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Befoicovar on eiuon o ovyypapéas avtis e epyooiog kol ot kabe fonbeio v omoia iy yio v
TPOETOIUATIO, TS EIVAL TANPOS OVAYVWPLOUEVH] KOL GVOYEPETOL OTHY epyaoia. ETmions, éyw kataypdwel
TG OMOIEG TNYES OTO TIGC OTOIES EKAVO, XPHON OEOOUEVMY, 10EMYV, EIKOVWV KOl KELUEVOD, EITE OUTEC
ovapépoviar oxpifag site mapappaoouéves. EmmAéov, fefoidvm Ot avth B Epyacio. mposToLUGoTHKE OT0
EUEVO, TPOOWTIKG, EI0IKG ¢ OmAwuatiky gpyacio, oto Tujua Mnyovikov T[IAnpopopikns Kol
Hiextpovikav Zvotnuadtwy tov ALTIA.E.

H rmapovoa epyaocio amotedel mvevuatixy 10ioxtnoio tov oyt Anuoobsvy [keuit{oylov mwov v
EKTOVHOE. 2T0 TAGLO10 THE TOMTIKNG OVOIKTHE TPOOLOCTHS, 0 GVYYPOPEAS/ONULIOVPYOS ekywpPEl oTo A1edvég
Hovemortiuio e EALGOOS docio xpriong Tov OIKOIWUOTOS GVOTOPAYmYNS, OOVELGUOD, TaPOVCIATHS OTO
KO1VO KOl WHPLOKNS O1GYVONG THS EPYATLOC OLEBVAS, 08 NAEKTPOVIKN HOPQN KOL G€ OTOI00NTOTE LUEGO, VIO,
OL0GKTIKODG KO EPEVVITIKODS OKOTOVG, GveDd aviodiayuatos. H avoixty mpoofaocn oto minpec keiuevo
NG EPYOOLAG, OEV oHUOIVEL KOO 0TO10VONTOTE TPOTO TOPOYWDPNOH SIKOLWUGTWV OLOVONTIKNS LOIOKTHTLOG
OV OVLYYPAPEQ/ONUIOVPYOD, ODTE ETUITPETEL THV OVOTOPAYWYY, OVOONUOTIELSN, QVILYPAQYH, TWOANOT,
EUTOPIKY XpNoY, olovour, Exdooy, uetopoptwoy (downloading), ovaptnon (uploading), uetdppooy,
TPOTOTOINOH UE OTTOLOVONTOTE TPOTO, TUNUATIKC, 1] TEPINTTIKG. THS EPYACLOS, YWPIC TH PHTH TPONYOOUEVH
EYypopn cOVOIVEGH TOD GVYYPOPER/ONULOVPYOD.

H éyxpion mg dumhopotikng epyaciog and 1o Tpuquo Mnyavikeov [Tinpoeopikng kot Hiektpovikmdv
Yvompdzev Tov Atebvoic [avemotuiov g EALESOG, dev bTOINADVEL OTOpALTTOS KOt 0TOd0Y TV
ATOYEDV TOL GLYYPAPED, EK LEPOVG Tov TunpoTos.



IIpoioyog

To axadnuoixd étog 2022-2023, skmovhOnke n wpoktikny doknon omv etaupeio Robotixlab (Kévtpo
Exnoudevtikng Poumotikig), tov kvpiov Avidvn Kavovpa. Ze avtiv v etoupeio propel £va maidi va
UAOEL pOUTOTIKT, NAEKTPOVIKA KUKADUOTO, TPOYPapUOTIopnd, Tpiodidotatn ektvnmon (3D printing) kot
avantuén moyvidwwy (game development). Exei £ywve 1 TpdTn €ma@n pe TV avamrtuln moyvididy,
uéow tov Microsoft MakeCode Arcade kot tov Scratch, émov kot ta 600 gival 16ToGEMDES, UECH TV
onoiwv umopei vo avortHéel kdmorog éva. oy vidt, pe v Pondeia evioddv-umiokx (command blocks),
ONAOdN He EVTOAEC OV €ival GYESAGUEVEG oav 0pHoydVIa TaPOAANAGYPUULM, EYOVY VTTOJOYEC GTNV
KOPLEN TOVG Kol TPoe&OYES GTO KATM UEPOG TOVG Kot £XOVV GYEOINGTEL LUE TPOTO OV TOVE EMITPETEL VOl
ocvvdéovtal (otolfdlovtal) pe aAleg evioréc-pumiok. Metd and kamoieg efdonadec evaoyoAnNoNe ue
ovtd, Eexivnoe M exudOnorn 7mEPIGGOTEP®Y TPOYUATOV Yo TNV aVOTTUEN TOYVIOIDY, OGOV
TPOYUATOTOMONKE £V GEUIVAPLO Y10, OVATTVUEN TOLYVIOIDV UEGH TNG YAMGGOS TPOoypappaticpuod C#
Kot TG pnyovig mayvidiov Unity. Ooco mepvovoe o kapdg kot to ospivaptlo eupdduve teprocdtepo,
pofaivovioy OAo kol 7O TOAAG TPAYUHOTO Yo TNV oLYKeKpEVN Propnyovia. Xkomdg gival o
EUTAOVTIGLOC TOV YVADCEWV Kol VO EEKIVIGEL L0 KAPLEPQ TTAVED O OVTO YEUATN EKTANEELS, cLVEPYAGTia
LE VTLEPOYOVS aVOPDTOVG Kail €V TEAEL VO, YIVEL 1] SNUIOVPYIR KATL KOVOTOMOV Kol KATL ToL B0l Tpocpépet
dlaokEdoT o€ TOAD KOGLO.



Iepiinyn

H napovoo dumhopatiky epyacio (A.E.) enikevipdvetor oty avamtvoén piov picdidotatav (3D)
TpOTOTLIOV (demMO) Toy ViSOV PE T ¥PHON TG YAOGGOE Tpoypappotiopod CH kot g unyovhg
moy vy Unity.

370 TPAOTO KEPAAAL0, YiveTOL 1 apyT], KAVOVTOC io El0ay®YN GTNV avATTLEN TaLVISIDV. XTNV GUVEXELD,
yivetor pedAétn tov mo cuvnOicpévev ePYOAEi®V Kol TEYVOAOYIDV TOVL YPTOLLOTOLOVVIOL GTNV
avamTuén oy VSOV Kot apéomc PETd yivetor pia eloaymyn e Unity kot g CH.

310 00TEPO KEPAAALO, OVOTTTOGGETAL TO TPMTO TOLYVIOL TNG SUTAMLOTIKNG EPYACING KUl LEGH GE AVTO
yivetat AGyog Y1 ToV 6Yed10oUd Tayvidton, yio TV dtoyeipion Tov 1608mv Tov maiytn (inputs) kot yio
™MV cOYKpovon Tov pe Ao avtikeipevo (game objects). Emmiéov, mpaypotonoteitor 1 tpocdnkn
TOAMOV KOl OLOQOPETIKOV E0MOV eUmodimv, T0 KoOEve AlTovpydvTag UE OQOPETIKO TPOTO,
dnuovpyeitan pio avtiotpoen pétpnon uéow ¢ oemopng ypnotn (user interface (Ul)) ot
EMOEIKVVETOL O TPOTOG UE TOV OTTOL0 YIVETOL O OYESLUGUOG TIGTOC.

‘Emerra, 610 Tpito KEQALOLO, LE TNV AVATTLEN TOL OEVTEPOV TOLYVIOLOV, YivETOL 1| 0Py KavovTag Eavd
Tov oyedloond moyvidlon Kot yiverol ovagopd oto 0onion design kot otov TPOmo UE TOV Omoio
dnuovpyeital. Xty cuvEELn, VAOTOLEITOL O TPOTOG KIVIOTG TOVL TTaiy TN, 1 SOLVATOTITO GVYKPOLGNC TOL
oyt ue to mEPIPAAIOY, YiveTal 1 TPOCONKN NYNTIKAOV KOl OTTIKMY £QE Kol EMOEKVIETAL EMIGNG M)
avAayKn POTIGLOD TOL ¥HPOL. AKOUA, LUE PACT) TOV GYEJAGUO TOTOC, EVIAGGOVTUL SIOPOPETIKOV EOMV
EUTOS10, OTWS KOl GTO TPMTO TOLYVidL, TO KaBéva Exovtag EEYWPIOTN CLUTEPIPOPA, ALY YIVETAL KOL M)
YPNOT TOAALOTADY KOl OSLLPOPETIKMOV OKNVAV TOL Toyvidlov (Onpiovpyiol S10pOpPETIK®OY ETTEd®V
dvokoMag). [Tépa amd avtd, yivetar kot AOyog Yo TNV aAlayn Tov pubuicewy tov £pyov, dnmc N
Bapvnto, aAAE Kot Yio TOV TPOTO LLE TOV 0010 0 oy TNG Umopel va kKAgioet To oy vidl, 6tav dev BEAeL
va, TaiEet GAlo.

210 TETOPTO KEQAAOO, HE TNV avdmTvEn tov Tpitov kot tehevtaiov moyvidlov, yiveror Eavd o
oY€0100LOG LY VIOL0D Kol YPMOHOTOLEITaL Kot Tt To Onion design oty apyn, emdeikvoovtot dha to
Baokd otoyyeio vOg mayvidlon pe ontikn mpmtov tpoc®rov (first-person view), avaeépetat o Tpomog
dnuovpyiag eddpovg (terrain), yivetar n mpoodnkn érolpumv assets amd to Asset Store g Unity yia
SpOopeTIKA €101 OmAmV Ko gxfpikdv TAacudtov, OTmMg Kot EMOTUAIVETOL O TPOTOG aviyVeLoTS Kot
Mo Tov gfpwdv mAacpdtov pe to 6mia tov maiytn. EmumpocBétme, dmpovpyeitor texvn
vonpoovvn yloo to. exfpikd mhdopota, yivetor n ypnon tov NavMeshAgent ywo v kivion tovg,
TPOYUOTOTOIEITOL O TPOTOG KIVIONG TV HOVIEA®V TmV gXOPIK®OV TAOCUATOV HECHO TOL animator,
onpovpyeital o Tpomog enifeong tv exfpikdv TAacudtov kot yivetal n mpochnkn tdviov {ong avtdv,
aAAG Kot ToV TToiyTn. Apéomg HeTd, evidooeton 1 demapn ypnot (user interface (Ul)) ywa va propéoet
va Eavanaigel v 1w Tiota o TaiyTng N Yo va yivel ££0d0¢ amd to maryviol. H epyacia emiong eotialet
oTNV dMpovpyio SOPOPETIKOV €MV cOUpOV Yo kabe omho, eEetdlel emiong katd v oyedioon
TOTOG TNV KOTAOKELN KTNpiov pe T yprion tov epyaieiov ProBuilder kot v cuveyeio yivetor
TPocHnKN OTTIKOL €€ Ppoyng Kou 1 petemesepyocia yio T PEATiOoN TG GUVOAKNG EUTEPIAG.

210 MEUTTO KO TEAEVLTOIO KEQAAOLO, AVOPEPOVTOL OAN TO CLUUTEPAGUOTO Kot Ol TOAVES TPOTACELS

Beltimong avTng g SUTAMUATIKNAG.

Ta mapomdve 0d1nyodv 6N SNUIOLPYID OAOKANPOUEVOV TPIGIAGTUTOV TPOTOTUTMOV TULYVIOIDYV TOV
avadekvoovy T dvvatotnreg g C# wor g Unity kot mpoo@épovv pio, TANPYN EUTEPio. GTOV
o000 KOl OTIV OVATTUET TOLVISIDV.



“3D Game Development in C# with Unity”

Dimosthenis Gkemitzoglou

Abstract

This thesis focuses on the development of three three-dimensional (3D) prototype (demo) games using
the C# programming language and the Unity game engine.

In the first chapter, the thesis begins with an introduction to game development. It continues with an
overview of the most commonly used tools and technologies in the industry, followed by an introduction
to C# and Unity.

In the second chapter, the first game of the thesis is developed. This chapter discusses game design,
player input management, and collision with other game objects. It also involves the implementation of
various types of obstacles—each operating differently—a countdown timer through the user interface
(UI), and demonstrates how level design is implemented.

In the third chapter, with the development of the second game, the process starts again with game design
and introduces the onion design pattern and how it is created. Then, the player movement system is
built, including collision detection with the environment. Sound and visual effects are added, and the
importance of lighting is emphasized. Based on the level design, new types of obstacles are introduced
like in the first game, each with unigue behaviors, and the game is expanded to include multiple scenes
(levels with varying difficulty). This chapter also covers how to change project settings, such as gravity
and how to allow the player to exit the game when desired.

In the fourth chapter, through the development of the third and last game, the process starts again with
game design and the onion design, and all fundamental elements of a first-person game are
demonstrated. The chapter explains how to create terrain, how to add ready-made assets from Unity's
Asset Store for different types of weapons and enemies, and how to detect and apply damage to enemy
creatures using the player's weapons. Furthermore, artificial intelligence (Al) is implemented for enemy
creatures using the NavMeshAgent for movement. Their animations are controlled through the animator,
their attack behavior is developed, and both enemies and the player are given health points. A user
interface (UIl) is also added to allow the player to replay the level or exit the game. The chapter also
focuses on creating different types of ammo for each weapon, building structures using the ProBuilder
tool during level design, and enhancing the experience with visual effects such as rain and post-
processing.

In the fifth and last chapter, all the conclusions and possible proposals for improvement of this thesis
are mentioned.

All of the above contribute to the creation of complete three-dimensional prototype games that highlight
the capabilities of C# and Unity, offering a comprehensive experience in game design and development.



Evyaprotieg

Oé® va gvyoploTNom, Wiaitepa, Tov kKuplo Aviavn Kdavovpa, dpvt g Robotixlab, wov ékave v
apyn, Kabmg pe elonyaye oty avamtuén mayvididv (game development), v olkoyéveld pLov, mov e
ompilel ko’ 6An avt v ddpkeln, 06ovg Pikovg pe Pondncav kol pe Bonbodv akdua, yio va
KUVNYNo® To OVEPO pov kat tov kvpto [avaywwtn TCékn vy v kabopiotikny Pondeid tov oty
TOPOVCH SITAMULOTIKY EPYOCIO.
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Avémtoén moyviduov (Game development)

Kepdarawo 1o:  AvamtoEn moaryyviow®v (Game development)

1.1 Ewayoym

H ovémtoén mayvidiov (game development, to omoio cuyvd cvvtopedetor og gamedeV) eivor M
dwdkacio dnuovpyiag evog moryviolov. I[Ipokeltal yio Ui TOAVEMIGTNUOVIKY TPOKTIKY 7TOV
nepthauPavel mpoypappotiopnd, oyedloaoud, téxvn, Myo, owemoen ypnotn (user interface (Ul)) xot
ovyypaon. Kabe pio amd avtég Tig Katnyopieg pmopel va amotedeiton amd mo eEetdikevuéveg 0e£10TNTEG.
Mo moapddeypa, n téyxvn mephapuPdaver v Onovpyio. TPIGHACTATOV HOVIEA®V AVIIKEWUEVOV,
LOVTEAOTIOINGT XOPOKTHPOV, KIVAOELS avTikelwévey (animations), ontikd epé kot dAla. H avamtoén
vrootpiletal amd v dlayeipion £pywv, TNV TopAy®YN Kol TNV dlac@dAiion modtntoc. Ot opdoeg
UTOpEL Vo 0TOTELOVVTOL OO EKATOVTAOES ITOWA, L0 LKPT Opdda 1 akOpa Kot oo Eva uévo GTopo.

[1]

H avantoén eunopikdv oy vididv ypnuatodoteital cuvhBog amd Evay ekd0Tn Kol UTOPEL VoL S10pKECEL
amd Ovo £m¢ mEvie ypdvie Yoo vo, oAokAnpwBel. H dnuovpyio moyviduov amd  pikpéc,
QVTOYPNUATOd0TOVEVEG OUadeG ovopdletal aveEdpmmm avdmtoén (independent development). H
TEYVOAOYIOL TTOL YPNOOTOLEITAL 8 évol TTayvidl umopel vo ypaptel amd v apyn N va Pociotel o
Aoylopikd Wokmoiog pog cvykekpyévng etapeiog. Kabog n avantoén mayvididv €xel yivel mo
nepimlokm, etvan mhéov ovvnBec TOGO Yo €TapEieg, OGO KOl Yo aVEEAPTITOVS TPOYPOUUUATIOTEG VL
xPNOooTolobV £Totue «unyavie» omme n Unity, n Unreal Engine 1) 1 Godot Engine. [2][3]

H epmopikn avantoén moyviduov Eekivinoe tnv dekaetio tov 1970 pe v gupdvion twv arcade
TALVIOIDV, TOV KOVGOADV TPAOTNG YEVIAS, OTmG To Atari 2600 Kot TV OIKIOK®Y DTOAOYIGTOV, OTMG TO
Apple II. X dekaetia Tov 1980, évag LOVO TPOYPOUUATIOTIC LTOPOVGE VO AVATTOEEL EVAL TANPEC Kol
OAOKANpOUEVO TTanyvidl, ontmg to Pitfall!. Qotdc0, Le TIc KOvodAeg deDTEPNC KO TPITNG YEVIAS OTA TEAN
™m¢ oOekaetiog Tov 1980, v aw&avopevn OMUOTIKOTNTA TOV TPIGOICTUTOV YPOPIKMDY GTOVGS
TPOCMOTIKOVG VITOAOYIGTES KOl TIC VYNAOTEPES TPOGIOKIES Y10 OMTIKA EPE KO TOLOTNTA, £YIVE HVGKOAO
v éva LOVo Atopo va Topdyet £va oy vidl tov tdoemv. To péco k6610g Tapaymyns evog moAd KaAov
oy vidod (cvyvd avapepopevov g AAA) avénbnke apyd and éva £mc Téooepa eKatoppdpLe SoAdpLaL
tov HITA to 2000, ce mave omd dkoclo ekaToppvplo doAdpla éwg to 2023. Tavtdypova, 1
aveEapm avamtuén mayviduwv éyel avlicel. To mo emtuynuévo e TOAGELS TaLyvidl OAOV TOV
emoy®v, to Minecraft, apywd ypdomre and &va povo dtopo, ot GuvEXEW vIooTnPlxOnKe amd o
Hkpn| opdda, mpwv N gtanpeio e&ayopaoctei amd T Microsoft kat enektabei onpovticd. [1]

To epmopid moyvidio TV TACEMV AVATTUGGOVTOL YEVIKG 08 PACES. Apykd, onpuovpyeital pio 10éa,
N omolo GTN GUVEXEWL TEPVE OTN QPACN NG TPO-TOPAYWYNS, OOV YPAPOVTOL TPMTOTLTA Kol
onpovpyeital to oxedo y oAOKANPO TO Toryvidl. AkoiovBel M mApovg KAMpokag avamTtuén 1
TOPOYOYY| KOl GE OPICUEVES TEPIMTACELS, L0 PACT] LETA TNV TOPAY®OYY], OOV TO oty Vidl PeEATIDVETAL.
‘Exet yiver cuvnbiopévo yuo mTOAAOVG TPOYPOUUATIOTEG, WOWHTEPO HKPOTEPOVS, VO KUKAOPOPOVLV
onuoclo. To o vidl TOvg o€ HopeN TPOWNG TPOsPacns, Omov M avATTLEN TPOYUATOTOLEITOL
TOPOAANAQ PE T ANYN avaTpo@odOTNoNG altd TPAyUaTIKoOS TToiytes. [1]
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1.2 Epyoleio kou Te(vorL0Yigg Y10 TNV AVATTUEN TOLYVIOLOV

2V ovATTLEN TOLYVISLDV, YPTCLLOTOI0VVTUL S1APOp EpYaAein Kot TEVOAOYIES Yia T dnovpyia, Tov

oxedl0G O Kal T PeATioTONONGN TOV IO VIOV, AVTA TEPIAAUPAVOLY UNYOVEG TOLVIOLDV, EPYOLELN

dNuovpyiag avTIKEWEVOV/LOVTEL®Y, AOYIGLIKO TPOYPOUUUATIOUOD KOl TAOTEOPUES OOKILMY.

Mnyavéc mayviduov (Game engines):

.

Unity: H Unity ivon pio pnyovi avamtoéng o€ Tpayuatikod ypovo pe SuvatdTnTEG TOAAATAMY
TAUTQOPUL®Y, 1| OTOl0L YPNCYLOTOIELTAL Y10, TN OMUIoVPYio SIGOICTOTMV KOl TPIGOIGTUTMV
TOLYVIOLDY, TPOGOUOLMGEMY Kol S10dPACTIKOV EUTEIPLOV. Emitpénel 6Toug Tpoypopupuotiotéc
Vo OMUovpyodV Uio. OpE KOl VO OVATTOGO0VY TO £pY0 TOVUG GE TEPLOCGOTEPES OO €iKOG1
TAATPOPUES, OMMG KIVNTE, VTOAOYIOTEG, KOVOOLES, emanEnuévn tpaypotikotyta (augmented
reality (AR)) ko1 ewoviky wpaypotikotto, (virtual reality (VR)). H Unity ypnoipomotel ™
vAdooo C# yia scripting kot mwap€yet Eva 1oyvpd AOYIGUIKO EXEEEPYAGIOG, UNYAVT] OTEKOVIOTG
YPOPIKOV Kal £va EKTEVEC Katdotnua epyareinv (Asset Store). [4] TTépa amd ™ dnpuovpyia
moyvowwy, 1 Unity ypnoyonoteitarl eupémc oe Toueic Omme 1 OPYLITEKTOVIKTY, O GYESUCUOC
QUTOKWVITOV, 1 EKTOIBEVEN KOL 1] TOPOYOYN KIVILOTOYPAPIKOV Epymv. [5]

Unreal Engine: H Unreal Engine, mov avamtoyOnke omdé v Epic Games, sivol éva
OAOKANPOUEVO €PYOLEID OMUIOLPYIOG TPICOACTATOV EQUPUOYDV GE TPAYUOTIKO YPOVO, TO
0moio YPNOWOTMOLEITAL VIO TNV aVATTUEN VYNANG TOOTNTOC TOLYVIOIDV Kol SldPaoTIKMV
EUTEPLOV  GE TANTQPOPUES OMMG VTOAOYIOTEG, KOVOOAEC, KIWNTEC GULOKEVLEC, EKOVIKY
npaypotikotnta (virtual reality (VR)) kou emavénuévn mpayupatikomrta (augmented reality
(AR)). TIpoocpépetl mpoNyUEVE, YOPAKTNPIOTIKE OTMG POTOPEUAIGTIKY GLEIKOVIOT YPOUPIKDY,
Suvolkd POTIGUO Kot €va 1oyLpo cvoTHUA ELGIKNG. H unyavn vrootnpilel Tpoypappatiocpnod
oe C++, kafdg Kol £va cVOTNUO OTTIKOD TPOYPOUUATIGHOD ov ovopdaletor «Blueprints»,
EMTPENMOVTOAC GTOVG TPOYPUULOTIOTEG VO ONOVPYOVV TOADTAOKOVG UNYAVICUOVE oy vVid1o0
yopic exteTapuévn kmodkoroinomn. Iépa amd ta moryviolwn, n Unreal Engine ypnoonotgitol o
Blounyavieg 6T®MG 0 KWNUATOYPAPOS, 1| OPYITEKTOVIKY KOl O GYESIOCUAC OUTOKIVITOV Y10,
TPOGOUOLDGELG KOl OTTIKOTOMNOELS. [6]

Godot Engine: H Godot Engine givat pua dmpedy kot avorytod K®dKe TAat@oppo. avamtuéng
Toyvduwy mov vrootnpilel v dnpovpyia tOco diodibioTaTmV, 060 Kol TPEOEcTATOV
mayvdwwy. [Ipoceépel éva olokinpopévo chvoro epyoreiov, cvopmephapfovopévov evog
OTOKAEIGTIKOD OIGOAGTATOL UNYOVIGUOV, €VOG 10YLPOL TPLOOEGTATOV UNYAVIGHOD, €VOG
GUGTILOTOG KIVOUUEVIG EIKOVOG KOL I0G EVOMUATOUEVIC YADOGOS TPOYPUUUATIGUOD TOV
ovopdleton «GDScript», n omoia givar cvvtaktikd mapduoa pe v Python. To cvomua
oknvov tng Godot Engine emtpémel 6TOVG MPOYPOUUOATIOTES VO ONULOVPYODV GToLyEin
ToVIO0Y  YPNCLLOTOIOVTOG €val OEVIPO KOUP®V, OLELKOADVOVTIOS TNV OPYOVOUEVT] Kot
gmovaypnolporomoiun avantoén. H pnyovi vrostpiletl avdmtuén oe moAhaniég TAaTOpueC,
couneprroppavopévov tov Windows, macOS, Linux, Android, i0S kot puALOUETPNTOV 16TOD
péom HTMLS. TTépa omo ta moyvidia, n Godot Engine ypnoylomotgitat yio 1pocopotdGELG Kot
dadpacTIKEG EQapPUOYEG o d1apopeg Prounyavies. [7]

Epyoieia dnpovpyiog ypopikdv:

.

Blender: To Blender &ivot pia dmpedv kot ovorytod kddika covito dnpovpyiog tpiodidotatmy
YPAPIK®OV TOL VITOSTNPILEL OAOKAN PN TN Sladikacia Tapaywyng 3D, coprepilapfoavopévay tng
povtelomoinomng, Tov rigging, T@v animations, tng TpPocopoimoNG, TNG OTEKOVIONS YPUPIKDY,
g ovvBeong kot tng Tapakorovnong kivnong. [lpoopépel eniong duvatotnteg enelepyaciog
Bivteo kot dnpuovpyiog moyyvidiov. To Blender givatl ToAAATAGY TAATPOPU®V Ko GUVTINPEITOL
Ao U0 TOYKOG L0, KOVOTITO TPOYPUUUATIOTOV. [8]

Zbrush: To ZBrush, avamtuyuévo amnd v Pixologic (topa pépog e Maxon), sivar éva
EMOLYYEALOTIKO AOYIGUIKO YNQIOIKNG YALTITIKNG Kol {oypapikng mov cuvivdalel Lovielomoinon
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3D/2.5D, vepn ko Loypagikn. Xpnoiomotel thv 1010kt TEXVOLOYia «PiX0l», amodnkedovtog
TANPoPopieg Yia To BAOOG, TOV TPOCAVATOMGO KOl TO VAIKO, EMTPETOVTOS GTOVG KOAMTEYVEC
v Onuiovpyodv eEapeTikd AemTopepn UOVTEAQ eKaToppvpiov molvydvev. To ZBrush
TPOGPEPEL 0L UEYAAN TOKIMO OO TPOCOPUOCILE, TIVEAD KOl EPYOAEiD, EMITPETOVTOG
SO TIKES KOl 0TOSOTIKES POEC EPYACING Yo TNV dNUIoVPYio TEPITAOK®Y AETTOUEPEIDY KOl
Ve®V. Xpnoonoteital evpéme oe Prounyovieg OTMG 0 KIVNUOTOYPAPOG, T oy vidlo Kot 1)
EIKOVOYPAPNOT, KOOIGTOVTAG TO £va TPOTLTO EPYOAEID yio. TN OMOLPYID. LOVTEA®DY VYNANG
avalvong kot cOvhetov oyediov. [9]

Autodesk 3ds Max: To Autodesk 3ds Max &ivat évo, emayyeALoTikd AOYIGHIKO TPIoAA6TOTNG
LOVTEAOTOINGNG, AMEIKOVIONG YPUPIKOV Kot animations mov emTpénel 6Toug YPNOTEG vVl
OMUIOVPYOVV EKTETAUEVOVG KOGLOVE KoL VYNANG oot Tag oxédia. [Ipocpépet ioyvpd epyareia
LOVTELOTTOINGNG, MU0, EKTEVN] OPYLTEKTOVIKY TPooBitmv kot vmootnpilel Asitovpyieg Om®G
SVVaIKT TPOGOUOimGN Kot cuothuate copotdioy. To 3ds Max ypnouonoteital evpémg otV
AvanTLEN TOVISIDY, GTNV TOPUYOYN TOWIDY Kol 0TV OPYITEKTOVIKY omeikoviot. [10]
Autodesk Maya: To Autodesk Maya seivar éva emoyyeApatikd Aoyiopkd 3D mov
YPNOYLOTOLEITOL Y10, TN OMLOVPYI PEAAISTIKMY YOPUKTAPOV KOl EVIVTOGIOK®Y 0. TTapéyet
eAKVOTIKG epyodeio yio animations, diouoBntikég SuvatdTnTeg LovIEAOTOINoNG Kol Voot Pilet
TV OMUIovpYioe TOAVTAOK®Y TPOGOUOIMCEDY Kol onTik®v €€, To Maya ypnoylomoteitot
EKTEVMDG OTNV TOPUYOYT TOWVIOV Kot Tayvidiov. [11]

Mixamo: To Mixamo sivat pia etopeio Teyvoloyiog TplodidoTatmy Ypagik®y oL TPOGPEPEL
dradikTvakéc vanpeoieg ywo animations tpiodidotatmv yopokmpov. TTapéyst o eKTevn
OLAAOYN £TOU®Y TPOG XPTON TPLEOACTOTMV YOpaKTHP®V Kot animations, pali pe pa vanpeocia
OVTOUATOV rigging OV EXTPENEL GTOVE YPNOTEC VO, VERALOLV TPOGUPLOCUEVO LOVTELD, KOL VO
o AapPavouy miom pe TANPN okeAETIKA rigs. Ot vnpesieg Tov Mixamo ¥pNGIUoToLVVTUL
EVPEMG OTNV OVATTLEN TTOLYVIOIDV, GTOV KIVILOTOYPAPO Kal 6€ GAA dtadpacTikd péoa. [12]

AOYIoUIKE TPOYPOUUATICHOD:

o.

Visual Studio: To Visual Studio givar éva odokinpopévo mepifdirov avamtuéng (integrated
development environment (IDE)) mov avantybnke omd n Microsoft. Yrmootnpiler v
avamTuén epopuroy®mv og ddpopeg TAaTpdpues, cvureprapavopévev tov Windows, macOS,
Android, 10S ka1 web. To Visual Studio mpocpépet Aettovpyieg dnwg eneEepyocio KOOKA e
IntelliSense, amoceoipdtmon (debugging), mpoeih kot pio cepd epyaleimv Yoo cuvepyacio
opadmv. Ymootpiler moAlés yAdooeg mpoypappaticpov, omwg C#, C++, Python ko
JavaScript, enutpémovtag GTOVG TPOYPOUUATIOTES VAL ONILLOVPYOVV SLAPOPESG EPAPLOYES, OO
EQPUPLOYES EMTPATECIOV KO KIVTOV GLGKEL®V MG vanpeoieg web kat cloud. [13]

Visual Studio Code: To Visual Studio Code &ivat £vag dmpedv, avorytod KOdika eneEepyaotnc
KdOWKa Tov avortvuydnke and v Microsoft. Eivat moAlamAdv mAat@opprdv, AEITOVpYDOVTOG GE
Windows, macOS «ot Linux. To Visual Studio Code mapéyel Aertovpyieg omwg emonuavon
oOvtaéng, copminpoon kodwko, pe IntelliSense, vrootipién amoopaipdtwong (debugging) ko
evoouatopévo éleyyo Git. H emextdoyin apylteKTtoviKr Tov ENTPETEL GTOVS TPOYPOUUATICTES
Vo eyKofoTobV EMEKTACELS Yo TMPOCHETN AEITOLPYIKOTNTA, GCLUTEPIAAUPOVOUEVNG NG
VIOOTAPIENG Y10 SAPOPEG YADGGES TPOYPAUUATIGHOL Kot TAaicta epyaciac. To Visual Studio
Code ypnoonoteiton evpémg yio TNV avantuén epappoydv web kot cloud Adym g eappiig
(@VGNG TOL KOl TOV 10YVPOL GLVOLOV AELITOVPYLDY TOL. [14]

[Mateopueg Sokipumv kot fertiotonoinong:

.

Unity Profiler: To Unity Profiler eivat éva gpyodeio avéivong amddoong EVEOUATOUEVO OTN
pnyavn Unity, o0 eMTPENEL GTOVG TPOYPOLLUATIGTES VO TOPAKOAOVOOVY Ko va BEATIGTOTO100V
TG epapuoyég toug. Hapéyer Aemtopepeig minpoeopieg yio S16.popa PHETPUKH amrdOO00T G, OTMG 1
xp1ion CPU ka1 GPU, 1 Katavaimor pviung Kot To 6TatioTikd arddoong. Ot mpoypaploTioTeg
umopobv va. cvvdécovv to Unity Profiler oe cuokevég oto diktvd tovg 1 amevbeiog otov
VTOAOYLOTI] TOVG Y10l VO, SOKILAGOVY TNV atOd00T) TG EPOPUOYNG OTIC EMBVUNTEG TAATPOPLES.
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Emuwiéov, 1o Unity Profiler enttpénel tv mpocbikn Tpocoprocuévov SEIKTOV avaAvong yio
TN GLAAOYYT] GUYKEKPIUEVAOV OEDOUEVOV OO0, SIEVKOAVVOVTOS TOV EVIOMICUO Kal TNV
enilvon mpofinudrov. [15]

B. Unreal Insights: To Unreal Insights givar éva cootua mpoeik evoouatopévo oty Unreal
Engine, oyedlacpévo yia T GLAAOYT, OVEAVGT Kol OTTIKOTOINGT) SEGOUEVOV TTOV EKTEUTOVTOL
amo v unyovn. Bonba tovg mpoypappatiotég va evtomilovv onpeio cuppopnong amodoonc,
TOPEYOVTOC AETTOUEPELG TANPOPOPIES Y10 SIAPOPEG dPAGTNPIOTNTEG TNG UNYXOVIGS, OTTMS 1| XPNOT
CPU «a1 GPU, o1 yp6votr poptmenc Tev assets kot 1 anddoon tov diktoov. To Unreal Insights
UTOPEL VO KOTOYPAPEL OEGOUEVE, TOGO TOTIKA OGO KOl OTOUAKPVGUEV, EXITPETOVTIOG EVEMKTT
avalvon omodd0oNe KaTh T S1GpKELN SIUPOPETIKMY 6Todinv aviamtuéng. [16]

v. Godot Profiler: To Godot Profiler ivat éva gpyaieio avaivong oamdd06mg EVOOUATOUEVO GTOV
nivako anocpaipdtmong (debugging) thg Godot Engine. Enttpénel 6TovC TPOYPOUUATIOTEG VO
TOPUKOAOVOOHV LETPIKEG aTOS0OTG GE TPUYUATIKO XPOVO, OTMG O XPOVOS KapE, 0 XpOVOG KOopE
(QLGIKNG KoL 0L pOVOL EKTELEONC TOV GLVAPTNGEMY TOV SCripts. Eexwvavtag to Godot Profiler
Katd ™ Odpkewn Uog ovvedpiog mayvidlod, Ol TPOYPUUUATICTEG UTOPOLY VO, GLAAEYOLV
dedopéva, ov fonbovv 6Tov evIomIGUO TPOPANUATOY amdd0oNG Kot 6T N BEATIGTOTOINGT TOVL
Kkodwko, aviroya. To Godot Profiler mapovcidlel avtd to dedouéve 6€ YpaeIK HOPON,

KaO16TOVTOG EVKOAOTEPN TNV EPUNVEIN KL TNV AVTILETOTION TOOVOV CTUEI®Y GLUEOPTOTG.
[17]

H emiioyn tov KotdAAN AV epyaleinv Kol TEXVOAOYLDV €£0PTATOL OO TIG AVAYKES TOV EKAGTOTE £PYOU,
TOV TTPODTOAOYIGLO KOl TV EUTEIPIO TNG OULASAG aVATTUENG.

1.3  Unity xou C#

1.3.1 Ewoyoyn oty Unity

H Unity elvor pio moADTAQTQOPLIKY HNnyovi] Toyvididv mov Oonmpovpyndnke oamd tv Unity
Technologies. [Tapovoidotnke yio tpd™ eopd Tov lovvio tov 2005 oto Apple Worldwide Developers
Conference, mg epyaieio avdmtuéng €0ka yo o Mac OS X. 'Extote, 1 unyavr| €xet enektobel yio va
vrootnpilet éva evplh AGLA TAATQOPUDV, OTWS VIOAOYIGTES, KIVITEG GUGKEVES, KOVGOAES TALYVIOLDV,
KaODG Kol ePOPUOYES EMAVENUEVIC KLl EKOVIKNG paypatikotntac. Efval dwitepa dnpopiing oty
avamtoén Toyvidudv yio kivntd i0S kot Android. Xépn otnv e0koAn yprion g, Tpotipdtot Guyxva amod
apYOPLOVS TPOYPOULOTIOTES KO OTOTEAEL [0l TOAD OMUOPIAT, ETAOYN Yo AVEEAPTITOVS OMLLLOVLPYOVS
noyviowov. [18] H Unity emrpémer v dnuiovpyio 1060 Tplodidotatmy, 060 Kol d16d100TaTmV
oy vy, kabhg kot ddpactikdv mpoocopoiwcswv. [19][20] TTépa amd v Popnyavio tov
moyvdwy, 1 Unity yprnowonoleitar emiong o€ TOpelG OMOC 1 KWNUOTOYPAMIKY TOPAY®YN, O
OXEOLOGLOG OYNUATOV, 1) OPYITEKTOVIKT], T UNYOVIKY], Ol KOTAOKEVES Kol akoun kot and T 'Evomieg
Avvapeg tov Hvopévev Tolreiov. [21]

XopoKTNPIoTIKA Kol SUVOTOTNTEG:

a. H Unity vroompilet v ypaen kd@dia (scripting) omv yAdooa mpoypappoticpod C#. H C#
etvar por ooy elpt{OUEVT], AVTIKEWLEVOSTPUPT|G YAMGSO TPOYPULLLATIGLOD, 1) OTOi0, OTOTEAET
pépog g mhateopuag NET kot ektedeitan oto molvmhatpopuikd nepifdddov ektédeoncg .NET
(runtime). [22] Emwdéov, to mepiffddlov scripting g Unity givon dopmpévo yopw and m CH,
Kot 1 punyovn petoylottiCetl (compiles) Tov kddwka C# yio avamtuén o d1dpopeg TAUTPOPLES.
[23]
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B. Evoouatovelr éva pouoikd cvotnuo euoiknig (NVIDIA PhysX) [24], to onoio emttpémel v
VAOTOINGN PEOMOTIKOV OAANAETIOPACEDY UETAED OVTIKEIUEV®V.

v.  H pnyavn mpoopépet to Visual Scripting (Bolt) [25], éva cOotnua ontikod Tpoypappotioon,
IOV EMTPENEL GE U TPOYPOUUOTIGTES VO ONUIOVPYOVV AOYIKT| TTALYVIO0D Y®PIC VO YPApoLY
koo, Mopddinia, to Unity Profiler [15] BonBd tovg mpoypappotiotég va avaldcovy Ty
00006 TOL T VIS0 Tovg, evtomilovToc onueio Tov ypetdlovtal ferTioTonoinon.

8. "Evo, and ta peyodvtepa mAgovektuata e unyxovig eivot to Unity Asset Store [4], pa ayopd
yeudtn pe €royo assets, scripts koi plugins, 7oL EMTPENMEL GTOVC TPOYPOLUUOTIOTEG VO,
EMTOYOVOLY TNV Olad1kacio avamTuEng Kot va TpocBEcovy vEeg Asttovpyieg 6Ta £pyo. TOVC.

Yhykplomn pe GAAeG Unyoveg:

Avtdg o mivakag cuykpiver v Unity kot v Unreal Engine kot divet pio capéotepn €1KOVO Y10, TO TOV

veptepel Kabe punyavi, fondmvtag kdmolov vo eTAEEEL LTIV TTOL TaPIALEL KAADTEP GTO TOLYVIOL TOV.

XopakTnpioTikd

Eukohia xpAong

NoidTnTa ypagikuwy

Amodoan

Zuyypapn kwdika

KardoTnua epyaheiwy

Ymootripi§n TAaTgpopuag

Kowvotnra kol utrooTipign

KéoTog

Unity

EUkohn va Tnv pabel kaveig, 15avikr yia apyapioug

Kahrj, ahhd 6y kopugaia

Xpeadetar Aiyn Tpomromoinon

Zuyypapn kwdika ge C#, tuthktn

Tepdomia Toikihia epyaheiwy

Mavw amo 25 mharedppeg

Meyahn, XpAoiun KovoetnTta

Awpeav emiAoyr, TTANpwun
yia TpooBEeTeEC AEITOUpPYIiEC

Unreal Engine

Mavioyupn, ahAd o d0okohn
va Trv TEAEIOTIOINTE KOVEIg

Ta kopupaia ypoa@ikd Tng Blopnyaviag

BeAnigromoinuévn yia épya Bapéwy kaBnkovTwy

OmmikA ouyypagr kwdika pe Blueprint

loxupo, ahhd pIKpOTEPEG ETIADYES

1Bavikd yia uwnARS TTOIGTNTAG TTAQTQOPLES

Meyahn ko evepyr uTrooTRPIEN

Awpeav yia va EEKIVIOEI KOVEIG,
UE DIKOuLUaTa apyoTEPa

Ewova 1.1: H Unity cvyrpivéusvy ue mv Unreal Engine [26]

Avtog o mivakag ovykpivel v Godot Engine pe v Unity kot diver pia capéotepn €1KOva yio 70 TOL

vreptepel Kabe punyavr|, fonbmdvtag kdmolov va emAEEEL LTIV TTOL TAPLdlel KAADTEPQ GTO TOL(VidL TOV.
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XapakTnpioTike

FAMOOOES yia TNV auyypaQr KWAIKa
Mpagikd Kol OKIGOEIg

KardoTnua epyaheiwy

Kowotnra kol utrooTipign
Amédoon

YioBéTnon oTnv Blopnyavia

Eukohia ekpdBnang

Godot Engine

Xpnowuotrolei GDScript (mapéuoia pe v Python)

Auvard, ahAd AiyoTepo TTponyuEva ooov agopd
v okiaon Tng Godot, o oyéan pe autr Tng Unity

MikpdTepo, KIVOUUEVD OTTG TNV KOIVOTRTO

MikpOTEPN, QVATITUCTOUEVT KOIVOTNTA

Ehagpid, amoteheapanikn yia 2D
Kal pikporepa 3D Epya

XpnoiyoToleital oTravioTepa,
aMhd@ augaveral n uioBETNAN TNG

Mo arhn dieapr ko n GDScript
eivan Mo edkohn va TNy Pabel kaveig

Unity

Xpnawgotrolei C#

AVWTEPT YOUQIKA UE TIPONYUEVES
TEXVIKEC amodoang

ExteTapévo kol kahd edpaiwpévo

Meydhn, evepyn kowvaTnTa
UE EKTETOPEVOUG TTOPOUG

Apiarn ge maikvidia 30D uywnhrig ToIGTNTOg
kal ok epapuoyég VRIAR

AvayvwpileTon Ko ¥pnoiPoTToIETa EUpiwg

Mo 1oxupn pnxavr], ahAt £xel
O QTTATORN KAauTToAn ekpdBnong

Ewova 1.2: H Godot Engine cuyrpivdusvy ue v Unity [27]

Xpnon g Unity népa and to moryvidio:

Amb 10 2010 ko petd, n Unity Technologies ypnoipuonoince tnv unyovi oy vidlidv g yio va, uetafel
o€ GAleg Brounyavieg péom g mAateopuog real-time 3D, cuunepAapfavouévov Tov KIvUaToypapou
Kot ¢ owtokwvnroPopunyaviog. [28][29] H Unity wepopatiomke yioo npdtn @Qop& pHE TOV
KIVIULOTOYPAQpo Héo® tov Adam, (o Uikpod PNKOLG Toviog Yio £VoL pOUITOT OV OPOTETEVEL OO TN
@LAaKN. Apydtepa, n Unity cuvepydotnke pe tov oknvoBémn Neill Blomkamp, tov onoiov to Oats
Studios ypnoylomoince ta epyaieio TG Unyovig, cvumeptiaupavouévov tov real-time rendering kot
tov Cinemachine, yio va dnpiovpynoet 500 Tavieg pkpod pinkovg pe violoyoth, Tig Adam: The Mirror
kow Adam: The Prophet. [28] 1o cvvédpio Unite Europe 2017 oto Apotepvtop, ) Unity entkevipoonke
ot dnuovpyia tavidv pe o Cinemachine, epyoleio g ékdoong Unity 2017.1. [30] To 2018, n Disney
Television Animation kxvkAopdpnoe tpia shorts pe titho Baymax Dreams, ta omoio dnuiovpynonkov
pe ) unyavn Unity. [31] H pnyovn Unity ypnoyonomnke exiong amd ™ Disney ya t dnpiovpyio
TV eoviov otV tawia The Lion King tov 2019. [32] Ot awtokivntopiopunyavieg ypnopomoony my
teyvoroyia g Unity yio va dnpovpyodv poviéAa mANpovs KAMUOKAS VEOV OYNUATOV GE EIKOVIKN
TPOYUATIKOTNTO, Vo XTILOLV EIKOVIKESG YPOUUES GUVAPUOAGYNONG KOl VO EKTOOEVOLY £PYALOUEVOLG,.
[29] H Unity avortocoetl eniong AMDGES 6TOVG TOUEIG TNG OPYITEKTOVIKNAG, TNG UNYXOVIKNAG KOl TOV
koraokevmv. [33] EnutAéov, n punyavn g Unity ypnotponoteiton and tv DeepMind, pua etoupeio tng
Alphabet, yio v eknaidevon texvntic vonuoovvne. [34] Alleg ypnoelg Tov dEPELVMOVTOL aId TV
Unity Technologies mepthapBdvouv v apyItekTovIKY, T HWNYAVIKY Kol TIG KoTaoKevEg. [33]

1.3.2 Ewoayoyn etnv C#

H C# givonl po yYAdooo mTpoypappaticod vyniol emmEdon YEVIKNG xpnomns, M omoia vrootnpilet
TOAAOTAG Tapodelypato Tpoypappatiopov. [epthopfdver xopakmmpioTikd OTMG GTATIKY] TUTOTOINGT)
[35]:4, woyvpn tumomoinom, Ae&hoyikn euPELElD, TPOOTAKTIKO KOl SNAMTIKO VoG, KaHDG Kot
Aertovpyko, yevikevpévo [35]:22, avtikeevootpapés (e xpnor KAGGE®DVY) KOl TPOGUVATOMOUEVO GE
CUVICTMOGES TPOYPUUUATIGHO. [36]
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H avartoén g €ywve xupiog and tovg Anders Hejlsberg, Scott Wiltamuth wou Peter Golde,
gpyalouevoug ot Microsoft. [36] H npdn gvpeia d168eom ¢ mpayuatorombnke tov Iovito tov 2000
[36], xor apyotepa eykpibnke g d1ebvég mpdtumo amd v Ecma (ECMA-334) 1o 2002 xoi omd tov
ISO/IEC (ISO/IEC 23270 xou 20619) 1o 2003. H Microsoft mopovoioace mv C# pali pe to NET
Framework ot 1o Microsoft Visual Studio, mpoidvta mov gkeiv v €noyn Moy KAEIGTOO KMOOKO.
Torte,  Microsoft dev giye akoun mapovctdcel Aoylopikd avorytod kadika. Téooepa ypdvia apydTepa,
70 2004, Eexivnoe To dwpedv Kot avoryTol Kadika Epyo Mono, T0 0moio Tpdcpepe compiler kot runtime
nepfairov yio v C# oe moAomAég mhateoppec. Mia dekaetio opyotepa, 1 Microsoft kuklopopnce
7o Visual Studio Code (cvvtaktng kddika), Tov compiler Roslyn kot tv eviaio mhatedpua NET, ta
omoia gival Oha dwpedv, avorytod Kadika Kot cuppatd pe v C#. To Mono telkd evoouat®bnke ot
Microsoft, yopic 6pmg va cvyywvevdei ue to .NET. [37]

Amé tov lavovdpro Tov 2025, n o Tpdspatn otadepn £kdoom ¢ YADooog Tpoypappatiopod C# gival
n C# 13.0, n onoia kukhopopnoe enionua o 2024, poli ue v mhoateopua NET 9.0. [38][39]

14 Emiloyog

270 TPOTO KEPAANLO EYIVE EICAYWOYN HE T PACIKOTEPN TPAYLATOL, TOV TPENEL VO, YVOPILel KAToog, Yia
™MV ovamtuoén moyvidlov. Auécmg UeTd, ovaeépbnkav To epyoisio. KOl Ol TEXVOAOYiEC OV
YPNOUYLOTOLOVVTOL Y10, TNV OVATTUEN O VIOIDY. Y GTEPQ, 1) OUTAMUATIKY EPYOCIN E0TIOGE GTNV UNYOVY
nayvidiov Unity, mov eivat éva maciyveotd epyaieio oTov ydpo g ovAmTuéng Toryvididy, EXGUAVE
Baocukd mpdypato yioo auTV Kot TNV CUVEKPIVE HE GAAEC UNYOVEC TouyVIOIDV. XTO TEAOG, TO TPDTO
KepdAato ékieloe, kavovtag cvlntnon ywo v C# kot tov poro .
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Ke@daiarwo 20: Dodgy

2.1 Ewayoy

To moryvidr «Dodgy», eivat o TpdTo TOY VISl 0V TE TS SMAGUATIKNAG epyaciog Kot gival £va moryviol
ue otk tpitov mpocsmmnov (third-person view), émov o maiyme, yewpiiouevog tov Dodgy, mpoomobel
VoL OoQUYEL SLAPOPO. EUTOSL TOL EUPOVILOVTOL UTPOCTH TOV, KOO’ OAN TNV ddpKeELo TG TOTAG.

2.2  Xyedwoopog waryvidorov Tov Dodgy (Game design of Dodgy)

370 CLYKEKPEVO TOLYVIOL, VTTAPYEL £V TOlYTNG, GTOV 0010 dev yiveTaw TOPEUPAOT OTNV EUPAVION
TOL Ko LIAPyEL pio Kdpepa Tov Tov akolovbel ke’ oAn v didpkeln Tov Toryvidtov. Ol T game
objects amotelovvtal amd omAG avTikeipevo Tov Ppickel kAmolog oto 1o £tolpo game objects tng
Unity. O kavdveg tov mtaryvidion gival amhol. O moiytng mpénet vo amo@hyel 060 TEPIocdTEPa EUTOOI0
umopet, Eekivavtag omd v agpempia (onueio A) uéypt va @tacel otov teppoticpd (onueio B) kot
TPOTOD TEAEIMGEL 1) OVTIOTPOPT WETPNOT. XTO GULYKEKPWEVO TOLYVIOL LITAPYOLV SlOPOPOV EWOMV
EUTOS1NL KO OTOV O T TNG OKOVUTGEL KATO10 0td anTd, VITaPYEL Lio €i00vg apvntikn faduoroyio mov
avEdvetol kGBe Popd mov o maiyte axovumdel évo and to epnddia. O yepiopds tov Dodgy yivetat
péom tov koopmav W, A, S, D, 6mov 10 W &ival 1o purpootd, to A givat to apiotepd, o S givat 10
niow kat to D givon To 014

Méoa otov oyedlooud Toyvidlon, evidoostal Kat 1) eumelpio Tov maiytn (player’s experience), n omoia.
oyetileton e To TMG TPEMEL TO T VIOl Vo KAvEL Tov ToiyTn va aoBavOel, 6co o 1d10¢ To mailel. v
GUYKEKPUYEVT TTEPITTWOT, O TOlYTNG TPEMEL va. etvan emOEEI0¢ KoL evkivnTog. I'evikd mpémetl va Kiveiton
0G0 7o ypryopo yivetal, S10TL LIAPYEL N AVTIOTPOPN HETPNON Kal OG0 TePlocoTEPO Kabvaotepel va
TPOYMPNOEL OTNV ToTO, TO TLXVidL yiverar OA0 Kol TO SVGKOAO Yiati mpootifevial meplocdTEPa
gUTOOLL.

"Eva axopa Pacikd otoryeio Tov oxedlaclon moyvidiov givat o KOPLog pnyovicds Tov Toyvidlol (core
mechanic). X£to cuyKekpéVo Tayvidtl, 0 KOPLOG UNYOVIGHOG TOV AL VIdo0 ivat TOAD amAdg Kat givart
Vo KIWVEITOL 0 TodyTNG LOVILOL KoL YPTYOPO. YOl VO ATOPEVYEL TOL EUTOOLAL.

To tedevtaio Pacikd oToryElo TOL GYEACHOL TOXVIOOV €ival TO TOLOG EIVOL O GKOTOG TOL ALY VIO0D
(game loop). Mg dAla Aoyta, Tt givat anTd oV KAVEL 0 TayTNG GLUVEXELD 6€ KAOE TioTa. AVTO TOL KAVEL
etvar va nyaivetl omd v apempia (onpeio A) otov teppotiopod (onueio B), amopgdyovrag ta epnddia
OV VILAPYOLV GTNV TOTA.

2.3  Xapwopog Dodgy

Apyikd, o TpmdTO TPAyLo TOV TPETEL Vo, Yiver otnv Unity, givar va dnpovpynBet va game object yio
10 dGmedo g mioTog Kot va Tpootedei Eva véo game object yio Tov maiytn, Tov Dodgy. To game object
7oV ypnotponoteitor yio tov Dodgy, givan évag kOBoc.

2TV GUVEXEL, aVTO TTOV £YEL OEPA givar vo dnpovpyndet éva script kot vo tomoBetnbei miveo otov
Dodgy, o omoio givail vrevbuvo yio TV Kivinor Tov, oAAL Kol Yo TV EKTOTMGT T®V 0dMYIDV TOV
ToVId100 6TV KOveola, otav to moryviol Eekwvaet. H kivnon tov Dodgy yivetot péom tov Kovpmidv
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W, A S, D. Tt avtév tov okomo, yiveton 1 yprion g uebddov Update. Zmv pébodo Update, 6,11
VIapyeEl péca G, exteAdsiton pio popd oe kabe kapé (frame). Epdocov divovior Tués, pécm tov
koopmv W, A, S, D, og d1dpopeg oTIyUég TOL TayvISon Kot Oyl uovo otav EeKvael To moyvidt,
ypnoponoteitol n uébodog Update ko oyt 1 Start, d16ti n uébodog Start extedeitor povo pio opd, poilg
tpé€et To script.

Emiong, 10 moayvior wpénel va €xel to 1010 amotédecua eite to moilel KAmOl0g GE £vav YPNYopo
VTOAOYIOTH, €ite 6 évav apyd. Aniadn eite éyel moAAd kapé avd devtepdrento (frames per second
(fps)), eite Oy1, T0 TOYVidL TPEMEL VO TPEYEL e TOV 1610 TpdTO. ETeldn ypnoonoteiton np Update yio v
kivnon tov Dodgy xoi n Update s€aptararl amd v toydtnTo. Tov kébe vroloyioty (yio Topadetyua.
umopel v Tpéxel €ikoot QOPEG TO OELTEPOLENTO GE Evav OPYOd VTOAOYIGTN KOl EKUTO (QOPEC TO
deVTEPOAETTO G€ £Evav YpNyopo), ypetdletal va ypnowonombel n khdon Time kot n ototikn ot Ta
deltaTime, mov PBpioketon péoa e avt ™V KAGon. Me avtdv tov tpdmo n Unity pmopel va el mdécog
¥pOVOg ypetdletal Yo va ekteleotel 1o kGO frame. 'Etotl to moatyvidl pumopel va gival ave&dptnto Tov
pvBuod kapé (frame rate independent). To script owtd dnuovpyeitor akolovO®VTAC TNV AOYIKH OV
eaivetatl oto Xynua 2.1.

AnAwon pETaBAnTWY

Exmimwan ofnyuoy ToU oo
OV KOVOOAD

Anuioupyia Kivong Taiymn

Syfua 2.1: Aoyikij yia to script Mover
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H apéong endpevn kivnon eivar vo d00&l ypdua otov maiytn kot 6to ddmedo, péom tov materials g

Unity. O Dodgy éyet kitpvo ypdpo yio vo S1oKpivetal e EVKOAIR Kot TO SATESO £YEL GKOVPO UTAE.

Ewoéva 2.1: Dodgy

Ewoéva 2.2: Aanedo niotos
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Avtd mov npémet va yivel oty cuvéyela, ival va tpootedel pio kapepo uéow g Unity, n omoia vo
KevIpapel ko va akolovBdet poévipa tov Dodgy, akolovbdvtag Tov opod.

2.4 Xdykpovon Dodgy pe to meprfairov

Emdpevn xivnon, eivar va mpoctebovv toiyotl yOpw amd TV wioTo, £I61 OGTE VU LAGPYOVY OPLY, TNV
wioTo Kot va unv pmopel va Byet o maiytng extog avtig. [a va pmopel dume o maiytng vo cuykpovoTel
L€ TOVG TOLYOLG TNE TIOTOC KOl VO UMV TOLG OUTEPUTEL, TPEMEL Vo, Exel éva rigidbody ota otoyyeia Tov
(game components). ‘Etot 1o rigidbody, kdver to kdbe game object va €xet uwalo Kol va umopei vo
oLYKPOLOTEL pe dAlo game objects. Xta ototyeio tov rigidbody, yivetor uncheck n Bapivtnta, kKabmg
dev yperaletar, yoti dev ypnoomoteitan o kdbetog a&ovag Y 6To mayvidt.

‘Eva tpdPAnua mov mapatnpeitor givar 0tt av o Dodgy cuykpovotel pe kdmolov toiyo, pmopel va
netaytel otov aépa. I't” avtov tov Adyo, ot otoyeio tov rigidbody, unaivovv meplopiopoi otov Dodgy,
YL vo umv pmopel vo kivn0ei atov aEova Y Kot vor unv PTopel va meplotpapel KBOAOL 6Toug dEoves X,
Yy Ko Z.

Emm\éov, Tpoctifetor 6to components tov toiyov, £vo material pe to yoldlio xpodpo yio ovtog.

Ewdva 2.3: Toiyor wiotag

2.5 OnCollisionEnter()

H endpevn npocHnkn mov mpénel va yivel, givor vo dnuovpyndei éva script to omoio tundvel oty
KOVGOAQL OV 0 TTOL(TNG GLYKPOVETAL e KAmolo GAlo game object. I va yivel avtd, mpémet apykd va
npootebel T0 cuYKEKPIUEVO SCrIPt KOl 6TOVG TEGGEPL TOIXOVG TOL VILAPYOLY YOP® OO THV TICTA.
Ovotaotikd to Script Tomobeteitanl otovg Toiyovg Kot KataAafoivel av kATt GAAO Epyeton o€ ETOPT pE
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ovtovg. Me aAla Adyla, €domolel o kabe Tolyog OTL yTuTNONKE amd kAt o va emitevyBel avtd
ypnoomnoteitol  péBodog OnCollisionEnter(). Otav éva box collider, ayyilet éva dido box collider,
onporodoteital kdtt mov opiletan péoa oto script. H Unity kotolafaivel mote axkovumave petald tovg
ta box colliders xat extelel Tig eviolég mov vdpyovy péca o€ ot TV UéEB0d0. MOALS aKOVUTHGOVY
peta&d toug to box colliders, mpénet va aAAGLeL xpdpa T0 EUmdd10 Pe TO OO0 GLYKPOVETOL O TTOEYTNG
Kot vo yivetar kOkkivo. ‘ETtol vmodnAmveTol 0Tl TO GUYKEKPLEVO EUTTOSI0 gival vrevduvo Yo TV
obvykpovon pe tov maiytn. H pébodog OnCollisionEnter() cuvtdooetat pe tov mapakdtem tpomo.

private void OnCollisionEnter(Collision collision)

{
Evtolég péca oty puébodo

¥

O1 Aé€eic «Collisiony kar «collisiony deiyvouv 6Tt avtopdtog £xetl dnpovpyndei n Tapauetpoc, n onoia
Aéyetan «collision» kan Collision givat o tHmog ¢ petafAntg avtmc.

Otav o moaiytg yromder otov toiyo, kaAeitar n OnCollisionEnter() kot v otiyur mov koleitat 1
uébodog avtn, (nteitor TANPOPOPIa Yo TO TOL0C GLYKPOVGTNKE LE TOV TOLY0. AVTO aKPIBMOC givan N
petoafAnt collision. Aniadn, Tt akpidg eivotl To GALO OVTIKEIUEVO TTOV GVYKPOVETOL LLE TO AVTIKEIUEVO
7oL €xel WAV Tov To SCript pe v puébodo OnCollisionEnter(). To script yio va dnuiovpyn el axorovdei
TNV AOYIKT TTOL LILAPYEL 6TO Zynpo 2.2.

Exs 10 dhko game object, Mai
ToU TUYKPOUTTNEKS PE TOV TOIXO,
To tag "Player”;

AMMIYT TOU ¥ppaTod Tou spmodiou
OF KOKKIVD

Eyfpa 2.2: Aoyiki yia to script ObjectHit
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2.6 Merapoi apvnTiko? score

IMo va petafinbdei 1o apvnTikd score Tov TOLvioon, ONAAdT] Yo Vo QOVEL TOGEG POPEG GUYKPOVETOL O
oy G He Kdmoto eumodio, dnpovpyeitor évo Kovovplo SCript kot ypnoiponoteital mdAl 1 pébodog
OnCaollisionEnter(). To cvykekpuuévo SCript evidooetal oto, components tov Dodgy, kabmg avtdg ivar
7oL UeTAPAAAEL TO SCOre, EPOGOV aVTOG UTOPEL VO GLYKPOVGTEL Le KAmolo GAlo game object. Eivar o
Loykd va mpoatebei to script udévo atov Dodgy ko oyt oe k4be éva game object Eeywprotd. Kabe popd
nov o Dodgy cuykpoveton pe kdmoro game object mov vadpyet oty oknvn, avédvetot katd pio povado
70 apvnTiko score. To script mov eivot veHBvvo Yo TV PeTOPOAT TOL APVNTIKOD SCOre, dnuovpyeitot
Baocet tng Aoy mov Topovcialetal 6to Zynuo. 2.3.
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AfAWGT PETARANTWY

‘Exel 10 game object,

HE TO OTDI0 TUYKPOUTTNKE O
TraixmC,

T0 tag "Hit", To tag "Finish"

Kol 1o tag “Start”;

AUENTN TS peTafAnThg "hit” koma 1

l

Nai Ahkoyn Tou tag Tou game object oE
IIHitII

l

Exrimmueon Tou pnvaparos " You've
bumped into a thing this many times:
" + hits"” oIV KOVEOAD

Tynuo 2.3: Aoy yio to Script Scorer

2.7 TIpocOnkn gpmodimv

A@obd yivouv ot mponyobpeveg amapoitnteg npochnieg, Tdpa givol 1 KATAAANAN OTIyUn Yo va
pooTefody axivita eumodia HEco otV Tioto. Anuovpyodvtor game objects diapopetikmv peyebmv,
OTOTEADMVTOG TOVG TOLYOVS, oV PpickovTol o€ OAn TNV TioTa, divovtag v aicOnon evog Aafupiviov.

15



Kepdiato 2

O1 GUYKEKPLEVOL TOTYOL £YOVV TO 1010 YPOUO LLE TOVG TEGGEPIS TOTYOVG OV OMUIOVPYODV TO OpLaL TNG

miotag, omdte ypnoyonmoteital to id10 material kot yu’ owtovg.

Ewoéva 2.4: Toiyor eviog g wiotog

2.7.1 Dropper

[Iépa amd Tovg ToiyoVE OV VILAPYOLY HECH GTNV TTioTa, TPpooTifevtal Kot GAAo eumddLa, To onoia ivot
Klvovpeva Kot avaivetal to Kabéva Eexwpiotd oty cvvéyela. To mpdTo eumdo0 mov dnpovpyeiton
gtvar to Dropper. Eivor éva game object mov petd amd évav kabopiopévo xpovo speaviletol apon
TpmTa gival adpaTo Kot TEPTEL omd YNAd, mhvo oto danedo. To eunddio Dropper sivar évog kOPog kot
YU avtd ypnowonoteitar to katdAAnio game object. To Dropper éxst xpopo mpdowvo, omdte
dnuovpyeitat kot to KotdAnAo material. Avto mov yivetat apéowg petd, givor va tebel 0 QOTIGHOG TG
ToTOG 68 KATAAANAN Yovio, €161 ®ote 1 okid Tov Dropper, va vrodewvoel mepimov mov néetel. Ev
ovveyeia, dnpovpyeitat Eva SCript mov ivar veHBvvo Yo v Aettovpyio Tov Dropper kot tpootifetat
mhve tov. [ va emtevyBel n cvumepipopd Ttov Dropper, mpénet va ypnoipomombel Eva ypovopetpo.
' avtdv tov Adyo ypnoponoteitor n kKhdon Time kot ototikh widtta time, mov Bpicketon péoa oe
avtn v KAdomn. Emmiéov, ywo va propet To Dropper va tégtet Aoym ¢ Bopotnrtag, tpoctifetol ndvem
tov éva rigidbody kat evepyomoiel ovoraotikd v Papvtnto, 0pov TEPAGEL O OTUITODUEVOS POVOS Yo
vo méogl 610 danedo. I'vetar akpipadg to id1o yi To mesh renderer. OvGlAGTIKA, APOD TEPACEL O
ATOLTOVIEVOG POVOC, TO EUTOSI0 0VTO, gpeaviletal, dviag mpmTo adpato (amevepyonoinon tov mesh
renderer) kot méQTel Aoyw ¢ Poapvmrog (evepyomoinon g Papdrag). H Aoy miocw omd v
dnuovpyia tov script wov givar vrevBLVo Yo THV GVUTEPIYOPAE Tov Dropper, TapovolaleTal 6To Zynuo
2.4.
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AfAWGT PETARANTWY

Y

ATTEvEpyoTToinGn Tou mesh renderer
Ko TG BapdThToc oTa components
Tou Dropper

Eivar n Time time peyaAldrpn
amd v timeToWait;

Evepyomoingn tou mesh remderer
Ko TN BopUTNTOC OTO components
Tou Dropper

Synuo 2.4: Aoy yio to script Dropper

Dodgy

Yo Dropper npootifeton kot to SCript mov givar vreHOvvo yio TV GAAAyH TOL YPOUATOG TOV KAOE

eUmodiov 6g KOKKIVO, OTAV O ALY TNG XTUTGEL TAVE® TOV.

17
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Ewova 2.5: Dropper

2.7.2 Spinner

Topa mpénet va dnovpyndel éva véo €idog eumodiov, to omoio &xoviag &vav otabepd aova,
TEPLOTPEPETOL YOP® amd owTdv. AvTo TO VEO €id0g epmodiov ovoudletal «Spinner». To cuyKeKPUEVO
eUmod1o givar Eva opHoydvio mapaiinieninedo, onote dnuovpyeital éva game object evog kbpov kot
yivetor  KatdAAnAn enefepyacio yw va yiver opBoydvio moporAinieminedo. Anpovpyeitor to
KoTdAAnio material yio va épet To Spinner to ypopa tipkovdl. I'a va enttevydei n cvpmeppopd tov
Spinner, Tpoctifetan ota components tov, To SCript Tov 1o KAVEL va TEPIGTPEPETAL YOP® 0td TOV GEOVA
tov. H Aoy mov akohovBeitar yio v dnpovpyio awtod tov SCript, paivetat oto Tynua 2.5.
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AfAWGT PETARANTWY

MemaTtpopr Tou Spinner
ooV dfova y

Synuo 2.5: Aoy yia to script Spinner

Yto Spinner mpootifetat kot to SCript mov eivar vevBLVO Yo TV EAAAYH TOV XPOLOTOG TOL KAOE
eumodiov 6g KOKKIVO, OTAV O Tty TNG XTLTNGEL TAV® TOV.
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Ewdva 2.6: Spinner

2.7.3 Roller

To enduevo Kot TeErevTaio eumddio mov mpootibetal oty miota, gival to Roller, to onoio givar pa
opaipa. To Roller, givar éva gumodio, o omoio Adym g PaphtnTag TEPTEL Kot KATPAKVLAGEL GE Eval
KEKMPEVO EMUMEDO KO ELGEPYETAL OTNV TGTA, YOPIS va £XEL KATOW AAAN Guykekpiuévn kivnon. ['a v
ovumepipopd tov Roller, dnuovpyodvtor de&id ko aplotepd ™G miotag, 6V0 peydAo KeKAUEVOL
enineda, o0 omoia TEPTEL oo YnAd to roller ko Eekwvael vo katpakvrdet. H copmepipopd tov Roller
etvar va mécel amd ynid, kébeta, Tdve oto kekApévo eninedo, ondte oNKAOVETAL YNAG GTOV aéPa, M
Bapvtnta to kdvel va mécel oTo KekAEvo eminedo Kot ev ovveyeia va gloéAbel oty miota. [a va
umopéoel Opmg vo. Aertovpynoet n Papdmra mive oto Roller, tov mpootiBeton évar rigidbody.
Xpetaletar eniong vo Tov mpootedei To SCript mov givar vaeLOVVO Y00 TV AAAAYT TOV YPOUOTOS EVOS
gumodiov, 6tav o maiyTng cuykpoveTal Le ovTd. APECHG LETE, TOV diveTon XPOUO KoL YL AVTOV aKkpBadg
ToV AOYO, dnovpyeiton éva material pe pavpo ypdpa kot Tpoctifetorl € oTo.
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Ewoéva 2.8: Roller
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2.8  Agempia, TEPRATIOROS KoL OVTIGTPOPN HéTPNON

E@odcov dnuiovpynbodv oA ta €idn eumodiov, npbe n dpa vo dnuiovpyndovv 1 apetmpio Kot o
TEPUATIGUOG NG TioTag. Eival d00 mAateopeg mov vmodnAmvovy Ty apyn Kol T0 TEAOG TNG TGTOC.
SVYKEKPUEVQ, OTAY O TTOLYTNG AKOVUTAEL GTNV TAATQOPLLO TOL TEPUATIOUOV, GTAUUTAEL 1] AVTIGTPOPT
UETPNOT OV LILAPYEL KOTA TNV SIdpKELD TG TioTAG Kol 0 maiytng Kepdilel. XTI TAaTQOpEG diveTal
Gompo yphua Kot yr avtdv Tov Adyo Tovg Tpootibetal to katdAinio material. H agpetpia tomobeteitan
070 KAT® ap1oTEPd UEPOC TNE TOTAG, EVM O TEPUATICUOC 6TO Thve de&1d uépog ¢ miotag. Mall pe Tic
TAOTQOPLES TNG APETNPLOG KOL TOV TEPUATIGHOD, STLLLOVPYEITOL KOL 1] AVTIGTPOPT) LETPTOT| TTOL LITAPYEL
Katd TNV drdpketo Tov wayvidov. H avtictpoen pétpnon mpaypatonotleital pe £va Keipevo, LM G
demapng tov ypriot (user interface (Ul)) ko Ppioketal ynAd kot Kevipikd otnv 0B6vn, yio va gival
evduakprrn. [ va enttevydei n coumEPLPOPA TOL TPETEL VAL EYEL 1] TAATPOPLUE, TOV TEPUATICUOV KOl VL
AEITOVPYNOEL GOGTA 1 avTioTPOPn HETPN O, dnUovpyeitol éva SCript kot evidoostal ota components
tov Dodgy. To script avtd dnuovpyeitat pe faon v Aoy mov Tapovotdletal 6to Tynuo 2.6.
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Dodgy

LAMTT] PETABANTINV

Apyr NG avTiaTpoQng pETpNong

Eival n avTicTpopn pETpnon
UIKpaTERN Omrd TO 0

O TraiTne ¥avel
1} ion pE auTo;

Meiwaon TNg avTioTpogng PETpnong
Kol Evnpépuwon Tou countdown Ul

AKDUITIAE 0 TIOfTNC

TNV TAGTEOPUA TEPUATITUOL; O Traixm kepdice

Meiwon TNg avTioTpogng PETpnong
Kol evnpépuwon Tou countdown Ul

Anuioupyia Kol £ggavion
EUXOMOTRQIOU UNVOpaTog

Tehog <

A
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Synua 2.6: Aoy yia to script EndGameCondition

EmumAéov, dnpuovpyeiton éva véo Script kot mpootifeton o€ £va panel pe to dvopa «Thank You Message
Panel». To script avto eivor vaedBuvo yia va deiyvel Eva evYapPIoTHPLO VOO, GUECHOG UETA TO TELOG
avtod Tov demo, gite o maiymg kepdioel, gite yaoet. To script vionoteitor pe Pdon v Aoykr wov
epoavileron oto Zynpo 2.7.

ARMGOT JETTRANTEV

Anuioupyio atadiaknic sppdvionc
TOU EUXQpICTApIOU pnvOopaTos

Synuo 2.7: Aoy yie to script ThankYouMessage
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Ewova 2.9: Apetnpio ko tepponiondg

Ewodva 2.10: Avtiopoon uétpnon

2.9 Xyedrwoopdc wiotag (Level design)

A@ov yivovv Oheg o1 amapaitntes evépyeLles omd Amoyn KK Kol fOCIK®Y GTOLEIMV TOV TOLYVIOLOV,
akolovBOel To koppdtt Tov oyedloopon g tiotag (level design), dniadn va oyeduaoctei n tapodoa wicto
1N 1o mapdv eninedo (level).
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Koabmg to moyvidl mpémet va eivotl amontntikd, oAAE TopaAANAL S106KESAGTIKO KOl TTPOGITO TPOG OLOVS
Kot Oyt okatopBwTo, Tpémel To kabe eumodio va torobetn el oe cuykekpévo onueio, Tov Bewmpeitat
ot givon kaipto ywo Tov maiytn. Eedcov pmovv ta mpoavopepfivia eumddia ota onueio Tov TpEmEL,
yivetor n TpocHnkn tov 0oV eunodiov kol oe GAL dtapopeTikd onueio ¢ wiotac. o va éyet
TEPIOCOTEPO EVOLUPEPOV 1 TioTA, TO KAOE €id0¢ gumodiov pmopei va givar ev uépet id1o omtikd, oA
UTOPEL KAAMGTO VO, EYEL O1UPOPETIKEG TPOSLUYPOPES KL VO GCUUTEPUPEPETAL SLOPOPETIKA 0T TO, dUOLNL
He autd gumodia. ' avtov Tov Adyo Aowmdv, to kdbe Dropper méptel Petd amd d1apopetikd ¥pdvo, To
KGO Spinner yopvdet pe drapopetiky tayvTnta Kot 1o Kabe Roller néetel and dapopetikd Hyog, Tove
070 KAOE KEKAMUEVO EMUTEDO, Y10 VOl EYEL AIYO S10POPETIKN TAXVTNTO LLE TNV OTTOI0 EIGEPYETAUL GTIV TOTA.

Ewoéva 2.11: Xyediaouoc wiotag (Level design)

2.10 Debugging

Evd 1o moyvidt Aettovpyei kavovikd, ympic kémoto bug mov va dnpovpyel mpopinua, mapotnpndnke
ot1 o€ Kamown onueia ¢ wiotac, av o Dodgy apedei edebbepoc, kKvAdel Tpog pio katehBuvon cov va
Bpioketol mave oe mayo. EAEyxOnke av n wiota €yel kdmown kAion otov d&ova Z, oA dev vrdpyel
KOmolo TéTo10 mpoPAnua. Avti 1 ovumepipopd tov Dodgy mapatmpnOnke pdévo oe cvykekpéva
onueio g miotag, and TV HECT NG TOTAG KAl LETH. AVTO TTOL YPECTNKE Yo Vo Avbel To TpdPAnua,
Nrav n Tpoodnkn evog physics material névo oto box collider tov Dodgy.
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Dodgy

2.11 Emiloyog

Kabdg 10 ovykekpyévo kepdiato £ptoce 6to T6A0¢ Tov, dtokpivetar Ot Yo to moryvior Dodgy,
ypnoporombnkay apketd Pacikd otoryeio e Unity xar g C#. TTo ouykekpiuéva, mopoio Tov dgv
VIAPYOVY TPLOOIAGTATO HOVTELD Kol OvTIKEIpEVa, £yve ypron dpopov Pacikdv game objects kot
Aertovpyiov g Unity, émmg kai n gprion apketdv uebddmv kot evioddv g C# mov ypnoipomotodvial
KOTG KOPOV KOl GTNV GUVEYELD TNG TUPOVoaS SMAMUATIKNAG epyaciag. Xpnoiworomonkay Pocikd
oTo el TV OLYKPOUGEDY UETOED OVTIKEWWEVOV KOl £YVE TPOCONKN OPKET®V EUTOSIOV GOE
ovykekpiuéva onueio mov eivor kaboplotikd kot yioo v kivnon tov Dodgy, oAld xoi ywo tov
TEPUOTIGLLO TNG TTOTOG.
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Kepdioo 30: SpacEscape

3.1 Ewayoy

To moryvior «SpacEscape», gival 1o 6e0TEPO MaLVIdL OLTAG TNG SITAMUATIKAG EPYACIOG Kol Eval Eva
3D platformer mayvidl, omov o maiyme, yewplouevog tov mopavio Starseeker, mpoomobei va
€€EPEVVNGEL TOVG TPEIG TAAVITES TOVC NAKOD OGS CLGTHUOTOG, TEPA amd TV I'm, mov €yovv £6a@pog
Ko puwopel o TopoavAog va tpocedapiotel. O mhpaviog Starseeker, apyikd kavel dokiun oty I'n, yio v
eleyyOei  opoAn kivnon tov kot avTieToTilel S1apopec TPOKANGELS, TPOTOV EeKvoeL TO Ta&idt Tov.
Ye kG0e TAavnTn, Katd TV d1dpKela, TG eEEPEVVNIGNG TOV, 0 TOPAVAOG PPICKEL UTPOGTA TOL AUETPNTO,
eumodia, gite akivnra, gite KIVOOUEVA, TOL VITAPYXOLY GTO TEPPAALOV Kat Tpocmadel va To amoPvyeL,
£T01 OOTE VO, UTOPEGEL VO, TAEL KOl GTOVE VITOAOUTOVE TAOVNTEG, Y®pic vo cuvrpiPel. Tlapoio mov o
maiymg pmopei va Kivnbel povo otovg a&oveg X Kot Y, To moyvidl givar Tp1odidotato, KaOmg vITapyEL
Babog o€ kdOe TioTA KO VTAPYOVY EUTOIN, TC, OTOL0, LLITOPOVVY VO, LETAPAAOLY TV TN TOVG 6ToV GAEova
Z, gite eivon péow kdmolag Kivnong otov d&ova z, ite gival LEC® TEPIGTPOPNG GE AVTOV.

3.2  Xyedwoopog moryviorov Tov SpacEscape (Game design of SpacEscape)

370 GLYKEKPIUEVO TTaLYVidL, 0 TOPALAOG Kot OA0 TO EPPdAlov poli pe ta epumddI AmToTEAOVVTAL AT
amld avtikeipevo mov Ppiokel kamowog ota o £rowwe. game objects tng Unity, yiati to mouyvidt
euPabivel oe mo onuaviikd otoryeio. Kab’ 6An v didpkela g mwiotag vadpyel pio KARepo TOLv
akolovBel Tov TOPaLAO, aKPP®S e ToV 1610 TpOTO, OIS Kot oTo matyvidlt Dodgy. O ckomdg tov maiytn
elvar va gtdoet amd v aeetmpio (onueio A) otov teppatiopnd (onueio B), yopic va cuykpovotel pe
Kamolo eunddlo. Le TEPIMTWON TOL GLYKPOVGTEL O TAiYTNG LE KATO10 EUTAOL0, O TOPAVAOC EKPTYVLTOAL,
o mayTng xavet kot EavagppaviCetor oty agetnpio g idwog mioTag, Léypt va UTopEGEL VAL TNV TEPACEL.
Av @1d0¢el 61OV TEPUATIOUD, TOTE TPOYWPAEL 6TV EMOUEVT TioTA. O YEPIGUOS TOL TVPAVAOL YIVETOL
KPOTOVTOG TATHEVO TO KoL Space, yio mOnon mpog o Tdvm, dniadn yio @O g Tpog Tov KABeTo
aEova Y Kot pécm tv kovpmav A kot D, yuo tepiotpoen otov dEova z. ITo cuykekpiuéva, 6cov apopd
ta Kovpmid A ko D, o kovpuni A nepiotpépet Tov THpavro L v ovtiBeTn opd Tov poroylov, VA TO
koopumni D, Tov mepiotpépet pe v eopd tov pohoylov. I'a va katéfel Tpog ta KATm, 0 TaiyTne amid
GTOUOTAEL VO TOTAEL TO KOV SPace Kot apivVEL TOV TOPOLAO Vo TEGEL AOY® TG PopdTnToC.

Oocov apopd v eumepio Tov moiyt (player’s experience), o maiytg npénel va gival emdEE0G Kot
aKpIPNG 6TIg KIVAGELS TOL, KaBDg KaBe AdBog pmopel va Tov eépet Tl otV apetnpia, EEKVOVTAG TNV
mioTa IO oo TV apyn.

YT0 GUYKEKPIUEVO TOLYVidL, O KOPLOG UNyaviopdg Tov Toyvidtod (core mechanic) sivat apketd amloc,
Ka0dG 0 maiytng Tpémet va etvar emOEEI0E Yo va £xEl LOVILLOL TOV TOPALAO GE KIvNon Kol VoL ATopeVYEL
TOL EUTOOIO TTOV VILAPYOLY GTIV SLAOPOUT LEYPL TOV TEPUATIGHO.

O okondg Tov maryvidov (game loop), dnAadt| Tt eivar cvTd Tov KAVEL O TTayTNG GLVEKEW G€ KGOE TioTa,
etvar va nyaivel and v aepetnpia (onpeio A) otov tepuatiopnd (onpeio B), amopedyoviog ola Ta
EUTOOL0 TOL VLAPYOLV GTNV TOTA, LUE GKOMO VO TPOYWPNGEL OTNV EMOUEVT] TOTA. € MEPINTTOOCT) TOV O
TOYTNG EMITOYEL OE OAEG TIG TOTEG, TOTE OO TNV TEAEVTAIN TIOTO, TPOYWPAEL EAVE GTNV TPMTY| TOTA.
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3.3 Onion design

To onion design givat évog Pactkog Tpomog Yo va Katoldfel KAmolog Tt Tpémet va evidéel péoa 6To
moyviol tov. To 6voud Tov o Tpe omd T0 TS vl GYESIAGIEVO TO KPEUUDAL, TO 0TT0i0 EYEL S1G.POPES
GTPMOGELG Kal AADG Etvat Ec@TEPIKE, OAMMG glvar Alyo o ££m Kot aAMOC eivatl 6T0 Tedeing eEmTeptkd
TOL KOUPATL Mg dAlo AdY10, OLGLUCTIKG Y10, TO KAOE oy viol, TPEMEL O GYESOGTNE TOL VO, GKEPTEL TOL0
€lval TO 7O ONUOVTIKO YOPUKTNPLOTIKO TOV TToLVIdon, oV Ympic avtd, dev pmopei va vadpéetl 1o
Ty viol kot vo 1o BALEL 6TO KEVIPO TOL «KpeppLSovy. To auéomg enduevo otpmdpo ato onion design,
TPENEL VO €IVl TO SEVTEPO O GMUAVTIKO YOPOUKTNPIOTIKO TOV Toyvidlod. AuEcmg etd, oto Tpito
GTPAOUA, EVIAGGEL TO TPITO MO OTLOVIIKO YOPOKTNPIOTIKO TOL Taryvidlon Kot avtd cuveyiletan pe doa
oTphpoTo 0EAeL, pe To Kabe GTPOUO VO TEPIKAEIEL TO OUECMG TPONYOVUEVO GTPMUA, OKPIPMG OTMC
PAIVETAL GTO TOPOKAT® GYY|LLOL.

To 1piTO
MO CNHAVTIKO
XOPOAKTNPIOTIKO

Ewova 3.1: Moviédo tov onion design
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Kd&0e otpidomn mpémet va Tpo@odOTEL TO TLO CTLLOVTIKO YOPUKTIPLOTIKO TOV TOLYVIOIoD, Y10 VO TO KAVEL
KoAOTEPO. MTOPOUV VoL UTOLV TTOAAG YOPUKTNPIOTIKA, OAAG €KEL €lval OV TTPEMEL O GYESOGTAG VAL
OKEQPTEL AV OVTIMG UTOPEL AVTO TO YOPOKTNPLOTIKO VO KAVEL KAADTEPO TO TTLO CTLLOVTIKO YOPUKTIPIOTIKO
7ov Ppioketal 6to KEVTPo Tov Onion design kat av ev Téhel dvimg To ¥pelaletal, avtd mov BEAEL va
evta&el 6To mayvidt Tov.

370 CLYKEKPIUEVO TOLYVIOL, TO 7O GNUAVTIKO YOPOKTNPIOTIKO TOV oy vidloh gival o Tpdmog Kivnong
TOL TVPOVAOL, ONAAOT| Vo TeTdeL. To dEVTEPO O GNUOAVTIKO YOPOUKTNPLIOTIKO €IVl 1| GOYKPOVOT| LLE TO
TEPIPAALOV, ONANOT| LLE TO KIVOOLEVE 1) aKIVITO EUITOOL0 TOV VILAPYOVY GTNV TGTO KOl KOTO GUVETELN
N ovvtpP1] Tov TLPavAoL. To Tpito TO GNUAVTIKO KoL TEAELTAIO YOPUKTNPIOTIKO, ival va Umopel o
TOLYTNG VO TPOYMPNGEL GTNV EMOUEVT TGTA, LOMG PTACEL GTO TEAOG TG TTPONYOVUEVNC.

3.4 Kvpwo ctorycio moryviorov

H npad evépyeta givar va, dnuovpynOei 1o £dapog g wiotog kot vo tov dobel Eva ypopo. Kabmng oty
apyn o Taiytng Ppioketor oty I'm, m€101 KAVEL SOKIUN TOL TVPUDAOL, TO E60POC TNG TIGTOC EYEL YPDUA
Kapé, omoTe dnuiovpyeital Kot To ovtiotoyyo Material.

Emdépevn kivnon, sival vo dnpovpyndodv 000 TAATQOPUES, Hia Yo TV amoYEI®mGT TOV TUPAVAOD Kol
pio yio TNy TpocESAPIoT TOV, OOV 1| TAUTEOPLA TNG TPOGESAPIONC XPNCOTOLEITAL Y10 VO, VTOONAMGEL
tov Teppatiopo. Ipémet dnAaodn o TalyTng Vo TPOGYELDGEL TOV TUPUVAO TOV GE QTN TNV TAATQOPLLA. Y10,
VoL UITOPECEL VO TPOYWPTOEL 6TV endpevn miota. Ot mlateopueg avtég Exovv éva material ue dompo
YPDOUO KO UE EKTEUTOUEVO KiTpvo ypdua kat tpootifeton £va point light tdve oty kabepuia yo va

SlokpivovTot KOO To EOKOA.

Ewoéva 3.2: Edapog I'n¢ kai Totpipues omoyeimaons kol Tpooyeiwons

Televtaio KOPO oToEio TOL TarVdwOL, &ivar o woOpaviog Starseeker. T tov mHpavAO
xpnoyonoteitol &vag K0og mov tov divovtatl ot katdAinies S100TACELS Yo va yivel éva opBoydvio
TOPOAANAETITEDO Kol aVTO €ivol TO CAOUN TOV TUPOVAOV. TNV GUVEXELWN, TpooTifetan évag kOPog
OTPUUUEVOG OTLG COPOVTATEVTE LOIPEG GTOV AEOVa Z Kot TOTODETEITOL TAV® OO TO GO TOL TVPOVAOV,
®g M kopven tov. Thpa mpootiBetar £vag pikpdg KOAVOPOS, Tov givol 0 KOPLog mpowbntpag Tov
TUPAVAOL Kot TomoBeTeiTOl KAT® and T0 opBoymvio mapaiinieninedo mov cvufoAilel T0 oo TOV.
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Emdépevn «ivnon, eivor va onpovpynBodv dvo akodpe kofot, va peTaTpamovv € opboydvia
TopoAANAeTineda Kot vo Torofetn0o0v To Eva GTNV aploTEPT] TAEVPA TOL TVPADAOL KOl TO GAAO GTNV
oe&1d, otpoppéva oTIC pelov TPLAVTO Kol GTIG TPLAVTO LOIPEG 6TOV AEOVE Z, avTIoTOY0 Kal aVTol eival
oL TAAy101 TPowONTNPES OV YPNOLOTOlEl 0 TOPAVAOG Yo VO TEPIoTPaPEL otov dova Z. To terevtaio
KOUUATL, OGOV 0pOpPd TO GO, TOL TUPAVAOV, Elvar Ta dVO Tapddupa Tov TPOoTIBEVTUL GTIG dVO TAELPES
7OV 0eV VITdpPyovV TpombNTHPES. To YPOUO Yo TNV KOPLET| KAl TO GO TOL TUPADAOL Eival AGTPO
UETOAAIKO, 0 KOPLO¢ TPpowONTpPag, OTMC Kal Ol TAGYIOL, £XOLV YPOUN HLOVPO Kol To, dvo Tapddupa,
gyovv pio wi€n Agvkov kat kitpvov ypmdpotos. Télog, mpootifetar éva spot light mov gwrtilel amd v
KOpLON ToV TVPadAOL Kot Eva axope spot light mov ewtilel mdveo otov mHpawro, yio va Eeywpilet

apKeTQ o€ oyEon ue To. vrrdolouto game objects g wictag.

Ewoéva 3.3: ITopaviog Starseeker

3.5 Xeipwopog Starseeker

' Tov yeptopd Tov TupadAov dnuiovpyeitor Eva SCript Kot evidooeTal 6o, COMPONents tov Tupadrov.
Onwg ovapéplnie kot Tponyovpevec, o maiy g xpnoLomotel To kovpmi Space yio @bnon mtpog ta ndvem
Kot To kovpmid A kor D, yuo va pmopet va mepiotpéyetl Tov THPAvAO, TPOG TOL APLGTEPH KOl TPOG TA.
de&1a, avtiotoryo. o vo meTvyeL n kivion avty, xpetdletol  eLoIKN oL VIEapyEL péca otny Unity kot
N PopvnTo, €161 MOTE Vo UTOpEl va TEQTEL TPOG T0. KAT® 0 TOpavrog. [a v Papdtmra ciyovpa
ypetaletan éva rigidbody, kabmg avtd givarl vevBVVO Yo THY PLOIKH TV game objects kot Y1’ avTov
TovV AOYO TTpocTifeTal 6TOV TOPAVAO.

IMo vo pmopécet o mHpavrog va amokTnoel ®ONom, OTaV KPATAEL O TN TATNUEVO TO KOVUTL Space,
npémnel va acknOel pio SUVOUN OYXETIKN KE TNV POPA TOL TLPAOAOL, Kabdc 1 1d1 dVVaUN TPETEL Va
OCKEITOL e TOV 1010 TPOTO, €iTE O TUPULAOG KOITH TPOG TO TAVM/KAT®, €iTe Tpog T de&1d/apiotepd.
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Avt n dvvaun ackeiton péom ™c pebodov AddRelativeForce(). Tha va umopéoel vo dnpiovpyndei
EMTLUYDC TO GVYKEKPIUEVO SCHipt, akoAovOnce 1 Aoyikn Tov @aivetol oto Tyfua 3.1.

ANALan pETaRANTWY

'

Anmoupyia Kivmeng maixn

l

AVOTIOpOYWYT NYnTIKoD
KOl OTITIKIY £E

Synuo 3.1: Aoy yia to script Movement

Avtd 1OV TPEMEL VL Yivel 6TV GLVEXELD, givar va dnpuovpyn el péow g Unity, o ontikd €9 yio Toug
TpomONTpEg Ko va Tpootebel To MMTikd €€ Yo Tov N0 Tov KHprov Tpowdntrpa. [40]

3.6 Agempia, TEPpRATIOROS KoL GVYKPOLOT

Aol onuiovpynfodv ol TAATQOPHEG Yo TNV OQETNPI0 KO YO TOV TEPUATICUO, TOPL TPEMEL VO
dnuovpynBet Eva script mov va givar vEEVOVVO Y10, TO TWG SraryEPIfETOL TO TOYVIOL TV EXOPT LLE KATOLO,
game objects kot va Tpootedei Ko avtd 6To. COMponents tov TpadAov. Av Yo ToPASEY LA, O TOPAVAOG
OKOVUTNOEL KATOW0 €UMOO10 OV LEAPYEL PECOH GTNV THOTA, O TOPOVAOG KOTOGTPEPETAL, EVA OV
OKOVUTNOEL KOTOW ammd TIG TAATQOPUEG OeV YAVEL Kol E0IKA OV OKOLUTNGEL TNV TAATQOPUO TOV
TEPUATICOV, KEPSILEL TNV GLYKEKPIUEVT TOTA Kot TPoY®pPAsL oty emopevn. ' va emitevyfel avto,
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TPENEL VA, 1o ®PIoTEL TL etvarn eumdo10 Kot Tt 0yl 'V avtdv tov Adyo mpémel va ahAaytel o tag tng
TAOTOOPLOG TNG APETNPing Kot TOL TepRaTicpon, o «Friendly» kot «Finishy, avtictoya. Otdnmote
GAAo VITApyEL PEGO TNV TGTO EIVOL EUTOSI0 KOl KOTOGTPEPEL TOV TOPAVAO, OV AVTOG GUYKPOLGTEL LLE
avto. Méoa 610 1510 SCript pmaivovy ot KatdAAnAeg eviodés yio va goptadvetl n Unity v idia miota,
otov o maiymg yavel Ko yio vo, poptadver i Unity tv apéowng endpevn iota otav o maiytmg kepdilet.
Emum\éov, kTt axopa mov Bewpeitan factkd yio T0 GVYKEKPIUEVO TayVidl Kal Tov TpEnel va evtoyOel
emiong o€ avTo TO SCript, eival va Tailovv To OTTIKG EQE, Y100 OTAV GLYKPOVETOL O THPOLAOG LE KATOLO
EUMOO10 Ko Yo OTOV TPOCYEIMVETOL O TOPAVAOG GTNV TAUTPOPUO TEPUATIGUOD KOl OVGLUGTIKG O
TOAYTNG TTEPVAEL EMTVYMG TNV TAPOVOX TIGT. AVTA TOL VDO OTTIKA EPE dNUIOLPYOLVTOL TAAL LEGM TNG
Unity kot oty cuvéyela mpootifevtat ot katdAAnAeg eviodéc yi' avtd péoa oto script. Mali pe ta
OTTIKG EPE, EVTAGGOVTOL KOL TO YNTIKA EQE Y10, TNV ENTUYN TPOGYEIDOT] GTNV TAATPOPLO, TEPULATIGLOD
[41] xou yio v ovykpovon pe to meptBariov. [42] Tpia tedevtaio mpdyuata Tpénel vo mpootedody
070 GVLYKEKPUEVO SCript, kabmg oyetiovtal To £va pe v edpTmoN TG endUeVNG TOTAS, TO GALO LE
TNV OTEVEPYOTOINGT) TG GVUYKPOVGOTG TOV Ty TN UE TO TEPPAALOV KOl TO TEAELTAIO [E TNV ETOVAPOPE.
TOL TVPOOAOL, GE TEPIMTMON OV AVTOS, AOYM TNC OMEVEPYOTOINUEVIG GUYKPOLGNC LUE TO TTEPPAALOV,
Bpebei og B€om, 6oL dev umopel pe Kavévay TpOmTo Vo OTAGEL 6TV TAUTEOPLO TEPUATICHOD. AVTE TO
Tpia Tpdyuata givor tpio kovumid, cvykekpuévo, to kovpmi L (Load next level), to kovunri C (Collision
disabled) ka1 to xovuni R (Reset rocket Starseeker), mov ypnoipomolobvol yio vo Kavouv To Toryviot
710 €0KOAO, 0€ Atoua oV T0 Bewpovv dvokoro. To kovuni L, étav matnOel and tov maiym, popTdvel
avtopata Ty enopevn miota. To kovuni C, 6tav matndel amd Tov Taiy ™, KoTopyel TNV GOYKPOVGT| TOL
oyt e To TEPPAAAOV Kol UTOPEl avTOg OVEVOYANTOC VO, GLYKPOVOTEL e 6,1t BENEL Kot v cuveyeia
Vo, PTAGEL 6TO TEAOG TNG TioTOG Kot vo kepdicet (0 maiyng 6mote BEAEL KaTd TNV SLAPKELN TG TTOTOC,
av €yel mepdoetl évo OOOKOAO EUTOO10, £xovioc Tatnoel 10 kovurni C mponyovpévmg, pmopei va
Eavamatnoet 1o kovuni C kot va evepyomomoast Eovd Ty chykpovot Ue To eumodta). To kovuni R, 6tav
matnOel amd Tov MalyTn, EMAVAPEPEL TOV TOPOVAO GTNV GPYN TNG TIOTAG, ETAVOPOPTOVOVTAS TNV
nopovco. Tiota. To SCript axolovdaet v Loyikn Tov vrapyel 6To Tynpa 3.2, pe okomd va dnpovpyndei
EMTVYDG.
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ARAOOT JETTRANTLV

'

Ammoupyia oUyKpouonc
TOU TIQiXTN PE TO TIEQIRAANDY

l

MAPTLLOT TOU ETOPEVOU ETITTESOU
1 ETOVaEODTLATT TOL
Twpvol sTTITESow

l

ANVOTTO POy WY MEMTIKGY
Kl OTTTIKIV EpE

l

Anmoupyia GroTTo0 TWY Ko P
L, Ckom R

l

ATTEVEDYOTTOINOT TWY KOUPTIILY
L, C ko R, otav o aiyTnc BAETE 1O
SUXQPITTRRIO Privupa
WE TO TTEPOC TOW TTarvidiod
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Yynua 3.2: Aoy yia to script CollisionHandler

Ene10n] mpémet Oum¢ vo, kepdilel o maiytme Hovo dtov akovumdet o Khplog mpombntpog tov Starseeker
oTNV TAQTQEOPUO. TEPLOTIOUOD, ypewdletal évo akOua SCript, AETOVPYOVTOG GUVEPYATIKG UE TO
napandve script. To cvykekpiuévo SCript evidooetar ota COMPONENtS tov KHPLOL TPOWONTAPA TOV
TupavAoL. O TaiyTg YAVEL AV OKOVUTNGEL LE OTOLOONTOTE AALO UEPOG TOV TUPADAOD GTNV TAATPOPLA.
TEPUATICUOD KO Y10 VO TEPUOTIGEL EMLTVYDG TNV KAOE TIGTA, TPETEL VOL KOVUTGEL LOVO LE TOV KVPLO
npombnmpo. Ovolaotikd avtd to SCript eléyyxer av o mhpaviog akobumnoe OvIimg e Tov KOPLo
TPomONTNPO Kot 1 AoYIK TOL akoAiovbeitan péypt TNV LAOTOINGN TOL, PaiveTal oto Zyfua 3.3.

AfAWGT PETARAMTWY

'

Kidhsopa Tng pesodou
TriggerWinFromThruster) amd To
script CollisionHandler

Zynuo 3.3: Aoy yie to script ThrusterCollisionDetector

Két axdépa mov givar dSpopeo kot eivar Kahd va mpootedel oto mayvidl, eival va VIapyEL GTAOOKN
eUPAavion g Kabe mioTog 1 OTOV ETAVOQOPTOVETAL 1] {010 TioTA, VO VITAPYEL i oTadtoKn eEacBévion
™G TioTag 6TV YAVEL 0 TaiyTne. Avtd yiveton pe £va SCript mov tpootifetal oTo components Tov game
object pe to 6vopo «Fade Level Panel» kat yio va dnpiovpyn0ei akolovdaet tnv Aoyikn mov Bpicketot
610 Zynua 3.4.
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ARAOOT JETTRANTLV

'

Anuoupyia aradiakic spedvionc

'

Anmouvpyia arabiakod
EeBLpldopaTog

'

Eugpdvion suxapoTipiou unviparog
Kol Tradon Tarvisiog

Synuo 3.4: Aoy yio. to script ScreenFader

Mol pe to mponyoduevo SCript dnuiovpyeitat kat Evo véo SCript mov evtdooetatl 6to. COMponents evog
panel pe to 6voua «Thank You Message Panel». To cuykekpyévo Script givor vrevfuvo yuo v
EUPAVIOT EVOG ELYOPIOTNHPIOV UNVOLOTOG GTOV TaiyTr, OTov ovtds kepdilel Kol TNV Televtaio mioTa
avtod tov demo kot Eavoepeaviletor omv mpdT Tiota. To script ovtd yw vo dnuovpyndei
aKoAovBdel Tv Aoyikn mov Ppioketor 6to Zynpa 3.5.
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ARAOOT JETTRANTLV

'

Eugpdvion suxamotipiou unviparog

Synuo 3.5: Aoy yia to script ThankYouMessage

I'a vo Aertovpyncovv Oha awtd, yperdletor kot n dnpovpyio evog fondntkod Script mov dpme dev
EVTACOETAL 6€ KATolo game object. Avto to Script eAéyyet av o maiytng £PTace 6TV TPOTH THOTA, POV
TPOTA TEPUATICE EMTVYMOG TNV TeEAeLTai TioTa. Kdvovtag avtdv Tov éheyyo, umopel va eppoavictel to
ELYAPIGTIPLO WVVUA, LOVO OV O TTOLYTNG EPTAGE OTNV TPATN TUGTA, AUECHS LETE TNV TEAELTAIN KOl O
av Bpioketar akopa oty mpdt wiota. H Aoy mov axkolovbeitar yio va dnuovpyndei to script
napatiBetol oto Zyfua 3.6.
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AfAwaon peraBinmwy flags

Synua 3.6: Aoyixi yia to script GameState

3.7 Xyeowuopog mMoTOV

3.7.1 Zyedwopog mictag g I'ng (Earth’s level design)

H npodtn miota mov dnuovpysiton agopd v I'm, xabbg otnv I'm apyikd o mdpoviog Starseeker
dokalel ov umopel vo avtameEEAOel otV AmOeLYN EUTOSIMV KOl OTNV OVTILETOMION SpOpmV
Kataotdoemv. Apov Tpoctedovy Ol Ta facikd oTotyeln TOL ALY VIOLOV, POe 1| PO Y10 TOV GYESIOGUO
g miotog (level design). AkolovBeitar 1 0100 Aoy axpidc, mov akolovOnce yio v dnpovpyia
oV TVpavAov. OAa Ta epmddLa, OTMG avaPEPONKE KOl TPOTYOLUEVMGS, £XOVV TNV LopeTn Pacikdv game
objects g Unity, 6nwg o k0Bog Kot 1 o@aipa, o 0moio TpomorolodvTat TOAEG POPES Y1 Vo TOLG d00el
10 embountd oynua.

Topa avtd mov mpémel va yivel, givor va dnpovpynBodv moAdd opboydvia mopaiinieninedo mov
nepPAAiovy TV TioTa Kol Ppiokovton Kol KOTd PNKog TG Odpopns G Totag. Avtd o Umodiol
otvovv v aicOnon OtL ektdg amd eumddwo, eivor Ko Ppdyotl, £80¢00g, OAAL Kol YEVIKOTEPO TO
epIPariov YOpw amd Tov TOPAVAO.

EmumAéov, autd mov €xel oelpd, etvar va dnpovpyn et pia képepa mov akoiovddet Tov Topavio o kbbe
TOL Kivnon.

To mpdT0 €UMOOI0 OV TPOOTIBETAL GTNV GLYKEKPIUEVT TtioTa, gival £va opBoymvio Taparinieninedo
OV HOVILLO TTEPLOTPEPETAL, OVTaG o€ oTofepn B€on. Tlepiotpépetan PEPata e dSrapopeTiKn TaydTNTO G
KaBe a&ova, kavovtdg to Alyo ampoPrento. I't' avtd to umddio ypetdletor Eva SCript mov to kavel va
TMEPICTPEPETAL [LE SIPOPETIKT TAXVTNTA GTOVS GEOveg X, Y Kot Z, Ovtag OUws o€ éva otafepd onpeio
otV mioto. Avtd T0 SCript EvTAcoeTol 6T0 CLYKEKPIUEVO MOS0 Kot Yo va. dnuiovpyndei akolovbei
™V AOYIKN oL VITdpyel 6to Zynua 3.7. L& 6o ovTd Ta EUTOSL0 TOVG divovTal TPio. YPMOUOTH LOVO Kol
aTa ivorl To Kaeé, To PTAe Kot To TPAcvo, Kafdg avtd etval ta PactKd ypdpate Tov Kuping PAETE
Kdémolog oty I'.
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AfAWGT PETARANTWY

'

MeproTpopn spmodiou

Synuo 3.7: Aoy yie to script ObstacleRotation

Topa mpootifetar Eva 10 eumdo0, aAAG elvar drapopetikod peyéBoug kot aArdlovv ot Tipég TV
HETAPBANTOV TTOV VIAPYOVY 6TO SCrPt, £TG1 MOTE VO TEPIGTPEPETAL PUE SLOPOPETIKN TOXVTNTA GE KAOE
a&ova.
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Ewova 3.4: Rotating Obstacle

To televtaio eumddl0 oLV TpootiBetal oty Tapovoa TioTo, €ival pio ceaipa 1 omoia Kavel pio
TEPLOOIKY Kivnon, Tnyaivovtog 0e€id Kot aplotepd Kot LETA TAAL amd TNV apyr], KvoOuEVT oTov dEova
X. H opaipa avt &gl torobetnuévo navem g éva point light. TV awtd to epunddio, ypetdletar éva script
7oV Tpoaotifetal TAve otV oeaipa Kot TG emTpénel vo Kivnbel pe avtév tov tpomo. H Aoyikn mov
axolovbeitol yia vo dnpovpyn0ei emituyde awtd to script, moporibetal oto Tynua 3.8.
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AfAWGT PETARANTWY

'

Arwn apxiknc BEonc sumodiou

'

Kivnon epmodion Pmpoc Kl o

Synua 3.8: Adoyixi yio to script ObstacleOscillation
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Ewdva 3.5: Back And Forth Obstacle

ITépa and avtd mpootifetar Kot 0 KATAAANAOG QOTIGHOC 6€ cLYKPLUEVA onueia, péowm dapdpmv point
lights.

H televtaia evépyeta etvar vo tonobetnBel Eva mopacknvio micm and v miota, wov deiyvel Tov YaAdllo
ovpavo pe ta ovvvepa. [43]

Ewova 3.6: ITioto e g
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3.7.2 ZXyedwaopog mictas Tov Eppiy (Mercury’s level design)

E@dcov mponyovpévag dnuovpyndnkav 6Aa 6co ypelalovial, oeipd £yl vo dnuovpynbel pio véa
oKNnvn Kot va torofetnBovv To epmddia ¢ miotag. 't avtdv Tov Adyo Aowdy, mpootifeviol dapopmv
ueyebmv axivnto epumodia pe oyniuo opfoydviov TopaAinieninedov.

Ta 600 Kivobpeva UTOdIO TOL dNUIOVPYOHVTAL, EIval TOV 1010V €id0VG aKoAoVOmOVTAG aKPIPOG TNV 1010
AOYIKT, OAAG T CUUTEPIPOPH TOLG OlOPEPEL, KaODG Exovv GAAec TwéG To Kabe €va o Kabe pia
petaPAn mwov emnpedlel TV GUUTEPLPOPA TOVG. AVTA TO dVO gUmOdIa eivar pio UiEn TG KIVOOUEVNC
oQaipag KOl TOV TEPICTPEPOUEVOV EUTOOIMY TTOV OVIYUETOTICE O TOYXTNG KOTO TNV OOKY TOL
mopavAoL oty I['M. Me dAlo Adyio mep1oTpEPovtal 6Tov GEoVa, Z Kol KAVOVVY TO £va. [iol LiKpN TEPLOOIKN
kivnon otov a&ova X Kol T0 GAAO pio pkpn TEPLOdIK Kiviorn otov afova X, aAAG kol oTov Y,
KaO1GTOVTOG 0PKETE SVGKOAN TNV SEAELGT TOV TVPAVAOV aTd AVTA. AVTO TOV TPETEL va. YiVEL Eivol va
dnuovpynBovv dvo opboymvio maparinienineda Kot vo tovg tpooteBoldv to ObstacleRotation script
kaw to ObstacleOscillator script, mov dnuovpyHOnkav vopitepa. Metd amhd Tpénetl va aAAdEovy ot
TWWES TOV UETAPANTAOV Y10 TV GUUTEPLPOPA TV eUmodiny ce kabe d&ova. Xe OAa To eumodia divovial

Tplol GUYKEKPIUEVO YPADOUOTA, TO OO0 EIVOL YKPL, CTKOVPO KAPE Kol avorytd umel.

Ewova 3.7: Rotating Oscillator Obstacle

Emniong, mpootiBevton didpopa point lights oe cuykpiuéva onpeio.

H televtaio kivnon, eivar va tpootedel Evo mapacknvio pe Evov 6Kotewd ovpovo pe dotpa. [44]
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Ewova 3.8: [Tiota tov Epun

3.7.3 Xyedwaopnig miotog s Agpoditng (Venus’ level design)

[Taporo mov ta mepiocdTepa OV Ypetdlovtal YU autn TV ot eivar £Tola, yperaletal akplBag Ommg
KoL TPy, va dnuovpyn el pio akdua oknvi Kot va tpoctefoldv didpopwv peyedov axivnta eunddio pe
oo opBoydVIOL TAPUAANAETITESOV.

Avti| Vv @Qopd, evtdocovtal Tpiot KIVOOLEVO EUTOONL GTNV GLYKEKPIUEVT TioTa. To TpdTO EUTOS10
etvar dVo poaxpdcteva kdbeta opboydvia mapoAinienineda, To omoia £govv éva HKPO TEPUCLLOL
avlpecd tovg, amd 1o omoio mpémel va mepdoel 0 mMHpPavAOS. Apyikd Tovg Tpootifetal TO
ObstacleOscillator script. ITpémet kat ot 300 va kévovy akpiB®S TV id1a Kiviion Tave KOT® pE Tov 1510
PLOUO KoL OVGLAGTIKA TO KEVO IOV VILAPYEL AVALEGA TOVS, VO TAPOUEVEL 1010 Kot va «ovefokatePaively
Kot ovto poadi Tovg. ['a vo vedpEet avt N cvUTEPLPOPA, TPETEL VAL AALAEOVY OL TIWES TOV LETAPANTOV
TOV SCript. Te Ol Tar eumddiIo HivovTal TPio, GLUYKEKPIUEVE YPOUATO, TO, OTTOI0 EIVOL OKOVPO KOAE,
avorYTO KOQE Kot £va 0KOUA o 6KOOPO KAPE Omd TO TPMTO.
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Ewéva 3.9: Gap Obstacle

To apéomg emodpevo eumodolo, eivar TAPORO0 LE TO TPONYOOUEVO, KAOMG VTAPYOLV TAAL OVO
paxkpooteva Kabeto, opboydvia mapoAAnAieminedo, oAAd ovthy TV @opd, pe v Ponbela ToL
ObstacleOscillator script, mov Tpootifetat Tévm Tovg, Ta dVo opHoymdvia TapaAAnAeTineda, Kivovy pio
kivnon, cav avti Tev Zoprinyddwv Ietpodv. Me dAla Aoyla Kavouy pia avtiBetn peta&d Toug kivnon,
KAetvovtog to TEpaca Tov VIEPYEL OVAUEGH TOVG KOL GTIV GUVEXELD avoiyovtdg To. Avtr gival pia
TEPLOOIKN Kivnom, OmmG Kot TPV, Kot TPEMEL Vo, 0AAGEOLV O TéES TV PeTaANT®V Tov SCript yuo va
vrdp&et 1o embountd anotérecua.
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Ewova 3.10: Up And Down Obstacle

To tpito kot TeAeLTOIO KIVOOLEVO EUITOOL0, Elval (i GQaAipa, 1 OTOl0 KAVEL Lo NULTOVOELDN Kivinon.
2t opaipa mhve tomobeteitor vo point light. T v enitevén ¢ embountg cvumeplpopdc g
opaipag, dnuovpyeitor éva SCript uéow g Aoyume mov mapovstdletal oto Zyqua 3.9 kot avtd 10
script evtdoogtal oty 6QaAipa.
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AfAWGT PETARANTWY

'

Arwn apxiknc BEonc sumodiou

'

Anuoupyia nuimovoesibols Kivnong

Synuo 3.9: Aoy yie to script SinusoidalWaveMovement
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Ewdva 3.11: Sine Obstacle

[Tépa and owtd, mpootiBevton kot point lights og cuykpyéva onpeio.

H tehevtaio kivnon, yio TNV GUYKEKPUEVT TGTA, £ival vo TpooTedel éva TapacKVIO e OpyAmON Kot
oLVWVEQLIGHEVO ovpavo. [45]

Ewova 3.12: [Tioto s Appoditng
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3.7.4 ZXyedwaopog mictog Tov Apn (Mars’ level design)

H zicta otov Apn, givar 1 tedevtaio ovTov ToV ToVIdoD, KaOOS 0 TaiyTng, EPOGOV OLOKANPOGCEL
EMTVYMOG TNV TOTA QVTY, EXGTPEPEL oTNV ['M, £yovTag 0AoKANP®GEL TO TOIOL TOV GTOVG TPELG TAUVITEC
IOV €MPETE VAL EMOKEPTEL.

To wpdTO MOV TPEMEL VO yivel, eivar va dnpovpynbel M teAgvtaio oKV TOL TALXVIOOD KOl VO
tomofeBovv Eava axivnto epumddio Kot unKog OANG ¢ TioTog.

Avti ™MV Qopd, TO. GLVOMKE KIVOOUEVE, EUTOdIN gival TEVTE Kat givar OAa Tov d1ov gidove. Avtd T0
€ldog gumodiov givar pio oeaipa, 1 oroia epeaviletar Toyaio petald evog ebPOVG TILOY oToV AEova X
kot otov G&ova Y. O tpdémog pe tov omoio spaviletal, ivol LeyoldVOVTOG, HEXPL TO KAVOVIKO TNG
uéyebog mov eivar to X=1, y=1 kou z=1. Apov @tdcel 610 PéEYIoTo Uéyedog, uetd amnd Alyo €xetl v
akpifmg oavtifetn ocvumeppopd, KaOOG cvppikvavetar uExpt vo eapaviotel. TV GLVEXELD,
e€axolovbel va €xel TV 810 cvuTEPLPOPA, KOODS HoOVILO epeavileTal og KATOW0 TuYoio onueio, Tov
gival péca 6To €0POC TNG, UEYOAMVEL UEYXPL TO HEYIOTO Héyebog Tov umopel va Tapel kol HeTd omd Aiyo
ovppikvavetol puéypt va eéagaviotel. Oco dapkel 1 mioto, M opaipo cuveyilel va €xel avth TV
ovumeprpopd. Emiong, n opaipa avth £xet tomobetnuévo mave tng, éva point light. T va Aettovpynoet
Ouw¢ avtd 10 gumddLo, Ko’ avTdV ToV TPOTO, TPEmeL va dnovpyndei éva script, akolovbdvtag v
Loyikf Tov gueoviCetal oto Zynua 3.10. To script avtd evtdocetal 6TNY oEOipO TG CLYKEKPIUEVTS
miotag. OAa T, UmToOd10 £YOVV TPIO GUYKEKPIUEVO XPDOUATA, TO, OTT010 EIVOIL KOKKIVO, TOPTOKOAT KoL YKPL.
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Anuoupyic MoToc GAWY Twy
EVEQYLV EUTTOGIWY

l

AfAWGT PETARANTWY

'

Apxn kOkAoU TNASPETOQOPAC

'

Aryn &ykupng BEamc yia To
KOVouMo EL.ITI'UEID TTOW ENOI ETOIRO

Vi EQpOVIOTEL

'

Zuppikvwon pmodiow

'

MeyEBuvon epmobiow
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Yynua 3.10: Aoy yia To script ObstacleTeleportation

Ewoéva 3.13: Teleporting Obstacle

Avto oL €xel oEPA TP, Elvar vo S10GKOPTIGTOOV GALEG TEGTEPLS TAPOLOIEG GPAIPES KOTA UIKOG TNG
niotag. Etvat idtov gldovg, aArd pe mapOpolo GUUTEPLPOPA, Y10t Ot TIES TOV LETARANTAOV TOL APOPOVV
10 €0pog TV afdvav X kal Y, elval SPOPETIKEG, 0 YpOvog Tov HéVeEL gvepyn M KaBe cpaipa etvor
OLPOPETIKOG KAl 1 TOXVTNTO UE TNV OTOl0l GUPPIKVMVETOL KOl UEYUADVEL, €ival ETIONG S0POPETIKT].
Kd&Be véa opaipa mov givar £Toyun va eppaviotel 6e kamoto véo onueio, eAEyyeL av £XEL TOLAGYLOTOV
Tpio UNItS amdotacn omd KAmolo GAAN Geaipo Tov gival o1 Evepyn oV TioTa.

Onmg Kot 6TIG TPONYOVUEVES THOTES, £T01 Kol €00, mpootiBevton point lights oe cuykpéva onpeia.

H tehevtaia evépyelo mov mpémetl va yivel, eivor va mpootebel éva mopacKvio KATdAANAO Yo TOV
GUYKEKPIUEVO TAOVITN Kot Efvor £vag KOKKIVOTOG 00pavAg e GOVVEPO Kol LE TOAAT] GKOVT] Kot OULiYAT.
[46] EmumAéov, oto mepiBdAlov vrhpyel apKeET KOKKW®AN opiyin, divovtag v aicbnon g
KOKKWVOTNG 0KOVTG OV LITdpyeL 6Tov Ap).
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Ewoéva 3.14: ITiota tov Apy

Ewova 3.15: Ontikn maiym oy wiozta tov Apn

3.8  PvOmon Bapvtnrog

Onwg avaeéphnie Kot 6NV apyn 0LToY TOV KEPAAAIOL, 0 THPAVAOG EEEPEVVEL TOVG TPELS TAUVITEG TOV
NAMOKOV LG GUGTHILOTOG TOV EXOVV £30POC, TEPA amd TNV I'M Kot pwopel va TpocedaploTel EXTLYMOG.
[popavmg oe kabe mhavintn vrdpyel deopeTikyy Papdtnta, omote ce kdbe mhlavntn o maiyng
OVTILETOTILEL VEEG TPOKANCELG TTOL NTOV AYVOGTEG, 0G0 Yvotay 1 dokyn otnv I'm. Kabaog o Epung
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€lval 0 TPAOTOG TAAVITNG TOV EMOKETTETOL O TAIYTNG, AUECHS UETE TNV I, Tpénet va €xel KaTd vou, OTL

N Bapvto otov Epun, wwovton pe 3,7 sz [47] o &y pe 9,81 sz’ 7ov oovtal otnv I'm. To id10 1oyvet
Kot Yoo v A@poditn kot tov Apr, 6mov 1 Papdtd Tovg 1wovton e 8,87 522 [48] ko 3,73 sz [49],
avtioToryo. AVTO €IVOL KATL TTOL LITOPEL VOL OPEAGEL TOV TTOiYTT), AAAG UTTOpEl Ko Vo Tov otafel epmddto.

AvTo mov pémet va yivel tdpa, eivar va dnuiovpynBel Eva script, vrevBuvo kabopd yio v aAiayn g
Bapvtnrag o kdOe mhavitn. Kabdg 1o pévo game object mov vrdpyel otobepd kébe popd og kdbe
niota, €ivol 0 TOPAVAOC, TPOoTIBETAL TO GUYKEKPIUEVO SCript Thved Tov Kot avtd TO SCript yo va
viomomBei, axolovBdel v Aoyikn mov mapatifetol oto Tynfua 3.11.

Anwoupyia mivaka avalfTnang yia
TIC TIHES TN PapdTnTog Yid TIC aKnvEC
Tou Eppr, Tnc AgpoBitn Kai Tou Apn

l

Evypagr oTo yeyovoo
SceneManager.sceneloaded

'

Eqappoyn Bapdtnrag Rdos Tou
OVOUOTOC TN TWRINTC TKNVC

'

ExTUTIWan aThv Kovaoha [ popd,
oIV apxr TNC TWPIVIG OKNVAC, TToId
£ivon n PapdTnTa o QuTr TV SRV

Eyfpa 3.11: Aoyikij yia to script GravityHandler
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3.9 "E&odog am6 1o maryviol

Kobmg to cvykekpyévo ke@aiato @TAveL 6TO TEAOG TOV, KATL IOV TOV AEITEL, EIVOL VO LTOPEL O Ty TNG
va KAeloel to moyvidl, otav Bélel va otapoamosl va mailel. Epocov to moryviotl eivar éva extelécipo
0pYEl0 TOV VAPYEL GTOV VIOAOYIGTH, LETO TNV EKTEAECT] TOV, TPEMEL VO, UTOPEL KATO0C KOl VO, TO
KAelogl TOTOVTOG £VO, KOVUTE TOV TANKTPOAOYioL Kot Oyl To X Tov Tapafvpov Tov Toryvidtov. [V avtov
Tov AdY0, EVIAOGETOL GTO TTOyVidt Eva SCript mov To pévo mov kavet eivar vo, divel v duvatdTnTo. 6TOV
Ty TN Vo, Lopel vo, KAEIGEL TO oy vidl, TATMOVTOG £Va. KOVUTE Kot 710 GUYKEKPLEVE TO Kovuri EScape.
To script avtd TpooTibetol Tdvem 6Tov TOPALAO Kol yio va dnpovpyndel, akolovBdhel TV TOPOKAT®
Aoyikn Tov Ppicketan 6to Tynua 3.12.

‘Efodoc amd v Spapuoy,
TATWYTEC TO KoupTi Escape

Synuo 3.12: Aoy yio 7o script QuitApplication

3.10 Emniloyog

To ke@dAaio avTd £QTACE GTO TELOG TOL Kol UITOPEL VL KATOVONGEL KATOL0G, OTL OGO TPOYWOPAEL ALTN M
dumlopatikny gpyooio, GAAo 1000 mpootibevion yproelg véwv otoyeiov g Unity ko g C#.
Eokeppéva éywve n ypnon Pacikdv game objects g Unity, étot dote 1o ke@dlato owtd vo spfabddvet
o€ Mo oNoVTIKG Tpdypata. Fivetor Adyog yio to onion design, kdrtt ov givol amapaitnto va yivel Tpv
EeKVIOEL KATOL0G TOV OoYedAGUO eVOg anyvidlol. EmmAéov mpootifevtal nymrtikd kot ontikd eé yio
OUYKEKPIUEVEG KOTOOTAOEL, KATG TNV OpKEW TOL Toyvidloy Kot ypnolponoteitor Eavd 1
OnCollisionEnter() yw. v o0ykpovon tov maiytn pe 10 TEPPAALOV. ETO GUYKEKPIUEVO TTOL(VidL
TpooTéONKaY GALEG TPEIS TIOTES KOl OELYVETAL O TPOTTOG HeTAPaons and TV pia Tiota otnv GAAYN. Avtd
oL Kével OpmG TV dpopd o€ 0VTO TO KEPAANO, €ival 1 TPocHNKn TOAA®V eumodiwv pe
YOPOKTNPLOTIKY GOUTEPLPOPE Kot pe TEPLOdIKES Kivioelg. H emhoyn tov vo tpooteBovv shortcuts omod
dupopo Kovpmid givor kabopiotiky, Kabmg deiyvouv v onuacio Tov £govv oto Tayvidw. Avtd Tov
gtvan emiong onpavtko, ival  aAloyn g fopvtntog oe kaOe wiota, yroti dSnpovpyel AN aicOnon
OTOV Oy TN KOl TOV KAVEL VO OGKEPTEL KO VO AVTILETOTICEL TIG EMEPYOUEVEG TPOKANGEIS OLUPOPETIKA.
Télog, deiyvetar o TpOTOG e TOV OTOl0 UTOpPEl KATO10G Vo KAEIGEL £val eKTEAETIO apyelo, dTav 0 1610G
70 O€AeL.
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Kepaioo 40: The Awakening

4.1 Ewayoyn

To mayvidt «The Awakening», givar to Tpito Kol T0 TEAELTOIO TOLYVIOL VTN TNG SUTAMUOTIKNG
gpyaciag kot eivar éva first-person shooter (FPS) motyvidty, 6mov o maiytmg, yewpiletor tov npodnv
doiknty Michael Shaw, o omoiog kKANnOnke omd ™v kvPépvnon vo eréyéel teAeiwg HLOTIKA Eva
OTOHOKPVOUEVO onueio Pabid péco oTo SG00C, WETA om0 LTOYIEG TUPAVOU®OY TEPUUATOV CE
avOpmmovc.

4.2 Xyedroopog moryvidrov tov The Awakening (Game design of The Awakening)

AvTiBétmg pe ta Tponyobeva, 600 Tayyvidle, 6TO GUYKEKPIUEVO TTaLVIdL, Y0 TEPIGGOTEPO PEOAGLO,
ypnopomolodvol £Toyo. assets amd o Asset Store. [4] O Michael Shaw éyet oty katoyn tov mévie
SLOPOPETIKA OTTAQ, OOV TO KOOEVE JEXETAL SLOPOPETIKEG CQUIPEC. XE TEPIMTMOOT TOV TEAEIDMCOVY 01
oQaipeC KATOLoV OTAOVL, Y0 VO, TO XPNOLULOTOGEL Eava 0 maiytng, TPEmEL Vo Bpel T KOTAANAES
opaipes. EmmAiéov, o Michael Shaw kpatdetr évav @oaxd, kabdg 1 omoctodr] Tov givar vo ndel 610
OLYKEKPLUEVO PEPOC apdTov dvoeL 0 NAoc. O @akde Exel ouykekpluévn dtdpkela kot o Michael Shaw
ypewdletor va Bpiokel pmotopiec yi” avtdv, av 0éhel va PAEnel péoa 6to dAG0G KOTH TNV OLAPKELL TNG
voytag. Méoso 6g 0A0 T0 dAGOG LITAPYOLY SUCKOPTIGLUEVO TAAGLLOTO, TOL EIVOL TO ATOTEAECUATO TMV
TEPOUATOV KOl 0V O TOXTNG PTAGEL 6€ [0l GUYKEKPEVT] OmdoTOoN amd avtd, apyilovv va Tov
KATOOIOKOLY UE okomd va Tov egovdetepdoovy. O malytne mpémel va. T OmoQUYEL N Vo TO
€EOVOETEPMOEL, Y10 VO UTOPEGEL VO TPOYMPNOEL Kot Vo Labet Tt akpifodg cvpfaivel og ekeivo To pépoc.
O yepiopnog ov yopakmpa yivetar pe to kooumda W, A, S kot D, yo unpootd, apiotepd, Ticm kot
de1d, avtiotorya, pe To Space ywo dipa, pe 1o apiotepd Shift Totnpévo yuo tpé&yo kot kovvdvtag To
TOVTIKL TPOG To. aploTePd M mPog to de€ld, otpépetor N Kapepa aplotepd N de€id, avtiotorya 1
KOUVAOVTOG TO TPOG To TAVM M TPOG To KAT®, 1 KAUEPO KOLTALEL TPOG TO TAV® 1) TPOG TA KAT®,
avticToty .

Eekvavtag pe v eumelpio tov moiyt (player’s experience), to mayvidlt mpoo@épet pia aicOnon
£VTOVN KOl GKOTELVY).

Oocov apopd Tov KOPLo unyavicpd tov Tayvidlod (core mechanic), ivotl oamhdg kot givat vo mupofolei
0 Tty TNG Ta eYOPUKA TAAGLLOTO KOt VO LTTOPEL VOL TOL ATOPUYEL, UEXPL VO PTAGEL GTO TEAOG TG TGTOG.

O okondg Tov maryvidtov (game loop) sivor va mpoywpnoet o maiytng 660 mo Pabid yivetor 6to dGc0c,
va e£ovdeTep®oel Ta £XOpkd mAdcaTo, Vo LaCEWEL GPOIpES/ UTOTaPies Kot €V TEAEL VO PTAGEL GTO TEAOG
g mioToc.

4.3 Onion design

Avtd mov €yxel ogpd ToOpo, eivar vo yiver o onion design. To mpdTO Kol TO CNUAVTIKOTEPO
YOPAKTNPLOTIKO TOV EVTIAGCETOL 6TO KEVTPO TOL Onion design, givor 6t To oty vidt eivar éva, first-person
shooter. To auéomG ETOUEVO TLO GNUAVTIKO YAPAKTNPLOTIKO TOV TaLYVIdlo0, £ivol 1) TpocOnkn ToAAdY
eV 0mAwv. To TpiTo 7o SNUAVTIKO YOPAKTNPIOTIKO, Eival 1) TPOcHNKN S10.POPETIKMY DMV eYOpIKDV
TAooUATOV 6g OAN TNV TOoTO, TO OTol0 UITOPOVV VA KuvIYHIcovV Kot va fAdyovy tov taiyt. To tétapto
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O CTLLOVTIKO YOPOKTIPIOTIKO TOV Oty VISI00 EIVOL O QAKOG TOV TTOLYTN, TOL UE TO TEPAGLLO TOV YPOVOD
70 G Tov e&achevel Kot yiveTor OAO Kol AyOTEPO, MGTOV PTAVEL VO LNV TPOGPEPEL KABOAOV PpmG GTO
téhoc. Kot 10 méUmto kot TEAEVTOIO O OMUOVTIKO YOPOKTNPIOTIKO OVTOD TOV TOVIOoV &ivol o
OVEQPOSLOOUOC GOALPMV Y10 TOL OTTAC KO UTOTAPIDV Y10, TOV pOKO TOL TToiyT.

4.4  Eleyktic mpdTov tpocmdmov (First-person controller)

To mpdT0 TPdryHa oL TPENEL va. Yivel gival vo, dnovpynbel o yapaKTAPOG TOL TALKVIOIOV, UE KOO
oV cuvéyelo, va dnuovpyndel kot o gleyktng mpdTov mpocmmov (first-person controller), kabhg m
ontikn TpdTov mpocmmov (first-person view) gival 1o TPOTO TO GMUOVIIKO XOPOKTNPIOTIKO, TOL
evtayOnke oto onion design. O yapakTHPOG GTNV GLYKEKPILEVT TEPITTMON Eival amAd o KOWOoLAd,
a6 to. oo, game objects g Unity, kdtt mov dev ennpedlet kabBOAov To vadrowro moryvidt, kabdg o
mayviol eivan first-person shooter kot ovG1OGTIKA dEV PaiveTaL O YOPAKTNPOG TOL ¥EPIleTaL O Ty ™G,

0AAG QaiveTol uovo Tt BAETEL aKPIPOG UTPoaTd Tov, aKpIPmg ooy va gival o 1d10¢ 0 Taiytg uésa 6To
oy VIOL Kot VoL KAVEL 0 1010¢ OAEG TIC EVEPYELEC.

Ewova 4.1: Xapartipog tov woiyty (Michael Shaw)

[Tdvw otov yopaktipa tpoctiBetot pia Kapepa Kot eivor 1 Kapepa, 1 onoia delyvel OLo 1o Tayvidt oTov
oy, OKPPOG GOV VO KAVEL 0VTOG OAEG TIC EVEPYELEC.

Taopa mpémnetl va dnpuovpynbodv Tpio SCripts yio tov xeipiopd Tov yapaxtipo. Ta SCripts axolovBovv to
kabéva v ok tov Aoyikn. Tlpdto dnpovpyeitar to script yw to first-person controller xon
npootieton otov maiytn. To cuykekpyévo Script sival vreHBvvo Yo TV Kiviion Tov Toly TN LE OTTIKY
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TPAOTOV TPOGMTTOV, YOl TNV TEPLGTPOPT] TOV, Y10 TO GALO TOV KO Y10 TV GUUTEPLPOPA TNG Kapepag. H
Aoyikn ov akolovbeitot yio va dnpiovpyndei to script ovto, eppavifetal oto Zynua 4. 1.

AnAwon peTaBAnTuy

Anproupyia Kivnong kdpspog

Anuioupyio Kivaong TaiyTn

Anmoupyia GApOToC TIOKT

Synuo 4.1: Aoy yio to script FirstPersonController

Ev ovveyeia, oto Zynuoa 4.2, tapovotdletor n Aoy mov akoiovbeitat yio va dnuovpynOei to script
nov dwayelpiCetan v alnienidpaon pe avtikeipeva, mov Exovv rigidbody, enttpénoviag v @Onon
TOVG OO TOV TaiyTn, Otav aVTOS ovykpovetar pe ovtd. To script avtd emiong mpootibetar ota
components tov mwoaiy.
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AfAoT PETORANTIOV

Y

Eivan n canPush aAngrig;

(3]

Eivan n body pn null
Kal Ox1 kinematic;

Eivan n body péoa
otnv pushLayers;

Eivan n hit moveDirection.y
peyakdrepn Tou -0.3
f ion pe auTd;

YTohoyiopds Tne pushDir

Aoknon GUvaung
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Synua 4.2: Aoy yra to script BasicRigidBodyPush

To apéomg emodpuevo SCript, mov ypewdletal emiong yo Tov ¥EPoud TOV TOLYTY, EVTAGGETAL OTO
components tov waiyT Kot OEYETUL TIG EIGOO0VEC TOVL TAiYTN, UECH TMOV OVTIGTOLY®V KOVUTIDV TOV
TATIOOVTOL KOl TIS 00BNKEVEL 68 GUYKEKPIUEVES UETAPANTEG, £TCL DOTE VO UIopodV To. GAAa SCripts va
TG ypnowonwomoovyv. Ilopakdtow, oto EZynuo 4.3, deiyveror m Aoylkn Tov akoAovbeital yio va
dnuovpynBel to cuykekpuévo Script..

ARMOEn PETORANTWY

Kooy pagr] sioodwy TraikTn
(Kkivnom, Kapspa, dhpo)

AVOVELIOT] TIHWY
Baos T ETHGuw

Synuo 4.3: Aoy yio to script StarterAssetsinputs

IMAéov o maiytng pmopei vo yeiprotel tov yapaktipa pe ta kovumd W (urpootd), A (apiotepd), S
(miow), D (de&14), Space (dhpa), apiotepd Shift (tpé&no) kat va TepioTpéyel TV KApEPa PE TNV Kiviion
TOL TOVTIKLOV €lTE aploTePd, €ite de&1d, Y10 va KOTdEeL aplotepd 1 0e€1d, avTioTOoL(o 1] VO KIVIGEL TV
KApEPO TPOG TOL TAV® 1) TPOG TOL KAT®, Y10l VL KOLTAEEL TAV® 1) KAT®, 0VTIGTOLYO.

‘Eva pukpd mpéfAnua mov mopoatmpnonke, eival 6T av 0 ToiyTNG OKOVUTAEL KATOOV TOlYO Kot
napdAinia Tpootadei va kivnlel, vdpyetl 1 aicnon Tog o Taiytg eival Gav va KOAAJEL TAVD GTOV
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toiyo. "o va Avbel avtd to mpoPfinua tpénet va mpootedel Eva physics material oto capsule collider
TOL Toiytn, va 600el m T pndév oe Oleg Tig petafAntég Tov material avtod kon va odhoytel M
petofAnt friction combine and average ce minimum, étol dote 0,TL akoVUTAEL O TaiyTNG, VO
YPNOWOTOLEL TNV EAGYIGTN dvvaTh TPIPT.

4.5 'Eda@og, 0évipo Kon 10pTa TioTog

To apéowg emoduevo otoyeio Tov moLVIOWL Tov TpooTtifetal givar To €0apog ¢ miotag. Avtod
dnuovpyeitan pe o terrain tng Unity. To £80pog mpo@avmg dev ivat TeAeing eninedo kat y1” autdv TOV
AOY0o onV TioTa £XE1 AOQAKL0, AAKODPES KAl AVOYADGELS.

Extég amo 10 £60.p0c, oTnV ToTA VIAPYOLY TOALG 6évTpa Kot xopta. o To dEvTpa Kot yio. To YOPTa,
ypnopomroteitot kot to katdAinio asset [50] and o Asset Store. [4]

4.6 'Omho waiyty

4.6.1 Sholo

Yy ouvéyela, KaddG To OEVTEPO O CNUOVTIKO YOPAKTNPISTIKO avToh TOV 7oy vidloh eivol va,
VILEPYOLY TOALDV EW0MV OTA0, TPooTiBevTal Ta dTAN oL Ypnoonotel o maiyme. To TpdTo OmAO TOV
naiyn ivon évo moToAl Tov ovopdaletot «Sholoy. T avtd to TeTdM Ypnopomoteital To KOTAAANAO
asset [51] and to Asset Store. [4]

I'o 10 cvyKeKPIUEVO OTAO TPOoTIBETAL Kot TO KUTAAANAO MyNTIKO £QE Yia Tov KpOTO Tov. [52]

EmmAéov, avtd mov mpénel va mpootebel eival katl Eva omTikd €PE Y10 TNV EKTVPGOKPOTIOT TOL OTAOL.
[53]

H tehevtaio kivnon mov yivetat, écov apopd to Sholo, givar va yivouv kdnoteg aAlayég oto material
TOL OTAOV, £TG1 MGTE VAL £YEL £VO, EVIOVO YPLoAPi Kot Lovpo XPOLLA.
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—

Ewodva, 4.2: Sholo

4.6.2 Buster

To devtepo 6mAo mov mpootiBeton eivor pio Kapapmiva pe to dvopo «Buster». T'a to 6mlo avtd
YPNOWOoTOoEiTaL TO KatdAAnAo asset. [54]

I t0 GVYKeKPYEVO OTAO TPooTibeTaL Kot £va nynTikd €9E Yo Tov kpoTo tov. [55]
Axopa Tpootifetor kot Eva OmTIKO EPE Y10 TV EKTVPGOKPOTNOT| TOL OmAov. [53]

Eniong, awtd mov adhalet etvan o ypdpo Tov Buster mwov yiveron pmhe pe povpo.
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Ewoéva 4.3 Buster

4.6.3 Gorlock

To tpito 6mho Tov yepiletar o maiymg, ovopdletor «Gorlock» kot givar éva 0mho pe Asttovpyio pung
POV 6Pap®v. ['a éva T€T010 OTAO Ypnoiponoteital kot To KatdAAnio asset. [56]

' o Gorlock Tpootifetat Kot 10 KatdAANA0 NYNTIKO EQE Y10 TOV KPOTO TOV. [57] ATt T0 GLYKEKPYEVO
M TS €€, koémMke va puépog Tov. To pépog avtd givat o Nxog Tov Kaver | Tpd™ opaipa. OvclacTtikd
0 MY0g avTdg aKovYETOL TPELS POPES, epocov to dmho Gorlock givar 0mho e Aettovpyio putng POV
COAUPAV.

Tdpa ontd mov £xel 6E1Pd, givar vo TpooTedel £vo OTTIKO EQE Yo TNV EKTLPGOKPOTNOT ToL OmA0L. [53]

H tehevtaia kivnomn mov yivetot yio to émho Gorlock, ivat va yivouv alhayég oto material tov e oxomod
va €el KOKKIVO Kot Lohpo YpMLLaL.
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Ewdva 4.4: Gorlock

4.6.4 Plazmius

To tétapto 6mho Tov Taiytn, ovoudletor «Plazmius». Eivat éva avtépoto omho. T éva tétoto 6mho
ypnowonroteitat Ko to katdAinio asset. [58]

Egpdoov to Plazmius givat éva avtopato 6mho, yuo Tov Kpoto g Kabe cpaipag, ypnoonoleiton mat
10 {610 MNTIKO €0E, mOv ypnopomomOnke kot yo to Gorlock. [57] Enedn owtd givar dAlo omho,
yivovtatl aAloyég oto MyNTkd €0E Yo va delyvel S1aQOPETIKO Omd TO NYNTIKO EPE TOV YPNGLOTOLEITOL
v o Gorlock.

Emumléov, Tpootifeton kot 1o KATAAANAO OTTTIKO EQE Y10 TV EKTLPGOKPOTNOT| ToL. [53]

Av1o mov ypelaleton Todpa ivar va yivouv adlayéc oto material tov 6mhov, 161 doTe Vo £yl GKOVPO
TPAGIVO Kol LOOPO YPDLLAL.
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Ewodva 4.5: Plazmius

4.6.5 Soulpiercer

To méunto ko to TEAELTAiO OMAO MOV LEAPYEL GTA YEPWL TOL TOlyTH, €ivol TO OmMAO pe TO Gvoua
«Soulpiercer». Eivat évo 0mho gledBepov oKOTELTH KoL YU OUTO YPNOLLOTOIELTOL KAl TO KATAAANAO
asset [59] and to Asset Store. [4]

' to Soulpiercer, oty cuvéyeia, Tpootibetat kKat Evo nynTikod geé yio Tov Kpdto tov. [60]
Apéocmg petd mpootifeton Kot To KATAAANA0 OTIKO €0E Y10 TNV EKTVPCOKPOTNGH TOL. [53]

Kot téhog, yivovtar aAdayéc oto material tov, £tol dote va givor éva teleing podpo 6mho, kKabdg to
pavpo ypodpo toptalel oe 6mAo eEAeVBEPOV GKOMELTY].
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Ewéva 4.6: Soulpiercer

4.7 Physics.Raycast()

I va propet o Toiytng vo tupofoinoet to exfpikd TAdopata, ypnoyoroteitot to raycasting tg Unity,
OV OLGCTIKA glvan piol vonT axtiva Tov gvavel 6vo onueio. To éva onpeio eivar owtd amd dmov
Eexwvaier n aktivo Kot 7o GAo givor ekel Tov KatoAnyel. o va Agrtovpynoet To raycasting, Tpémnet vo
vrapyel kamotov gidovg collider oto game object mov croyevet o maiyme. ‘Etot Aowdv, dnpovpyeitot
éva, Script mov divel TNV duvaTdHTNTO GTOV TALYTN LE TO TATNLO TOL OPIGTEPOD KOVUTIOD TOV TOVIIKIOD
(ToT®dvTag To o POopa 1] KPATMVTOS TO TATNIEVO GE TEPIMTMGN TOL YPTGLOTOLEL TO AVTOUATO OTAO
Plazmius) va mopofoinocet. To cuykekpyévo SCript mpootifetar o€ kdbe OTAO TOL YPNOWOTOLEL O
oty Kol yivovtor oAAayEG oTiG PEeTAPANTEG Tov, €161 MoTE TO Kébe OmMAO va €xel Tov kO TOL
YOPOKTAPO KOL VO PTCLUOTOIEITOL Y10 SIPOPETIKN TEPIMT®ON. XT0 Zynpa 4.4 mopovstdleTal | AOyK)
7OV 0KOAOLOEITAL Y10 TV dNIOVPYiCt TOL GVYKEKPLUEVOD SCript.
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ARALTN PETORANTWY

Eppdvian api8pol opoipuw

Anmoupyia Aamoupyiag oTAwy

Anwoupyio Aamoupyiag Gorlock

Anmovpyia kemoupyioc Plazmius

h 4

Eppavion TANpOoQ@opiv OTThou
(Gvopa otThou, £iB0C OTTADU KOl
apiBuds oeaIpuv)

AVOTTOPOYWYT MXNTIKWY
KOl OTITIKWV £QE

Anuoupyia Asmoupyicg raycasting

68




The Awakening

Synua 4.4: Aoy yio to script Weapon

Emm\éov, dnuiovpyeiton Eva Keipevo To omoio deiyvel TiIc TANpo@opieg Tov 6oV, TOL YPTooTolEiTaL
eketvn v otiyun. Mo wapddetypa, av o Toiytg XP1OILOTOLEL TO SEVTEPO OTAO TOL EIVaL 1] KOPOUTIVAL
Buster, 610 kdtm 014 péEPOG NG 006VNG TOL TTOiYTN, TO KEUEVO VTO dEiyVEL TO GvOa TOV OTAOV, TO
€ldog Tov 6mhov amd dimha péca o mapévieon Kol OUECMG LETO TOGEC CQUIPES EXEL LECO GTO OTTAO,
aKpIPmG 0TS dElYVEL 1) TOPOKATO EIKOVO.

Busfer (8hofgun): 15

Ewova 4.7: Inpogopics tov émlov Buster

4.8 Evoilayn 0mhov

KoBng vépyovv mévte €10 dmdwv, tpémet o maiytng va pumopet va yepiotel 0moto amd avtd BELeL Kot
omote 10 Béhel. T'V avtdv Tov Adyo mpémetl va dnuovpyndei Eva script kot va givat vevBuvo yuo v
evaALayn TV OTA®V KAt TV S1apKeELn TOL Taryvidtov. Avtd to SCript dnpuovpyeitat pe v Aoyikn Tov
nopotifetor oto Xynuo 4.5 ko TpoctifeTal ota Components evag apyikd kevob game object pe to dvoua
«Weapons», péoa 610 0moio gV GLVEXEIN EVTACGOVTOL KAl TO, TEVTE OTA TOV TaiyTn, oav children tov.
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ARAOOT JETTRANTLV

¥

Anmoupyia EvorAayRc ATTALV,
£iTE PE TO Koupmad 1-5
N WE TNV poGEAD TOU TTOVTIKIOU

Synuo 4.5: Aoyixi yie To script WeaponSwitcher

49 Ey0pwa miaocporta

4.9.1 Shabumi

Apo0 éyve 1 TpocHNKN TOAADY £10MV OTA®V, TO 0Tolo £ival TO SEVHTEPO O GTULAVTIKO YOPUKTIPIOTIK O
TOL TTaLYVIOL0V, GEPA EYEL VAL YIVEL 1] TPOGONKN SLOPOPETIKMV E0MV eXOpIK®OV TAacudtov, Kabmg avto
gtvat To TpiTo Mo GNUAVTIKO YOPOKTNPIGTIKO TOL CLYKEKPILEVOL Tty viotov. To mpmto eyfpikd TAdoua
7oV mpooTibetan oTo mayvidl, eivar To Shabumi, wov givon to anotéhecpo gvog mePapATOg TAVD GE
avOpomo, apdyvn kot kafovpt. T'a To Shabumi, ypnoonoteitat To katdAinio asset [61] and to Asset
Store. [4] Méoa 610 cLykekppéVo asset, vapyovv kat ta animations yiwa v Kivion Tov, yia Tov Tpomo
7oV emtibeTal, aAAG KoL Yo TNV oTdon mov Exet dtav givor o€ adpavela. Avtd Ta tpio animations otnv
GUVEYELD YPTCLOTOLOVVTOL GTO TOLYVIOL.

Ext6¢ 06 10 povtého owtd kat Ta animations tov, mpémet va mpootedel Kot o oG mov Kavet. [62]

Emum\éov, yivovtar ot anapaitnteg pubuiceis, 6cov apopd to script EnemyAl ko tig petafintég tov,
£TO1 MOTE VO, LITOPOVV VO AELITOVPYODV OAa OIS TPETEL Kail VoL onpiiovpyn et ) emBount cvpmepupopd
v 70 TAGopo Shabumi.
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Ewoévo. 4.8: Shabumi

49.2 Arach

To debtepo gyfpikd mAGopa mov vEapyel oty miota, eivar to Arach, mov givon amotéieopo £vog
TEPApOTOC TAVED 68 GvBpmmo, apdyvn kat axpida. o to Arach, ypnopomroteitot 1o katdAAnAo asset.
[63] Méoa o610 cuykekpiuévo asset, vdpyovv kat To animations yio. Ty Kivion Tov Kot yio. Tov TpOmTo
7oV enTifeTan Ko 0w Td Tor aNiMations 6Ty GuvEyELn YPNOLLOTOLOVVTOL GTO TOLXVIOL.

Ext6¢ 06 10 povtélo awtod Ko ta animations tov, tpénet va tpootebei kot o yog mov kavet to Arach.
[64]

Emniong, yivovtat o anopaitnteg pubuiceic, doov agpopd to script EnemyAl kot tig petafintég tov, yia
VoL UTOPOvV Vo AELTOLPYOUV OAO TNV eVTIEAELD Kol va, dnuovpynBel 1 emBounTi cvUTEPLPOPA Yo TO
mAGopa Arach.
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Ewodva 4.9: Arach

4.10 Teyvnti vonpoovvy €10pIkOV TAAGHATOV

To Baoukd script mov ypetdletar vo tpootedei ota exfpikd TAdopata, givat to SCript Tov givatl vevhuvo
Yo TV Kivnon tovg, 6tov To TANG1AoEL 0 Taiytne 1 Otav ta emtedei. To SCript ovolootikd divel Texvnt
vonuoovvn (artificial intelligence (Al)) ota gxbpikd TAdopata ko Tepiéyet petafAnTég, mov oyetilovral
LE T YOPOKTNPIOTIKE TOL KéBe gidovg TV gyfpikdv miacudtov. I'a mapddetypa, péca e avtd Ta
YOPOKTNPOTIKE glvar 1 andOTOOT TOL VIAPYEL OVALEGO GTOV TOIYTN KOl GTO TAACLM, T OO0l OV
Eemepaotel amd Tov ToiyTn, T0 TAAGHA avTIAapuPdvetot 6Tt o TtaiyTng ivon evtog g aktivag enifecnc
Tov Ko EeKvael vor kovnynoet tov maiytn. To Script evrdooeton ota components tov kdOe TAGGHOTOG
Koty vo. Onpovpyn el emruymg, axolovBdel TNV TapakdTo Aoyiki Tov epupaviletol oto Zynua 4.6.

72



The Awakening

AfAWGT PETARANTWY

PiBmon 3D rixou

MAorynon Thdopartog Baos g
B&anc Tou TaixT

Anuoupyia ouphayTol
TOU TTAAOUOTOC

Zynuo 4.6: Aoy yia to script EnemyAl

4.11 NavMeshAgent

To NavMeshAgent givar 1 apéomg endpevn kat pio oo TG Bacikdtepes mpochnKeg mTov yivoval 6To
noyvidt. [lpootifetal ota components tov gyfpicodv mTAacpdTov Kot pe v Pondeld tov, ta exfpikd
TAGoUATA UTopoLY Vo KvnBobv oyxeddv oe OAn tnv mioto. ['ivovtorl ol amapaitnteg evépyesleg Kot
Tpomonooelg otig puBuicelg tov NavMeshAgent, étol date va vdpyel eveMEia TV TAUCUAT®V 6TO
UEYOAVTEPO PEPOG TNG TIOTOG, CAAG Kol yio va givol To mayvidl 660 To pealotikd yivetal. Ommg
eoivetor kot oty Topakato wdva, o NavMeshAgent divel ovtd to yoldllo xpdpa, oe Ol To onueio
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NG TOTOG, OTO 07010, LITopovV Vo, KivnBovv ta TAdopata. Evvoegital mwg o yaAdllo ypodpa dev aivetot

060 KAmol0¢ mailel To oy Vidl Kot oTAG @aAiveTal TO £60(POC LLE TO, XOPTO KO TO SEVTPAL.

Ewéva 4.10: NavMeshAgent

4.12 Animations gy0pwkov mthacpdtov

Epdcov mhéov €xovv mpootedel Ta KoTdAAnAa assets yia ta eyfpucd mAdopata, autr| eivot 1 KatdAAnAn
oty va gvtayBovv To animations ywo TG KwwAoelg tovg. Ta ovykekpuéva  assets mov
YPNOWOTOL00VTAL, EYOVV GTO TEPLEXOUEVE TOVG NON dnpovpynuéva animations yio to kébe midopa,
omote oLTO TOL TPEMEL va yivel gival va ypnoyomomBodv katdAinio oto moyvidil. ‘Etot, Aoutdv,
dnuovpyeitan Evog animator kot o awtov eviaoocetol 1 tapapetpog ldle, n omoia ivan Tomov trigger,
n mapdpetpog Move, n onoia givar tomov trigger, n mopdpetpog Attack, n onoio givar tomov bool kot n
nopapeTpog Die, n omoia givor tomov trigger. Apéocmg petd, dnpovpyodvTal TEGOEPIG KOTUOTACELC.
Avtég givan 1 katdotaon ldle, 1 omoio eumepiéyetl To animation tov ke TAGoUATOS Yoo OTAV AVTO
Bpioketan o€ adpdaveia, n katdotaon Move, oty onoia eunepiéyetat to animation tov Padicpatog N
tov Tpeipatog Tov Kabe mAdopatog, N katdotoon Attack, n omoio mepiéyel To animation ywo kébe
mAGopo otov avtd emtibetar ko téAog M Kotdotaon Die, m omoia mepiéyxer to animation mov
YPNOYOTOLEITOL OTAV TO TAAGHLO EEOVOETEPDVETOLL.

Emniong, onpovpyodvrar kat ot katdAnieg petofaoelg and v katdotaon ldle oty katdotaon Move
KOl TO ovTioTpoPo kot and v Kotdotaon Move oty katdotacn Attack kot to avtiotpo@o.
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Arry Siate

Ewova 4.11: IlapaBvpo tov animator

Zmv ocuvégeln, TpootibeTal o animator ota components tov kdfe TAACUATOS Kol GUUTANPMOVOVTOL
avdioya ot petafAnTéC Tov.

4.13 Emifgon gy0pikov thaopdtov

INa va umopécel 1o kébe mAdopa vo PAdyel Tov moiytn LE AmOTEAEGILO VO PTAGEL GTO GNLEio Vo TOV
e€ovdetepioet, mpémet va dnuovpynOei kat To kKordAnio script. Avto to script sivat vevBuvvo kabapd
vy v {nud wov TpokoAel To kKdBe TAGCUO GTOV TTaiyTr Kol EVTIAGGETAL 6T, COMPoNnents tov Kabe
mAdopatoc. H Inud mov mpokakiel to kébe mhdopa ivor dtapopetikn, yio va propel vo givar to kibe
TAGopa iaitepo. To script dnpovpyeitar akolovddvTag v AoyKn mov gppavifetar oto Tynua 4.7.
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ARAOOT JETTRANTLV

Znnd maixTn

Synuo 4.7: Aoyixn yio: o script EnemyAttack

Io vo pmopéoet va givor teleimg Asttovpykd to Script, mov oyetiCetar pe v emifeon tov Kkébe
TAQGLLOTOS GTOV TTOYT, TPEMEL Va. EmeEePyOoTOVV TO, TPOLTAPYOVTO. animations twv TAUoHATOV, He
OKOTO TNV GTIYUN TOL TO KAOE TAACHO PAivETOL OTL TLTTAEL TOV TTaiy T, va dnuovpyndei Evo animation
event pe to 6vopa «AttackHitEvent», oto animation g enibsong tov kabe TAdopatos. Onwg aivetot
Kol 670 SCript, dnpovpyeitar pio péBodog €181KA Yoo ovth TV Katdotact. Avti 1 péBodog ivar 1
AttackHitEvent(), n onoia diver v duvatdmta oto kébe TAdopo Vo TpokaAécel {nd oTov maiyT.

4.14 TIovror Long grBpk@OV ThaopdTmv

To apéowg emdpevo otoryeio mov pémel v eviayBel oto Tayvidl, ivar ot Tévtol {oNg Tav exfpikmv
mioopdtov. Me avtév tov TpoOmO, UmOpel O TOiyTNG Vo To TUPOPOANCEL Kol €V TEAEL VO TOL
egovdetepiaost. I va yivel Opmg owtd dnpovpyeitot Eva SCript, To omoio tpootifetat o€ kKGbe TAGGHO
Kot dtver movroug C{mng oto kabéva tovg. To script awtd dnpovpyeitat, Pacel g Aoyikng mov
napatifetol oto Zynua 4.8.
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AfAWGT PETARANTWY

Afwn Enuide atd Tov TakkTn

Epgdvion {nuiag
TTou GEXETO TO TTAdTpO

Synuo 4.8: Aoy yia to script EnemyHealth

Ot wovror {omg tov mAdopatog Shabumi katr tov mhdopatog Arach dwgépovv. T va pmopovv va
dapépovv ot TovTot Lmng Tov mAacudtov puBuiletol n katdAAnAn petoAnTy Tov Script.

Kdét axdpa mov mpootiBetat, eivar pio évoeién n omola delyvel otov maiyt mwoon {nud kével to Kabe
omlo oto Kabe mAdopa. ' va vdpEel avt M Aettovpyia dnuovpyeitor Evo Keiplevo mov deiyvel To
vovpepo TG Inuidg mov kdvel to kabe 6mro. v Tapakdto eikdva paiveTor 1 {npid Tov kévet To OTAo
Gorlock, to omoio kavel (i Twv dekomévie mOviwv pe kabe opaipa. Enedn dumg owtd 1o 6mo givat
omlo e Aettovpyia putng POV oPap®V, kabe pio and Tig TpELg ceaipeg Tov piyvel, KAVEL dEKATEVTE
novToug (npid kot to Kabe voovuepo eppavifetol To £va akpPdg HeETA TO GAAO.
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Ewova 4.12: Evoeién {qudg tov émlov Gorlock

4.15 TIovror {omg maiytn

Kdat mov dev umopei vo mopoinedel amd to moryvidl, sivor ot woévtor {ong tov moiytn Kol Mo
OVYKEKPLUEVO TOV YOPOKTPO TOV Tayvidiov, Tov Michael Shaw. O Michael Shaw dev 6o pmopodoe va
unv €xetl mévroug Long, Kabdg sival o KHPLog yapakTipog Tov mayvidiov. Eedcov dume o Michael Shaw
elvar dvBpmog Kot EPYETOL OVTILETOTOG LE TAAGLOTO TTOL EYOLV TPOEADEL amd TepaoTa, Eival ToOAD
Aoyicd vo pmopel va dgxbel moAd edkola apkerd peydin Cnuid pe povo €va yTumnua tov Kabe
mAdopatoc. o Tov Nxo mov akovyetor dtav o moiytng d€xetan (N, YPNOYLOTOLEITOL TO KOTAAANAO
nMTo eeé. [65] Etot, pe éva script mov mpootifetal oo, components tov maiytn, divovtot KotdAAnAa
ot wovror {onMg otov Michael Shaw, kdvovtdg tov apketd gvdimto. To script dnuovpyeitat pe Baon
™V 0KOAovOn Aoykn mov tapovsialetat 6to Xynua 4.9.
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AfAWGT PETARANTWY

Afwn Znuidc amd To mAdoUa

AvaTmmapayuwyn menmkod g, otav o
TG GExeTan Inuid

Synuo 4.9: Aoy yie to script PlayerHealth

4.16 OnTiKG GTOYYEIR PéYMS

[Ma v evioyvon tov pealioLov, TG AVATPOPOJOTNONG TPOG TOV TTOLYTN KOl TNG CLVOAIKNG EUTEPLOG
tov gameplay, yivovtor kdmoteg Baocikég npoohnkec. H mpot Paocikn mpochnkn apopd tov deiktn
OKOTELONG Kol &ivol TOo PEGO pe TO omolo o maiytng pmopel pe gukohio vo oToyeboel To exfpikd
mhdopato. [ tov deiktn okdémevong ypnolponoteitor kot 0 KatdAnio asset. [66] O deiktng
okomevoNg dnpovpyeitar péow g demapng tov ypnot (user interface (Ul)) kot epappoletor kot oto
TEVTE OTAOL TOL Ty TN.
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Ewoéva 4.13: Aeixtng oxomevong

H emdpevn mpocsOnim mov yivetat, gival £va ontikd €pé to omoio gpeaviletar Kb popd mov 10 O6TAO
TOL TTOiyTn ¥TVTAEL KATL Pe To raycasting. Me avtdv Tov Tpomo, ETGTPEPEL GTOV Ayt 1 TANPOPOpia
OT1 T0 OTTAO TOL YTOTNGE KATL. AVTO givorl AKOWA TLO XPNOLO OV KATOL0G oKePTEL 0Tl KABe OTAO Umopel
va, TupoPorncel HEYPL piol cvyKEKPUEVT amdoTACT, | OToio, ivol dlpopeTiky Yo To Kabéva. [Ma
nopaderypo, to Soulpiercer (6mho ehedBepov ckomevt) Umopel vor TupofoAncet To pakpd ox’ Ot
umopet to Sholo (motol). T'o To GVYKEKPIUEVO OTTIKO EQE, YPNOYOTOLEITAL KOt TO KOTAAANAO asset.
[53]

H tehevtaio anapaitmtm npocbnkm, dcov apopd to ontikd ototyeia udyng, stvar va vdpyet pio EvoeiEn
oTov iy, 0Tt déyTnKe {nuid and kémoto and To gyfpuch mAdopata. Avtd yiveral ToAld dKOAN PE TNV
xpNomn &vog Script mov evtdooetor 6To. COMPONENts tov maiytn kot €vOG GLYKEKPWEVOD asset,
OTPAUEVOD OTIG pHElov eKoToOv TpLdvTo poipeg. [67] To script yio va dnpovpynBet, akorovbdet okpipag
™V Aoykn mov mapatifetatl oto Zynuoa 4.10.
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:

Evhagn Inmds maixtn

Synuo 4.10: Aoy yio 7o script DisplayDamage

Ewova 4.14: Evoeién (nuag maiyn
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4.17 Télog maryviorwov Kot TposOnKn ovpavov

Ortav o maiymg xboel OA0VG ToVg TOVTOVS LMNG TOL, AVTOUATOC Yavel Kot peaviletot Eva pevod, To
omoio divel dvo emhoyég otov maiyt. H pio emhoyn givorl va mai&el Eova amd tnv apyn Kot 1 GAAN va
K\eloel 10 mayvidl. Mo vo mpaypoatorombel avtd mpénel va dnpovpyndody dVo KOLUTIE Kot TTLo
GLYKEKPIUEVE EVOL TOV TO TATAEL O Oy TNG OTOV OEAEL var Eavamailel Kot £va Tov TO TaTdel Otav OEAet
va Khgioel to mayviol. Exiong, dnuiovpyeitat éva keipevo pe v mpdtacn «Massacred. ..» yio va dei&et
otov iyt otov £yace. H Aoy mov akoiovbel kot gaivetor 6to Zynua 4.11, unopei va dnuovpynoet
éva script mov peavilet to TpoovapepBEy uevov pe ta 600 Kovpumid Kot to SCript avtd, evidooetol 6Tov

moyT.

AfAWGT PETARAMTWY

KAsifiwya ASIToupyiy OTav o
TaiTNC ¥AVE

Anuoupyia kapRd Tou GioyspifsTal
v Sismagn xpram

Synuo 4.11: Aoy yia to script DeathHandler
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Ewoéva 4.15: Eupavion pevod otav yaver o moiytng

EmmAéov, kabBahg to moryvidl £xel coPapd Kot 6KoTEWO VPOoC, mpootifeTol To KatdAAnio asset, 6cov
apopa Tov ovpavd g miotag. [43]

Ewova 4.16: Ovpavog wiotag
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IMo va pmopel dumg 10 Tayvidr va Eavaeoptooel Ty idwo wicta, £pocov To mpv Exel totndel To
OvTIoTOYO0 KOVUTL 1] Y10 VoL UTOpET 0 TaiyTng vo Pyet amd To Tonyvidl, EpOcoV £YEL TATHOEL TO AVTIGTOL(O
Kovuni, wpémel va dnuovpynBel to katdAAnio script. To script avtd evidooetol e £va kevo game
object pe to 6vopo «Game Session» kat yio va propécet va dnuovpyndel akolovBdet v Aoyikn wov
dtveton oto Zynuo 4.12.

EmavagpdpTwon Tou
Twpvol eTredou

‘Efobdoc amd Tnv spappoyr

Synuo 4.12: Aoy yio to script SceneLoader

4.18 Zovp 6mhodv

Mia mpoctnkn mov kével To moyvidl To PEOAISTIKO KOl TPOCPEPEL (o wpaio aicOnon otov maiyt,
etvar va pmopet o maiytng va kdvel Lovp pe ta émia Tov. To {ovp Tov KABe OTAOL YIVETUL KPATOVTOG
atnpévo to 0eél KAk tov movtikiov. Otav o maiymg aevel o de&l KAk, T0TE 1 OTTIKN TOL MOyt
EMAVEPYETAL GTO PLOI0A0YIKO. To SCript mov dnuiovpyeitan evidooetot oTa COMponents tov kGO dmAov.
H Aoy mov akohovBei oto Zynua 4.13, deiyvet Tov Tpomo dnpovpyiag owtod Tov Script.
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Yynuo 4.13: Aoy yio to script WeaponZoom

To Covp Tov KGO dmAov du®S etvat draPopeTikd, KaBmG Khmolo dTAO TaPOAO TOV EYEL EVEPYOTOMUEVO
10 {ovp, pmopet va. PAETEL O KOVTA Gg oyéom Le To Omho ehevBepov orkomevty Soulpiercer, Tov £yet 10
avetoto {ovp and Oha avtd to OmAa. 't awtodv Tov Adyo ot petafAntég Tov Script mov oyetiCovtot pe
10 Covpt Tov KEBe OmAOL AAAALOVV Y10 VO VTLAPYEL TO OVAAOYO ATOTEAEGLOL.

4.19 Eion c@arpov

Onwg éytve 01 avapopd oty apyn tov kepaiaiov, to kdbe dmho £xet drapopetikd €idog opapmv. O
TOYTNG Y10 VoL LTOPEGEL VO XPTCLLOTOMGEL TO KABe dmho, Tpémel va Ppet Tig KATAAANAES GPaipeg Yo
avtd, o€ mepimTmon mov dev €xel dAAec. Ovolaotikd 1o Kabe 6mho, Otav mupoPfoidet, Eodedel Evav
apBud omod TIg ceaipes Tov Kal 0 ToiyTng TPENEL va Tig avave®vel. Otav o maiytg Ppel T0 CLYKEKPEVO
gldog, o1 opaipeg Tpootifevtar 6to 6mro. [ TV enitevén aVTOd TOL GKOTOV, TPEMEL va dnovpyn el
éva, SCript pe Baon v Aoy mov @aivetor oto Zynua 4.14 kot va gvtaydei oto components tov waiyt.
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:

Anpoupyia VoKD TTOU TIEPIEKE!
ToV TOTTO Koo TV TTOgOTnTa
ToU KABE sidouc opaipag

:

MEWon TWY SQapLy

:

ALENTN TWY TPpaIpLv

:

AvalnTnon oTov TivOKD Kol
SMaTpOpR TNE BETNG oW THRIaCa
pE Tov InTodpsve TOTTO GqaIplv

Synuoe 4.14: Aoy yio o script Ammo

2y cvvéyeila, Tpénel va dnpovpyn0et éva axdua script mov eivor fondnticd kot TEPIEYEL TOVG THTOVE
TOV 6Qap®OV. Avtd To Script dnpovpyeiton axorovdavtag Ty Aoyikn mov Ppicketotl 610 Tynua 4.15.
EmumAéov, dev yperdletar va mpootedel o€ kdmoro game object.
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Synuo 4.15: Aoy yio o script AmmoType

ITio avolvtikd, vdpyovy ot oeaipeg Tov miotoiod Sholo pe to dvoua «Pistol Bullets», o1 caipeg g
kapaprivog Buster ue to dvoua «Shotgun Shellsy, ot opaipec tov 6mhov pe Asttovpyio pung tpudv
opapdv Gorlock ue to dvoua «Light Roundsy, or 6paipec Tov awtduatov émhov Plazmius pe 1o dvopa
«Plasma Ammoy» kat ot c@aipeg Tov dmAov ehebbepov okomevty Soulpiercer pe o dvoua «Sniper
Ammo».

4.20 Xyedraopog mictag (Level design)

[TAéov, &xovtag oyeddv Ta TAvTa £TOIUA, PTAVEL T GTIYU TOL TPEMEL VAL YIVEL O GYESOGULOG TG TIGTAC.
Onog emdinke kot oty apyr, o maiytng Ppioketal péoa oty voyra, fabdid péoa oto ddooc. Kabaog o
maiytg mpoxwpdsl 6o kot mo Pobid péca oto 0dcog, Ppiokel S1APOPA CKOPTIO OVTIKEILEVA TOV
vrodnA@vouy 0T exel Ppiorovtal 1 Ppickovtay dvBpmmrot. Kdmowa givar avrtikeipevo mov delyvovv 0Tt
yivovtai 1 yivovtav epyaciec g avtd 10 Lépog, kamown aAla givor avtikeipeva mov oyetiloviot e Tov
Bropnyovikd topéa Ko kdmoe aAAa givorl avtikeipevo texvoroyiag. Avotuydc, dev gival évog amAdg
ePITOTOG 010 0AC0G, Ppiokoviag S1APOopa GVIIKEILEVH OV VIAPYXOLV TPLYVP®. XT0 dAC0G &ival
OLOKOPTIGUEVH TAPA TOAAG £xBpikd TAdouaTa Kot TV 600 8DV oV avaeEPONKAY TPONYOLUEVMS
(Shabumi ka1 Arach). [61][63] Me v apdT) gukaupior aVTE TO. TAAGHOTO KOVITYOUV TOV TTOEYTH HE
okomd va. tov g&ovdetepdcovy. 0o mpoympdet o maiytng, dAlo t16c0 Ppickel TAACULATO LTPOGTH TOV.
Av yaEetl apketd, umopel va fpet v €i00d0 evAg EYKUTAAEAEILUEVOL KTNPIOL, TOV TAEOV Eivol GOALL
avTOV TV TAAcHaTeV. Oco mpoywpdel péca 6to KTNpo Katorafaivel 0Tt avtd To KTPLo tvor M
€16000g €VOG KPLPOV KOl TAEOV EYKATOAEAEUUEVOL GGVAOVD, HECH GTO OTOI0 TPAYHOTOTOLOVVTOV
nopdvopa mEPapate Tive og avBpdmovg kot oe (do/évtopa. O Michael Shaw dev Eépetl tov Aoyo
QVTOV TOV TEPOUUATOV, dALL TpoOKETaL VO ToV PaBel, KaBhg 0Aa doa PAETEL €lval LOVO 11 KOPLOT TOL
nayoPouvvov. ['a va yivel autod, Tpémel va mpoympnoel 6A0 kot o Babid 61o KTplo avtd.
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T'o v dnpovpyia e 16660V ToV AcAOL, yprnoyonoteitat To epyaieio ProBuilder g Unity kot yio
0. OOTO, ypnolpomoleitar pio oeaipo omd to Non roywo game objects g Unity, xotdAinia
TPOTOTTOUUEVT Y10, VO LOLALEL OTTTIKA LE YOG TOTYOV. X& 0vTO TO PMC TOlYOL TpooTifeton £va Material
ue Kitpvo ypopa kot évo point light yio va exméumetl pmg.

AGKOPTIGUEVE GTO BAGOGC, XPTCLOTOLOVVTAL avTIKEipeva amd katdAlnia assets [68][69][70][71][72]
mov Ppiokovtor 6to Asset Store. [4]

Ocov apopd Tmpa. TV €i6000 TOL AGHLAOL, Y¥PNGILOTOLOVVTL KOTOL aSSets Tov ypnoomomdnKay Kot
o€ TPONYOLUEVO 6TAS10 TG avamTLéng Tov Tayvidlos [54][56][69][68][58][51], aAld kot kémota véa.
[73][74][75] T o pdua TV TOiY®MV KAl TOL TOUTMUOTOS TOV KTNPI0V, XPTCULOTOEITaL TO KATAAAN A0
asset [76], ywo vo ddogl va VPO EYKOTOAEAEUUEVOL KTNPiov, uéco 010 omoio &xovv dobel pdyeg
avapeco og avOpOTOVE Kol GE AVTH TO, TAAGLOTOL.

Topa etvor 1 KOTAAANAN OTIYUT VO, S10GKOPTIGTOVV GE OAT TNV TGO TO, TOAG TAGGLOTA 0Td TO 60 1M
TAOCUATOV TTOL TPOCTEONKOV GTO ALY VidL, £TGL MOTE O Tl TG VA Eival TEPLTPLYVPICUEVOG OO QUTAL.
[61][63]

Koabmg 1o moyvidl mpénet va £xel £va 6KOTEWVO VQOC, TPOTOTOLOVVTOL Ol LETAPANTEG TG POTEWVOTNTOGC

KOLL TNG OUIYANG TTOL VITAPYOLY GTNV TGTA, Y10 VO UMV UTOPEL vaL OEL TOAD LOKPL, O TTOEYTNG.

Ewova 4.17: Eicodoc aodiov V1
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Ewoéva 4.18: Eicodog acdlov V2
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Ewoéva 4.19: Eicodog acdlov V3

4.21 Ontiké £9f Ppoync

Kdétt mov xéver 1o mayvidl axdpo KoADTEPO Kol divel o GKOTEWO VPO 6€ avTd, glvar 1| TPocOnk
Bpoyng katd v ddpkeln g miotoc. H Ppoyr eivarl ovclootikd éva ontikd £p€ mov dnovpysitot
péom g Unity kot tpomonoteiton katdAinia yio va potdler 6co nepiocdtepo yivetar pe Bpoyn. H
Bpoyn elvar otpappévn oe yovia gikoct polpdv otov d&ova X Kot KOADTTEL VO, GUYKEKPLUEVO oTueio
v and Tov maiytn Kot Oyt OAN TV Tiotd, Yo vo pHeiwbodv oL amoTNGELS TG AMEKOVIGNG TNG.
Axp1Bag dpwg enedn Ppioketarl mdvm and Tov TaiyTn, yio va unv eaivetal 0t kiveitat pali tov, Tpémet
va, dnuovpynOei éva script, to omoio givar vrevHLVO Yo vor kKéver TV Bpoyn Vo akoAovbdel opaAd Tov
noiyt. To script evtdoostor ot components g Ppoyfg Kot dnpovpysital pe ™V AOYIKH 7TOL
napatifetor oto Zynua 4.16.
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Anuoupyia opakfc
aKoADUBNTNC TNE BPOXNC

Synuo 4.16: Aoy yia 7o script LocalRainFollow

4.22 ®akdg maiytn

KobBng éxovv yiver 0heg ol amapaitmreg mpocOnkes, Tdpa glvar 1 KOTAAANAN otiypr| va dobel otov
oty évag eaxoc, o omoiog eival TO TETAPTO MO CNUAVTIKO YOPAKTNPIOTIKO ToL motyvidlov. ['a tov
eaxd apykd mpémel va dnuiovpyndei éva spot light, to omoio pvBuiletor kotdAAnio €tol dote vo
eaivetal cov va etvat avto 10 @S Tov PoKov. OTmg avaeépOnke Kot vopitepa, TO POS TOL PAKOL Glyd
o1y 0660 TEPVAEL 1] MPO., LEIDVETOL LEYPLS OTOV dgV LILAPYEL KaBOAOL Pm¢ omd Tov axd. H Aettovpyia
TOV QOKOV Kat T0 MG e£achevVel TO PGS TOV, VAOTOLEITAL HEGM EVOG SCrpt, TO 0Moio dNoVpYEiTOL HECH
NG AOYIKNG oL TTopovotdletot 6to Xynua 4.17. To script ovtd evidooetal Gto COMPONENts Tov oKov.
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Meiwan ywviag
Kl EVTaOnC ToU Qutdg

ATTOKOTROTRON Yviag
Kl EVTaOnC ToU Qutdg

Synuo 4.17: Aoy yia 7o script FlashlightSystem

4.23 Ave@odlacpog coup@v Kol PmaTopliv

Topa givor n oepd ™G TPocHNKNG TOL TEUTTOL KOl TEAELTALOL O GNUOVTIKOD YOPUKTNPIGTIKOD TOV
GUYKEKPIUEVOL TTOLYVIO00, TO OMOI0 €ival O aVEQOSIACUOS COUIPMV Y10 TO. OTAC TOV TOiyTr Kot
UTOTOPIOV Yo Tov (akd tov. To asset mov ypnollomolEiTal Yt TOV OVEPOSIOGUO OLTAV TOV
avTiKeWEvoy, ivarl pia kieot Paritoa. [77] H kabe PBoditoa avtmpoowmedel kdmowo 6mAio. T'a
TOPAdELypLa, 1 Poditoo OV TPOGPEPEL CPAIPES Y10, TO TIGTOAL TOV TTaiyTn, £xEl Material wov divel ypvood
xpoua oty Poiritoa, axpifong énwg kot to motoi. To 1610 cvpPaivel Ko yio ta vToAouma dTA, OToL
ot Bokitoec mov oyetiCovTat e ovTd, £youv To 1510 YpOUA HE TO PaCIKO YPOLA TOL VILAPYEL O6TO KAOE
omho. ' Tig PadiToeg OV YPNOYLOTOLOVVTAL Y10 VO, OVEPODINGTEL O T TNG [LE PTATAPIEG Y10 TOV POAKO,
divetan évo. material mov mpooeépel dompo ypodupa. ol va umopécel o maiytng vo. avepodloTel
KOTAAANAO, TPETEL VO TEPAGEL VD 0o TV KaBe Paritoa. Avtd yivetar dnpiovpymvtog Eva SCript yio
TOV OVEQPOSIOOUO TOV CRUIPMY KOl EVO Y10 TOV AVEPOSIICUO TOV UTOTOPLDV, OVTioTol . To TPAOTO
script mov apopd tov avePodiaoud TV oPapav, tpoctifetor oTo. cComponents g kabe Pokitoag Tov
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oyetileTon pe opaipeg Kot dnpiovpyeitan pe aon v mopakato A0YIK, TOL TOPOVCIALETAL GTO ZYNIO
4.18.

ANALan pETaRANTWY

Mpocnkn oeapav TNS BaMToog
OTIC FUVDMKES TPOipES TOU TIARTN

¥

Epgdvion ksipivou
TPOTANKNG CPEXIPLY KOl oTOMOKT
cEogBEvian auTol ToU KEpEvou

Synuo 4.18: Aoy yio o script AmmoPickup

IMo va pmopet o maiytng va yvopilel pe T opaipes ovepodldotnke, TPEMEL va yprolpuorombel pio
demopn xpnot (user interface (Ul)). TV’ awtov tov Adyo dnpovpyeitar Eva keipevo, 1o omoio deiyvel
TNV TOcHTNTO KOt TO €100 TMV GOAPAOV OV THPE 0 TaiyTNG oo TNV KaOe pia Paiitoa. o va pmopéoet
OLL®G 0 Ty TNG VOl TO OEL OVTO TO KEILEVO PE EVav MO PIAMKO TPOg oL TOV TPOTO, TPENEL vaL dnpiovpyn el
éva, sCript mov Aertovpyel wg Pondntikd script oto AmmoType enum, alrd dev €VIGGOETAL GTO
components kdrotov game object. To Script avtd apopd TV EUEAVIOT TOL OVOUATOG TOV EIBOVE TV
oOAPOV Kot Yo va dnpovpynel axorovbel v Aoyikn mov vapyet oto Zynuo 4.19.
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EXEI TIEpIYpa@n N T
£vOC enum (Eifog oQmpuvy;

EmaoTpogn autig TS TEpIypa@ns

EmoTpogn ToU ovouaToc
TOU ENUM 0OV KEiPEvo

Synuo 4.19: Aoy yia o script EnumExtensions
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Ewova 4.20: Balitoa ue opaipes yia o Soulpiercer

2 ohofgun shells

dholo (Pisfol): 20

Ewoéva 4.21: Evoeiln moootrog kot eidovg opoipmv mov xépinkay

To devtepo SCript Tov APOPE TOV AVEPOSIACUO TOV UTOTUPIDV TOV GAKOD KOl OVGIAGTIKG anokadioTd
™V YoOvio Kot TV €VTaoT ToL ¢®TOS TOL POKoD, TPooTifeTal oty Poiitca mov divel pmatapieg oTov

Ty TN KO Y10, Vo LTopEcel va VAOTTo0el, akolovBdel Ty TopakdTm AoyKY| Tov Topovctdlel To Xyfud
4.20.
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:

MpooBrkn pmatapiay Th. Bakitooag
OTOV QOKD TOU TTaiyTn

Synuo 4.20: Aoy yia To script BatteryPickup

AvTo ToL TPENEL VAL YIVEL TOPA, EIVOL VO S1OCKOPTIGTOVY GE OAN TNV TGTA, TOAAES 0d TG Palitoes Tov
dtvovv otov malytn cpaipeg Ko protopied.
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Ewova 4.22: Boalitoo e pmatopieg yia 1ov gaxo tov moiyth

4.24 Post processing

Ol givon TAéov Etotpo kat pOe M oTiypn tov Post processing yio vo tpoctedodv GuyKeEKPILEVE EQE
OV KAVOLV aKOUO 7O GKOTEWVN TV oicOnomn tov moyvidiov. To post processing eivatr 1 tedevtaio
evépyela mov Tpémel va yivel Yo va teglonombel n aioBnon kot o Tovog Tov Ty vidov.

4.25 Térog mioTog

210 T€L0G NG MIGTOC, APOV O TALYTNG WAEEL OPKETA, TPENEL VAL PTACEL OTNV TEAEL TN TOPTA TTOL PAETEL
oTov 0140popo. AQod TACEL KOVTQ oTNV TOPTO avTh, UeovileTatl éva VLA TO 0ol OVaPEPETOL
otov Michael Shaw, xdvovtog vOEn yw to Tt axolovBei otnv cvvéyewr Tov maLVISD. XT0
GUYKEKPIUEVO UTVULLE, GTO TEAOG, VITAPYEL KOl EVOL ELYOPIGTNPLO UWVVLLL TPOG TOV TOLYTY), TOL TEAEIOE
avtd to demo. T Ty dnpovpyic AVTOH TOL KEWEVOL KoL TOV EVYAPIGTIHPLOV UNVOLOTOC, TPEMEL VL
dnovpynBei Eva script, Paoet g Aoyikng mov epeaviletol oto Zynua 4.21 kot vo tpoctedei oto panel
ue to ovopa «Ending Message Panel».
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¥

ZTafiokn cEooBivian TNE moToC
Kal spgpdvion
TOU KUAIOUEVOU KEIpEvou

Synuo 4.21: Aoy yia 7o script EndingMessage

Apéomg petd mpémet va dnpovpyn0ei éva axdpa SCript Tov evidooetal 6To. COMponenets evog d1apavov
opBoydviov maporinieninedov. Otav o maiymg okovumnoer 10 opboydvio maparinienimedo,

Eebwpraletl otodiakd 1 oknvn kot gpeaviCetar to pnvopa. To script dnpovpyeital akolovdmvTog v
AoyKn Tov vhpyeL oto Zynuo 4.22.
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Evepyomoinon Tou
KUAIOUIEVOU KEIPEVDL

Synuo 4.22: Aoy yia to script TriggerScrollingText

4.26 Emiloyog

To ovykekpévo maryvidr £éptace 610 T€hog Tov Kot poli pe owtd ypnoomomOnkay moAld véa
TPAYLATE, TOL OEV YPNOLLOTOM|ONKaY GTa TPonyovupeve Tatyviowe. Avtd gival apywkd M TpocOnkm
apkeT®OV ETotpmy assets amd o Unity Asset Store [4] xat n yprion Tov NavMeshAgent yio va popodv
o gYOpIKA TAGCUATA VO KUVIIYOUV TOV TTOiTN], YPNOULOTOLOVTAG TV TEXVNTI] VONLOGVUVI TOV TOVG
d6Onke. Emmpocbétwg, evidyOnkov animations oto mAGOUOTO KOU KOLUTIO 7OV UmTOPEl Vo
XPNOWOTOMGEL 0 Taiyg péow ¢ demapng tov ypnotn (user interface (Ul)), otav ydver. Ztnv
oLVEKEL, YPNOILOTOMONKE éva enum yia ta €id1 TV ceapdv Kot o gpyaieio ProBuilder tg Unity
Yo TV dnpovpyio TG 16030V TOL AGVAOV. XT0 TEAOG, OAN avTd pall kot e epyaleio, Asttovpyles Kot
TEYVIKEG OV YPNOLOTOWONKAV Kol GTO TPOTYOLUEVE KEQAAOW, Ponncav oty avémtuén tov
TEAELTAIOL TTALYVIOLOV TG TOPOVGOG SUTAMULOTIKNG EPYACIOGC.
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Soumepdopoto Kot Tpotdoelc Pedtionong

Kepdarawo 50: Xoumepacpoto kot tpotdosis feitioong

H mapovoa dimhopatikny epyacio giye mg otd)0 TNV avamnTuén IOV TPLGOECTUTOV TPOTOTUTMV
(demo) mayvididv pe ™ xpron g YAdccog tpoypoppaticpuod C# kot g unyovig mayvidiov Unity.
Me v oAokApmon g epyaciog avThg, aplepadnke xpovog yia vo avadeydel moco Exet e&elybel Ta
TeAeVTOia XPOVIO 1] TEXYVOAOYIO KO TTLO GLYKEKPIUEVA 1] Bropnyavia TG avamTuéng Tayvididv. AQOTov
kabiepdOnke g Prounyavia, N avartvén Toyvididv Tapovciace paydaic TPoodo, T0G0 G EMIMESO
TEYVIKNG VAOTOINGTG, 0G0 Kol o€ gpyaieio kot texvoroyiec. EmmAéov, péoa amd tnv vAomoinon avtng
™G SWTAMLOTIKNG, OTOKTHONKE OLGLOGTIKY] EUTEPIO GTOV GMGTO KOl OTOTELECUATIKO TPOYPOUUATIOUO
e mv yA®ooo mpoypaupatiopod C#, kabmg Kot 6tov oyedocud Kot TNV DAOTOINGT UNYoVIGUMV
gameplay. Kof’ O0An v didpkeie w™C ovamntuéng mopovctdloviol  SQOPETIKES  TEXVIKES
TPOYPUUUOTICHOD, OAeC e Oguitd amotéhecpo Kot yivetal KOTovontdg O TPOTOC WE TOV OO0
opyavmvetat kKot dtoyelpiletar 1o moyvidl HEG® TOL KOJIKA. ZVVOAKE, 1 epyacio amédelée Ot gival
duvatn 1 oVATTLEN OAOKANPOUEVOY TIPOTOTLTIMV TOLYVIOIDOV O évo LOVO dtouo, a&lomolmvTag o
KatdAANAo epyoreio kor TG Pooikéc yYvOGCES TPOoypaupotiopos. IlapdAinia, mpocépepe o
PEOMOTIKY] EKOVO TOV TPOKANCEMV KOl TOV OTOQAGEMY TOL KOAEITOL VO OVIILETOTICEL €V
TPOYPOUUOTIOTHG KATO TNV EmAYYEAUOTIKY avamtuén moyviduwv. Iaporo Ouwmg mov 1 gpyacia
OAOKANpOONKE pE emTuyia, VIGAPYOVY APKETEC SUVATOTNTES YioL LEAAOVTIKT PelTicooT Kal EUTAOVLTIONO
TOV TEPLEYOUEVOD. XVYKEKPIUEVO, WLTOPOLGAV VO TTPooTeoDV  €mMMAEOV TPOTOTLTO, 7OV VO,
avadeikvoovy TV ypnorn Tov gpyoieiov Timeline g Unity, yio tnv dnuiovpyio animations. Exiong,
TPOTEIVETAL O EUTAOVLTICHOC NG Oemapng ypnotn (user interface (Ul) pe mepiocodtepa duvouikd
otolyelo Kot UnvopaTe avatpo@oddtnong mpog tov maiyt. Téhog, pmopovoe va evompatmdel éva
GUOTN O PLOLUGE®Y Y10 TOV Ty T, OTMOC EMAOYES Yio Y0, YADGGA Kol evaicOncio KALepas.
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https://assetstore.unity.com/packages/2d/textures-materials/one-click-wall-materials-117123
https://assetstore.unity.com/packages/3d/props/weapons/ammo-crate-wood-ammunition-box-90071
https://assetstore.unity.com/packages/3d/props/weapons/ammo-crate-wood-ammunition-box-90071

IHAPAPTHMA: KQAIKAYX C#

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

Mover : MonoBehaviour

[SerializeField] moveSpeed = 10f;

Start()

PrintInstructions();

Update()

MovePlayer();

PrintInstructions()

Debug.Log("Welcome to the game!");

Debug.Log("Move your player with WASD or arrow keys.");
Debug.Log("Don't hit the walls!");

Debug.Log("Reach the finish before time runs out!");
MovePlayer()

xValue = Input.GetAxis("Horizontal") * Time.deltaTime *
moveSpeed;

zValue = Input.GetAxis("Vertical") * Time.deltaTime * moveSpeed;

transform.Translate(xValue,®,zValue);

Mover script

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

ObjectHit : MonoBehaviour




OnCollisionEnter(Collision collision)

if (collision.gameObject.tag == "Player")
{

GetComponent<MeshRenderer>().material.color = Color.red;

ObjectHit script

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

Scorer : MonoBehaviour

OnCollisionEnter(Collision collision)

if (collision.gameObject.tag != "Hit" && collision.gameObject.tag !=
"Finish" && collision.gameObject.tag != "Start")
{
hits++;
collision.gameObject.tag = "Hit";
Debug.Log("You've bumped into a thing this many times: " + hits);

Scorer script

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

Dropper : MonoBehaviour
MeshRenderer meshRenderer;

Rigidbody rigidBody;
[SerializeField] timeToWait = 5f;

Start()

meshRenderer = GetComponent<MeshRenderer>();
rigidBody = GetComponent<Rigidbody>();
meshRenderer.enabled = ;




rigidBody.useGravity =

Update()
if (Time.time > timeToWait)

{

meshRenderer.enabled
rigidBody.useGravity

Dropper script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
Spinner : MonoBehaviour
[SerializeField] xAngle = of;

[SerializeField] yAngle = of;
[SerializeField] zAngle = of;

Start()

Update()

transform.Rotate(xAngle,yAngle, zAngle);

Spinner script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

EndGameCondition : MonoBehaviour

[SerializeField] timer = 60f;




[SerializeField] TextMeshProUGUI countdownText;
[SerializeField] ThankYouMessage thankYouMessage;

gameEnded = 5
pulseTimer =
lastSecond = ©;

of;

Update()
if (gameEnded) return;
timer -= Time.deltaTime;

if (timer <= of)
{

timer = 0Of;
LoseGame();

UpdateCountdownUI();
UpdateTimerStyle();

UpdateCountdownUI()

if (!gameEnded)

{
minutes = Mathf.FloorToInt(timer / 60f);

seconds = Mathf.FloorToInt(timer % 60f);
countdownText.text = .Format("{0:00}:{1:00}", minutes,
seconds);

}
UpdateTimerStyle()
currentSecond = Mathf.FloorToInt(timer);
if (currentSecond <= 10)
{
countdownText.color = Color.red;
if (currentSecond != lastSecond)

{

pulseTimer = Of;
lastSecond currentSecond;

pulseTimer += Time.deltaTime;




fontSize = Mathf.Lerp(80f, 100f, pulseTimer / 1f);
countdownText.fontSize = fontSize;

OnCollisionEnter(Collision collision)
if (gameEnded) return;

switch (collision.gameObject.tag)
{

case "Finish":
WinGame();
break;

LoseGame()
gameEnded =

countdownText.text = "Time's up!";
countdownText.color = Color.red;
countdownText.fontSize = 110f;

Mover mover = GetComponent<Mover>();
if (mover != )

{

mover.enabled =

transform.Translate(Vector3.zero);

StartCoroutine(ShowThankYouMessage());

WinGame()
gameEnded =
countdownText.text = "You won!";

countdownText.fontSize = 110f;

Mover mover = GetComponent<Mover>();
if (mover != )

{




mover.enabled =

transform.Translate(Vector3.zero);

StartCoroutine(ShowThankYouMessage());

TEnumerator ShowThankYouMessage()
{
yield return WaitForSeconds(1f);

StartCoroutine(thankYouMessage.FadeOut());

EndGameCondition script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
ThankYouMessage : MonoBehaviour
[SerializeField] fadeDuration = 1f;
CanvasGroup canvasGroup;
Awake ()

canvasGroup = GetComponent<CanvasGroup>();

gameObject.SetActive( s

Start()

FadeOut();

IEnumerator FadeOut()

gameObject.SetActive( )

canvasGroup.blocksRaycasts =
timer = 0of;
while (timer < fadeDuration)

{

timer += Time.deltaTime;




canvasGroup.alpha = timer / fadeDuration;
yield return 5

}

canvasGroup.alpha

ThankYouMessage script

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

Movement : MonoBehaviour

[SerializeField] mainThrust = 100f;
[SerializeField] rotationThrust = 70f;
[SerializeField] AudioClip mainEngine;

[SerializeField] ParticleSystem mainThrusterParticles;
[SerializeField] ParticleSystem leftThrusterParticles;
[SerializeField] ParticleSystem rightThrusterParticles;

Rigidbody rb;
AudioSource audioSource;
Start()

rb = GetComponent<Rigidbody>();
audioSource = GetComponent<AudioSource>();

Update()

ProcessThrust();
ProcessRotation();

ProcessThrust()

if (Input.GetKey(KeyCode.Space))
{




StartThrusting();
}

else

{
StopThrusting();

ProcessRotation()

if (Input.GetKey(KeyCode.A))

{
RotatelLeft();

}
else if (Input.GetKey(KeyCode.D))

{
RotateRight();

}

else

{
StopRotating();

StartThrusting()

rb.AddRelativeForce(Vector3.up * mainThrust * Time.deltaTime);
if (laudioSource.isPlaying)

{

audioSource.PlayOneShot(mainEngine);

}

if (!mainThrusterParticles.isPlaying)

{

mainThrusterParticles.Play();

StopThrusting()
audioSource.Stop();
mainThrusterParticles.Stop();

RotateLeft()

ApplyRotation(rotationThrust);
if (!rightThrusterParticles.isPlaying)

{

rightThrusterParticles.Play();




RotateRight()

ApplyRotation(-rotationThrust);
if (!leftThrusterParticles.isPlaying)

{
leftThrusterParticles.Play();

StopRotating()

rightThrusterParticles.Stop();
leftThrusterParticles.Stop();

ApplyRotation( rotationThisFrame)
rb.freezeRotation =
transform.Rotate(Vector3.forward * rotationThisFrame *

Time.deltaTime);
rb.freezeRotation =

Movement script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

CollisionHandler : MonoBehaviour

[SerializeField] AudioClip success;
[SerializeField] AudioClip crash;
[SerializeField] ParticleSystem successParticles;
[SerializeField] ParticleSystem crashParticles;
[SerializeField] ScreenFader screenFader;

AudioSource audioSource;
Rigidbody rb;

isTransitioning =




collisionDisabled =
Start()

audioSource = GetComponent<AudioSource>();
rb = GetComponent<Rigidbody>();

if (GameState.cameFromFinallLevel)

{

enabled =

Update()

if (isTransitioning || GameState.cameFromFinallLevel)

{

return;

RespondToDebugKeys () ;

RespondToDebugKeys ()

if (Input.GetKeyDown(KeyCode.L))

{
StartCoroutine(FadeAndLoadNextLevel());

}
else if (Input.GetKeyDown(KeyCode.C))

{

collisionDisabled = !collisionDisabled;

if (collisionDisabled)

{

rb.constraints = RigidbodyConstraints.FreezePositionZ |
RigidbodyConstraints.FreezeRotationX |
RigidbodyConstraints.FreezeRotationY;

rb.constraints = RigidbodyConstraints.FreezePositionZ;




}
else if (Input.GetKeyDown(KeyCode.R))

{
StartCoroutine(FadeAndReloadCurrentLevel());

OnCollisionEnter(Collision collision)

if (isTransitioning)

{

return;

if (collision.gameObject.CompareTag("Friendly"))

{
Debug.Log("This thing is friendly.");
return;

if (collision.gameObject.CompareTag(“Finish™))

{
if (collisionDisabled)

{
Debug.Log("Finish pad touched, but collision is disabled.

Ignoring.");
return;

Debug.Log("Non-thruster part touched the finish. Crashing...");
StartCrashSequence();
return;

if (collisionDisabled)

{
Debug.Log("Collision disabled — touched obstacle but no crash.");

return;

StartCrashSequence();

ReloadCurrentLevel()




SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex);

LoadNextLevel()

currentSceneIndex = SceneManager.GetActiveScene().buildIndex;
nextSceneIndex = currentSceneIndex + 1;

if (nextSceneIndex == SceneManager.sceneCountInBuildSettings)
{

GameState.cameFromFinalLevel =

nextSceneIndex = 0;

SceneManager.LoadScene(nextSceneIndex);

StartCrashSequence()

isTransitioning =

audioSource.Stop();
audioSource.PlayOneShot(crash);
crashParticles.Play();
GetComponent<Movement>().enabled = H
StartCoroutine(FadeAndReloadCurrentLevel());

StartSuccessSequence()

isTransitioning =

audioSource.Stop();
audioSource.PlayOneShot(success);
successParticles.Play();
GetComponent<Movement>().enabled =
StartCoroutine(FadeAndLoadNextLevel());

TriggerWinFromThruster()
if (isTransitioning)

{

return;

StartSuccessSequence();




IEnumerator FadeAndReloadCurrentLevel()

{

currentSceneIndex = SceneManager.GetActiveScene().buildIndex;
yield return screenFader.FadeOut(currentSceneIndex);

ReloadCurrentLevel();

IEnumerator FadeAndLoadNextlLevel()
{

currentSceneIndex = SceneManager.GetActiveScene().buildIndex;
nextSceneIndex = currentSceneIndex + 1;

if (nextSceneIndex == SceneManager.sceneCountInBuildSettings)

{

nextScenelndex = 0;

yield return screenFader.FadeOut(nextSceneIndex);

LoadNextLevel();

CollisionHandler script

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

ThrusterCollisionDetector : MonoBehaviour

CollisionHandler collisionHandler;

Start()

collisionHandler = GetComponentInParent<CollisionHandler>();

OnTriggerEnter(Collider other)

if (other.CompareTag("Finish") && collisionHandler !=

{

Debug.Log("Main Thruster touched Finish. Winning...
collisionHandler.TriggerWinFromThruster();




ThrusterCollisionDetector script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

ScreenFader : MonoBehaviour

[SerializeField] fadeDuration = 2f;
[SerializeField] ThankYouMessage thankYouMessage;

CanvasGroup canvasGroup;
Awake ()
if (FindObjectsOfType<ScreenFader>().Length > 1)

{
Destroy(gameObject);

return;

canvasGroup = GetComponent<CanvasGroup>();

Start()

StartCoroutine(FadelIn());

IEnumerator FadeIn()

Debug.Log("FadeIn started");
timer = 0Of;
while (timer < fadeDuration)

{

timer += Time.deltaTime;
canvasGroup.alpha = 1 - (timer / fadeDuration);
yield return ;

}

canvasGroup.alpha = 9;

canvasGroup.blocksRaycasts =

Debug.Log("FadeIn ended");

if (SceneManager.GetActiveScene().buildIndex == 0 &&




GameState.cameFromFinalLevel &&
IGameState.alreadyShown)

GameState.alreadyShown = 5
StartCoroutine(ShowThankYouMessage());

IEnumerator FadeOut( sceneIndex)

Debug.Log("FadeOut started");
canvasGroup.blocksRaycasts =
timer = of;
while (timer < fadeDuration)
{
timer += Time.deltaTime;
canvasGroup.alpha = timer / fadeDuration;
yield return ;
}
canvasGroup.alpha = 1;
Debug.Log("FadeOut ended");

SceneManager.LoadScene(sceneIndex);

IEnumerator ShowThankYouMessage()

{

if (thankYouMessage !=
{

yield return StartCoroutine(thankYouMessage.FadeIn());

GameState.cameFromFinalLevel =

Time.timeScale = of;

ScreenFader script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
ThankYouMessage : MonoBehaviour

[SerializeField] fadeDuration

CanvasGroup canvasGroup;




Awake ()

canvasGroup = GetComponent<CanvasGroup>();
canvasGroup.alpha = of;
canvasGroup.blocksRaycasts =

gameObject.SetActive( );

IEnumerator FadeIn()

timer = of;
canvasGroup.blocksRaycasts =
while (timer < fadeDuration)

{

timer += Time.deltaTime;
canvasGroup.alpha = timer / fadeDuration;
yield return ;

}

canvasGroup.alpha = 1;

ThankYouMessage script

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

GameState : MonoBehaviour

cameFromFinalLevel
alreadyShown =

GameState script

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

ObstacleRotation : MonoBehaviour

[SerializeField] xAngle = of;
[SerializeField] yAngle = of;
[SerializeField] zAngle = of;




Start()

Update()

transform.Rotate(xAngle,yAngle,zAngle);

ObstacleRotation script

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

ObstacleOscillation : MonoBehaviour

[SerializeField] Vector3 movementVector;
[SerializeField] period = 2f;

Vector3 startingPosition;
movementFactor;

Start()

startingPosition = transform.position;

Update()

if (period <= Mathf.Epsilon)
{

return;

cycles = Time.time / period;

tau = Mathf.PI * 2;

rawSinWave = Mathf.Sin(cycles * tau);




movementFactor (rawSinWave + 1f) / 2f;

Vector3 offset movementVector * movementFactor;
transform.position = startingPosition + offset;

ObstacleOscillation script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
SinusoidallWaveMovement : MonoBehaviour
[SerializeField] moveSpeed = 5f;
[SerializeField] frequency = 5f;

[SerializeField] amplitude = 0.5f;

[SerializeField] travelDistance = 5f;

Vector3 startingPosition;

goingForward =
traveled = of;

Start()

startingPosition = transform.position;

Update()
direction = goingForward ? 1f : -1f;

deltaX = direction * moveSpeed * Time.deltaTime;
traveled += Mathf.Abs(deltaX);

yOffset = Mathf.Sin(Time.time * frequency) * amplitude;

Vector3 newPosition = transform.position + Vector3(deltaX, yOffset
- transform.position.y + startingPosition.y, 9);
transform.position = newPosition;

if (traveled >= travelDistance)




goingForward = lgoingForward;
traveled = of;

SinusoidalWaveMovement script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
ObstacleTeleportation : MonoBehaviour
List<ObstacleTeleportation> activeObstacles =

List<ObstacleTeleportation>();

[SerializeField] rangeX1 -20f;
[SerializeField] rangeX2 -15f;
[SerializeField] rangeYl 5f;
[SerializeField] rangey2 10f,;
[SerializeField] waitTime = 2f;
[SerializeField] shrinkSpeed = 2f;
[SerializeField] growSpeed = 2f;
[SerializeField] minDistanceFromOthers = 3f;

Vector3 targetScale;

isVisible =

Start()
targetScale = transform.localScale;
activeObstacles.Add( );
StartCoroutine(TeleportCycle());

OnDestroy ()

activeObstacles.Remove( );

IEnumerator TeleportCycle()
{




while (

{
yield return StartCoroutine(Shrink());

Vector3 newPosition = GetValidPosition();
transform.position = newPosition;
yield return StartCoroutine(Grow());

yield return WaitForSeconds(waitTime);

Vector3 GetValidPosition()
{
Vector3 candidate;
isValid = ;
maxAttempts = 100;

candidate = Vector3(
Random.Range(rangeXl, rangeX2),
Random.Range(rangeYl, rangeY2),
of

)s

isValid =

foreach ( other in activeObstacles)

{

if (other != && other.isVisible)

distance = Vector3.Distance(candidate,
other.transform.position);
if (distance < minDistanceFromOthers)
{
isValid =
break;




maxAttempts--;

} while (!isValid && maxAttempts > 90);

return candidate;

IEnumerator Shrink()

{
while (transform.localScale.x > 0.05f)

{
transform.localScale = Vector3.Lerp(transform.localScale,
Vector3.zero, Time.deltaTime * shrinkSpeed);
yield return ;

}

transform.localScale = Vector3.zero;

IEnumerator Grow()
{
while (transform.localScale.x < targetScale.x * 0.95f)
{
transform.localScale = Vector3.Lerp(transform.localScale,
targetScale, Time.deltaTime * growSpeed);
yield return ;

}

transform.localScale = targetScale;

ObstacleTeleportation script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

GravityHandler : MonoBehaviour

Dictionary< , Vector3> lut = Dictionary< , Vector3>{
{"Level 2 (Mercury)", Vector3(e, -3.7f, 0)},
{"Level 3 (Venus)", Vector3(e, -8.87f, 0)},
{"Level 4 (Mars)", Vector3(e, -3.73f, 0)},
s

lastScenelogged = 5




OnEnable()

SceneManager.scenelLoaded += OnSceneloaded;

ApplyGravity(SceneManager.GetActiveScene().name);

OnDisable()

SceneManager.scenelLoaded -= OnSceneloaded;

OnScenelLoaded(Scene scene, LoadSceneMode mode)

ApplyGravity(scene.name);

ApplyGravity ( sceneName)

Vector3 gravity = lut.GetValueOrDefault(sceneName, Vector3(o, -
9.81f, 0));

Physics.gravity = gravity;

if (sceneName != lastScenelogged)

{

Debug.Log("Gravity set to " + gravity + " in scene: + sceneName

lastScenelLogged = sceneName;

GravityHandler script

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

public class QuitApplication : MonoBehaviour

{
void Update()

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

{
Application.Quit();

QuitApplication script

using UnityEngine;

#if ENABLE_INPUT _SYSTEM

using UnityEngine.InputSystem;
#endif

namespace StarterAssets

{

[RequireComponent(typeof(CharacterController))]
#if ENABLE_ INPUT SYSTEM
[RequireComponent(typeof(PlayerInput)) ]

#endif

public class FirstPersonController : MonoBehaviour

{
[Header("Player")]
[Tooltip("Move speed of the character in m/s")]
public float MoveSpeed = 4.0f;
[Tooltip("Sprint speed of the character in m/s")]
public float SprintSpeed = 7.0f;
[Tooltip("Rotation speed of the character")]
public float RotationSpeed = 1.0f;
[Tooltip("Acceleration and deceleration")]
public float SpeedChangeRate = 10.0f;

[Space(10)]

[Tooltip("The height the player can jump")]

public float JumpHeight = 1.2f;

[Tooltip("The character uses its own gravity value. The engine default
is -9.81f")]

public float Gravity = -15.0f;

[Space(10)]

[Tooltip("Time required to pass before being able to jump again. Set
to ©f to instantly jump again")]

public float JumpTimeout = 0.1f;




[Tooltip("Time required to pass before entering the fall state. Useful
for walking down stairs")]
public float FallTimeout = 0.15f;

[Header("Player Grounded")]

[Tooltip("If the character is grounded or not. Not part of the
CharacterController built in grounded check")]

public bool Grounded = true;

[Tooltip("Useful for rough ground")]

public float GroundedOffset = -0.14f;

[Tooltip("The radius of the grounded check. Should match the radius of
the CharacterController")]

public float GroundedRadius = 0.5f;

[Tooltip("What layers the character uses as ground")]

public LayerMask GroundLayers;

[Header("Cinemachine")]

[Tooltip("The follow target set in the Cinemachine Virtual Camera that
the camera will follow")]

public GameObject CinemachineCameraTarget;

[Tooltip("How far in degrees can you move the camera up")]

public float TopClamp = 90.0f;

[Tooltip("How far in degrees can you move the camera down")]

public float BottomClamp = -90.0f;

private _cinemachineTargetPitch;

private float _speed;

private float _rotationVelocity;

private float _verticalVelocity;

private float _terminalVelocity = 53.60f;

private float _jumpTimeoutDelta;
private float _fallTimeoutDelta;

#if ENABLE_INPUT_SYSTEM
private PlayerInput _playerInput;

#endif
private CharacterController _controller;
private StarterAssetsInputs _input;
private GameObject mainCamera;

private const float _threshold = 0.01f;

private bool IsCurrentDeviceMouse




ENABLE_INPUT_SYSTEM
return _playerInput.currentControlScheme == "KeyboardMouse";

return

Awake ()

if (_mainCamera ==

{

_mainCamera = GameObject.FindGameObjectWithTag("MainCamera™);

Start()

_controller = GetComponent<CharacterController>();

_input = GetComponent<StarterAssetsInputs>();
ENABLE_INPUT_SYSTEM

_playerInput = GetComponent<PlayerInput>();

Debug.LogError( "Starter Assets package is missing dependencies.
Please use Tools/Starter Assets/Reinstall Dependencies to fix it");

__jumpTimeoutDelta JumpTimeout;
_fallTimeoutDelta FallTimeout;

Update()
JumpAndGravity();

GroundedCheck();
Move();

LateUpdate()

CameraRotation();

GroundedCheck()




Vector3 spherePosition = Vector3(transform.position.x,
transform.position.y - GroundedOffset, transform.position.z);

Grounded = Physics.CheckSphere(spherePosition, GroundedRadius,
GroundLayers, QueryTriggerInteraction.Ignore);

}

CameraRotation()

if (_input.look.sgrMagnitude >= _threshold)
{

deltaTimeMultiplier = IsCurrentDeviceMouse ? 1.0f :
Time.deltaTime;

_cinemachineTargetPitch += _input.look.y * RotationSpeed *

deltaTimeMultiplier;

_rotationVelocity = input.look.x * RotationSpeed *
deltaTimeMultiplier;

_cinemachineTargetPitch = ClampAngle(_cinemachineTargetPitch,
BottomClamp, TopClamp);

CinemachineCameraTarget.transform.localRotation =
Quaternion.Euler(_cinemachineTargetPitch, ©.0f, 0.0f);

transform.Rotate(Vector3.up * rotationVelocity);

targetSpeed = _input.sprint ? SprintSpeed : MoveSpeed;

if (_input.move == Vector2.zero) targetSpeed = 0.0f;




currentHorizontalSpeed = Vector3(_controller.velocity.x,
0.0f, _controller.velocity.z).magnitude;

speedOffset = 0.1f;
inputMagnitude = _input.analogMovement ?
_input.move.magnitude : 1f;

if (currentHorizontalSpeed < targetSpeed - speedOffset ||
currentHorizontalSpeed > targetSpeed + speedOffset)

{

_speed = Mathf.Lerp(currentHorizontalSpeed, targetSpeed *
inputMagnitude, Time.deltaTime * SpeedChangeRate);

_speed = Mathf.Round( speed * 1000f) / 1000f;
}

else

{
_speed = targetSpeed;

Vector3 inputDirection = Vector3(_input.move.x, 0.0f,
_input.move.y).normalized;

if (_input.move != Vector2.zero)

{

inputDirection = transform.right * _input.move.x +
transform.forward * _input.move.y;

}

_controller.Move(inputDirection.normalized * (_speed *
Time.deltaTime) + Vector3(0.0f, _verticalVelocity, 0.0f) *
Time.deltaTime);

}

JumpAndGravity ()




if (Grounded)
{

_fallTimeoutDelta = FallTimeout;

if (_verticalVelocity < 0.0f)

{
_verticalVelocity = -2f;

if (_input.jump & jumpTimeoutDelta <= 0.0f)
{

_verticalVelocity = Mathf.Sqrt(JumpHeight * -2f *
Gravity);

if (_jumpTimeoutDelta >= 0.0f)
{

_jumpTimeoutDelta -= Time.deltaTime;

_jumpTimeoutDelta = JumpTimeout;

if (_fallTimeoutDelta >= 0.0f)

{
_fallTimeoutDelta -= Time.deltaTime;

_input.jump =

if (_verticalVelocity < _terminalVelocity)

{

_verticalVelocity += Gravity * Time.deltaTime;




ClampAngle( 1fAngle,

if (1fAngle < -360f) 1lfAngle += 360f;
if (1fAngle > 360f) 1lfAngle -= 360f;
return Mathf.Clamp(lfAngle, 1fMin, 1fMax);

OnDrawGizmosSelected()

Color transparentGreen = Color(@.0f, 1.0f, 0.0f, 0.35f);
Color transparentRed = Color(1.0f, @0.0f, 0.0f, 0.35f);

if (Grounded) Gizmos.color = transparentGreen;
else Gizmos.color = transparentRed;

Gizmos.DrawSphere( Vector3(transform.position.x,
transform.position.y - GroundedOffset, transform.position.z), GroundedRadius);

FirstPersonController script

using UnityEngine;
BasicRigidBodyPush : MonoBehaviour
LayerMask pushLayers;
canPush;

[Range(0.5f, 5f)] strength = 1.1f;

OnControllerColliderHit(ControllerColliderHit hit)

if (canPush) PushRigidBodies(hit);

PushRigidBodies(ControllerColliderHit hit)

Rigidbody body = hit.collider.attachedRigidbody;
if (body == || body.isKinematic) return;




bodyLayerMask = 1 << body.gameObject.layer;
if ((bodyLayerMask & pushlLayers.value) == @) return;

if (hit.moveDirection.y < -0.3f) return;

Vector3 pushDir = Vector3(hit.moveDirection.x, 0.0f,
hit.moveDirection.z);

body.AddForce(pushDir * strength, ForceMode.Impulse);

BasicRigidBodyPush script

using UnityEngine;
ENABLE_INPUT_SYSTEM
using UnityEngine.InputSystem;

StarterAssets
StarterAssetsInputs : MonoBehaviour

[Header("Character Input Values")]
Vector2 move;
Vector2 look;
Jump;
sprint;

[Header("Movement Settings")]
analogMovement;

[Header("Mouse Cursor Settings")]
cursorLocked = 5
cursorInputForLook =

ENABLE INPUT_SYSTEM
OnMove (InputValue value)

MoveInput(value.Get<Vector2>());

OnLook (InputValue value)




if(cursorInputForLook)

{
LookInput(value.Get<Vector2>());

OnJump(InputValue value)

JumpInput(value.isPressed);

OnSprint(InputValue value)

SprintInput(value.isPressed);

MoveInput(Vector2 newMoveDirection)

= newMoveDirection;

LookInput(Vector2 newLookDirection)

= newlLookDirection;

JumpInput ( newJumpState)

newJumpState;

SprintInput( newSprintState)

sprint = newSprintState;

OnApplicationFocus( hasFocus)

SetCursorState(cursorLocked);

SetCursorState( newState)

Cursor.lockState = newState ? CursorLockMode.LlLocked

CursorLockMode.None;

}




StarterAssetsInputs script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

Weapon : MonoBehaviour

[SerializeField] Camera FPCamera;
[SerializeField] range = 100 ;
[SerializeField] damage = 30f;
[SerializeField] ParticleSystem muzzleFlash;
[SerializeField] GameObject hitEffect;
[SerializeField] Ammo ammoSlot;
[SerializeField] AmmoType ammoType;
[SerializeField] timeBetweenShots = 0.5f;
[SerializeField] TextMeshProUGUI weaponInfoText;
[SerializeField] weaponName;
[SerializeField] weaponType;

AudioSource gunShot;
canShoot =
isAutomated
isBurstMode

OnEnable()
canShoot = 5

StartCoroutine(Waiter());
DisplayWeaponInfo();

Start()

gunShot = GetComponent<AudioSource>();

Update()

DisplayWeaponInfo();
if (Input.GetMouseButtonDown(@®) && canShoot ==
ammoSlot.GetCurrentAmmo(ammoType) > 0)




if (WeaponSwitcher.currentWeapon == 2)
{
isBurstMode = ;
StartCoroutine(BurstShoot());
}

else if (WeaponSwitcher.currentWeapon == 3)
{
isAutomated = ;
StartCoroutine(AutoShoot());
}

else

{
isBurstMode ;
isAutomated ;
StartCoroutine(Shoot());

}
else if (Input.GetMouseButtonUp(@) && isBurstMode)

{

isBurstMode =

}
else if (Input.GetMouseButtonUp(@) && isAutomated)

{

isAutomated =
StopMuzzleFlash();
gunShot.Stop();

DisplayWeaponInfo()

currentAmmo = ammoSlot.GetCurrentAmmo(ammoType);
weaponInfoText.text = $"{weaponName} ({weaponType}): {currentAmmo}";

IEnumerator Waiter()

{
canShoot = ;
yield return WaitForSeconds(@.1f);
canShoot =

IEnumerator Shoot()
{
canShoot = ;
if (ammoSlot.GetCurrentAmmo(ammoType) > ©)

{
PlayMuzzleFlash();




gunShot.Play();
ProcessRaycast();
ammoSlot.DecreaseCurrentAmmo(ammoType) ;

}

else

{
StopMuzzleFlash();

gunShot.Stop();
}

yield return WaitForSeconds (timeBetweenShots);
canShoot =

IEnumerator BurstShoot()

{

canShoot = g
if (ammoSlot.GetCurrentAmmo(ammoType) > )
{
for ( i=0; i<=2; i++)
{
PlayMuzzleFlash();
gunShot.Play();
ProcessRaycast();
ammoSlot.DecreaseCurrentAmmo(ammoType);

yield return WaitForSeconds(0.131f);
StopMuzzleFlash();

}

else

{
StopMuzzleFlash();

gunShot.Stop();
}

yield return WaitForSeconds (timeBetweenShots);
canShoot =

IEnumerator AutoShoot()

{

canShoot = 5
while (isAutomated)

{
if (ammoSlot.GetCurrentAmmo(ammoType) > ©)

{
PlayMuzzleFlash();
gunShot.Play();
ProcessRaycast();
ammoSlot.DecreaseCurrentAmmo(ammoType) ;




else

{
StopMuzzleFlash();

gunShot.Stop();
}

yield return WaitForSeconds (timeBetweenShots);
canShoot =

PlayMuzzleFlash()

muzzleFlash.Play();

StopMuzzleFlash()

muzzleFlash.Stop();

ProcessRaycast()

RaycastHit hit;
if (Physics.Raycast(FPCamera.transform.position,
FPCamera.transform.forward, hit, range))

{
CreateHitImpact(hit);

EnemyHealth target = hit.transform.GetComponent<EnemyHealth>();
if (target == )
{

return;

}
target.TakeDamage (damage);

}

else

{

return;

CreateHitImpact(RaycastHit hit)

GameObject impact = Instantiate(hitEffect, hit.point,
Quaternion.LookRotation(hit.normal));
Destroy(impact, 0.1f);

Weapon script




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

WeaponSwitcher : MonoBehaviour

[SerializeField] currentlWeapon =

Start()

SetWeaponActive();

Update()
previousWeapon = currentWeapon;

ProcessKeyInput();
ProcessScrolliheel();

if (previousWeapon != currentWeapon)

{
SetWeaponActive();

ProcessKeyInput()

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

currentiWeapon = 0;

}
else if (Input.GetKeyDown(KeyCode.Alpha2))

{

currenthWeapon = 1;

}
else if (Input.GetKeyDown(KeyCode.Alpha3))

{

currenthWeapon = 2;

}
else if (Input.GetKeyDown(KeyCode.Alpha4))

{

currentieapon

}
else if (Input.GetKeyDown(KeyCode.Alpha5))




currentiWeapon = 4;

ProcessScrollWheel()

if (Input.GetAxis("Mouse ScrollWheel™) < 0)
{

if (currentWeapon >= transform.childCount - 1)

{

currenthWeapon = 0;

}

else

{

currenthWeapon++ ;

if (Input.GetAxis("Mouse ScrollWheel™) > 9)
{

if (currentWeapon <= 9)

{

currentWeapon = transform.childCount - 1;

}

else

{

currenthWeapon-- ;

SetWeaponActive()
weaponIndex = 0;

foreach (Transform weapon in transform)

{

if (weaponIndex == currentWeapon)

{

weapon.gameObject.SetActive( );

}

else

{
weapon.gameObject.SetActive( );

}

weaponIndex++ ;




WeaponSwitcher script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AI;

EnemyAI : MonoBehaviour
[SerializeField] chaseRange = 5f;
[SerializeField] turnSpeed = 5f;
[SerializeField] AudioClip howling;
[SerializeField] minDistance = 1f;
[SerializeField] maxDistance = 4f;

NavMeshAgent navMeshAgent;
distanceToTarget = Mathf.Infinity;

isProvoked =
EnemyHealth health;
Transform target;
AudioSource audioSource;
Coroutine howlingCoroutine;

Start()

if (maxDistance == @) maxDistance = chaseRange - 1;

navMeshAgent = GetComponent<NavMeshAgent>();

health = GetComponent<EnemyHealth>();

target = FindObjectOfType<PlayerHealth>().transform;
audioSource = GetComponent<AudioSource>();

if (audioSource !=
{
audioSource.spatialBlend = 1f;

audioSource.rolloffMode = AudioRolloffMode.Linear;

audioSource.minDistance minDistance;




audioSource.maxDistance = maxDistance;

Update()

if (health.IsDead())
{

enabled = ;
navMeshAgent.enabled =
if (howlingCoroutine !=

{

StopCoroutine(howlingCoroutine);
howlingCoroutine = 5

distanceToTarget = Vector3.Distance(target.position,
transform.position);

if (isProvoked)

{
EngageTarget();

}

else if (distanceToTarget <= chaseRange)

{

Provoke();

OnDamageTaken ()

Provoke();

Provoke()

if (isProvoked ==

{
isProvoked = ;
if (howlingCoroutine

{

howlingCoroutine = StartCoroutine(PlayHowlSoundRepeatedly());




IEnumerator PlayHowlSoundRepeatedly()

while (isProvoked && !health.IsDead())
{

if (howling != && audioSource !=

{
audioSource.PlayOneShot (howling);

yield return WaitForSeconds(howling.length);

EngageTarget ()

FaceTarget();
if (distanceToTarget >= navMeshAgent.stoppingDistance &&
lhealth.IsDead())

{
ChaseTarget();

}

if (distanceToTarget <= navMeshAgent.stoppingDistance)

{
AttackTarget();

ChaseTarget()
GetComponent<Animator>().SetBool("Attack",

GetComponent<Animator>().SetTrigger("Move");
navMeshAgent.SetDestination(target.position);

AttackTarget ()

GetComponent<Animator>().SetBool("Attack",

FaceTarget()

Vector3 direction = (target.position - transform.position).normalized;

Quaternion lookRotation = Quaternion.LookRotation(
Vector3(direction.x, @, direction.z));

transform.rotation = Quaternion.Slerp(transform.rotation,
lookRotation, Time.deltaTime * turnSpeed);

}

OnDrawGizmosSelected()




Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, chaseRange);

EnemyAl script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
EnemyAttack : MonoBehaviour

PlayerHealth target;

[SerializeField] damage = 40f;

Start()

target = FindObjectOfType<PlayerHealth>();

AttackHitEvent()

if (target ==
{

return;

}
target.TakeDamage (damage);

target.GetComponent<DisplayDamage> () .ShowDamageImpact();

EnemyAttack script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

EnemyHealth : MonoBehaviour

[SerializeField] hitPoints = 100f;
[SerializeField] TextMeshProUGUI damageDisplayText;

isDead =

IsDead()




return isDead;

TakeDamage ( damage)

BroadcastMessage("OnDamageTaken™);
hitPoints -= damage;

DisplayDamage(damage) ;
if (hitPoints <= 0)

{
Die();

Die()
if (isDead)

{

return;

isDead =

GetComponent<Animator>().SetTrigger("Die");

DisplayDamage( damage)

if (isDead ==

{

damageDisplayText.text = + damage.ToString("F0");

StartCoroutine(FloatingDamageText (damageDisplayText));

IEnumerator FloatingDamageText (TextMeshProUGUI text)

CanvasGroup canvasGroup = text.GetComponent<CanvasGroup>();
if (canvasGrou

{

canvasGroup = text.gameObject.AddComponent<CanvasGroup>();




canvasGroup.alpha =
RectTransform rectTransform = text.GetComponent<RectTransform>();
Vector2 startPosition = Vector2(rectTransform.anchoredPosition.x,
Vector2 finalPosition Vector2(rectTransform.anchoredPosition.x,
duration = 1f;
elapsedTime = of;
while (elapsedTime < duration)

{

elapsedTime += Time.deltaTime;
t = elapsedTime / duration;

rectTransform.anchoredPosition = Vector2.Lerp(startPosition,
finalPosition, t);
canvasGroup.alpha = Mathf.Lerp(1f, of, t);

yield return

rectTransform.anchoredPosition = finalPosition;
canvasGroup.alpha = of;

EnemyHealth script

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

PlayerHealth : MonoBehaviour

[SerializeField] hitPoints = 100f;
[SerializeField] AudioClip damageReceived;

AudioSource audioSource;
Start()

audioSource = GetComponent<AudioSource>();




LELGDEET( damage)
hitPoints -= damage;
audioSource.PlayOneShot(damageReceived);

if (hitPoints <= 0)

{
GetComponent<DeathHandler>().HandleDeath();

PlayerHealth script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
DisplayDamage : MonoBehaviour
[SerializeField] Canvas impactCanvas;
[SerializeField] impactTime = 0.3f;

Start()

impactCanvas.enabled =

ShowDamageImpact()

StartCoroutine(ShowSplatter());

IEnumerator ShowSplatter()

{
impactCanvas.enabled = 5
yield return WaitForSeconds(impactTime);
impactCanvas.enabled = 5

DisplayDamage script

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




public class DeathHandler : MonoBehaviour

{

[SerializeField] Canvas gameOverCanvas;
[SerializeField] Canvas gunReticleCanvas;
[SerializeField] Canvas ammoDisplayCanvas;
[SerializeField] Canvas damageReceivedCanvas;
[SerializeField] Canvas damageDisplayCanvas;
[SerializeField] Canvas ammoPickedUpDisplayCanvas;
[SerializeField] float fadeInDuration = 1f;

private CanvasGroup gameOverCanvasGroup;

private void Start()

{

gameOverCanvasGroup = gameOverCanvas.GetComponent<CanvasGroup>();

gunReticleCanvas.enabled = true;
ammoDisplayCanvas.enabled = true;
damageReceivedCanvas.enabled = false;
damageDisplayCanvas.enabled = true;
ammoPickedUpDisplayCanvas.enabled = true;

gameOverCanvasGroup.alpha = of;
gameOverCanvas.enabled = false;

public void HandleDeath()
{

GetComponent<StarterAssets.FirstPersonController>().enabled = false;
FindObjectOfType<WeaponSwitcher>().enabled = false;
FindObjectOfType<Weapon>().enabled = false;

StartCoroutine(FadeInCanvas());

Cursor.lockState = CursorlLockMode.None;
Cursor.visible = true;

Time.timeScale = 0;

private IEnumerator FadeInCanvas()

{
gunReticleCanvas.enabled = false;
ammoDisplayCanvas.enabled = false;
damageDisplayCanvas.enabled = false;




ammoPickedUpDisplayCanvas.enabled =

gameOverCanvas.enabled =

elapsedTime = of;
while (elapsedTime < fadeInDuration)

{
gameOverCanvasGroup.alpha = Mathf.Lerp(0f, 1f, elapsedTime /

fadeInDuration);
elapsedTime += Time.unscaledDeltaTime;

yield return

gameOverCanvasGroup.alpha = 1f;

CanvasGroup damageReceivedCanvasGroup =
damageReceivedCanvas.GetComponent<CanvasGroup>();
fadeOutDuration 1f;

fadeElapsedTime = Of;
while (fadeElapsedTime < fadeOutDuration)

{
damageReceivedCanvasGroup.alpha = Mathf.Lerp(1f, of,

fadeElapsedTime / fadeOutDuration);
fadeElapsedTime += Time.unscaledDeltaTime;

yield return

damageReceivedCanvasGroup.alpha = of;

damageReceivedCanvas.enabled =

DeathHandler script

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;




ScenelLoader : MonoBehaviour
ReloadGame()

SceneManager.LoadScene(0);
Time.timeScale = 1;

QuitGame()

Application.Quit();

ScenelLoader script

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

Cinemachine;

StarterAssets;

WeaponZoom : MonoBehaviour

[SerializeField] CinemachineVirtualCamera fpsCamera;
[SerializeField] FirstPersonController fpsController;
[SerializeField] zoomedOutFOV = 40;
[SerializeField] zoomedInFOV = 20;
[SerializeField] zoomedOutSensitivity = 1f;
[SerializeField] zoomedInSensitivity = 0.25f;

OnDisable()

ZoomOut();

Update()

if (Input.GetMouseButton(1))

{
ZoomIn();

}

else

{
ZoomOut();

ZoomIn()




fpsCamera.m_Lens.FieldOfView = zoomedInFOV;
fpsController.RotationSpeed = zoomedInSensitivity;
ZoomOut ()

fpsCamera.m_Lens.FieldOfView = zoomedOutFOV;
fpsController.RotationSpeed = zoomedOutSensitivity;

WeaponZoom script

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

Ammo : MonoBehaviour

[SerializeField] AmmoSlot[] ammoSlots;

[System.Serializable]
AmmoS1lot

AmmoType ammoType;
ammoAmount ;

GetCurrentAmmo (AmmoType ammoType)

return GetAmmoSlot(ammoType).ammoAmount;

DecreaseCurrentAmmo(AmmoType ammoType)

GetAmmoSlot (ammoType) .ammoAmount-- ;

IncreaseCurrentAmmo(AmmoType ammoType, ammoAmount)

GetAmmoSlot (ammoType) .ammoAmount += ammoAmount;

AmmoSlot GetAmmoSlot(AmmoType ammoType)

foreach (AmmoSlot slot in ammoSlots)

{

if (slot.ammoType == ammoType)




return slot;

}

return

Ammo script

using System.ComponentModel;
AmmoType

[Description("Pistol Bullets")]
PistolBullets,

[Description("Shotgun Shells")]
ShotgunShells,

[Description("Light Rounds")]
LightRounds,

[Description("Plasma Ammo™) ]
PlasmaAmmo,

[Description("Sniper Ammo™) ]
SniperAmmo

AmmoType script

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

LocalRainFollow : MonoBehaviour

[SerializeField] Transform player;
[SerializeField] followSpeed = 10f;

Update()

Vector3 targetPos = Vector3(player.position.x,

transform.position.y, player.position.z);
transform.position = Vector3.Lerp(transform.position, targetPos,

followSpeed * Time.deltaTime);
}




LocalRainFollow script

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

FlashlightSystem : MonoBehaviour

[SerializeField] lightDecay = 0.1f;
[SerializeField] angleDecay = 1f;

Light myLight;
Start()

myLight = GetComponent<Light>();

Update()
DecreaselLightAngle();
DecreaselightIntensity();

RestoreLightAngle( restoreAngle)

spotAngle = restoreAngle;

RestoreLightIntensity( intensityAmount)

myLight.intensity = intensityAmount;

DecreaselLightAngle()

myLight.spotAngle -= angleDecay * Time.deltaTime;

DecreaselLightIntensity()

myLight.intensity -= lightDecay * Time.deltaTime;

FlashlightSystem script




using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using TMPro;

public class AmmoPickup : MonoBehaviour

{
[SerializeField] int ammoAmount = 5;
[SerializeField] AmmoType ammoType;
[SerializeField] TextMeshProUGUI AmmoPickedUpDisplayText;
[SerializeField] float displayDuration = 1f;
[SerializeField] float fadeDuration = 1f;

private void OnTriggerEnter(Collider other)

{
if (other.gameObject.CompareTag("Player"))

{

FindObjectOfType<Ammo>().IncreaseCurrentAmmo(ammoType,
ammoAmount) ;

AmmoPickedUpDisplayText.text = "+" + ammoAmount.ToString("FO") +
+ ammoType.GetDescription();

CanvasGroup canvasGroup =
AmmoPickedUpDisplayText.GetComponent<CanvasGroup>();
if (canvasGroup != null)

{

canvasGroup.alpha = 1f;

AmmoPickedUpDisplayText.StartCoroutine (FadeOutAmmoPickedUpText
(canvasGroup));

}

Destroy(gameObject, 0.5f);

private IEnumerator FadeOutAmmoPickedUpText(CanvasGroup canvasGroup)

{

yield return new WaitForSeconds(displayDuration);

float fadeSpeed = 1f / fadeDuration;
while (canvasGroup.alpha > 0of)

{

canvasGroup.alpha -= fadeSpeed * Time.deltaTime;
yield return null;




AmmoPickup script

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

System;
System.ComponentModel;
System.Reflection;

EnumExtensions
GetDescription( Enum value)

FieldInfo fi = value.GetType().GetField(value.ToString());
DescriptionAttribute[] attributes =
(DescriptionAttribute[])fi.GetCustomAttributes( (DescriptionAttribute),

)5

if (attributes != && attributes.Length > @)
{

return attributes[@].Description;

}

else

{

return value.ToString();

EnumExtensions script

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

BatteryPickup : MonoBehaviour

[SerializeField] restoreAngle = 70;
[SerializeField] intensityAmount = 5;

OnTriggerEnter(Collider other)

if (other.gameObject.tag == "Player")




other.GetComponentInChildren<FlashlightSystem>().RestoreLightAngle
(restoreAngle);

other.GetComponentInChildren<FlashlightSystem>().RestoreLightInten
sity(intensityAmount);

Destroy(gameObject);

BatteryPickup script

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

EndingMessage : MonoBehaviour

RectTransform textToScroll;
scrollSpeed = 20f;
fadeDuration = 2f;
panelHeight = 376f;

CanvasGroup canvasGroup;
isScrolling = 3

Awake ()
canvasGroup = GetComponent<CanvasGroup>();
if (canvasGroup !=

{

canvasGroup.alpha = of;
canvasGroup.interactable =
canvasGroup.blocksRaycasts =

if (textToScroll !=

{
textToScroll.anchoredPosition = Vector2(0®, -panelHeight);

gameObject.SetActive( )

ShowAndScroll ()

gameObject.SetActive( )
StartCoroutine(FadeAndScroll());




IEnumerator FadeAndScroll()

timer = of;
while (timer < fadeDuration)

{
canvasGroup.alpha = Mathf.Lerp(0f, 1f, timer / fadeDuration);
timer += Time.unscaledDeltaTime;
yield return ;

}

canvasGroup.alpha = 1f;

isScrolling =

Update()
if (isScrolling && textToScroll !=
{

textToScroll.anchoredPosition += Vector2.up * scrollSpeed *
Time.unscaledDeltaTime;

EndingMessage script

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
TriggerScrollingText : MonoBehaviour

EndingMessage endingMessage;

OnTriggerEnter(Collider other)

if (other.CompareTag("Player"))
{

Time.timeScale = of;
endingMessage.ShowAndScroll();

gameObject.SetActive( )

TriggerScrollingText script
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