrol Timer;
private float attack Timer;

void Awake()
{
animations = GetComponent<Animations>();
navMeshAgent = GetComponent<NavMeshAgent>();
player = GameObject.FindWithTag("Player").transform;
audio = GetComponentInChildren<Audio>();

}
void Start ()
{
enemy_State = EnemyState.PATROL;
patrol_Timer = patrol_For_This_Time;
// when the enemy first gets to the player,attack right away
attack_Timer = wait_Before_Attack;
// memorize the value of chase distance,so that we can put it back
current_Chase_Distance = chase_Distance;
}
void Update ()
{
if(enemy_State == EnemyState.PATROL) {
Patrol();
}
if(enemy_State == EnemyState.CHASE) {
Chase();
}
if (enemy_State == EnemyState.ATTACK) {
Attack();
}
}

public EnemyState Enemy State {
get; set;
}

void Turn_On_AttackPoint() {
attack_Point.SetActive(true);

}

void Turn_Off_AttackPoint() {
if (attack_Point.activeInHierarchy) {
attack_Point.SetActive(false);

}
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void Patrol() {
// enable the agent to move again
navMeshAgent.isStopped = false;
navMeshAgent.speed = walk_Speed;

// add to the patrol timer
patrol_Timer += Time.deltaTime;

if(patrol_Timer > patrol_For_This_Time) {
SetNewRandomDestination();
patrol_Timer = Of; //resetin to be able to use again
}
if(navMeshAgent.velocity.sqrMagnitude > @) { // if moving
animations.Walk(true);
} else {
animations.Walk(false);
}

// test the distance between the player and the enemy
if(Vector3.Distance(transform.position, player.position) <= chase_Distance) {

animations.Walk(false);
enemy_State = EnemyState.CHASE;

// play spotted audio
audio.Play ScreamSound();

} // patrol
void Chase() {
// enable the agent to move again
navMeshAgent.isStopped = false;
navMeshAgent.speed = run_Speed;
// set the player's position as the destination,because we are chasing(running
towards) the player
navMeshAgent.SetDestination(player.position);
if (navMeshAgent.velocity.sqrMagnitude > 0) {
animations.Run(true);

} else {

animations.Run(false);
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// if the distance between enemy and player is less than the attack distance
if(Vector3.Distance(transform.position, player.position) <= attack_Distance) {

// stop the animations
animations.Run(false);
animations.Walk(false);
enemy_State = EnemyState.ATTACK;

// reset the chase distance to previous

if(chase_Distance != current_Chase_Distance) {
chase_Distance = current_Chase_Distance;

}

} else if(Vector3.Distance(transform.position, player.position) >
chase_Distance) {
// player run away from enemy

// stop running
animations.Run(false);

enemy_State = EnemyState.PATROL;

// reset the patrol timer so that the function,can calculate the new
patrol destination right away

patrol_Timer = patrol_For_This_Time;

// reset the chase distance to previous

if (chase_Distance != current_Chase_Distance) {
chase_Distance = current_Chase_Distance;
}

}
} // chase
void Attack() {

//otapdtnua tng Kivnong tou Zoumt
navMeshAgent.velocity = Vector3.zero;
navMeshAgent.isStopped = true;
attack_Timer += Time.deltaTime;

//€NEyXx0og xpovou em1Bbeong
if(attack_Timer > wait_Before_Attack) {

animations.Attack();
attack_Timer = of;

audio.Play AttackSound();

}
//€av o mailktng tpegel
if(Vector3.Distance(transform.position, player.position) >
attack _Distance + chase_After_Attack_Distance) {
enemy_State = EnemyState.CHASE;
}

} // attack
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void SetNewRandomDestination() {
float rand_Radius = Random.Range(patrol_Radius_Min, patrol_Radius_Max);

Vector3 randDir = Random.insideUnitSphere * rand_Radius;
randDir += transform.position;

NavMeshHit navHit;

NavMesh.SamplePosition(randDir, out navHit, rand_Radius, -1); // €Aeyxel tnv
T1pn tou randDir y1la va 6€1 av €lval peca otnv navigationable mepioxn,

// av g€lval €KTOG, PPLOKEL VEA T1Un amo TO
rand_Radius ka1l 6a to amobnkeucel otnv Tipn navHit,to -1 = oAa ta layers.
navMeshAgent.SetDestination(navHit.position);

B.18 Kidon EnemyManager

H hdon mov givar vrebBovn yio tov 1pdmo £viaéng Kol ETUVOYPTCILOTOINOoNS TOV AVTITOA®Y GTO
LY ViolL.

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

public class EnemyManager : MonoBehaviour {

public static EnemyManager instance;
public Transform[] zombie SpawnPoints;
public float wait_Before_ Spawn_Enemies Time = 10f;

[SerializeField]

private GameObject zombie Prefab;
[SerializeField]

private int zombie Enemy Count;
private int initial_ Zombie Count;

void Awake ()
{

MakeInstance();

}

void Start()
{

initial_Zombie_Count = zombie_Enemy_Count;

SpawnEnemies();

StartCoroutine("CheckToSpawnEnemies");

}

void MakeInstance() {
if(instance == null) {
instance = this;
}
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void SpawnEnemies() {

int index = 0;
for (int i = @; i < zombie_Enemy Count; i++) {

Instantiate(zombie_Prefab, zombie_SpawnPoints[index].position,
Quaternion.identity);
index++;
}

zombie_Enemy_Count = 0;

}

IEnumerator CheckToSpawnEnemies() {
yield return new WaitForSeconds(wait_Before_Spawn_Enemies_Time);

SpawnEnemies();

StartCoroutine("CheckToSpawnEnemies"); //ad1dkonn coroutine

}

public void EnemyDied() {
zombie_Enemy_Count++;

if(zombie_Enemy_Count > initial_Zombie_Count) {
zombie_Enemy_Count = initial_Zombie_Count;

}
}

public void StopSpawning() {
StopCoroutine("CheckToSpawnEnemies™);

}

B.19 Kldon Footsteps

H «\don mov gival vredOuvn yio Ty avamapoy®yn Tov oL TV PUaTICU®OY TOV ToikTT.

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

public class Footsteps : MonoBehaviour

{

private AudioSource footstep_Sound;
private CharacterController character_Controller;

[HideInInspector]//we need them to be public but i dont want them to be visible in
inspector pannel

public float volume_Min, volume_Max;

[HideInInspector]

public float step Distance;

[SerializeField]
private AudioClip[] footstep Clip;

private float accumulated Distance;
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void Awake ()

{

footstep_Sound = GetComponent<AudioSource>();
character_Controller = GetComponentInParent<CharacterController>(); // getting
the charcontroller from the top parent

}

void Update ()

CheckToPlayFootstepSound();
}

void CheckToPlayFootstepSound() {

// Eav &gv €1poote oto €dadog
if (!character_Controller.isGrounded)
return;

if(character_Controller.velocity.sqrMagnitude > @) { //Eav kivouUpaote

// accumulated distance €lval n T1pn TOU MOCO HAKPlO MUMTOPEL VA TOEL O
TIOLKTNG MEXPL Vo avamopaxbetl o nxog
accumulated_Distance += Time.deltaTime;

if(accumulated_Distance > step_Distance) {
footstep_Sound.volume = Random.Range(volume_Min, volume_Max);
footstep_Sound.clip = footstep_Clip[Random.Range(®,
footstep_Clip.Length)];
footstep_Sound.Play();
accumulated_Distance = of;

}
} else {
accumulated_Distance = Of; //emavadopd T1G TLUAG yla vo PNV TMALXTEL TNV
enopevn ¢opa ameubeiag o nxog!!

}

B.20 Kkldon AxeSound

H «Adon mov eivon vmehBovn yio v ovamopaymyn T@v MoV Tov Toekovplod katd v emifeon pe
avTo.
using System.Collections;

using System.Collections.Generic;
using UnityEngine;

public class AxeSound : MonoBehaviour

{

[SerializeField]
private AudioSource audioSource;

[SerializeField]
private AudioClip[] woosh_Sounds;

void PlayWooshSound() {

audioSource.clip = woosh_Sounds[Random.Range(@, woosh_Sounds.Length)];
audioSource.Play();
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B.21 Kldon Audio

H «\éon mov givarl vredOuvn yio Ty avamepoy®yn TV 1OV 0V TPOKAAOVVTOL OO TOV AVTITOAO.

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

public class Audio : MonoBehaviour

{

private AudioSource audioSource;

[SerializeField]

private AudioClip scream_Clip, die Clip;
[SerializeField]

private AudioClip[] attack Clips;

void Awake ()
{

audioSource = GetComponent<AudioSource>();

}

public void Play_ AttackSound() {
audioSource.clip = attack_Clips[Random.Range(@, attack_Clips.Length)];
audioSource.Play();

}

public void Play ScreamSound() {
audioSource.clip = scream_Clip;
audioSource.Play();

}

public void Play DeadSound() {
audioSource.clip = die_Clip;
audioSource.Play();

B.22 Klaon Attack

H «Adon mov givar vebovvn yio v aviyvevon g {nuidg pe to omho vol-axe.

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

public class Attack : MonoBehaviour

{
public float damage = 2f;

public float range = 1f;
public LayerMask layerMask;

void Update ()
Collider[] strikes = Physics.OverlapSphere(transform.position, range,

layerMask);
if(strikes.Length > 0) {
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strikes[0].gameObject.GetComponent<Health>().ApplyDamage (damage);
gameObject.SetActive(false); // avixveuon {nuiog povo pila ¢opa
Kal amevepyonoinon tou attackPoint.

}
}

B.23 Kldaon Health

H \don mov givar veebOvvn yro v katdAAnin epappoyn e Inudg og GAa to. gameobjects.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

public class Health : MonoBehaviour

{
public GameObject gameOverMenuUI;

public GameObject crosshair;

private Animations animations;

private Audio audio;

private Controller controller;

private NavMeshAgent navMeshAgent;
private Stats stats;

public float health = 100f;
public bool is Player, is_Enemy;

private bool is_Dead;

void Awake ()

{
if(is_Enemy) {
animations = GetComponent<Animations>();
controller = GetComponent<Controller>();
navMeshAgent = GetComponent<NavMeshAgent>();
audio = GetComponentInChildren<Audio>();

}

if(is_Player) {
stats = GetComponent<Stats>();
}

}

public void ApplyDamage(float damage) {

if (is_Dead)
return;

health -= damage;
if(is_Player) {
// €pddvion twv Stats tou Player

stats.Display HealthStats(health);
}

if(is_Enemy) {
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if(controller.Enemy_State == EnemyState.PATROL) {
controller.chase_Distance = 50f;

}
}

if(health <= of) {
SomeoneDied();

is_Dead = true;

}
} // apply damage
void SomeoneDied() {
if(is_Enemy) {
ScoreManager.instance.AddPoint();
GameOverMenu.instance.AddPoint2();
navMeshAgent.velocity = Vector3.zero;
navMeshAgent.isStopped = true;
controller.enabled = false;
animations.Dead();

StartCoroutine(DeadSound()); // yia va kobuotepioel €AoX10TA N €KTEAEON

// avaygvvnoe K1 oAAa Coprmi
EnemyManager.instance.EnemyDied();

}

if(is_Player) {
GameObject[] enemies = GameObject.FindGameObjectsWithTag("Enemy");
for (int i = @; i < enemies.Length; i++) {

enemies[i].GetComponent<Controller>().enabled = false;

}

// oTtapatnpa avoayevvnong
EnemyManager.instance.StopSpawning();

GetComponent<Movement>().enabled = false;
GetComponent<PlayerAttack>().enabled = false;

GetComponent<Director>().GetCurrentSelectedWeapon().gameObject.SetActive(false);

}
if(tag == "Player") {
Invoke("ShowGameOverMenu", 3f);
} else {
Invoke("TurnOffGameObject"”, 3f);
}

} // SomeoneDied

void TurnOffGameObject() {
gameObject.SetActive(false);
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}
IEnumerator DeadSound() {

yield return new WaitForSeconds(0.3f);
audio.Play DeadSound();

}

void ShowGameOverMenu() {
gameOverMenuUI.SetActive(true);
crosshair.SetActive(false);
Cursor.lockState = CursorLockMode.None;
Cursor.visible = true ;

B.24 K\daon Stats

H «Adon mov givor vaevBovn yio v epedvion Kot dtoyeipton Tov T0c06ToN (ONE Kol oVTOYAG TOL
TOLUKTY.

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

using UnityEngine.UI;

public class Stats : MonoBehaviour

{
[SerializeField]
private Image health_Stats, stamina_Stats;
public void Display HealthStats(float healthValue) {
healthvalue /= 100f;
health_Stats.fillAmount = healthValue;
}
public void Display StaminaStats(float staminavalue) {
staminaValue /= 100f;
stamina_Stats.fillAmount = staminaValue;
}
}
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