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BeBaiwvw 011 giyar o auyypagéas autng tng epyaadiac kai ot kaBe Bonbeia tnv otroia gixa yia
TNV TTPOETOINACTIa TNG gival TTANPWS avayvwpIouEVN Kal avapépeTal atnv gpyaacia. Emiong,
EXW KaTaypawel TS OTTOIES TTNYES ATTO TIC OTTOIES EKava XPHON OEO0UEVWY, IOEWY, EIKOVWYV Kal
KeIUEvou, €iTe autéc avapépovral akpiBwe eite mapappacuéves. EmmAéov, BeBaiwvw o1 auth
n epyacia mPOETOINAOTNKE ATTO EUEVA TTPOOWTTIKA, £IOIKA WS dITTAWATIKY gpyaaia, oTo Tunua
Mnxavikwv NAnpoopikn< kai HAektpovikwy 2uotnudrwy tou ALTA.E.

H mapouoa epyacia amoreAei  mveuuarniky 1dloktnaia tou @oitnth  lNamradomouAou
Kwvoravrivou 164821 mou v ekmovnaoe. 210 mAaioio 1n¢ moAITIKAS avoIKTAS TpoaBacng, o
ouyypaéac/dnuioupyoc ekxwpei ato Aicbvég Maverriotriuio tne EAAGOo¢ Gdsia xpriong tou
OIKQIWUATOC avaTTapaywyns, daveiouou, TTapouciacns aTo KoIvO Kal WhNQIakHS SIaxuongs the
epyaaciac dIEBvwWES, O NAEKTPOVIKY IOPQH Kal O OTTOIOOATIOTE LECO, yia OIOAKTIKOUC Kai
EPEUVNTIKOUC OKOTTOUG, aveu avraAAdyuaroc. H avoikt mpdoBacn oT1o MARPES KEiUEVO TS
epyaagiag, Oev onuaiver kaB’ oiovoNTToTe TPOTTO Tapaxwenaon OIKalwUdTwy oIavonTiKNG
1610KTNOIa¢ tou ouyypa@éa/dnuioupyou, oUTe EMITPETTEI TNV avaTTapaywyr, avadnuoaicuaon,
avTiypa@n, mTwAnon, euTTopiky XpHon, oiavoun, €&kdoon, uerapoptrwaon (downloading),
avaprnon (uploading), ueTrd@pEacn, TPOTTOTTOINCN WE OTTOIOVONTIOTE TPOTTO, TUNUATIKA N
TEPIANTITIKG  TNC  pyaadiac, xwpic Tn pnti  mponyouusvn Eyypagn ouvaiveon Tou
ouyypa@éa/dnuioupyod.

H €éykpion tng dIMAwMATIKAG epyaciog amd 1o TuAua Mnxavikwv [MANPo@opIkig Kal
HAekTpovikwv ZuoTnudtwyv Tou AlgBvoug lMavemoTtnuiou Tng EAAGSOG, dev uttodnAwvel
QTTAPAITATWG KAl ATTod0X TWV ATTOWEWV TOU CUYYPAPEQ, €K HEPOUG TOU TUAUATOG.



[Tporoyoc

H mopovco mruylaxn epyosio emAéynke S0t omd moAd pikpn nikio éxonla pe Prvreomatyvidio Ko
movto N0gla va dnovpynom éva dikd pov. To Game Development givar €évog mepimlokog kot TOAD
ypryopa e&eMocOuEVog KOGHOG , OTOv amottel TOAAES Oe&10TTeg OMMOC TO TPOYPUUUATIGUO, TO
design, tov Mo, Tov dokpaotn(tester), tov level designer k.a. AALG pe tnv Pondeia TV GUYYPOVOV
unyovov oy vidldyv (game engines) 1 Onuovpyio VEOV TOVISIOV £YEL PTACEL GE VEN EMITESQ
gukoMag kan amodotikotntas. [ tnv vAomoinomn g epyaciag avtng emAéyOnke to gpyaieio Unity
O0TL M YpNom Tov gpyareiov avtol givar oyetikd amAn kot dev yperdletal vo yivelr OAn 1 dovAeia
TPOYPOUUATIOTIKE, aAAG VIEdpyovy KatdAAnAa epyoleio yio Trv S1EvKOAVVEN Kot TV e€otkovouncn
xpOvov Tov gamer developer.



[TepiAnyn

21V mopovca TTVYloKN epyacia Ba mapovslaotel N Sadikacio avarntuéng evog 3D game pe ypnon
g pnyovig mayvidov Unity3D. Apywd Ba yiver pio stoaywyn ota Prvteomoryviole, 6mov Ba dovpe
o101 giva ot drapopeTikoi THTOL TOV gaming GAAG Ko Toto eivorn Ta OETIKE Kol apvnTIKA TOL GTOLYEId.
Ba doduE TG OVTE TO GTOLYEID, LTOPOVV VO, ETNPEAGOVY TNV KOONUEPIVOTNTO LOG MO TPOG TO KOAD
OAAG KO ®G TPOG TO KOKO, OVOAOYQ LE TNV YPNON TOVS. ZTNV cuvEyed Oa avapepBovue AemTTopEP®S
otV dnuoeiréatepn unyovn avdmtuéng mayyvidiwv(Game Engine), émov avt eivar n Unity. Apyika
0o dovpe Tt givor to Unity IDE kou Oa pdBovpe to facikd yopaktnpioticd tov Interface tg Unity
ko0hg ko mwwg Aettovpyel to Interface avtd. Emiong Oa pdbovpe kot kdmoleg and Tig mo Pocikég
évvoteg g Unity, 6ov 0o pLog ypnottedhoouy yio TNV KATUOKEDT TOL S1KoU LG Toyvidlon 6mov ival
to Stratego 3D. Ilpw &ekivnoovpe va etidcovpe to moryviot pog, 0o pabovpe Tt eivor to Stratego,
o0l €lval 01 KOVOVEG TOV KOl TMG CLUUTEPIPEPOVTOL TO TOVIK TOV. AQPOD KOTAVONCOVUE OAO TO
napondve Bo Eekvnoovpe va @Tidyvovpe To Toyvidr pag. Xtnv apyn Oo EEKVIICOVUE LE TO TG
onuovpyovue €va kKavovpylo mpdtlekt kol mwg 1o eneEepyoalopacte. Apov @tidéovpe To mpdtleKTt
Oo Eexvnoovpe va OMUIOLPYOVHE TO TO POCIKO TPAYUE TOL oLy Vidov, Tov givar To Board. Ztnv
ocuvvéyeln Ba dovpe mwg eTidEape To TEPPAALOV TOL TOLYVISIOV(TOV YAPTY)) KOl TWG OAANAETIOPA O
¥pPNotNc pHe to board. Apéowmg petd 0o VAOTOCOLUE TO TOVIO Kot OAOLG TOLG KOVOVEG TOV
oy vidlovn. Téhog Oa avaAidcovue Tov TPOTO e TOV 0TTOi0 dNUIOVPYNCaLE TO menu Kot To interface

LG



«Development of Stratego 3D game with Unity3D»

«Papadopoulos Konstantinos 164821»

Abstract

In this thesis, the process of developing a 3D game using the Unity3D game engine will be presented.
First, an introduction to video games will be provided, where we will explore the different types of
gaming and their positive and negative aspects. We will see how these elements can influence our
daily lives for better or worse. Next we will focus on the most popular game development engine,
which is Unity. We will learn about the Unity Integrated Development Environment (IDE) and its
basic interface features and functionalities. Additionally, we will grasp some of the fundamental
concepts of Unity that will be useful for building our own game, which is Stratego 3D. Before starting
to create our game, we will learn about Stratego, its rules and how its pieces behave. Once we
understand the basics of the game, we will begin creating our game. We will start by creating a new
project and setting it up. After setting up the project, we will work on building the core element of the
game, the board. Then, we will focus on creating the map of the game and the way the user will
interact with the board. Immediately afterward, we will implement the game pieces and the rules of
the game. Finally, we will take a look at how we developed our menu and interface.



Evyopiotiec

Yg aUTAV TNV EVOTNTO O POLTNTHG/ (POITHTPLN TPOUIPETIKG UTOPEL VO EVYOPIOTNGEL OGOVS oHiveTL
OTL GLVEROAOY (ETIOTNHOVIKA, NOUKE, OIKOVOULKA KTA) TNV OAOKANPMOT| TNG SITAMUOTIKNG EPYOCIOS.
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Kepdiato 1o

Kepdioawo 1o: Ewsaywyn ota PBvteonaryvioln

1.1 Ty givar Ta Bivteomaryviowa

Ta video games eivor mayvidla wov meptrappdvovy alinienidopoon pe pio diemaen xpnot M
pe pio cvokevt| €16000V OTMG givar o Joystick, £va yeiplothplo, Eva TOVTiKL, £va TANKTPOAOYLO 1 pia
ovokev] aviyvevong kivinong. Ta Pivteomaryvidwa opilovror pe PBdon v TAOTEOPHO TOVG Kot
yopilovton oe arcade games, mayvidln kKoveOAag Ko 7woyvidie vmoloyioti. ITo mpdopata
EMEKTAOMNKAY Kol To POPNTE Toyvidld HECH POPNTMOV GUCKELMOV OT®G €ivar to smartphones, T
tablets, To. CLGTUOTO EIKOVIKNG ETOVENUEVTG TPy HaTIKOTNTOS K.0. To, oy vidla ovtd tagivopovvrol
o€ éva evpv PACHO EWOMV AVAAOYO TOV TOTTO TALYVISI00 Kol ToV 6KoTd Tove. Kamota amd ta gidot ivar
Ta oy vidwa dpdong (action games) , ta Multiplayer Online Battle Area (MOBA) , ta sport games , to
moyvidlo otpatnywkng(strategy games) , ta simulation games, ta. Massively Multiplayer Online Role
Playing Games (MMORPGsS) , ta shooters games (FPS - TPS), ta Puzzlers and Party games k.a. [1]

1.2 Opéln TOV TOLYyVIOLOV

Ot o opatég akleg TV VIOAOYICTMOV KoL TV PVTEOTOLYVIOIOV ival ot KAAMTEYVIKES Kal Ol
yoyayoyikés agiec tov. Ta ovyypova Prvteomaryvidio TepiEyovy Evay eEPETIKA LOVASTKO GUVIVUGUO
Tprootototng téXvNG , €€ CG , VFX, apyitektovikng, TexvnTng VonpooLVNG, €MIKNAG LOVGIKNG,
SPOAUOTIKOV TOPUCTAGE®DY, OPNYNONS IGTOPLOV Kol KUPImG d1adpacTIkOTNTS Le ToV aikt.[2] Avt
1N OWdPOCTIKOTNTO JIVEL GTOV TAIKTN TNV dLVATOTNTA Vo EPOEL GE EMUPT LE TNV UTEIKOVIOT] KATOLOL
TPLOOAOTATOV (TOAAEG POPEC KOl O1oOIAGTATOV) TEPPAAAOVTOC Kol UE TIG EVEPYEIEG TOV TOIKTN VO
Aertovpyel mOve oto TEPPAAAOV avTO. AKOMO KOl OV TO ToyVvidl £YEl TEPIGGOTEPO GEVAPLO -
avantuén wotopiag , TAAL TO IO Vidl avTd pmopel va aicBdvetat oav o peydn mocotnto erevbepiog
yio to dropo mov moiler to mouyvidl. Aifver otov ypnotn pio aicbnon amoeuvyng amd TNV
KabnpepvoTnTa TOL.

To Prvreomaryvidia fonbovdv oty avantuén avtavakAoGTIKOV ToV avOpdTOV oAAE Kol TNV
MO OMOTH KOl YPNyopn ANYM Omoedcemv otnv Kofnuepwvotnta tov. Emotipoveg amd T0
[Mavemomuo tov Pétoestep avapépovv oto meplodikd Current Biology 61t o Pvteomaryvidio Oa
UTOPOVGaV VO, TOPEYOVV VA, IOYVPO TPOYPOLLUO EKTAIOEVOTG VIO TNV EMTAYVVOT T®V OVIIOPACEDYV GE
npoyuatikés kataotdoels. Ov epguvntég eEétacay dekddeg véoug nikiag 18 éwg 25 et@v mov dev
émonlov mponyovpuévag Pvteomatyvidla. Xopioov ta moidid oe dVo oudoeg 6mov 1 pio opdada Emanée
50 opeg amd to Prvreomoaryvior Call Of Duty 2 kot Unreal Tournament gvéd n GAAN opdda Emon&e S0
wpeg amd 10 apyd moayvidl otpotnykng The Sims 2. Metd and v mepiodo ekmaidevone nthonke
oo OAo TO TOUOL VO TAPOVY YPNYOPES AMOPACELS GE SIAUPOPES EPYAGIES TOV GYEIIACTNKOV OO TOVG
EPELVNTEG. XTI €PYACIEC Ol CUUUETEXOVTIEG EmMPeme va KOtdEovv pio 08ovn, vo avaAvcovv Ti
OULVEPOIVE KOl VO GTOVINCOLY GE Uio OTAT €pATNCT OYETIKG UE TN Opdorm o€ OGO ToV duvaTdv



Ewcayoyn oto Bvteomatyvidio

Myotepo ypovo. Ot maikteg Tov Toyvidod opdong Mrav €wog kot 25% mo ypiyopolr 6to va
KATOANEOVY G €Vl GUUTEPUGLLO, KOl OTAVTNOOY GMOGTA 6TOV 1010 0plBpd amavinoemy Ue To Todd
7oV Emanlav To Toyvidl oTpatnykng.[3]

Why Playing Video

Games Is Good for Your Brain

Video Game Play is Proven to Increase...

ymua 1.1: Why playing video games is good for your brain[4]

1.3 I16o0 dnpogrriéc givar To Gaming

To gaming givol pio eoupetikd SNUoPIANG dpactnplotnTa 6€ O6A0 ToV KOGHO. O aptBpdc tov
avBpodrev mov mailovv malyvidla Taykoouing eival mive and 3 SioeKATOUUDPLO ATOUO KoL GUVEXDG
avéavetat. Opiopéveg ektunoelg vroloyilovv ™y Taykoouia a&io ayopdg moryvididv peta&d 180 kot
220 dwoekatoppvpiov dorapiov to 2022. Avtd T0 060 gival TEPITOL TO SIMAAGLO TNG AYOPAS Yio. TV
Kvnuatoypaeikny Brounyovia. ‘Evag peydiog apiBuog tov avlpommv mov mailovv moyvidia sivon
avtoi mov Tailovv GTOV LTOAOYIOTH TOVE, GAAG 1 TAEWOYNOIN TNG AYopdc TALVIOIOV Eivol omd
avBpoTovg mov mailovv matyvidla ota smartphone tovg. [5]



Kepdiato 1o

1.4 Tomor Tov Gaming

To gaming ywpiletar oe Tpelg KOpleg katnyopieg, oto casual gaming, oto hardcore kot oto
professional gaming. To casual gaming gival 6tav kdmwolog Tailel mayvidio omdvia 1 Tailel Touyvido
YOUMANG évtaonc. Aniadn eivorl kdmotog mov mailel Yo va mepdoel v @pa Tov. 'Eva moapdderypo
casual gamer Oo Mtav Kamwolog mov mailel moryvidi 6To Kvntod Tov v Pploketal HEGH G KATOL0
péc® palikng petapopds N 6to omitt Tov evd TapakoAovdel miedpaor. To casual gaming givar T0
LeYOAOTEPO HEPOG aAYOPAS TOV TAYVIOIOV AOY® 1TNG €VKOANG mpdcfacn mov TapEYovv To
smartphone.[5]

"Evag hardcore maiktng sivar kamolog mov mailel taxtikd Pvteomatyvidto. Xovilwg katéyovv
OLOKEVEG PrvTeomalyvidldy OTmg KOVeOAEG 1 gaming voloyiotéc. 'Evag hardcore maiktng umopei va
nailel ToOAAG SlopopeTikd moyvidio aAld eotidlel Kupiwg o éva Taryvidl 1 og éva €160¢ Taryvidton
oL TOL apécel Waitepa.[5] Emiong évog 1étolo¢ Taiktng aplepdvel apKeTEC MPEG TNV NUEPA (Ve
a6 2-3) 6To KOPLO TOLYVIdL TOV KOl TIC TEPIOCOTEPES POPES EVIAGCETAL G gaming communities 6oV
Kol oLVNOG Elval apKeTE evepymdC o€ Ko epivn Bdon.

Télog professional maiktng givon kdmolog mwov Pydlet xppota wailoviag matyvidio. Yrapyovv
dLapopot TpOTOoL Yo vo. fydiet ypriota Kamolog Héso amd o gaming. G Propovoe KATO10G va, Yivel
professional player ywo kdmolo opado Kot vo, CUUUETEXEL GE S1APOPA TOVPVOLE, OOV O TUIKTNG
TANPOVETAL KO ad To GUUPOAOLA LE TV OPAdA Kot oo TiG vikes Tov Ba Katagépel ota Tovpvoud(fa
UTOPOVGE KOVEIG VO TOVG GLYKPIVEL PE TOVG 0OANTEG .. T000GPaPloTés). 'Evag dAlhog Ttpdmog givar
vo yiver kdmotog maiktng streamer. Aniadn va petodidel g dpeg mov Ba mailer Prvreomoryvidia
online, kol vo TANP®OVETAL 0O TOVE Viewer Tovg ite amd subscribes, eite amd donations, gite kot amd
peydlovg sponsors 6mwg givar 1 red bull kot n monster. Ot professionals waikteg cuvnOmg eaTIAlOVY
oe éva povo mayvidl oot mpoomadel va yivel 0 KaADTEPOG g avTd TO A Vidl, gite yloti mailel o
peydlo tovpvovd eite yio va paléyel mo gokoha viewers oto stream tov. Ot peyaAdTEpES
TAOTPOPLES Y10 TOVG streamers eivan To twitch, To youtube kot to facebook.

1.5 Apvntikd Tov Gaming

[Tépo amd Olo ta BeTikd mov pog TopEYoLV To. Pvteomaryvidlo, LTAPYEL Kol 1 OPVNTIKY
mAevpd tov gaming. ‘Eva moAd yvwotd kot Kafnpeptvd mpoPAnupo tov givor 0Tt pmopel vo kévet
Kkamowovg avpdmovg mo Pioovg.[7] [MoAdéc @opéc av dev vGPYEL AVTO-GLYKPATNON UTOpEL Vo
LEUDCEL TNV GLYKEVIPMOOT TOV TUKTMOV GTO onpovtikotepa Oépoto omnv kabnuepwv tovg {om.
AnAodn vo ToPaUEANCOVY oNUOVTIKG OEpoTa OTT®mG TO OYOAEI0 1 TNV SOVLAEY Y10 VO APIEPDGOVY
neplocotepo  ¥povo ota moryvidw. IloAdég @opég pmopel xdmolog kot va gbioter o kdmolo
Bwrteomaryvidl. Ymdpyovov kévipa ameEapnone v Prvteomouyvidie o€ SAQopEg YDOPES TOV
eEmtepkod 6nwg to Aovowo [6]. 'Eva dAAo apvntikd gival 6Tt ToAL0l TOUKTES AVOPEPOVY OTL EYOVV
OVENUEVO GUUTTMOUOTO AYYOVG Kot KatdOAlwyng petd amd moArés dpeg oe kdmolo maryvidt. Téhog
umopel vo vmapEel EMAEYM  KIVATPOV Yo EVOGYOANGT HE OpacTNPOTNTEG €KTOG Omd TO
Bwteomaryvida. Ta Prvreomanyvidia eival pio vIEPIIEYEPTIKY SPOCTNPLOTNTA TOL UTOPEL VAL Eivat TTLo
EAKLOTIKN amd GAAEC dpaocTnPLOTNTEG MOV Umopeite va Ppeite otov uokd kocpo. Otav mailovpe



Ewcayoyn oto Bvteomatyvidio

Bwteomaryvidlr o eyképorog pog apyilel vo TopAygl ONUOVTIKEG TOGOTNTEG VIOMOUIVIG TTOV
mpokohoOv To oicOnua svyopiotnong. ‘Etor otav mailovpe Yoo mopatetapéveg mePtOd0VS, O
avOpomvog eyképarog pmopel va cvvnbicet v Pracdvn g viomapiving kot to VYNAG emineda
Siéyepong. Otav to mayvidt yivetal n poévn dpactnpldtTnTa Tov 0 eYKEPAAOS Hog Bpioket evydpiotn, N
ENAEYT) KIVIITPOV Y10 GOUUETOYN & AAAEC OPAGTNPLOTNTEG Eval VOIS omoTéEAETUO.[8].
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Zymua 1.2: Apvntikd tov Gaming[9]

1.6 Zvunépaopa

An Oco eidape vmdpyovv TOAAG OeTikd OAAG Kol OpVNTIKG TPAYUATO OGOV OpOpd To
Bwteomaryvida. 't Avtd tov Adyo Ba Tpémel va KaTavorGovpE TOAD KOAG TOVG KvOHVOLG TOV KAl VoL
0étovpe coPapd dpla 6GOV aPOPA Yo TO TOGEG MPEG B TPETEL VO, APLEPDOVOVUE GTO PrvTeoTaLyVido
KO Y10, TO TOLEG EIVOL Ol TPOTEPAUOTNTEG HaG 6TV kKabnuepivi pog Lon. Amo v dAAn TaAl Oo Tpémel
va KotoAdpovpe 4Tt VILApPYOLV Kol TOAAG BETIKA OV PmOpOovUE VO KEPSIGOLLE Ao TO gaming evd
TEPVALE TOV XPOVO LOG EVYAPLOTO KOl Yoyoywyovpaote. o wpémel dnhadn va vrapyel pio oot
wooppomio Kot mefapyio.
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Kepdhaio 20:  Unity 3D engine

2.1 Ewoayoyn

Q¢ pnyovn avartuéne moyvidiov (Game Engine) Oa ypnowonomcovpe 1o Unity3D 6mov
VT TN OTYUN €lvan M o INUOEIANG otov koopo.Epeig Oa ypnoporomoovue v dwpedy £kdoon
mg, M omoia umopel va v katefdost o Kabévag pog. Xe mepintmon mov Kamowog Bo Mbeie va
YPNOLUOTOMGEL TEPIGGOTEPEG Acttovpyieg g Unity, pmwopei va ayopdost Kdmolo amd To premium
TOKETO TOV TPOSPEPOVTAL amd avTNV. Me T unyovh avartuéng mayvidiov g Unity to Tpdyuoto
amionotovvtat mapa mord. H Unity kével tnv mepiocdTepn SOVAELDL GTO TOPUCKIVIO, EKTEADVTOG TIG
mePIocOTEPEG Epyacieg amd povo tg. o avtd Tov Adyo eivan éva moAd ypnoo gpyoreio 6mov
umopel va. fondnoetl tov ypnotn oV dnuovpyia peydAmv project xopic TV avayKn TEPIGGOTEPMV
aTOU®V OAAG pe povo v Ponbeta g mhatedppag avts. H Unity ypnowponoteitor cuviBwmg yio
dnuovpyio. woyvidudv €ite Yo Kovodieg, eite yuwo Kvntd 1 ko vroloyiotéc. Emiong diver v
duvatdtnta 6Tovg YpNoteg vo  dnmuovpyncovv 3D, 2D, ewovikng mpaypotikdtnrag(Virtual
Reality-VR) kot moyvidiov emavénuévng mpaypotikdmmrag(Augmented Reality-AR). Xtnv 1otocelida
g Unity vmdpyer kot 1 katnyopio “Learning” 6mov ekei pmopel o ypnotmg vo Pper moAld
ekmandevTika pOpa kot fivieo yia to TG Asttovpyei 1 TAATEOPUA Kot TOlEG ival Ol AELITOVPYiES TNG.

H Unity cav pnyovi moyvididv eivor og Béon vo mopéyel MOAAES amd TG MO ONHOVTIKEG
EVOOUOTOUEVEG AELTOVpYieg OV KAVOLV Eva Tatyviol va Asttovpyel. Ommg yio TapAdelypo 1 QUOIKN
OV VTAPYEL HEGO OTO TTaLYVidL, Ol GUYKPOVGELS TOL UTOPEL VO YIVOLV UE TOV TTOUKTN OAAY Kot e TO
nepPairov, to 3D rendering k.o. Me dAho AOYl0. O TPOYPAPUOTIOTHS - YPNOTNG OeV YpeldleTonl va
OMUIOVPYNGEL Pl UNYov QUGIKNG amd TV apyn, voAroyilovtog Kabe VAIKO, TOV TPOTO UE TOV 0T0i0
0o aAANAETIOPA TO PG TV TOVG Kot Bo avamndd o€ didpopeg eEmPAvELES 1] KAOE Kiviomn TOV VAMKOV
avTOV K.00 Avtd Tov KAvel to Unity axdpa mo woyvpd sivar o1t vdpyet 1o Unity Asset Store. To
Unity Asset Store givatl éva HEPOC OOV Ol TPOYPOUUUATIOTEG - XPNOTEG UTOPOVV Vo avePAGOUV TIG
onpovpyieg Tovg Katva TG Kavovv daféoiuec mpog dAAoLG YpNOTEG OTNV KOWOTNTO, N Kol vV
KatePAcovy INUIOVPYIEC GAA®DVY XPNOTOV Y10 SIKT TOVG XpNoT. Apketd and ta Asset avtd yperalovral
TANPOUN Y10 VO TO ATOKTHGEL 0 YPNOTNG ALY VITAPYOLVV KoL TOALA Asset Tov TPocPEPOVTAL SPEGY
Kol TOAMEG POPEG YMTAOVOLV ApPKETO YPOVO OO TOV TPOYPUUUATIOTH. AVTO EYEL MG OMOTEAEGLLO O
TPOYPOUUATIOTAC VO ivor ehevBepog va emkevipmbel oV apylkny Tov 10€d, GE aVTO TOL &XEL
nePLOcOTEPO  onuocic yopilg vo yxpeldletal vo  ONUIOVPYACEL KOl TIS ALYOTEPO ONUOVIIKESG
Aemtopépeteg(m.y. €va 3D poviélo cov SlakoounTikO Yo To TePPEALOV Tov) ydvovtag £Tol TOAD
xp6vo[10].

2.2 T eivan to Unity IDE
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Extog amd punyavn moyyvidiov to Unity eivor kou éva IDE. To IDE 11 oAmg “Integrated
Development Environment” onuaivet “Evoopotopévo Ilepifariov  Avdmrtuéng” , 1o omoio
TEPLYPAPEL Ui Olemapn oV pag divel TpdcsPacn o€ Oha ta gpyalreion mov ypelolOUOCTE YO, TNV
avantuén evog mepifdriovtog. To Unity drabétel Eva omtikd mpdypappo eneéepyaciog mov emTpénel
GTOVG YPNOTES TOL OmAMDG Le drag and drop va TonoBetcovy cToyyein 6€ GKNVEG KOl OTI GUVEYELL VOl
YEWPLOTOVV TIG 1010TNTEG TOVG EITE TPOYPOUUATIOTIKA(UESHD TV scripts) €ite mwAl péco amd v
Semapn. To Unity ypnowonotel C# cov YADGGO TPOYPAUHOTIGLOD Y10 TV dMUtovpyic. TV scripts.
To Oetikd eivor O6TL umopel KAmTOL0G v VAOTOWoeL TOALA pécw tov Unity ywpig va ypeidletol vo
xewprotel moAd kmdwka. Emiong n C# eivor pion omd T1g To QIAKEG YADCOEG TPOYPAULATIGHOD Yo
apydprovg ko &xel TOAAG Kowvd pe GAleg YAdooeg dnwg n C ko 1 Java[10].

2.3 Unity Interface

Otav avoiyel to Unity yio mpdn @opd pmopel va eovel to interface Arydxt yootikd pe to
TOGA TOALG TTapdBvpa VIGPYOVY KOl e OAO TO EIKOVIOLO KoL TIG EMA0YEG TOVG. AAAY TO TPAYIOTOL
etvar o amAd and 6Tt @aivoviar apywd. [apaxdre Ba dodue T Pacikd mapdBupa Kabmg kat Tig
1O10TNTEC TOVG.

Zyuo 2.1: [eppdirov tov Unity

2.3.1 Hierarchy

To mpdto mapdBvupo mov moapoatnpovpe O6tov ovoiyovpe to Unity eivar 1o mopdbupo
Hierarchy. Zuvi0mg Bpicketal mdvo aptotepd 0ALG TNV OTOYpOPia 0md Tave(Zynua) To fAETovuE
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va givol kdto oaplotepd. Avtd cvpPaivel enedn to dAlaéo eym pe drag and drop enedn pe foievet
o TOAV(TPOCOMIKY TPOTiUN o). 10 mopdbvpo avtd vrdpyel pia Alota pe 6o Too GameObjects g
oKNVAG Hoc. Méoa omd v Mota avTh UTOPOVUE VO EVIOTIGOVUE UE UEYOADTEPT] EVKOAID Kol Vo
EMAEEOVLE YPTYOPO OTOLOONTOTE TTVYY| TOL TOLVIOL0D UaG Yo Vo, aALGEOVLLE TG 110t TEG TOL. OTary
0 YPNOTNG ONUIOVPYNGEL VEN OVTIKEIIEVE TNV OKNVY TOTE AVTO TO AVTIKEIUEVO gUeovileTal Kol 6To
mopdBvpo Hierarchy. Emiong vmbpyer m dvvatotnro va 0éoel o ypfotng yoveic kol Toudid
aviikelévoy. o va Bécovpe kdmolo ovTikeipevo ¢ madi evoc GAAOL AmADC GEPVOLUE TO
avTIKEIPEVO TOL BEAOVE GOV Todi TAV® 6TO AVTIKEIUEVO TOL B oVE G YovEa[11].

= Hierarchy

lelFinalv'3

Yymupa 2.2: TapdaBopo Hierarchy

¥t0 mapomave ZynAue 3 pmopovue vo dobpe OtL 10 GameObject Pivot eivar motépag TOL
AirplaneModelFinalV3 gameobject. Mmopei va vrdpyovv mepiocdtepot amd 1 Pabud yovémv-maididv
OTMOC POAVETAL KO OTO GYLLOL.

2.3.2 Scene

To peyoivtepo mapdbupo mov cuvibwg Ppioketan oty péom tov Aoyicpkol Unity kou ivot
avtd Tov Scene. Méoa 6g aVTO TO TAPABVPO OTMG CVOPEPETOL KAl GTO GVOUQ TOV, 0 YPNOTNG UTopel
Vo 0EL TNV GKNVY| TOL TTaLVIdo0 Tov. XtV oknvi eaivovtal 6Aa to. GameObjects mov £yel mpochéaet
0 ypnotg. O ypotg uropei o€ avTd TO TOPddLpo Vo
emiééerl kKamowo omd tao GameObjects kot voL TO LETAKIVIIOEL TAV® GTNV GKNVNA,M Vo TO Yupicel(rotate)
¢ mpo¢ Tovg tpelg doveg X,Y,Z. Ta ewovidio mov PBpickovral mdve apiotepd oto Unity(Zynuo 4)
oAAGlovv TOV TPOTO ME TOV OmMOi0 OAANAEMOPE O YpNotng Me To aviikeipeva. Me to y¥épt Oa
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UTOPECOVUE VO, CUPOVUE TNV TPOPOAT LG YOP® OTNV OKNVI, VO Pe Ta PEAN Yo mapdderypo Oa
UTOPEGOVLE VO LETOKIVIICOVLE Ta, avTikeipeva12].

Yynpa 2.3: MapdBvpo Scene

2.3.3 Game

Avto 10 mapdBupo givor cuvnBmg Kpuppévo micw amd To mopdbvpo Scene kot pmopel o
¥PNOTNG VO TO TPOOTELACEL TOTOVTIOG OPLOTEPO KAIK VM TOV. Xg avTd T0 mapdbvpo PAEmovUE TO
Game View tov mayvidlov pog. Aniadn PAETOVUE TOG POIVETOL TO TOLVIdl LOg YOPIg Vo LTOPOVUE
va aAniemdpdoovpe pe o avtikeipeva. H ypnowomta tov gival yuo vo dokipdlel o ypnog eite
TPOYPOUUATIOTIKEG OAAQYEC E1TE Y10 VO, OEL TO TEMKO OTOTEAEGLO TOV TTOLYVISIOD TOV Kol Vo Tai&eL T0
moyvidl(test runs)[13].
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Set up your Pieces and press
Start to begin

Yynpa 2.4: MapdBvpo Game

2.3.4 Asset Store

To mapaBvpo avtd Ppioketal cuvnbwg micw amd to Tapdbvpo Scene. Av SLmG dev VILAPYEL
ekel, T0Te pnopeite va mate oto Window kot 0o to Ppeite exel. To Asset Store dnwg 1ON avopEpape
elvar éva PEPOC OTOL Ol TPOYPOUUOTIOTEG - XPNOTEG UTOPOVY Vo aveBAGOLV TIC OMOLPYIES TOVG
KOL.VO TIG KAVOLV SBEGIES TPOG AAAOVC YPNOTEC GTIV KOWOTNTO, 1 Kal va KateBdcouy onpiovpyieg
GAA®V ¥pNOTOV Yo O1KN TOVg YpNon. Mropeite va kdvete avalfitnon oto search bar yia va Ppeite to
KatdAANAo asset yia To project cag[14].

€ unity Asset Store

The Asset Store has

from 2020.1
ses from the

‘ Search online ‘

WAlways open in browser from menu

Zyua 2.5: Hapabvpo Asset Store
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2.3.5 Inspector

‘Eva amd 1o mo onpavtikd mapdbupa tov Aoyiopucov tov Unity givon to Inspector. Avtd to
nmopabvpo Ppicketar oy o de1d TAeVPA TG dlemaPng Tov Aoytoutkov. O Inspector pog divel v
dvvatotnto vo enefepyoctodpe TIg W010TNTeG €vog emheypuévovr GameObject. Méoa and avtdv
umopovue va aAAdEovpe To péyeboc 1 v Béom evog avtikelpévov. Eniong uropovue va tpocshécovyie
véo “components” 6mwg eivar Ta colliders , kamowo C# script 1 kot akoun tov Rigidbody component
Yl va. SMGOVE PUGIKT GTO VTIKEIIEVO TToL BEAovpe[15].

Terrain Tool

v pivot

Untagged Layer Default

Transform

Box Collider
Rigidbody

Zynua 2.6: Hopabvpo Inspector

2.3.6 Project

To Project mopdbvpo Ppicketar oto KaTm® UEPOG TG 000vNG pHog kot Bo pog deiéel 6Aa To
apyeio mov anoptifovv to maryvior poc. O ypnotng Ppickel To avtikeipevo Tov BEAeL pésa og avTd TO
nmapabvpo kot T0 6é€pvel oto Hierarchy 9| 6to Scene yia vo tpoctebdei otnv oknvi tov. Eriong pmopei
va dnpiovpynoet Script apyeio kot vo To QEPEL Le TOV 1010 TPOTO TAV® GTO, AVTIKEILEVO TOV BELEL VOl
evepynoel to avtiotoryo Script[16].

10
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e Project

+~ Assets

_Terrain.. C 5. Erbeilo3D Gi = 5 Scripts Terrain Terrains... TextMes...

Airplane...

m Terrain
m Terr

Zyquoa 2.7: [opaBvpo Project

2.3.7 Console

210 TapAabvpo TG KOVGOLNG LITOPOLLLE va dovue TAnpopopiec omd to id10 To Unity. Xvuvnbwg
avTd Bo pog EVUEPDGEL OV VTTAPYEL KATO0 TPOPANU LE TOV KDOIKO UG, OV DTAPYOVY GRAAUATO,
warnings 1 av VEapyoLV TPOPANUATO TOV TPEMEL Vo EMAVOOVY pe TV pOBIGT TOV 1510V AOYIGULKOD
tov Unity. To pmvopata ovtd cuvibmg pog divouy kot eneEiynomn Yo To QAAU, TOV VITAPYEL AAAL
KoL TNV €4 1e TV omoia ytvay ta AdBot av gival meprocdtepa amd Eva[l7].

Expecied Characler

yua 2.8: Hapabvpo Console

2.4’Evvoigg Tov Unity

INo vo pmopéoetl kamolog va ypnoyonotiost to Unity yuo Tnv mapoy@yn KAmwolov oy vidlon,
0o mpénel va €xel pia footkn W amd TG Mo Pacikés Evvoleg Tov. [ToAlég and avtéc Tig Evvoleg Ba
TIG YPTCLOTOGOVUE Kol EUELG Yoo TNV dMpovpyic Tov dko pag moyvidlov. AQov KATOVOT|GOVLE
T1¢ Baoikéc Evvoleg Tov Unity to mpdypoto 0o pog eavovv Ayotepo mepimioka, d10Tt Ba apyicovpe va
kataAafaivovpe oryd oryd TNV Aoyikr Tov akoAovdel To TPOYpapLe GAAG KoL YPTCILOTNTA TOV.

11
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2.4.1 Game Object

To Game Object givan iowe t0 Mo onuavtikd otoryeio oe éva maryvidl. Etvon Oia exetva ta
OVTIKEILEVO TTOV VITAPYOVY UECH GTNV GKNVI ToL Tatyvidov poc. 'Eva Game Object umopet va sivan
kamowo 3D avrtikeipevo mov dnuiovpynoape, 1 Main Camera pog 1 omoladnmote GAAN camera, £va
povtélo mov kévape insert amd kdmolo asset, Eva button, £va text mesh, éva epé (m.y. particle system),
éva Light object , x.a. Me dAha Adyia ta Game Object avTImpocOTELOVY YUPAKTHPES, OTNPIYUATA KoL
OKNVIKA OTOL JdeV KOTAPEPVOLUV TOAAG Oamd HOVA TOLG, OAAL AELTOvPYoLV ®G OOYElo Yo To
Components o 0oio. VAOTOL0UV TNV AEITOLPYIKOTNTA TAV® 6€ avTd[18].

2.4.2 Components

Onwg mpoavaeépape T Components givol SOUIKE GTOLEIN TOV OVTIKEIEV®Y, gival dnAadn
TO, LELOVOUEVE KOUUATIO TTOV GLVOETOVY TNV GLUTEPLPOPE, TNV AEITOVPYIKOTNTA, TNV EUPAVIOT TOV
avtikeyévov. Kabe Component givar pio avtdvoun Hovado, Tov EKTEAEL U0 CUYKEKPIUEVT] EPYOCIQL,
omwg ywo. mopaderypo o Rigidbody Component 6mov diver guowkn oto avtikeipevo, o Collision
Component 6mov divel kamowo €idog collision (mesh, box, circle x.0.) 6T0 avTiKEipEVo, 1 KATOL0G
Audio Component 6mov divel Tnv dvuvatotnTa Vo Ttpochésovpe Nxo o€ kdmolo avtikeipevo. To Unity
napéyel £va eupv edoua evoopatopévov Components oAAd VITAPYEL KoL 1 dSVVATOTNTA dNLOVPYING
custom Components ypnoyomoldvtog to. Scripts C#. Mg tov cuvdvacud 00 1 Kol TEPIGTOTEPOV
Components pPmopovpe vo SNUOVPYGOVLE TEPITAOKA OVTIKEIHEVO HE O10{TEPOVS UNYOVIGHLOVG KOt
wotrec.[19]

2.4.3 Transform

To Transform givai évag moAd yvmotog kot onpovtikog Component tov kKabopilel To position,
To rotation Kot To scale Tov avtikelévov. Aniadn kabopiler v Béom, v mEPLGTPOPN KOL TNV
KAPOKO TOV OVTIKEIEVOD Ve oTov KOGHo poc. Ot diotnteg Position kot Scale avtimpocwrevovtan
amod TOmovg dedopuévav Vectord, o omoiog kabopilel TIC GUVTETAYUEVES X, ¥ KOL Z TOV OVTIKELUEVOD.
Evédo m 106tto Rotation avtimpoconevetal amd tomo Quaternion o omoiog mePLypaPeL TNV
TEPLOTPOPN TOV OVTIKEUEVOD YOP® amd Tovg AEOVeG X, Y, kat z. To Component avtd ypnoiponoteiton
ocuvnlmg Yo TV Kiviorn TOV YopaKTAPOV Kol TOV EUT0OIOV EVOC TOLYVIOLOD, Yo TNV Kivnon g
KAUEPOS, OAAD Kol Yo TV OAANAEmidpacn ToV ovikepévov. Méoa and Scripts pmopovpe va
ONUovpyRoovE Kot Suvapkd To ototyeio avtd[20].

2.4.4 Rigidbody

12
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Onog avaeépape kol mapomave to Rigidbody eivar évag Component mov emtpénel ota
OVTIKEIIEVO VO TPOGOUOWMGOVV PEAAGCTIKT QUOIKTY cuumepipopd. Tétown cvpmepipopd pmopel va
etvaw  Bapvra, N pale tov, o Collision (avixvevon cOykpovong pe GAAa avtikeipeva) k.a. Otov
éva avtikeipevo €yer Rigidbody Component pmopel vo ennpeaoctel amd O14popeg SLVAUELS Kot
oVYKpOUoElS. Xe Tepintmorn mov Ba Bedncovpe va onpovpynoovpe 2D game Bo mpémer va
ypnowomomcovpe tov 2D Rigidbody, apov ypeialovrar povo 2 d&oveg X ko Y . Méoa og éva Script
Yol TNV SUVOULKT dALOYT TV W0t TtV Tov Rigidbody , mpénet va ypnoponomcovpe TV cuvaptnon
FixedUpdate o¢ avtifeon pe tg Update. Avtd yivetou d10ti 1 FixedUpdate kodegiton apécmg Tpv amd
KG0e evnuépmon euoikng, eved 1 cuvaptnon Update koleiton og kaOe Frame mov mepvaet [21].

2.4.5 Collider

O Collider eivar évag Component OTOL EMTPENEL GTOL OVTIKEIUEVE VO OVIYVEDOVLV KOl V.
avtomokpivovtal oe cuykpovoelg pe aila avtkeipeva. O Collider datiBeton pe SoPOPETIKES LOPPES
6mw¢ o mesh Collider, o Box Collider, o Cylinder Collider, o Sphere Collider x.a. O Collider cuvi0wmg
ypnoonoteiton oe ovvovacpd pe tov Component Rigidbody ywo tnv omuovpyic moyviduov
Baciopéva mive oty euotkh. Otav dvo aviikeipeva mov €yovv tov Component Collider épBovv ce
oLYKPOLGT), TO TPOYpappa Ba To aviyvevon avtopata kot Bo dnpovpynost avtd mov Aéue Collision
event. Méow tov Script umopodpe va amavticovpe ce avtd T0 event, TpocBétovtag gite kdmolo
particles ywo v onovpyia €@é, gite vo mpocbécovue Mo Yoo va. KAVOVUE TNV GVYKPOLGN TLO
peaMotikn. Mia moAld yvoort) 1010tta Tov givon 1 IsTrigger. Av emAé€ovpe v 1310 TO QWWTH HOG
emrpénel vo. opicovpe évav collider cav trigger kot 6yt ®G GLOKO avtikeipevo. Aniadn 6tav avtd 1o
avtikeipevo €pbel e obykpovon pe kamoto GAAo dev Ba yivelr pion uown ocdykpovorn. Avti 1
WwotnTa svvnBog ypnoponoteital yo v dnuovpyion Checkpoints 11 endgames k.o H mo yvoot)
ocuvaptnon yio v duvoautkn dwyeipton tov givar 1 OnCollisionEnter() 6mov 0 kddkag péca o€ avTn
ekteleiTon e To ToL VIapEEL KAmola cuyKpovon[22].

2.4.6 Prefabs

To Prefabs 6mov givar cuvtopoypagia tov “Prefabricated Object”, 0nmg avoaeépeTal Kol 6To
ovopa  TOL  givol  évo  TMPOKOTOOKEVOGUEVO — OVTIKEIHEVO  moyvidlov Omov  umopel  va
emavoypnolponombel ToAEG Qopéc Kot oe ddeopeg oknvéG. O TPOYPOUUOTIOTHG WTopel va
dnuovpynoel €vo, OVTIKEINEVO TO omoio va omoteleitol gite amd évo eite mEPLGGOTEPO AAAM
avtikeipeva kol va mpocBéost oe avtd dbpopes W10TNTEG O eivor o Components. A@ov
ONUovpyNoeL 1o aviikeipevo pmopet va to anobnkedoel cav Prefab mohd andd pe éva drag and drop
TOV aVTIKEWEVOL oTo Tapdbupo tv Assets. Amd tnv otiyun mov Oa amodnkevtel To avrtikeipevo
pmopobue mAéov va €xovpe mpocPacn oe ovtd pe TIG OmoBNKEVUEVEG 1OOTNTES TOL HECH Amd TOV
KaTdAoyo Assets Kol UTOPOVLE VA TO cOpovpe oty extBount oknvy. [ v onpovpyia oy vididv
avt 1 Svvardtnta efvor mOAD yproun SOTL O TPOYPOLUOTIOTNS Hmopel vo yxpelaotel va
YPNOLUOTOCEL TO 1010 OvTIKEIUEVO Yoo TeplocdTeEpeS amd pia Qopéc, omdte pe 1o Prefab dev
ypewleton vo o Eova dnpovpynoel omd v apyn. ‘Eva dAlo Oetikd tov Prefabs eivor 6ti av o
TPOYPOLLOTIOTG OKOTEVEL VO KAVEL pio addayn oto péAAov, pmopel va avoifel to Prefab avtd ko
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omoladNmote oAAayn Kavel Ba emnpedost OAa to avtikeipeva mov mponAbav and to Prefab avtd.
AnAadn dev ypetdleton vo vAoTomoet TV 1010 aAioyn Yo To kBe Eva avtikeipevo[23].

2.4.7 Particle System

To Particle System eivar évo 1oyvpd epyaielo mOL EMTPEMEL GTOVG TPOYPOUULATIOTES VO
TPOGOLOIDCOVY S1APOPO OTTTIKA EPE PUCICUEVH GE ALTA To cOUOTIOW. Mg TNV 6oty dlayeipion TV
Particle €xer v dvvaTOTNTO O TWPOYPUUUATICTNAG VO SNUOVPYNOEL GYedOV Ta TAvTa. AT TNV
dnuovpyia yoviov, Kamvov, Bpoyns, OTIac, uEypt kal ekpnéeig N Kot epé cuykpovonc. O TpodTog Tov
Aertovpyet To Particle System eivon 6t1 6€ €va onpeio Tov yd@pov Tov Toryvidiov, to Unity dnpiovpyet
copatiol oty 00ovn poc. Mmopovpe va Eyovpe mpOGPOoT OTIC WOOTNTEC TOV COUOTIIIWY AVTOV
pécsa amd to Unity. ‘Eyovue v dvvatotnta va aAlaéovpe to uéyebog, mv taydnta, T0 ¥pmuad, tnv
QLOIKY, TNV Odpkele {oNg, HEXPL Kol TNV VPN Tovg. ['evikd 10 cvuotnua avtd pog divel Eva vynAod
Babud sveMélog kot edéyyov yio v Onuovpyio €€ ota mayvidw poag. Me v 6ot ¥p1on Tovg
UTOPOVUE VO, OLOYEPIGTOVLE TOL COUOTIOWN VT HEGO, 0O To, Script PaG KOl VO TO EPOPLOCOVLE Yol
TapadeLyLo. o€ KAmolo cvykpovon[24].

2.4.8 Public ko SerializeField

>to Unity 6tav éyovpe pio Public petafint onuaivel 6t pmopel va mpoomelaotel kot amd
dAAo Scripts kot Components. Emiong pia Public petafinth npofdaiietar kot 6tov Inspector, onAaon
otov Component tov 6100 Tov Script pe OTOTELEGUN O TPOYPAUUOTIOTAS VL EYEL TTO YPTYOPN Kol
€0KOAN TpOSPacn oty aAhayn g TING ™S Emiong avti 1 petafint pmopel va unv €xel kdmoia
T String, Integer, Float aAAd va etvon pio Ty tov tomov Transform, GameObject k.o AnAadn
onpovpyodue v petaPAnti péoa 6to Script kot otnv cvvéyeta pe drag and drop divovpe T otnv
petaPAnm avt eite kdmolo avtikeipevo, gite kamolwo particle, gite kdmowo sound clip k.a. 'Etot
ocuvvdgovpe to Script pe kamolo GameObject Kot 6TV GUVEYELD LTOPOVLE VO, TO TPOTOTO|COVE LECH
oamd avtd. Av Behoovpe Kamotla petafAnti va yiver opotr| otov Inspector aAhd va unv umopet va €xet
npocPacn kamowo ko Component, tOTEe avTR TNV HETOPANTA TNV ONAdvovue ®¢g Serialized
Field[25].

2.4.9 Terrain

To Terrain givar 0 Component ov pag divel TV SuvaTOTNTA VO, OT)LLLOVPYTGOVLLE YPIYOPO Kot
g0KoAn To dko pog 3D mepidrdov. To Terrain oto Unity pag divel moArég duvatdtnteg Kot epyateia
vy TV dnpovpyio €6deove, Bouvay, EpNLOVG Kal OTIONTOTE GAAO TOTIO UTOPOVE VO, GKEPTOVLLE.
‘Eva. onuovtikd epyaieio tov Terrain eivor to Terrain Editor 6mov pmopovpe vo dnuiovpyncovpe
tomio eite ewodyovrag yapteg vwovg (Heightmaps) eite (oypoeilovioc pe apiotepd KAK 0@od
dwré€ovpe to Paint Terrain. To Paint Terrain pog divel kot avtd éva peyGA0 QAGUO SLVOTOTHTOV.
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Apyucd pog dtver v duvatdtnta va dtodégovpe v emhoyn “Raise or Lower Terrain”.[26] A@ov
OlaAé€ovpie v emthoyn ot dtaAéyovpe Tt €idog “Brush Mask” Ba ypnoiponomocovpe. Mropovpe va
¥PTCULOTOGOVUE KATOL0 £TOO OV VIAPYEL NON pésa oto Unity 1 aAMBS va €160 yovUE KATO0
Owd pog. v ovvéyewa £xovpe v dvvatotnta vo aridEovpe 1o péyeboc g Brush Mask pog , tnv
TEPIGTPOPT] TOL, TNV SVVAUN TOV OAAG Kot TNV Sl0oTopd TOL. APOD TEAEIDCOVUE UE TNV EneEepyacia
g Brush Mask pog, eipaocte €towuor vo Eekvioovpe ko vo {oypagicovpe to Terrain pog. Me
OpLoTEPO KAK DYADVOLLE TO £00(p0¢ evd He cntrl + aplotepd KAIK yapnAdvooue 1o £dapog. Emiong
VIAPYEL KOL 1] SLVATOTNTO VO KAVOLE TO £3a.(pog 1o Agio pe shift + apiotepd Kh[27].

Mew Brush...

a

@ %y

Zynuo 2.9: Terrain Raise or Lower Component

Mia debtepn kot oA 1oyvpn duvatdTNTa Tov pog divel o Terrain Component gival ot Tov
Paint Texture. Me 1o Paint Texture pmopovpe va ddcovpe ven oto Terrain wov dnpovpynoope. [ldir
Oo mpémer va dohéEovpe to Brush Mask mov Béhovpe Kol v TpOTOTOCOVLE TIG WOIOTNTEG TOV, E
v dpopd 6Tt VIapYEL 1 duvatdtra vo. Snuovpynoovue Layers[28]. Ag movpe 611 dnuiovpyodue
éva yuo. TV ve1n Tov €3GPOVS. MTOpovLE VO YPNOUYLOTOCOVIE Kamoto £Tolpo Layer amd 1o Asset
Store 1 va dnuovpynoovue o dkd pag. Aol mpocBécovue to Layer éyovpe v duvatdTnto vo, To
enekepyactovpe KoTdAANAQ oto 0EAw pog. Mmopovue va tpocBécovpue Diffuse, Normal Map , Mask
map , va zmaiovpe pe Tig 100tTeg Metallic kot Smoothness yio va mpocappocovps v ven
KATOAAN QL.
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@

Open

Mormal Map

ynuo 2.10: Grass Texture Layer

o va mpocBécovue dévipa oto mepiBdiiov pog to Terrain Component pog diver v
wotnto Paint Trees. Kot og avtv v 1010ttar €(0VUE TNV ETAOYN VA XPTCLLOTOCOVUE EiTE
kamoto £€too Prefab amd to Asset Store tov Unity eite va mpocsOécovpe €va d1kd pag Loviéro. Xtnv
ouvéyela emiéyovpe o Brush Mask pog. To Brush Mask tov Paint tree pog mopéyet tv duvatdtnra
Vo PeTATPEYOLVUE TO HEYEDOG NG, TNV TLUKVOTNTA TOV OEVTIP®V Kot TO VYOG TOVC. Aol eMAEEOVLLE TO
Brush Mask mov pag foAevel pmopovpe va mhpe oTny GKNVI TOL TOLVISI00 LOG Kol UE 0PLoTEPO KAK
va. TtpocBécovpe To TPOTA dEvTpa poc. Emedn to mepifdAlov tov matyvidlod pog pmopel va eivot
TOAD peydro, to Unity pog divel kon tnv emdoyn “Mass Place Trees” 6mov Siahéyovpe moca, SEVTPA
amo To emleypévo povtéro BElovpe va tpootedodv autopata Kot TuYoio LEGH 68 OAO TO TEPPAALOV.
Eivar moAd mbavd kdmowo amd avta to dévipa va tomobetnBodv oe onueio wov dev Béhape Ommg
Sdpopovg, Y1 avtd pmopovpe vo whpe pe to Brush Mask méve ota avemBounta dévipa kou pe entrl +
apLoTEPO KAIK VO TO 0papEcovpe[29].

= ~ Terrain

LEEdit Trees.. Refresh

Zyquo 2.11: Terrain Paint Trees
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[No v dnuovpyla KpOV aVTIKEWWEVOY OTTMG eival Ta AovAoHola, TO Ypasiol, ot Bpdyot Kot
ot Bauvor oty empdvelo tov Terrain pag, vadpyel n WotTo Paint Details. Mg tnv 1d10tT0 0wty
&yovpe TV SuVOTOTNTO VL PEATIOGOLUE TNV ONTIKY| TOOTNTA TG OKNVNG. [la v g10aymyn Kdmotov
TETOLOV AVTIKEEVOL 0koAoLOOVLE TTepimov Ta idto fpata TOV 0KOAOVOODE KoL YioL TNV ELGOYWOYT|
TOV OEVIP®V. Xg aVTN TNV WOTNTO OeV UTOPOVUE OPMG Vo TPochEécove To avTiKeipeva Toyaia 61O
mepIPaiiov Ommg khvape pe to d0évrpa. Ilpémet dnAadn va ta TtpocHBEcovpe O A e TO ¥Epl. Av 6TO
péEAMAOV aAldaéovpe kamolo Setting omd TIC 101OTNTEG TOV AVTIKEWEVOL(T.Y. aAAdGEovpe To Péyebog amod
TO HOVTEAO €VOG AOVAOVOIOV) TOTE B aALGEEL Yio OAO TO aVTIKEILEVA OV TPOGTEOMKAV amd TO 1610
povtéro[30].

@ ¥ Terrain

X Edit Details.. Refresh

Brushes

yfquo 2.12: Terrain Paint Details

Kepdlowo 30:  Stratego - Kavoveg kon [Tiovia

3.1 Ewoayoyn

To Stratego eivon €va emrpaméfio mayvidl mov amoteieitan amd 2 moikteg, Omov 0 KaOEVOCS
Tovg €xel amd éva otpatd 40 movav. ‘Evoc maiktng mailel pe tov Kokkivo otpatd(6mov EEKvAgL Kot
TPMOTOG TO TOLYVIdL), eV 0 AAAOG TalikTng mailel pe Tov pumke otpatd. 'Eva arnd avtd ta 40 movia ivan
KoL 1 onpoio Tov TaikTn, OTOV GKOTOG TOL TALYVISL0V Eival va S1EKIIKNCEL TNV OVTITOAN oMol 1] Vo
cvALGPel Ola Ta avTimaAda TOVIATANY TG onuaiag) £T61 MCTE O OVTITAAOG VO UMV WITopEl vor Kdvet
nepatép® Kwnoels. Emiong av kdmowog and tovg dvo maikteg emavaiapfdvel v 0o kKivnon Tpeig
(POPEC GLVEYOUEVO, TOTE YGveL aTOMTA TO oL Vidl. Ot kavOveg Tov oy vidlov eival apKeTd amiol
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®oTE Vo uTopoHv va KatavonBolv Kot amd PKpd modid, ®otdco £yl HEYAAO BABOC GTpATNYIKNG TOV
TPOGEAKVEL Kol TOVG peyorivtepovg[31].

3.2 [Iiévio Kot WOTNTES TOVG

3.2.1 Inpoio

Banner

Yynuo 3.1: Flag Icon[32]

Yrdpyer povo pio onuaic oe KaOe oTpatdnedo kol vl T0 TOAVTIHOTEPO TIOVL TOV
KkéOe maiktn. Av évag amd tovg 600 maiktec GLAAGPEL TNV avTimoAn onpaic To Toyvidl GTARATA Kot O
moikTng awtdg Kepdilet. [t Avtd tov AOyo o kdbe TaikTng TPEMEL VO, KPOWEL KOL VO TTPOGTATEYEL TNV
onuaio Tov and Tov avtimaro. Xvvidwg o1 maikTeg TomofeTOvV TV GNUOLN TOVG OTNV TEAELTALN GEPA
YL vau givol o SVGKOAO VoL EVTOTIOTEL 0td ToV avTinaAd Tovg Kot Torofetovv yupm® TG gite fouPeg
glte moOVIo PEYAANG KoTaTaENG. Agv €govpe TV SLVOTOTNTO VO, KOLVIGOVUE TNV ONuaic amd TV
oty Tov Ba Eektvnoet To oy viol ondte mpénel va pocEEovpe Tov Ba TNV TomoBETHCOVE.

3.2.2 Béppo

Bomb

Zyfquo 3.2: Bomb Icon[32]

Onwg avagépape ot Poupeg ocvvnbmg tomobetovvtar Kovtd oty onuaio yw vo Tnv
TPOCTATELGOLV Ond T avTimaha peydAng katdtalng movio. Yndpyovv cuvolikd 6 BouPeg og kibe
otpatodmedo. Ovte o1 fouPeg Exovv v dvvatodTnTo va petakvnBody amod tnv otiyun mov Bo Eekvnoet
o moyvidt yu avtd Bo mpémel va Tig tomobetoovpe E&umva. Ot BopuPeg eivar moAd duvatég oTo
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o vidl S10TL TOPOAO OV dev pumopovve va kovvnBovve, av Tig emttedel 0mO1ONTOTE TOVL EKTOG TOV
Miner 16t T0 MOVL ALTO YAVEL Kot Pevyel amd to medio pdymg(to board). Av dpwg o avtimolog
emtebel v PouPo pog pe tov Miner 10te M PouPo pog @edyel omd To moyvidl kor o Miner
KoTaAapPAveEL TO TETpay®VAKL TOL elye TpLv 1 POpPa.

3.2.3 Katdokomog

Zynpa 3.3: Spy Icon[32]

O xatdokomog eivol Kol oVTOG £vo OO T TO CNUAVTIKG TOVIK TOV GTPATOD LG, Y TAPYEL
povo évag katdokonog o€ kKabe otpatdnedo. H kotataln tov givan to 1 dmov givan kot 1 pikpotepn
Kol onuaivel 0Tl YAvel amd omolodNTote AAAO TTdVL 6T0 oy vidl. O AOYOg oL KAVEL TOV KATAGKOTO
TOGO GNUAVTIKO glvar OTL £yl TNV duvaTOTNTO OV aLTOC emttedel Tov Marshal(apOuog katdtaéng 10)
161 1oV Kepdiletl kot Tov Pyaler and to maryvidl. Eivor to pdévo moévi mov pmopel va Kepdicel tov
Marshal aAld mpémet o katdokomog va enttedel oe avtdv. Av 0 Marshal enitedel 6tov KotdoKomO TOTE
0 KOTAGKOTOG YAvel Kot Byaivel avtdg amd To matyviot.

3.2.4 Aviyveutg

Scout

Yymua 3.4: Scout Icon[32]

O aviyveutng(n aAMdg kot scout) ivat 1o de0TEPO LIKPOTEPO VOVLEPO GE KATATAEN
oT0 Toyvidl To 2. Yrapyovv ato chvoro 8 aviyvevtéc oe kdbe otpatomedo. Ot aviyveutég gival ta
péva movie, 6To Ty vidt Tov UTopovV v KivnBovv e TEPIoGOTEP Amd £Va TETPAYMOVAKLL LEGO GE
évav yopo. Mropei va kivnbel dca tetpdyva 0érel og omola katevBvuvon BEAEL Péypt Vo GuVOVTNOEL
KGmolo Oplo tov YAptn 1M Kamowo GAAo movi(eite dwd Tov &ite avtimolo). Emiong umopei va
petakivn0el ToALamAd TeTpdywva aALd Kot vo, emttedel 6Tov 1010 YOPO KATOL0 AVTITAAD TOVL. XTOYOG
TOV OVIYVEVTMV EIVOL OTTMG AEEL KO TO OVOLO TOVG, VO, OVIXVEDGOUV TO OVTITOAC GNUOVTIKA TLOVIK,
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omwg eivar PouPeg, onuaieg M kol peydAng xotdtaéng movia, Oote vo tovg Pondncst otnv
aVaYVAPLoT) TOL OVTITOAOV GYNLATICUOV.

3.2.5 Miner

Miner

Yyfqua 3.5: Miner Icon[32]

O Miner 6m®g avagépape Kot Topomave gival o povog mov pumopei va Kotoktioet pio fopfa.
Ynapyovv 6to cOvoro 5 Miners og kd0e oTpatdmedo. LKomdg Tovg ivor va, avoi&ovy 1o dpOo Yo TV
avtimaAn onpaio vik@vtag Tig avtinaieg foupes. I va to Katapépel avtd o maiktg cuviog Tpénet
TPMTAL VO OVIVEDGEL OV Ppiokovtarl ot avtimaieg PouPec kol pe TV KATAAANAN oTpOATNYIKY VO
KaTaPEPEL Vo TAEL Tov Miner Kovtd oty avtimoin foupa.

3.2.6 Marshal

Marshal

Yynpo 3.6: Marshal Icon[32]

O Marshal eivar 10 peyodotepo oe a&io xatdtaéng midve kot givar ico pe 10. Mmopei va
KePOioEL 0MOL0ONTOTE GALO TOVL €KTOG 0md To avtimaAo 10, 6mov av emitebel 1o éva 6T0 GALO TOTE
yGvouv Kot To dVO KOl ammopaKpOvVovToL amd to medio payne. Ommg avaeépope Kol Tapamdve oV o
katdokonog kotdtaéng 1 emtebel otov Marshal toéte 0 Marshal ydvelr, adAd av emitebel TpdTOC O
Marshal t61e kepdilet.
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3.2.7 Oho. Ta. vrorowa movio (4,5,6,7,8,9)

General Colonel Captain Lieutenant

Yynpa 3.7: General-Colonel-Major-Captain-Lieutenant-Sergeant Icons[32]

To vrdroma mdvia wov meptocevovy eivar évag General kotdtagng 9, dvo Colonel katdtaéng
8, tpeic Major katdtaéng 7, téocepig Captain katdtalng 6, téooepig Lieutenant kotdraéng 5 wot
téooepig Sergeant Kotatadng 4. Olo avtd to mTovia dev €00V KATON EO01KT SLVATOTNTO OTWC ElYOV
10 mpomnyovueva mov gidape. Kdbe @opd mov kdmorog maiktng emtifetol og €va avtimoio movi
kepdilel avtd pe v vynAdTepN KaTdToEn. AV TO, TOVIC £YouV TOV 1010 apBud Kotdtaéng tote
xévouv Kot Ta dVO Ko amopakpvuvovtal amd To tedio pdyng. Emiong ta movia avtd kivodvron pe tov
1010 axpimdg TpdéTO TOV KOVVIETAL Kol 0 Katdokomoc Kot o Marshal. AnAadn éva povo Kovtdkt og
KG0e yOpo mpog omoladnmote Katevhuven. Agv umopel KATO0 amd ovTo, To TovVia vo, Kivn el Kot va
emurebel og évav yopo. Ia va emtebel éva move Ba mpénet va Ppioketarl akpPdg dimha oto avtimalo
Tov[33].

3.3 Xaptc

O yéptng tov TaryvidoY amotereitar amd 100 tetpaywvakio(dniadn 10x10). Otav Eexvnoet
To oy vidl o kafe maike KatarapuPavel 40 TeTpay@VAKIN 0 KOOEVOC. TNV GUVEXELN VIAPYOVY AAAA,
12 €hevBepa teTpaywvakio wov ywpilovy To 6V0 oTpatdNES Kol UTOPOHV Ol TOUKTEG Vo KivnBoldv
nhve oe avtd. Téhog vapyovv 8 teTpaymvdkio 6mov dev Pmopel KavEVAS amd TOVE dVO TOAKTEG VO
TPOY®PNOEL TAV®D o€ ovTd, Yopiloviag to KEVTIPO ToL ¥dptn o€ 3 {oa pépT. Avtd Ta 8 TETPAYOVAKLOL
OVOTOPIGTAVETOL UE UTAE XPOLO (GOV VO VITAPYOVY 2 AMVEG AVANESH GTO TTESTO [LAYNG) Kot Ol TOIKTES
Ba pémet va KivnBovv yOpw omd avTéc.
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Zynpo 3.8: Stratego Map[31]

To wévVIe Tov oTPaTod £X0VV 2 TALLPEG. ATTO TNV pio PePLE PaiveTal 1) KATATUEN TOV TOVIOD
evd amd TNV GAAN eaivetol amid Evag mopyos. O Kabe maiktng &xel To TOVIO TOL YUPICUEVA TPOG TOV
€0VTO TOV Y10, VO, LWITOPEL Vo, O€L TNV KATATAEN TOV GTPATOV TOV EVMD O OVTIAAOG 0V Umopel va OglL TNV
KatdToEn Tov. XTOX0G TOL KABe TaikTn eivor va cLAAGPEL TV avtimoAn onuoic oAAd Kot vo
TPOCTOTEYEL KOL TNV OIKT| TOV.

3.4 Xopnepaopato

To Stratego givar évo Tatyvidl 6wov o TaikTng dev £yl TANPoPopieg Yia Ta avtimaia Tidvie(oe
avtifeon pe 10 okdki m.y.). ‘Etol 10 moyvidr amortel and tov moiktn Oyt poévo va vmoAoyilet Tig
EMOLEVEG KIVIOEILS TOL KOL TOV OVIUTAAOL TOV, TPV KAVEL TNV OMOLNONTOTE Kivnorn oAAL Kol vo
Yoyoroyel TNV kaBe pdym, va PTAoeapet kot vo dnpovpyel maryideg yio tov avrtitaio tov. Eivar éva
oL vidl Kupimg GTPATNYIKNG OTOL Yo Vo, KEPIIoELS YpeldleTor Vo £XE1S Ve OAOKANPOUEVO GYENL0
TOLVIOO0 Y10 VO PEPELC TOV E0VTO GOV GE TAEOVEKTNLO EVOVTL TOV AVTITAAOL GOV. YTTAPYOLV Thpal
TOAAEG SLOPOPETIKEG OTPATIYIKEG TOL UTOPEL Vo akoAovBnoet kavelg. o mopddetypa umopeic va
TayOeVoeLs péoa o€ PopPeg éva amid movi dote 0 avtinaiog vo vopilel 6Tt TPOoCTATEVELS TV CNLoid
GOV KO VO ETIKEVIPAOCEL OAES TIG SUVALELG TOV GE QUTO EVO M oMpaic cov Bpicketal oty GAAN peptd
Tov ybptn. Télog To Stratego eivar £va moryvidt mov Ponbdet Tov dvBpwmo pe ToAALOVS S10pOopPETIKOVG
TPOTOVG OMMOC OVOTTOGEL TNV OTPATNYIKA TOV OKEWYN KOl TNV 1KOVOTNTO TOV OTNV EmiAvon
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wpofAnuatov, fonbdel oTNV YpRyopn Kol COGTH AYN ATOPAGEMY Kol GTNV KOVOTNTO TPOGUPLOYNS
o€ véa dedopéva Kot ToAAG GALaL.

Kepdlowo 40:  Avdmtoén tov moyvidiov Stratego

4.1 Ewoayoyn

e autd 10 KePGAalo Bo dovLE TOV TPOTO LE TOV OO0 VAOTOMGALE TO TTayVidl péca amd TV
unyovi g Unity. Oa dei&ovpe avalntikd oA ta fuoto mov akoAovBodue Yio vo pTAGOVUE GTO
TEMKO amotédecpo Tov Toaryvidlov. To maryvidt dnpovpyndnke oe mepiPdriov 3D, dniadn oe
Tplodtdotato kKoouo. Emiong o ypnotng mov Ba mailet To moyvidl Ba eAéyyel ToV KOKKIVO GTPATO, EVD
0o mailel evavtio o€ éva oyeTikd gvkoro avtimaio BOT. Apyikd o ypriotng 0o mpénel va emhééel Tov
TpOmo pE Tov omoio Bélel vo tomoBetnoel TO OTPOTO TOL. APOV OAOKANPMOGEL TNV dlodikacio
tomofétnong Ba mpénel vo mathoel To Kovumi “Start” yio va EeKvioel n plyn. TNV GLVEXELWD O
TOUKTNG EXEL TNV TPDTN Kivnon epOcov £YEL Kol TOV KOKKIVO oTpatd, ondte o mpémet va dStaAésel o
move Bo kiviosl mpdta. Eedcov o maiktng kdver v kivinon tov, 10 BOT pe kabvotépnon evog
devteporéntov Oo maifel kol avtd pia Kivnon Kot 1 6Epa HETAED TOL TAIKTN KOl TOL VTOAOYIGTH
aAralovve eVOAAGE PéYPL VO TELEUDGEL TO Ty VidL.

4.2 Eekivovrtog pe to Unity

Apywé avolyovtag v epappoyn g Unity éyovpe tnv duvatdTnTo VO TOTHCOVUE GTO
kovpuni “New project” yio tnv dnuovpyia gvog véov project 1 “Open” yia va avoifovpe Eva oM
VILAPY®V project kot va 1o eneEepyacTOVE amd EKEL TOL TO AP COLLE.

Unity Hub 3.5.0

PFO]eCtS Open - New project

Projects

Installs
MAME MODIFIED EDITGR VERSIGN
Learn
Stratego

p A0a0 % 90
Community 2020.3.2911

3 menths age 2020.2.2911
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Yyfua 4.1: Unity Hub new project

>t ovvéyewn Ba pénel va dtadégovpe o Template BEAovue yio To project pag. Ymapyovv
ToAAG Srapopetikd Template, 6rmg to 2D 10 omoio avaeépetar og maryvidlo 6vo duotdoemv, To 3D
10 omoio ovagépetol o mayvidln TpuwV Ootdcewv Omov eivar kol to Template mov Oa
YPNOUWOTOMGOVLE Y10, TO oy vidt pog. Kamowa adda Templates eivar 3D mobile, 2D mobile, AR, VR,
First Person, Third Person x.a. A@od SaAiééovpe to 3D Template kon emdéCovpe mo Oa givorl To
ovopa Tov project pog, matdpe oto kovumi “Create project” kot £xovpe TEAEUDGEL e TNV dnpovpyio
TOV TOLYVIOOD LLOGC.

Unity Hub 3.5.0
News project
Editer Version: 2020.3.29f1 175
All templates
Core

Sample

3D Sample Scene {HDRP}
Sample

Read more

3D Sample Scena {URP}
Sample

My project {3}
First Person

Cancel Create project

Yynpa 4.2: Unity Hub create project

Aoy dnuovpynoovpe to project pog, TO avolyovpe Kot epgavifetor otnv o86vn pag M
apykn 006vn ¢ epappoyng Unity 6ov £xovpe avaldoel To, edia Tng 6To 20 KEPAALO.

4.3 Aqpuovpyia Tov Board

Apyid To TpdTO gpyareio mov ¥pelalONOCTE Yo Vo omolodNmoTe enttpomello oy vidt lvar
to Board tov mouyvidiod. Aniadn tov mivaka 6mov Ba kdbovtol aAld kot Oa HETOKIVOOVTAL TO TOVIA.
Yndapyovv dtdpopol TpOTOL Yio va. dnpovpynost kovelg to Board evdg moryvidood péoa amd tnv
epappoyn ¢ Unity. Tov tpoémo mov emré€ope epeig eivan vo dnuiovpyeitanr pe mv €vapén tov
oy vidoL. Aniadn| péoa oty pébodo Awake() dmov kaAeital 6Ty To ALY VIOl pHog EEKVE, KAAOVLLOL
v nuébodo GenerateTiles().
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private void GenerateTiles (float tileSize, int tileCountX, int
tileCountY)
{

tiles = new GameObject[tileCountX, tileCountY];
for (int x = 0; x < tileCountX; x++)
{

for (int y = 0; y < tileCountY; y++)

{

tiles[x,y] = GenerateTile(tileSize, x, vy);

Yymua 4.3: Kaddwog g pebodov GenerateTiles

Onwg PAémovpe oto oynua 4.3 dnuovpyovpe €va véo gameobject yio Kabe éva X Kat y, OOV
tileCountX eivau ico pe 10 kan tileCountY givon kot avtd icov pe 10(dnAad1| ot dtaotdoelg tov Board
Hag) Ko 6TV cvvEyeto kKolovpot tnv pébodo GenerateTile yio 1o avtioToyo x Kot y.

private GameObject GenerateTile (float tileSize, int x, int vy)

{
GameObject tileObject = new GameObject (string.Format ($"X:{x},
Y:i{y}"));

tileObject.transform.parent = transform;

Mesh mesh = new Mesh();
tileObject.AddComponent<MeshFilter> () .mesh = mesh;
tileObject.AddComponent<MeshRenderer> () .material = tileMat;

Vector3[] vertices = new Vector3[4];

vertices[0] = new Vector3(x * tileSize, 0.1f, y * tileSize);
vertices[l] = new Vector3(x * tileSize, 0.1f, (y+1l) * tileSize);
vertices[2] = new Vector3((x+1l) * tileSize, 0.1f, y * tileSize);
vertices[3] = new Vector3((x+1l) * tileSize, 0.1f, (y+l) *
tileSize) ;
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int[] tris = new intf[] { O, 1, 2 ,1 ,3 ,2};

mesh.vertices = vertices;
mesh.triangles = tris;

mesh.RecalculateNormals () ;

tileObject.layer = LayerMask.NameToLayer ("Tile");
tileObject.AddComponent<BoxCollider> () ;

return tileObject;

Yymua 4.4: Koddwog g pebodov GenerateTile

Ytnv uébodo GenerateTile() 60mmg PAETOVUE KOl GTO TOPATAV®D GYNHUA OPYLKE OVOUALOVUE TO
ka0e éva Tile pe To avtioTor(o X KOl y TOL. TNV GUVEYELN Y10, VO, LTOPEGOLILE VO KAvoupe render Ta
Tiles mov dnpovpynoape, mpénet va ta ddcovpe Eva Mesh kot éva MeshRenderer. Anpuovpyovpe ta
téooepa Vertices tov Tile pog, OnAadT| TIg TEGGEPIC YOVIEG TOL TETPAYDVOL poc. Metd dnutovpyodue
To Tpiy®mva mov omotelovV To TETPdymvo tov Tile kan T avabBétovpe oto avtiotoryo mesh. Télog
avaBétovpe oto gameobject pog kot £va BoxCollider 6mov Oa pag ypelootei yio va oAANAETIOpodUE
pe to Tiles mov dmuiovpynocape. Téhog pe tov kmdwko, “RecalculateNormals” diopbdvovpe tov
POTIGUO TOV TOYYVISOD TOL AVTOVOKAATOL TAve oto mesh mov dnuiovpynocape. Kot kdnwg €1ot
dnuovpynoape o Board tov moyvidiod pog[34].
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YyMua 4.5: Game Board

Télog drayplpovpe To 8 TETPOYOVAKIO TOV OEV UTOPOVV Ol TOUKTEG VO TATHOOVV UE TNV
evtol Destroy kai to Board pag etvor miéov étotpo.

4.4 Highlight Hover Tile

"Exovtoc mAéov dnuovpynocel to Board pog, Oa ypelactovpe va oAANAETIOPAGOVUE LE KATOL0
Tpomo pe ovtd. H addnienidpaon avtr Ba yiver 6tov kdvovpe “mouse over” (hovering) méve amod ta
Tiles pag. ®éhovpe dnAadn kdBe Popd TOLV TNYUIVOLLLE TO TOVTIKL PO TAVE® 0td KATO0 TETPOYOVAKL
VO TOPVOVUE TIC OVTIOTOLYEG GUVTETAYUEVEG TOL KOl VO, DIAPYEL KOl [io OTTIKY S0(popl MGTE Vo
Bpiorkovpe egokora oe mo Tile Ppiokdpacte. Enedn 6co mailovpe 10 moryvidt 1o movtikt pog Oa
aAAGel Béon apKeTd GLYVA, 0 KOADTEPOG TPOTOG Y10 VO VAOTOICOVIE KATL TETO10 &ivol pHéca TNV
pébodo Update(), 6mov 1 péBodog avtr kadeital yio kibe évo Frame mov mepvael.

RaycastHit info;
Ray ray = currentCamera.ScreenPointToRay (Input.mousePosition);
if (Physics.Raycast (ray, out info, 100, LayerMask.GetMask ("Tile",
"Hover" , "Highlight")))
{
//Get the indexes of the tiles i hit
Vector2Int hitPosition =

LookUpTileIndex (info.transform.gameObject) ;

//If we are hovering a tile after not hovering any tile
if (currentHover == -Vector2Int.one)
{

currentHover = hitPosition;

tiles[hitPosition.x, hitPosition.y].layer =

LayerMask.NameToLayer ("Hover") ;

//I1f we were already hovering a tile, change the previous one
if (currentHover != hitPosition)
{

if (ContainsValidMoves (ref availableMoves, currentHover) &&
preGame)

{
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tiles[currentHover.x, currentHover.y].layer =
LayerMask.NameToLayer ("Highlight") ;

}else(

tiles[currentHover.x, currentHover.y].layer =
LayerMask.NameToLayer ("Tile") ;

}

currentHover = hitPosition;

tiles[hitPosition.x, hitPosition.y].layer =

LayerMask.NameToLayer ("Hover") ; }

Zymua 4.6: Mépoc kdduka g nedddov Update

private Vector2Int LookUpTileIndex (GameObject hitInfo)
{
for (int x = 0; x < TILE COUNT X; x++)
{
for(int y = 0; y < TILE COUNT Y; y++)
{
if(tiles[x,y] == hitInfo)
{

return new Vector2Int(x,Vy);

}

return -Vector2Int.one;

}

Yyua 4.7: Kodwag g pebodov LookUpTilelndex

Apywcd dnpovpyodpe pia axtiva mov Ba yrumdbel To gameobjects mov £yovv Layer mask gite
“Tiles” eite “Hover”, émov Hover yivovtar ta Tiles mov éyovue amd ndvm TOvg T0 TOVTIKL Hag. Av TO
movtikt Ppioketal 6viwg tavo and kamolo Tile tote pe v pébodo LookUpTilelndex maipvoupe to
avtiotoyo Index yia 1o avtictoyo Tile. Kot otnv cuvéyeia pe ehéyyoovpe av kdvovpe Hover kdmoto
Tile ywpig va k&vape mptv Hover kamolo diko Tile(dnAadn av kdvope mouse over TAv® amd KOO0
Tile evdd mpwv eiyape 1o movtikt pag €€ omd o YXApTN) Ko av woyvel 10te aAralovpe to Tlle
Layermask oe Hover. Zmv cvvéyeia eréyyovpe av kavape Hover mpv kdmolo dAro Tile ko thpa
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TNYOUE O€ KAmolo Kowvovpylo, ondte oArdlovpue 1o Kowvovpylo og Tile Layermask oe Hover xou
Kkévovpe to oo and Hover og Tile. Kat av dev 1oyvet kavéva amd ta 600 moapamdve tote aAlalovpe
to mponyovuevo Tile e Layermask Tile. Xtnv cuvéyeia dnpiovpyodue dvo material Eva yio to Hover
kot éva ywo o Tile layermask, omov avdioya mo mask &govpe Ba vdpyel kot 10 avticToyo YpMdOUA
v va ta Egympilovpe. Avabétovpe ta 600 material péca amd to cvotnua URP g Unity[35].

RenderingTransparents

Transparent

Hover

Add Renderer Feature

ymua 4.8: Xootnuo URP

Omote kaBe popd mov Ba Kavovpe mouse over Tave amd Kamoo Tile Oa aAldlet to layermask tov og
“Hover” kot 0o aAAGLel Kot TO YpOO TOV 0O AGTPO G€ KOKKIVO.

4.5 Terrain Map

[N va kGvovpe tov ¥aptn Tov T vidov pag mo opopeo Ba dnpovpynoovpe éva Terrain kot
0o to TomobeTNoOVUE OKPIPDG GTO 1610 oNEio OV guPavileTon Kot To board pog Yo Vo dNoOvVPYHGEL
v yevdaicOnon 0Tl Ta Tdvie Kivouvtol Téve oto terrain. [a va epumiovticovpe to Terrain pog pe
opopea ototyeion Ba ypnowomomoovpe ta “Terrain Sample Asset Pack™ [36] kot 1o “Grass And
Flowers Pack 17 [37] amd to Asset Store tng Unity. Zmv cuvéyeia 0o mpocbécovpe oto Terrain
Layers éva xawvovpylo Layer 6mov Oa 10 ovopdoovpe “Moss_terrain” xor 6o tov avabécovpe 10
“Grass_Moss_Terrain_Layer”. Mropovue va melpdovpe ta settings tov layer, vo ddocovue Eppacn
oto Diffuse - Color Tint 1] oto Opacity as Density kot va aAra&ovpe kot to Normal Map Scale 1ot
®ote va mapdEove 10 KaADTEPO Yo gpdG amotédecpa. Epdcov teleidoovpe pe v dnuovpyic Tov
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Moss Layer mov 0a T0 ¢pNGILOTOMGOVLE Y10, VO OVATOPAGTICOVLE TO £00p0g, HETH Ba mpocBécovpe
péca amd to Paint Details to povtélo Grass 3. 1o povtéAo avTd UTOPOVLE EMioNG VO, TEPAEOVLLE TO
settings Yy T0 VWog TOL, TO TAATOC TOV, TO TOGO TLkva Bo eppavileton k.a. EmAéyovtag to
katdAnio Brush Size , opacity ko target Strength matdvtog apiotepd KAK mived 6TO terrain pog
TomoHETOVE KOl TO YPAGIOL.

o ta 8 Tiles 6mov o1 maikteg dev PmMOPOLV VO TPOY®PNHGOLY Ba YPTGLULOTOGOVUE TO
Terrain Paint Texture - Raise or Lower Terrain kot Set Height, yio va okéyovue 300 AdKkovg Kot pe
v Pondeta evdg Shader o avorapacticovpe 600 Alpvec. ['a v dnuovpyic Tov Shader apyikd Oa
TPEMEL VO ONULOVPYNGOVHE Eva AdEl0 gameobject Kot va To TOToBETHCOVLE GTOVG dVO AAKKOVG. TNV
ouvvéyelo Ba onpovpynoovpe tov Shader kot Ba mpocshicovue d1popa GTorKElR YI0 VO KAVOLUE TO
vepd va paivetar ainBopavic(va vtapyet avtavakiaon kot va eoivetal tpeyovpevo)[38]. Kamowa amod
T 6TOLKELO TTOV Ypnonomolovpe eivar to Time, Multiply, Tiling and Offset, Sample Texture 2D, Lerp,
Normal Strength, Screen Position, Screen Color k.a.

Yyquo 4.9: Water Shader 1o pépog
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Yymua 4.10: Water Shader 20 pépog

Téhog Ba ypnowomomcovpe kot to Asset Pack - Confiders[BOTD] émov givar kKot avtd €va
free asset pack oto Asset Store g Unity. And avtd 1o pack 0o mdpovpe to, 3D poviédla yio ta dévipa
OV KOAVTTTOUV T0 TEPPAALoV yOopm amd to medio pdyng. Oa mdpe mdi oto Terrain pog kot Oa
otaAé€ovpie to Paint trees kot apod TpocBEécovpe T0 LOVTELD 0EVTPOL oL BEAOVLE Kal SLAAEEOVLE TO
Brush Size, Tree Density, Tree Height 6a tomofetnocovpe ta dévipa oto mepipdirov pog. Eyxovue
mAéov TedeldoEL pe TV enegepyacia tov Terrain pog. To tedid omotédeopa paivetatl oto Zynua 4.11

ynuo 4.11: Terrain TeAMKO OTOTELEG L.

4.6 IIovwa
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4.6.1 Tproorwdotota povréra

[pwv Eextvinoovpe va dnuovpyodpe ta Tovia pag Ba ypetoctodpe va Bpodue 3D poviéda Yo
avtd. To 3D povtéha mov YPNOYOTOOVUE Yot TNV gpyacio avth eivar 2 dopopetikd makéta 3D
UOVTEA®DV 7OV gival dMPEAV Kol 1| 0pyIKT TOVg xpnom ntave yio 3D printing. To mokéta ovtd €Te1dN 1
apyIK Tovg Ypnon Nrtave ywo printing, Ntove o€ popen STL 6mov Yo vo Ta ¥pNGLOTOMGOVE GTO
Unity ta petotpéyope oe FBX péoa and to mpdypoppa Blender. To mpdto mokéto mepiéyet OAEG TIC
KAPTEG UE TO OVOLOTA, TIG KOTOTAEELG KO TO TPOCOTO OA®V TV TovidV[39], evd 10 de0TEPO TUKETO
TEPLEYEL TOV TPLOOAGTUTO TVUPYO oV B Ypnopomomcovpe mov O cov Kakovmt Tov moviov[40].

STRATEGO SPARE PART (BOARD-GAME}

Yynpa 4.12: 3D Tower-Card models

Yty cvvégelo Bo dnuiovpynoovpe dVvo Kovovpyle materials émov o Tovg dMGOLUE TO
avTioTOr(O XPOUOTH PUTAE Kol KOKKva Kot o ta avafécovpe otov Kabe otpatd. Ia ta TpdcoTa Kot
TO. OVOLOTO TOV KopTdVv o ypnoipomotocovpe éva Tpito material wov Oo Tov dSOGOLUE TO YPDUA
GoTPO, Yo va, €ival o S10KPITA Ao TOVG TaUKTEG. APov Tpochicovue Ta LOVTEAN 0VTE 6TO TPOTLEKT
HoG, elpaoTe £TOOL Vo, S1LLOVPYGOVLE T TOVLQ LLOG,
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Zymuo 4.13: TTdvia Tov KOKKIVOL GTPATOV

4.6.2 Spawn Pieces

‘Eyovtoc mAéov ta poviélo péco o100 mPOTLEKT HOG, UTOPOVUE Va EEKIVIIGOVME V.
OMUIOVPYOVUE TO TOVIQL LOG HE TNV Evapén TOL TouyvidtoD. Apytkd Ba onpovpyncove Eva véo script
apyeio mov Ba 1o ovopdcovpe “Pieces.cs”. To scriptaki avtd Oa 10 Ypnoipomormcovpe yio vo
avaBétoupe og KABe éva mOVL 6€ molo Opdda aviKel, ol eivan 1 KatdTaEn Tov, moleg Ba sivat ot
Kivfoelg Tov Bo pmopel va KAve(m.y. av eivar aviyvevtng 1 oyl) Kot TEAOG TIg cuvTeETayUEVES Tov. [
Vo TapoLvLE TOV TOHTTO TOV Tovio Ba dnpovpynoovpe éva Public Enum wivaxo 6mov 0o mepiéyel péca
OAOVG TOVG TVTTOLE TTOL VAGPYOVY GE OPOUNTIKY GEPA. AVTO Do TO YPEIOGTOVLE Y10 VO GUYKPIVOULE
T moOvie peta&d Toug 6tav o LITAPYEL GUYKPOLGT AVAUESH TOVG. TNV GLVEXELX Ba dnuovpyrcovpe
mv pébodo “SpawnSinglePiece()” 6mov Ba dnpovpyet to kébe Eva mdvi Egywpiota[41].

private Pieces SpawnSinglePiece (PieceType type, int team)
{
Pieces p = Instantiate(prefabs]| (int)type - 1],
transform) .GetComponent<Pieces> () ;
p.type = type;
p.team = team;

p.GetComponent<MeshRenderer> () .material = teamMaterials[team];

p.transform.GetChild (0) .GetComponent<MeshRenderer> () .material =

teamMaterials[team];

return p;

Yymua 4.14: Kodwkag g nedddov SpawnSinglePiece

Apyikd mn pébBodog avtr ypnowomotel to p mov givor Tomov Pieces ko kdver Instantiate
oniadn onpovpyel ekeivn v otrypn] to 3D HoVTEALD TOL TPOAVAPEPALLE, AVAAOYO LLE TTOLOV TUTO EXEL
7o MOVL. Ymapyovv 610 cvuvoro 13 tétown prefabs 6mov ta 12 amd avtd givol yio Tovg TOTOVE TOV
moviov, eved to teAevtaio givar to “Broken Tower Model” 6mov 6a 10 ypnoomomoovpe otnv
oLVEYELD OTOV KAmolo TdVL yhvel katl e€apaviletor omd to medio payne. Xty cvvéyelo avadETovpe
TOV TOTO KOl TNV Ooudda TOv ToVIOL Kol avAAOYo LE TO 7Ol OHAdo €ivol avabétovps Kot To
avtiotoyyo ypoue material. TELoc emoTpépovpe 10 p. AQOV KATAQEPALE VO QTIAEOVLE Mo YEVIKN
néBodo yio TV OMpovpyio EVOg TOVIOD, TAEOV TPEMEL VoL KOAEcovE ot TNV HEBodo Yo kabe Eval
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movt Tov Ba vrdpyel ndve oto board. I't Avtd Ba dnpovpynoovue v péBodo “SpawnAllPieces()”
omov Ba koAeitar kKo avt oty péBodo Awake() apéowg petd v péBodo GenerateTiles(). Emedn
670 mayviol Bo vrdpyetl Evag maiktng kat éva BOT Oa ypeiactodpe vo Barovpie To, dukd pog Tovio og
oelpdL, Yo Vo LTOPEGOVLE GTNV GLVEYEW VA Ta TomofeTicovpe OTtmg BEhovue, evd ta mdvio and 1o
BOT 0a wpénet va tomobetnBovv e€apyng o€ pia tuyaisg oxetikd 0éoeic kabhg dev dlaAéyel mwg Oa ta
tomofetnogl yo Kabe €va mayvidt. [Ipdto Ba acyoinbovue pe v dnpovpyia Kot v TomobETnon
TOL OOV MO oTPATOV dNAAdT TOL KOKKIVOL. Apyikd o dnpiovpyncovpe évav véo mivaka TOTOV
Pieces 10x10 mov Ba kpataet Tic Oéoelg Tov ke moviod. Ty cuvéyeio Ba TomobeThcovLE TO TLOVIA
OO KPOTEPU OE PEYOADTEPA GE GEPA OGS PaiveTol oto Zynua 4.15.

private void SpawnAllPieces ()
{
pieces = new Pieces[TILE COUNT X,TILE COUNT Y];
int redTeam = 0;

int blueTeam = 1;

//Spawn the Red pieces in order

pieces[0,3] = SpawnSinglePiece (PieceType.Spy, redTeam) ;

for(int j = 1; j < 9; Jj++)
{

pieces[j,3] = SpawnSinglePiece (PieceType.Scout, redTeam);
}

pieces[9,3] = SpawnSinglePiece (PieceType.Miner, redTeam);

for(int j = 0; j < 4; J++)
{
pieces|[j,2] = SpawnSinglePiece (PieceType.Miner, redTeam)
}
for(int j = 4; J < 8; j++)
{
pieces[]j,2] = SpawnSinglePiece (PieceType.Sergeant,
redTeam) ;
}
pieces[8,2] = SpawnSinglePiece (PieceType.Lieutenant,

redTeam) ;

pieces[9, 2] SpawnSinglePiece (PieceType.Lieutenant,

redTeam) ;

pieces[0,1] SpawnSinglePiece (PieceType.Lieutenant,

redTeam) ;
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pieces[1,1] = SpawnSinglePiece (PieceType.Lieutenant,
redTeam) ;

}

ymua 4.15: Kodwag g nedddov SpawnAllPieces

Anpovpyodue To TPMTO TOVL TOV givat 0 kKatdokomog otny B€on 0,3 dmov eivon Kot N TPMOTN
070 OTPATONESO oG Apéowmc petd Oo dnuiovpyncovpe Toug 8 aviyvevtég oTig endueves Béoelg kot
ocuvveyilovpe péypt vo yepicel OA0G 0 oTpatdsg HaG. APOV TEAEIMGOLUE LE TNV TOTOBETNOT TOV SIKOV
pag movidv, 0o acyoinbovue pe v toyoio Tomofétnon tov prhe otpatov. I'a va tomobetnoovpe
Toyaio to movie Bo ypelaoctel va ypnoyomomcovpe pion Alota Vector2 mov v ovopdlovpe
occupiedPositions ko1 Bo mepiéyer péoa Oheg TG ocvvtetaypéveg mov eivor elevBepeg yuo TNV
tomofétnon tov pnie movidv(cto cbvoro sivar 40 tétoleg Béoelg). Emiong OéAovpe va tomobeteite
mhvTo 1 onpoic 6TV TELELTAin GEPA Yo Vo Elval IO 0CQOAES KOl 0 KATAGKOTOG 6€ pio omd Tig S0
televtaies. Omdte B dmpuovpynoovpe pia int toyoio petafinty and to 30 péypt to 40 xou Oa
mopovpe pio toyaio 0éom péca amd Tov mivako occupiedPositions. Xe oavty v 0éon Oa
tonofemoovpe Vv onuaio pog. Kétt mapodpoto Ba kévovpe kot yio Tov KOTAGKOTo HoOvo mov Oa
dnuiovpynocovpe v toyoio int petaPAnti oe €bpoc 20 fwg 39 0Oéceic. [TAéov agpov Exouvpe
ONUIOVPYNCEL TNV ONUAI0 Kol TOV KOTAGKOTO TOL UTAE oTpaTol oTig BEcelg mov Béhovpe dev pag
evolapépel mov Bo ToroBetnBovv ta voLoma TdVIK 0mOTE Oa TAL ONLLOVPYNCOVE EVTEADS TLYOIAL.
®a akorlovOncovpe akplPdg v Ot HEBOSO0 OV YPNGILOTOLOVUE KOl Yio TNV GMUOi0 Kol TOV
Katdokomo, OmADG To €Vpog Oécewv Ba eivor amd 10 0 éog to 38(t0 péyebog g Alotag
occupiedPositions a@ol onpovpyHcaue ta 2 Tovia).

//Spawn the Blue pieces random

//Spawn Flag only on the last line

int randomIndex = Random.Range (29, occupiedPositions.Count);
Vector2 randomPosition = occupiedPositions[randomIndex];
occupiedPositions.RemoveAt (randomIndex) ;

pieces| (int)randomPosition[0], (int) randomPosition[1]] =

SpawnSinglePiece (PieceType.Flag, blueTeam) ;

//Spawn Spy only on the last 2 Lines

randomIndex = Random.Range (19, occupiedPositions.Count) ;
randomPosition = occupiedPositions[randomIndex];
occupiedPositions.RemoveAt (randomIndex) ;

pieces| (int) randomPosition[0], (int) randomPosition[1]] =

SpawnSinglePiece (PieceType.Spy, blueTeam) ;
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Zymua 4.16: Kodikag yio TorobEtnon g onuoiog Kot ToV KOTUoKOTOL TOV UIAE GTPOTOD

//Spawn 8 Scouts

for(int j = 0; j < 8; Jj++)

{
randomIndex = Random.Range (0, occupiedPositions.Count) ;
randomPosition = occupiedPositions[randomIndex];
occupiedPositions.RemoveAt (randomIndex) ;
pieces| (int) randomPosition[0], (int) randomPosition[1]] =

SpawnSinglePiece (PieceType.Scout, blueTeam) ;

Zyua 4.17: Kodwag yio tuyoio Totobéton tov 8 aviyveutdv

‘Exovpe dnpiovpynocel mAéov OAo. T0. TOVIA KOl TOV d00 TOKTOV oTlg 0écelg mov Bélovpe
aAAG povo otnv Bempia kot oL oty mpaén. Ta movia oto 3D koécpo Ppickovtal og Adbog Bécelc and
avtég mov Oéhovpe. TN va dwpbocovpe T Béceic tovg, Ba ypnowomocovpue v uébodo
“PositionSinglePiece()” 6mov Ba kaieitonw and v péBodo “PositionAllPieces()” yio ke Eva movi
ka1 Oa To TomobeTel 0TIG CLVTETOYUEVES TTOL TOV avabBéoape[41].

private void PositionSinglePiece (int x, int y, bool force = false)
{

pieces[x,y].currentX = x;

pieces[x,y].currentY = y;

pieces|[x,y].SetPosition (GetTileCenter (x,y), force);

if(pieces[x,y].team == 1 && spawnBluePieces == false)

{

pieces[x,y] .transform.Rotate (0,0,180);

Yymua 4.18: Kodwkag g pnebddov PositionSinglePiece

Me v Bonfewa dvo For Loop yia kdBe x xon y o kadlodpe v pébodo PositionSinglePiece
Kol O0mw¢ PAEmovpe oto Xynuo 4.18 Ba tov avabBétovpe TG cuvvretoyuéveg tov. O Adyog mov
¥PTCULOTOLOVUE Y10 TIG GVVTETAYMEVEG X Kot Yy To +0.5f, givan emedn ta tiles yovv péyebog 1x1 ko
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0élovpe va tomoBetnBovv 610 KEVTpo amod ta tiles avtd. Télog emeldn| epeig Oa mailovpe TavTa pe Tov
KOKKIVO oTpatd, O Tpémetl vo yupicovpe ta Tovia Tov avtinaiov otpatod 180 poipec €161 dote va
UV UTopovE Vo PAETOVLE T TOVIO, TOV TNV OPO TOL Ty vidoD. Oa eréyEovpe av To TdVL Eival TOL
umhe otpatov kot o aAddlovue To transform tov oe transform.Rotate(0,0,180).

Téhog péca oto Script Pieces, Bo dnpovpyncovps v pébodo SetPosition 6mov Oa v
YPNOLLOTOL0VUE KABE Popd OV Kovvdpe Kamolo mdvt. H pébodog avtn gival apketd ypnotun, S10Tt
0élovpe O6TAV SNUIOVPYOVUE TO TOVIKL GTNV OPYN TOL TOLXVISIOV Vo, To TOTOOETOOE oKaploio GTnV
0éom mov 1Tovg avabécape. Evd otav Oa yiveton pio xivinon péca oto maiyvidi(gite pio Kavoviky
kivnon &ite Y vo 6TNoEL T0 GTPATONESO TOV O TAiKTNG TPV EEKIVIGEL TO TToyvidl), 1 Kivnomn va
yivetor Alyo mo apyd yio oaiveror omntikd otov maiktn. Omdte péca otnv pébodo SetPosition Oa
avaBétoope omv petofAnt desiredPosition 1o onpeio mov BELOLLLE Vo, TALE Kol 6TV GLVEXELN OV Bal
0élovpe M peToeopd avtn va yiveton axoplaio 0o avadétovpe oty tonobesio Tov mTOVIOL oLTOV TV
T tov desiredPosition. Télog péco otnv Update péBodo Ba avoabétovpe oty tomobecia Tov
moviov v Béom tov pe v pébodo g Unity Lerp avaueca amd tic tiuég transform.position ko
desiredPosition. Ondte 6tav o1 TYEG avTég givoar idieg N petapopd Ba yivetal akaploia, EVe OTOV OV
Oa lvat 1d1eg pe v Pondeta ¢ Lerp 6o gaivetal avtd To animation TG LETOPOPES.

public virtual void SetPosition (Vector3 position, bool force = false)
{

desiredPosition = position;

if (force)

{

transform.position = desiredPosition;

Yymua 4.19: Kodwkag g pnedddov SetPosition

public void Update ()
{
transform.position = Vector3.Lerp (transform.position,

desiredPosition, Time.deltaTime * 8);

Yympa 4.20: Kodwkog g pebosov Update amod to script Pieces
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Zyquo 4.21: TeMxd amotélecpo TV TOVIDV.

4.6.3 AAAnieniopacn) pe Ta TOVLIL

O 1pomog pe Tov omoio Bo aAAniemdpd o maiktng pe to movie Bo givarl pe 1o movtikt Tov
vroAoyoth. ' va to katapépovpe avtd Ba eEréyEovpe péca amod v uébodo Update mov kaAeitor o
k@0 frame wov mepvaeL, TOTE 0 ¥PNOTNG TATAEL TO APIGTEPO KAIK TOV TOVIIKIOD KoL TNV GTLYLT TOL TO
TOTAEL O TTOEG GVVTIETAYUEVES PplokeTal ekeivn TNV oTiyun, yuo va EEpovpe moo movL B KovvioeL.
A@o0 0 YpNoTNG TATHOEL TO UPLOTEPO KMK, O EAEYYEL OV OTIG GLVTETAYUEVES OTEC VITAPYEL KATOL0
TOVL Y10 VO KOUVIGEL KOl oV oTO TO TOVL Evar TG KOKKIVNG Opadag(dniadn g opddag tov). Av
dgv LVILAPYEL TLOVL 1| VTLAPYEL TOVL TNG AvTimaANg opddag tote dev Ba yivetan Timota. Epocov vrdpyet
dwd pog move Bo eAEyyel emiong av eivar M KN pog ogpd yio va moiovpe. Av 1oyvovv OAo Ta
moporave tote Bo amobniedel TG cuvteTayuéveg oty petofantn currentlyDragging kot 6o kaiel Tnv
puébodo GetMoves yia vo, Tov emoTpéyel otnv Aloto availableMoves OAeg Tig TOOVES KIVAGELS TOL
€XEL TO GLYKEKPIUEVO TOVL. Apéomc petd Bo koheitor kot 1 péBodog HighlightTiles 60mov 6mmg Aéet
Kot to 6vopa g Ba wdéver highlight 6Aa ta Tiles mov pmopei va kivnBel o moOVL Y va givar o
EUOOVEC Ol KIVIGELS GTOV TOLKTY).

//I1f we press Ml

if (Input.GetMouseButtonDown (0))

{
if (pieces[hitPosition.x,hitPosition.y] != null &&
pieces[hitPosition.x,hitPosition.y].team != 1)
{

//If is our turn
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if (turn == 0)
{
currentlyDragging =

pieces[hitPosition.x,hitPosition.y];

//Get Available moves

availableMoves = currentlyDragging.GetMoves (ref
pieces, TILE COUNT X, TILE COUNT Y);
HighlightTiles () ;

Yyfua 4.22: Mépog kmdka g pebooov Update 6tov matdpe aplotepd KAk

Apykd mape va dovue Tmg Asttovpyel n uébodog GetMoves. H pébodog avtr Ppicketar péca
oto script Pieces kot givon pio public virtual list. Méoa otnv pébodo amhda dnuovpyet pio Vector2Int
AMoTa KoL TNV EMOTPEPEL. TNV CLVEXELD OMLLIOVPYoLLLE Tpio aKkopa scripts, to BombFlag.cs, Scout.cs
Kot Spy.cs 0oL Olo TOVg KAEP@VOHOVY TO script Pieces dpa ko tnv pébodo GetMoves. To script
BombFlag 10 apnvovpe kevd kabdg av mape vo kovveicovpe pia Boppa f v onuaio dev Ba yiver
timoto. Xto Ao 6V0 scripts opmg Oo dnutovpynocovue v uébodo public override GetMoves. H
GetMoves omd to script scout.cs Oa divel OAeg TIg TOUVEG KIVIGELG TTOL UTOPEL VO KAVEL O AVIXVELTIG.
Onwg mpoovo@Epape 0 aviyvevtne Hopei vo kovvnBel 6ca teTpdywvo Béhel movo, kdtm, de&id,
aplotepd uéypt vo Ppebei gite € amod tov Yaptn , €ite o€ KAmolo dAAo ToOvL. Ondte péca oe €va for
loop Ba eréyyer apykd mpog OLeg TIC KOTELOHVGELG OAA TOL TETPOYOVAKLO OV Umopel va. KivnOel Kot
Ba ta wpochétel oty Alota Vector2Int mov onpovpynicape. Otav 1o mdvVL cUVAVTACEL €iT€ KATOL0
obVOPO ToV YAPTN gite KATO0 TOVL Ba oTtapatdel Kot Bo Pyaiver omd to loop.

//Down direction

for(int i = currentY - 1; 1 >= 0; 1i--)

{
if (Board.tiles[currentX,i].layer == 4)
{

break;

if (board[currentX,i] == null)
{

r.Add (new Vector2Int (currentX,i));
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if (board[currentX,i] !'= null)

if (board[currentX,i] .team != team)

r.Add (new Vector2Int (currentX,i));

break;

Yympa 4.23: Kodwkog g pebodsov GetMoves and To Scout.cs

210 oyfuo 4.21 PAEmovpe OTL apyikd EAEYYXEL AV TO TETPAY®VAKL ToL Bo kivnBovue eivar ico
ue Layer 4, 6nov 10 layer 4 eivat 1o vepd Tov Yaptn Kot av 1oydel Pyaivel amd to loop. Xtnv cuvéyeia
av to TeTpayvaxt eivan dosto(ico pe null) tote mpochitel oty Aiota v dwwbéoiun kivnon. Téhog av
dev eivar null dnradn ov vVEapyel KATOW0 GAAO TOVL, EAEYYEL OV TO TOVL €ival amd TV AvTimoin
opado 6mov Kot divel v duvatdtnta va to emitedel ko peTd Pyaivel amd to loop kabmg dev Oa
UTOPECEL VO, TAEL TAPAKAT®. AVTOG 0 KMOUKAG divel OAEG TIG S100ETILEG KIVIOELS TPOG TA KATM Y10l TOV
aviyveut pog. Ilopopolog kMo yPMNOLOTOLEITAL Kot Yio TIC GAAEC TPELS KatevBivoels. Aol
mopovpe OAeg TIC Slobéoueg KIVNoELS Yio OAEG TIg KoTevbOveelg kal Tig Tpochécovpe oty Aota
Vector2Int, 11g emotpépovpe 610 apykd pag script Board.cs kot kadovpe v pébodo HighlightTiles
vy vo, Ti¢ kévovpe highlight. ITAéov eivar apketd amAd to va vroypaupicovpe OAeC Tt drobéotueg
Kwnoelg kabaog Ppiokovtal 6Aeg péoa oe pio Aliota. To povo mov Ba ypeaotel va kdvoovue gival vo
ardEovpe to Layer og 6Aa ta Tiles mov Bpiokovion péca oty AMoto avtf pe v Ponbela evog for
loop.

private void HighlightTiles ()
{
if (preGame) {
for(int 1 = 0; i < availableMoves.Count; i++)
{
tiles[availableMoves[i].x,
availableMoves[i].y].layer =

LayerMask.NameToLayer ("Highlight") ;
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Zymua 4.24: Kodwag g nebddov HighlightTiles

H boolean petafinty preGame tnv ypnotiponotodpe yo vo EEpovpe av €yl EEKVAGEL TO
oy viol, Sttt wpwv v Evapén tov dev BEAovpe va yivovtar highlight ta Tiles agol dev peTaKivodue
T TOVIOL 0ALG amA®G To aALALovpe PETaED TOVG Y0 VO GTIIGOVLE TOV GTPATO HOC. Apo apoD TUTHGEL
0 TOiKTNG TO aPLeTEPO KAIK Thve og Kdmowo dkd Tov mdvi mAéov mEpvovpe OAeG TG dtabéotpleg
Kvhoelg kot Tig kdvovpe highlight yia va gaivovrot wo edkora og avtov. Iape tdpa va dodpe TL Oa
yivetar 6Tav APVOLLE TO OPLGTEPO KAIK.

Apyicd 10 TpdTO TPhypa mov BEAovue va ehéyEovpe givar va dovue av PplokOUacTE GTO
010010 oL oTéAvovpe Tov oTpatd poc(dniadn to preGame) 1| av To woyvidl xel NN Eekivroet. Av
Bplokopaote 610 6TASI0 OV TO TOLYVIOL £yl NON EEKIVIOEL TOTE OTOV O TAUKTNG APTOEL TO APLOTEPO
KMK Tov movtikloL, Ba kaAeital n pébodoc MoveTo omov eivarn pio péBodog boolean kot emicTpépet
true N false avaidymg av n kivinon mov BEhovpe va kdvovpe givat Eykopn 1 Oxl. Evd av Bplokdpacte
07O aPYIKO GTAS10 TOL oLy VIdoD TOTE B Kakeiton 1 uéBodog Swap avti tng MoveTo.

//If we release Ml
if (currentlyDragging != null && Input.GetMouseButtonUp (0) &&
preGame)
{
Vector2Int prevPosition = new
Vector2Int (currentlyDragging.currentX, currentlyDragging.currentY

) ;

bool validMove = MoveTo (currentlyDragging, hitPosition.x,
hitPosition.y);
if (!validMove)

{

currentlyDragging.SetPosition (GetTileCenter (prevPosition.x

, prevPosition.y));

currentlyDragging = null;

RemoveHighlightTiles () ;

}
else if (currentlyDragging !'= null && Input.GetMouseButtonUp (0))

{
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Vector2Int prevPosition = new
Vector2Int (currentlyDragging.currentX, currentlyDragging.current¥Y

)7

bool validSwap = Swap (currentlyDragging, hitPosition.x,
hitPosition.y);

if (!validSwap)

{

currentlyDragging.SetPosition (GetTileCenter (prevPosition.x

, prevPosition.y));

currentlyDragging = null;

RemoveHighlightTiles () ;

Yyua 4.25: Mépog kodika tng pebodov Update 6tov apnivovpe To aploTepd KAIK

4.6.3.1 Move pawns

‘Eocto 611 Bprokdpocte 610 61ad10 0oL £)el Eekivioet to mayvidl. [ va givar yxopn N
kivnon mov BéAovpe va Kavovpe, Tpémel vo, ELEYEOLUE KATOLOVE TTaPAyoVTES TAAL. APYIKO TPETEL VO,
e éyEovpe av elvar 1 oePa pog KoL av 1 Kivion mov mdpe va kdvooue Ppioketol péco oty Alota e
ta availableMoves. Av dgv 1oy0el kKamolo and avtd tdte Oo emotpépet false. Xtnv cuvéyeia npémel va,
e éyEovpe av exel Tov BELOLILE VO LETAKIVIIGOVLE TO TOVL PG VITAPYEL GARO S1KO oG TOVL OOV Kol
néAl Bo emotpépet false eqv vmdpye42]. Emiong mpémer va dovpe av 1o MOVL TOL TAUE VA
Kovvnicovue eivan gite PouPa eite onuaio 610TL Kovéva omd To 600 TOVIN dEV EYEL TNV SVVATOTNTO, VO
KwnOel.

private bool MoveTo (Pieces cd, int x, int vy)
{
if (turn == 0) {
if (!ContainsValidMoves (ref availableMoves, new
Vector2 (x,vy)))
{

return false;
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Vector2Int prevPosition = new

Vector2Int (cd.currentX,cd.currentY) ;

Pieces p = pieces|[x,v];

//Checking if there is another piece
if(pieces[x,y] !'= null)

{

if(p.team == cd.team)

{

return false;

//Checking if flag or bomb, then dont move

if (pieces[prevPosition.x,prevPosition.y].type == PieceType.Flag
| | pieces[prevPosition.x,prevPosition.y].type == PieceType.Bomb)
{

return false;

Yyua 4.26: Mépog kmdtka g pebddov MoveTo 1

Mia 1duotepotnTa TOL TPETEL VO, EAEYEOLLE Elval oV TO TLOVL TTOV TTALLE VO, KOLVIIGOLLLE Elval 0
katdokonog Kot emrtifeton otov Marshal(apBpog katdraéng 10) 6mov av oyvel TOTE 0 KATAGKOTOG
kepdilet kol apapeiton o Marshal and to medio payng. Mia devtepn WrontepdTNTa EIVOL OV KAVOLLLE
emibeomn pe xdmolov Miner ce pio BouPa, 6mov kot mddt n PouPa ydvel ko agaipeitol omd to medio
payns. Téhog apod tederdoape pe OAES TIC 1O1OUTEPOTNTEG TO LLOVO TTOL Epeve efvan va gl&yEovpe v
tepapyio v movidv. Anladn av to mdvl Tov KIvoOpot eival LEYADTEPO, LKPATEPO 1| 16O LE OVTO
oV Kkdvovpe enifeon. Av eivar HeyOAOTEPO TOTE TO AVTITOAO OLQPOALIPEITAL KOl TOV TEPVOLLE TNV Béom,
av glvarl PikpOTEPO TOTE OPUIPEiTOL TO S1KO LOG Kol gV KOUVIETOL KAVEVO TLOVL KOl TEAOG OV etvat 1ot
TOTE 0POIPOVVTOL KoL TA dVO atd TO TTEGIO PAYMC.

//Checking if Spy attacks Marshall
if(p !'= null && pieces[prevPosition.x,prevPosition.y].type ==

PieceType.Spy && p.type == PieceType.Marshall)
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SpawnBrokenTowerAttacking (cd.currentX ,cd.currentY ,x ,Vy);
p.gameObject.SetActive (false);
p = null;

attack = true;

//Checking if Miner attacks Bomb
if(p !'= null && pieces|[prevPosition.x,prevPosition.y].type ==
PieceType.Miner && p.type == PieceType.Bomb)
{
SpawnBrokenTowerAttacking (cd.currentX ,cd.currentY ,x ,vy);
p.gameObject.SetActive (false);
p = null;

attack = true;

Zymua 4.27: Mépog kadwka tne pebodov MoveTo 2

//Checking the hierarchy of the pieces
if(p != null && pieces[prevPosition.x,prevPosition.y].type > p.type)
{
SpawnBrokenTowerAttacking (cd.currentX ,cd.currentY¥ ,x ,Vy);
p.gameObject.SetActive (false);
p = null;
attack = true;
}
else if(p != null && pieces|[prevPosition.x,prevPosition.y].type <
p.type)
{

MovePawnLog (cd, x,y, true) ;

cd.SetPosition (GetTileCenter (x,V));
StartCoroutine (WaitToRemoveBothPieces (x ,y ,cd.currentX
,cd.currentY , false));

SpawnBrokenTowers (x,y,cd.currentX, cd.currentY, false);

QueueThreeMovesDraw (x,y,prevPosition.x, prevPosition.y);

if (turn == 1) {
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turn = 0;
lelse 1if (turn == 0) {
turn = 1;
}
turnTimer = 0;
OutOfMoves () ;

return true;

}

//Checking if the pieces have the same value

else if(p != null && pieces|[prevPosition.x,prevPosition.y].type ==
p.type)

{

MovePawnlLog (cd, x,y, true) ;

cd.SetPosition (GetTileCenter (x,Vy));
StartCoroutine (WaitToRemoveBothPieces (cd.currentX ,cd.currentY
/X .Y , true));

SpawnBrokenTowers (x,y,cd.currentX, cd.currentY, true) ;

QueueThreeMovesDraw (x,y,prevPosition.x, prevPosition.y);

if (turn == 1) {
turn = 0;
telse if(turn == 0) {
turn = 1;
}
turnTimer = 0O;
OutOfMoves () ;

return true;

Zyuo 4.28: Mépog kadika g pebosov MoveTo 3

Onwg PAémovpe omd o dvo oynuato 4.25 kot 4.26, 6tov Kavovue emibecn oe KAmO0
avTimaAo mOVL KaAgiton apéowng petd n pébodog SpawnBrokenTowers kot oe kdmola onpeio Kodeiton
kou 1 uébodog StartCoroutine(RemoveBrokenTower). Xtnv cuvéyeio eAéyyel TolovoD GEpa ival Kot
mv oAldlel dote vo mApel oePpd 0 GAAog Taiktng. TéAog kaAovvior kot ot 6vo péBodot
QueueThreeMovesDraw kot OutOfMoves. [Tape va do0ue TPMOTO TL KAVOLY 01 TPAOTES dV0 HEBodOL
mov kaAovvtol. H pébodog SpawnBrokenTowers 0nmg gaivetal Kot amd TV ovopasio tng, 0vtd Tov
Kaver givon va gpoavifer éva poviédo 3D omacpévov mopyov. nv ovcio avtd mov BEhovue va
Kévovpe elval 6tov Kdmolo ToVL YAvel Kol amocVpete amd to medio pdymg, va eppaviletal avtd To
LOVTELO TOV GTAGUEVOD TOHPYOL 6TV BEGM TOL KAVOVIKOD TOPYOoV. AVTO TO KAVOLLE Yol Vo Elval To
EUPAVES GTOV TTOUKTN TOTE KATACTPEPETAL EVA TLOVL KOL GE TTOL0 GNLLELO TOV XAPTH).
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Otav emrtifetor éva movL vdpyovy dV0 OLOPOPETIKEG TOAVOTNTEG TOV KATUTAEE®V T®V
moviov (gite va givan 1010 aéiog, eite 1o éva peyoiutepo omd 10 aAro). [a avtd ypnoipomolode 500
peBddovg mov Kavovv oxeddv oAdW dovAeld. H pia elvan n SpawnBrokenTowerAttacking 6mov
KoAgital 6Tav 1o mOVL ToL emttifetan eivar peyaAdbtepo amd avTo oL dEXETOL TNV eMibeoT Kot 1 GAAN
pébodog eivar n SpawnBrokenTowers 6mov koAeitor 6ty o moOvia gival gite idwog KoTdtabng eite
ovtd Tov emtiBeTon etvar UIKpOTEPO amd avtd Tov dExeToL TV emiBeon. [Ipdta Ba ypslacTodye va
EYOVUE TIC GUVIETOYUEVEG KOl TOV VO TOVIOV Héca otV pEB0d0, TOV TIG TEPVALE TOPUUETPIKA.
Eniong Ba mepdoovpe mapaperpucd kot pio boolean petafint) mov étav Ba g divovpe tnv Tiun true
0o EEpovpe OtTL Ta OV0 moVio etvan dwog aiog ko Bo TPEMEL VO, SNUIOVPYHGOVIE dVO UOVTEAQ
KOTECTPOUUEVOV TUPY®V avTi Yot Eva. AQOL TaPOLUE OAEG TIG TIHEG 0TS Bar dnuiovpynoovpe pia
petafAnt Pieces kot o v avaBétovpe 1o poviého tov broken tower oTIG GUVIETAYUEVEG TOV
TPMOTOL TOVIOL. ZTNV GLVEXELD B eEAéyyovpe og Tola opdda aviKeL To TOVL avTo Kot Oa avadéTovpe
10 1010 YpdOpO Kol 6T0 omacuévo Topyo. Téhog Ba kKarodpe v néBodo RemoveBrokenTower dmov
uébodog avtn givar tomov IEnumerator kai Oa mepyével 600 devteporenta yo. va eapavicel ta
GUVTPIHULL TOV KOTEGTPUUUEVOL TUPYOL amtd ToV YapTr. Metd B eléyyovpe av 1 boolean petafint
brokenTowers £yet Tnv Ty true, yia va E€povpe av Ba Eavd akolovBncovpe akplPag ta idia fpata
Yo To S€HTEPO TOVI(EMEWN AV €ival true GMUAIVEL OTL KOTOGTPEPOVTAL Kot TO dVO ovia). Exiong av
T dVO MOVIA Eyovv TNV da a&ia kKatdtagng N av To movt wov emitiBeTon eivon pikpotepng aiog, Oa
kaieiton kol n puébodog WaitToRemoveBothPieces 6mov kot avt givon tomov [Enumerator kot Ba
meppével 0.2 devTEPOLETTA Y10 VO APALPECEL TO APYIKG LOVTEAD TV TOVIOV amtd ToV XapTr. O Adyog
nov ypewfopactav to 0.2 devtepdrenta eivar emeldr| ywpic avt v kabvotépnon, N apaipeon Tov
TOVIOV NTave akoploio Kot dev mpoAdfaivay ta movia vo EpBovv G€ chYKPOVOT OTTIKA Y10, VO,
avTiAneOel o Taikng TL akpPadc Eyve.

IEnumerator RemoveBrokenTower (Pieces p)

{
yield return new WaitForSeconds (2f);
p.gameObject.SetActive (false);
for(int i = 0; 1 < 7; 1i++){

p.transform.GetChild (i) .gameObject.SetActive (false);

Zymua 4.29: Kodwag g nebddov RemoveBrokenTower

void SpawnBrokenTowers (int x, int y, int cx, int cy, bool
brokenTowers)

{
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Pieces p = Instantiate(prefabs([12],
pieces[x,y].transform.position,
pieces|[x,y].transform.rotation) .GetComponent<Pieces> () ;
p.SetPosition (GetTileCenter (x,v), false);

int teamBroken = 0;

if (pieces[x,y].team == 1)

{

teamBroken = 0;
}
else if (pieces[x,y].team == 0)
{

teamBroken = 1;

}

p.team = teamBroken;

p.GetComponent<MeshRenderer> () .material =
teamMaterials[teamBroken];

for(int 1 = 0; i < 7; i++)

{

p.transform.GetChild (i) .GetComponent<MeshRenderer> () .mater
ial = teamMaterials[teamBroken];
}

StartCoroutine (RemoveBrokenTower (p)) ;

if (brokenTowers) {
Pieces p2 = Instantiate (prefabs[12],
pieces|[x,vy].transform.position,
pieces[x,y].transform.rotation) .GetComponent<Pieces> () ;

p2.SetPosition (GetTileCenter (x,vy), false);

if (pieces[cx,cy].team == 1)
{
teamBroken = 0;
}
else if (pieces|[cx,cy].team == 0)
{
teamBroken = 1;

}

p2.team = teamBroken;
p2.GetComponent<MeshRenderer> () .material =
teamMaterials[teamBroken];

for(int i = 0; i < 7; i++){
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p2.transform.GetChild (i) .GetComponent<MeshRenderer> (
) .material = teamMaterials[teamBroken];
}

StartCoroutine (RemoveBrokenTower (p2)) ;

Zymua 4.30: Kodwoag g pebddov SpawnBrokenTowers

IEnumerator WaitToRemoveBothPieces (int x ,int y ,int cx ,int cy ,bool
removePieces)
{

yield return new WaitForSeconds (0.2f);

pieces|[cx,cy] .gameObject.SetActive (false);

pieces[cx,cy] = null;

if (removePieces) {
pieces[x,y] .gameObject.SetActive (false) ;

pieces[x,y] = null;

2ymua 4.31: Kodwag g nebddov WaitToRemoveBothPieces

[Tépe tdpa va dovpe Tic emodpeves dVO LeBOd0VE TOV KAAOVVTOL AUECHS HETA TNV Kivior EvOg
moviov. H wpadt eivar n pébodog QueueThreeMovesDraw kot pe avth 0o eAéyyovpe av o moiktng
OV POALG KOUVNGE TO TIOVL TOV, EKAVE TPELS 018G GUVEYOLEVEG KIVIOELS OTTOL Kol OTaryOpeVETOL KoL Oa
yéver 1o moyvidr.O tpdmog mov Ba VAOTOCOVE 0VTO TOV EAEYYO givol dnpovpydvTag 000 AloTeg
Vector2Int kot amobniedovrog exel péco Tig T€00eplg TEAELTAIES KIVAGELS TOV KAOe maiktrn. Ztnv
ovvéxeln Bo ehéyyovpe av mn TpoTN Kivnon Tig Alotog eivar 1010 pe v Tpitn Kot av 1 devtepn givar
Ot pe v Ttétapt. Av 1oy0el KATL TETOW0 TOTE TO MLy Viol B0 GTAUOTAEL KOl O TOIKTNG TOV £KOVE
Tpelg 1d1eg Kvnoelg Oa yavet To moryvioy43].
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voilid QueueThreeMovesDraw (int x, int y, int cx, int cy)
{
if (pieces[cx,cy].team == 0 && pieces[cx,cy] != null) {
threeMovesDraw.Add (new Vector2Int (cx,cy));
threeMovesDraw.Add (new Vector2Int (x,vVy));

if (threeMovesDraw.Count >= 6) {

if (threeMovesDraw[1l] == threeMovesDrawl[2] &&
threeMovesDraw[2] == threeMovesDraw[5])
{
if (threeMovesDraw[0] == threeMovesDraw[3] &&
threeMovesDraw[3] == threeMovesDraw[4])
{
DeathPanel () ;
deathText.text = "You Lost!!!";

Debug.Log ("GAME ENDS RED LOSES");

}
if (threeMovesDraw.Count >= 6)
{
threeMovesDraw.RemoveAt (0) ;

threeMovesDraw.RemoveAt (0) ;

Yymua 4.32: Kodwkag g nedddov QueueThreeMovesDraw

Téhoc koieitan ko 1 péBodog OutOfMoves. Onwg pumopovpe va Kataldfove Kot and to
ovopo TG, N HéEBodog avtn Ba eAEyyel av 0 maikTNng HETA TNV TEAEVTAIN Kivon TOV dgv €xEl KAmTOoLo
AN kivnon va maiget, 6mov kot Ba ydvel to maryvidl. H pébodog avtn eivar apketd amAr, To poévo
TPAYUO. TOV KAVOLE gival va whpovue pe v Bonbeia evog for loop, yio dha o TOVIA TOL GTPATOD
OV UOG TEPLOGELOLY, OAEG TG OwBéoiuec KVOES Kol vo TIG omobnkevcovpe oty Alota
outOfMoves. Av 1 AMoto ovt) mePLEyel €6Tm Kot pia kivinon yuo Kabe éva midvy, 10te o avédvoupe
v petafAnth ofm katd &va. Mol Byovue amod to for loop Ba eAéyyovue av 1 petafintn avtr gival
ton pe 1o 0. Av givan ion pe 10te onuaivel 6Tl dev vdpyel Kopio dtwbéoiun Kivnon kot Ba ydvet o
TOiKTNG VTOC.

void OutOfMoves ()

{
for(int 1 = 0; 1 < TILE COUNT X; i++)
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for(int j = 0; j < TILE COUNT Y; J++)
{
if(pieces[i,J] != null && pieces[i,J].team == 0)
{
outOfMoves = pieces[i,]j].GetMoves (ref pieces,
TILE COUNT X, TILE COUNT Y);
if (outOfMoves.Count > 0)
{

ofm += 1;
}
}

}
}
if (ofm == 0)
{

DeathPanel () ;

deathText.text = "You Lost!!!";

Debug.Log ("LITOURGEIII RED TEAM LOSES");
}

ofm = 0;

ymua 4.33: Kaodwoag g pnedddov OutOfMoves

Metd, omd dAovg avtovg Tovg eAEyyovg, av 1 boolean uébodog emiotpéyetl true, ToTE 1 Kivon
Ba yivelr kavovikd kot 1 petaPAnty currentlyDragging 6o mépet tnv Tiun null yuo va ivor €totun yo
mv enduevn kivnon. Metd v oAlokAnpwon ¢ kivnong, 6o koiécovpe v péBodo
RemoveHighLightTiles, 6mov eivon axpifmg avtifern and v uébodo HighlightTiles. Avtd mov kavet
oniadn eivar va oArhaler Ta layers og “Tile layer” and 6ha ta tiles mov Ppickoviar péca otnv Alota
availableMoves. Télog Oa kaBapilel v Aloto availableMoves yia va eivat kot vt £Totun yio v
gMOPEVT Kivnon.

private void RemoveHighlightTiles ()
{
for(int 1 = 0; i < availableMoves.Count; i++)
{
tiles[availableMoves[i] .x, availableMoves|[i].y].layer =

LayerMask.NameToLayer ("Tile") ;
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availableMoves.Clear () ;

Zymua 4.34: Kodwoag g nedddov RemoveHighLightTiles

4.6.3.2 Swap pawns

[ape Topa va dovpe T Ba yivetar av BPoKOHOCTE GTO OPYIKO GTAJIO TOV ALY VIS0V, OOV O
TOIKTNG TPEMEL VO GTNOEL TO GTPATOTESO TOV Kol O)l VO KOUVNGEL Ko Vo, emitebel pe ta mdvia Tov.
Onwg avoeEpae Kol Tapoumavm, EXovUe Onuovpyncel tnv boolean petafint preGame yio vo
EEpovpe av PplokOpocTe 61O apykd oTAd10 TOL Tayvidloy 1| Oxl. Epdcov Bpiokdpacte 6to apyikd
01010, O axoAovBolue Tapdpola dradtkacio amAd 0o kalodue v boolean pébodo Swap avti g
boolean peBo6dov MoveTo. H pébodog Swap ypnoiponoleitol yio vo SIOHOPO®OCEL 0 TAIKTNG TO
oTPOTOTESO TOV TPV Oomd TNV Udym. Elvar modd mo amAn and v pébodo g MoveTo, kabdg mhéov
dev Oo ypewdletor vo €AEYYOLUE OAOVG TOVG KOVOVIGUOVUG TOV Toyvidov(Ylo mopdadslypo va
CULYKPIVOLUE TIC KOTOTAEELS TOV TOVIMV N VO EAEYEOVIE OV KATOLOG KNG EUEVE A0 KIVIGELS)
OAAG poOvo av To OVo ToOViK Tov emALEaNE glval TG 1010G OpAdOC Kot UTopovv va aAAdEovy Béon
peta&v tovg.

Agv ypedleton vo Eava eléyEovpe av To TOVL TOV dtoAEyovpe e aplotepd KAK €ivar Tng
OIKIAG LG ORLAdOG KOl oV OVTMG VILAPYEL KATOL0 TOVL EKEL, EMEON AVTOC 0 EAEYYOG elvat OAOIO10G LE
aVTOV OV Kavovpe 6tav BEALovUE Vo LETOKIVIICOVUE EVal TTLOVL EPOGOV TO Ty vidl Exel EEKIVIOEL KOl
yiveton oM péoa otnv Update pébodo. Ondte o povo mov €peve va eréyEovpe, gival av 1o de0TEPO
ToVL Tov SoAéyovpe yuo vo. oAAGEovy Béoelg petad tovug(oto omnpeio Tov aPNVOLUE TO OpPLeTEPO
KMK) Ogv €xet v T null xor elvan g dwidg pog opddog. Eedcov ioyxdovv kar ot dvo
TpovToBEcel;, apkel TALOV vo aALGEovE TIG TIEG TV 600 movidv. ['a va To katapépovpe avtd, Ba
YPNOYOTOMGOVE TO onueio pieces[2,4] cav pia Tpitn petafint, mov o amobniedoet Tig TYHEG TOV
€VOG TLOVIOD Y10, VoL YiVEL To €0KOAN 1 adAayn Tov Tdv. O Adyog mov dtaiéyovpue v Béon 2.4 and
v Mota pieces, ivol eneldn o€ ekeivo to onueio Ppioketon 1 pio oo T VO AMUVEG TOL YAPTN WIS
KOl O YPNOTNG OTAyOPEVETOL VO, TATNGEL EKEl AV, omdTe TO onueio avtd Oa gival mavta null ko
dypnoto yio epds. OmdTe OmMOONKEVOVE TIC CUVIETAYUEVEG TOL TPMOTOL TOVIOD 6TO onueio 2,4 Kot
divovpe ©TO0 TPOTO TOVL TIC OCULVTETAYUEVEG TOL OeDTEPOL TOVIOD. Metd oavabétovpe TIg
OLVTETAYUEVEG TOL onpeiov 2,4 ot1o dgvtepo mOVL Kol TEAOG Eavadivovpe oto onueio 2,4 v Tun
null. ITAéov €yovv aAldEel ol TG TV VO TOVIOV GTNV MOTO HOC Kol UEVEL VO KAAEGOVUE TNV
uébodo PositionSinglePiece kot yio ta dVo woVIo doTe Vo adddEovv BEom Kot ta dVo TpiedidoTtata
LOVTEAD TOVG,.
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"Exovtoc viomomoet mAéov kat tnv pnéBodo g Swap, pog £xel PevEL LOVO VOL VAOTTOUCOVLE
kot 70 kddka yio o BOT mov Ba mailovpe evovtiov yio vo TELEIOCOVUE LE TV OAANAETIOPOCT) TOV
TLOVUDV.

bool Swap (Pieces cd, int x, int y)

{

Vector2Int prevPosition = new

Vector2Int (cd.currentX,cd.currentY) ;

if (pieces[x,y] !'= null)

{

if(pieces[x,y].team != cd.team)

{

return false;

}

}else if (pieces[x,y] == null)

{

return false;

pieces[2,4] pieces[x,v];

pieces([x,y] = pileces[prevPosition.x,prevPosition.y];
pieces|[prevPosition.x,prevPosition.y] = pieces[2,4];
pieces([2,4] = null;

PositionSinglePiece (x,VY);
PositionSinglePiece (prevPosition.x,prevPosition.vy);

return true;

Zymua 4.35: Kodwkag g nedddov Swap

4.6.3.3 BOT playing

O xddwag yuo to BOT Bpioketan 6Aog péca otnv pébodo AlPlaying émov kadeiton kot vty
péoa omd v pébodo Update. Apywkd eréyyovpe av glvar n oelpd yuo va mtai&et o BOT ko €yovpe
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Kot pio dgvtepr petafinti v turnTimer, 6nov Oa Tpénel va eivon peyakvtepn amd v Tiun 1 yuo va
uropécsovpe va karléoovpe v Al Playing. Kéfe éva dgvtepdiento mov mepvaetl ) Tiun ¢ turnTimer
avéavetar katd €va. O Ad0Yog oL ¥pelalOUacTE ALTV TNV KOBVGTEPTOT TOV EVOG OEVTEPOAETTOV Y10
va mai&el To BOT, givan eme1dn dtav kdvovpe gpeig pia Kivnomn, Tpv Kav TEAEIDMGEL 1] SIKLA pag Kivion
1o BOT mailel mohd ypryopa tnv dikid tov. ‘Etot ontikd @aiverol  wevdaicOnon ot kivodvtor dvo
TOVIOL GYESOV TAVTOYPOVE, OTTOL Kot deV 1oyVEL. ['la avtd ToV AdOYO YpNnoIoTolovE TV Kabuotépnon
OLTT Y10 VoL EIVaL OTTTIKE 710 OLOPPO TO T VIOl LaG.

//AI PROGRAMMING
if(turn == 1 && turnTimer >= 1)
{

ATIPlaying() ;

Yyfua 4.36: Mépog kadika g peboov Update yia va kadécovpe v AlPlaying

To pépog tov kK®dKe mov av&avel v petafint turnTimer PBpiocketon péca oy péBodo
Update kor n péBodog Update kodeiton yio kd0e éva Frame mov mepvéet, avtd onuaivel 61t
petapinm Oo @tdvel v TN €va péEGH oe TOAD AyOTEPO YPOVO Ao TO €V, SELTEPOLOTTO TTOL
0élovpe. T'a avtdv tov Adyo ypnoiponotovue To Time.deltaTime yio va ennpedletor n petafint oe
KdOe devtepOAEnTO TOL TTEPVAEL KOl Oyt KEOe frame.

[Tape va dovpe 11 akpiPog yivetan péca oty pébodo AlPlaying. O tpodmog pe tov omoio Oa
wéCel to BOT givan apketd amhdc kabmg OEAovpe va @TidEovpe évo e0KOAO GVTITOAO Y10 TO TOLY VIOl
poc. Apywd Ba ypelactodpe pio Alota Vectord mov B amobnkedel OAeg Tic mboveg Kvnoels mov Oa
éxel 10 BOT og kdBe yopo. O Adyog mov 1 Alota avt Ba mpémet va givor Vectord, ival eneldn| otnv
Mota avti] o amofnkevovpe KIVRGEG(ONANOT TA TPONYOVUEVO X,y KOl TO KOLVOLPYLL X,y). ZTNV
ouvéyxeln Oa eLEyyel Yo OAa Ta TOVIO TOV TOL EYOVV AMOUEIVEL, OTOONTTOTE Kivnon Hiropel va Kavel
to kobéva pe v Pondela g GetMovesAl dnov givar oxeddv orowdia pe v GetMoves mov gidape
Topanave Kot o Tpochitel OAeg aVTEG TIC KIVGEIS 6TV AloTa Tov dnpovpynoope. AuEcmg pHetd o
eléyyovpe av 1 AMota autn glval adsla Kot av OvImg eivar Ba otapatdel To mToryviol kabmg dev Ba Exet
to BOT «xopia kivnon va mai&el. Epocov dev Ba givar ddeta, Bo mepiéyxel dniadn tovidyictov pia
kivnon, Ba dnovpyel pia Toxaio petafintn int émov Ba €xel evpog amd 1o 0 g to péyebog NG
Motag avthig. XtV cvvéyela Bo ¥pMNGIULOTOIoVUE TO VOOUEPO aLTO Yo Vo Tapovue pia Kivnon péoa
amd TNV Aloto Tov mepEyel Oheg Tig dabéoiueg kvnoes. Epdoov 1 kivnon dev givor mapdvoun Oa
vAomotel TNV Kivnon avut kot Ba Tomobetel Kol Ta TOVIO GTIG COGTES GVVIETAYLEVEC TOVG. TéAOG Bal
aoelalel v AMota Vector 4 yia va givat £tolun yuo Tov enduevn eopd mov o tai&el to BOT.

void AIPlaying ()
{

for(int i = 0; 1 < 10; i++)
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for(int 3 = 0; j < 10; j++)
{
if(pieces[i,J] != null && pieces[i,j].team == 1)

{

availableMovesAI.AddRange (pieces[i, J].GetMovesA
I(ref pieces, TILE COUNT X, TILE COUNT Y));

if (availableMovesAI.Count > 0)

{

int randomMove = Random.Range (0, availableMovesAI.Count) ;
Vector4 randomPos = availableMovesAI [randomMove];

bool validMoveAI =

MoveTo (pieces| (int) randomPos[2], (int)randomPos[3]1],

(int) randomPos[0], (int)randomPos[1]):;

if (!validMoveATI)

{

pieces| (int) randomPos[2], (int)randomPos[3]].SetPosit

ion (GetTileCenter ((int) randomPos[2], (int) randomPos[3

1))

else

DeathPanel () ;
deathText.text = "You Won!!!";
Debug.Log ("Red Wins") ;

}

availableMovesAI.Clear ()

Yymua 4.37: Kodwkag g pedddov AlPlaying

4.6.3.4 Kivnon ¢€o amo to board
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Oleg o1 mopandve Kwvioelg mov gidape 0Tl pmopel va Kavel o moiktng oArid kol o BOT
yivovtal gpocov Bpicketal To TovTiKt pog mwhve oe éva oo ta. tpio Layers: Tile, Hover kot Highlight.
[Ipéner va dovpe T Ba yiveror av o movtikt pog Ppebel kKdmov extdg ToL YAPTN, SNAUST GE KATO0
onueio mwov to Layer mask Ba eivatl dto@opetikd amd T TOPATAv®. ZuviBmG OTAV TO TOVTIKL oG
Bpioketor ektdg amd Tov board pog Oa Tov avabétovpe v T -Vector2Int.one 6mov gival 1 TN
(-1,-1). Av 6pwg to TovTiKl pog Pprokotay TpmTe péca oto board Kot petd petakvnOnke Kamov £
a6 to board, O wpémel va eréyEovpe av n petafAntn currentHover €xet dtapopetikny Tiun omd v
-Vector2Int.one. Ztnv cuvéyela o eAévéoupie av vITapyetl Kamola dobéourn Kivnon péoa otnv Alota
availableMoves, ywo Ti¢ cvvtetayuéveg g petafintig currentHover. Edv vrdpyet 1ote O kdvovpe
Highlight v xivnon avt. AAMac Ba apapovpe ta higlighted tiles. Tédog O avabétovpe v Tiun
-Vector2Int.one otmv petaPinty currentHover. Télog 0o eAiéyéovpe av m  petafinm
currentlyDragging dev eivor null(dnAadn| éxovpe Kamolo wdvl GTO TOVTIKL HOC) Kol €AV APHCOVUE TO
ap1oTepd KMK Kamov £ amd To board kot Oa tomobetovpe to MOVL ALTO pe TV uéBodo SetPosition
OTIG GLVTIETAYIEVEC TToV giye efapync. Metd Ba avabétovue oto currentlyDragging tnv tiun null kot
00 koloOpe tnv péBodo RemoveHighlightTiles.

else //When the Mouse is out of the board
{

if (currentHover != -Vector2Int.one)

{

if (ContainsValidMoves (ref availableMoves, currentHover))

{

tiles[currentHover.x, currentHover.y].layer

LayerMask.NameToLayer ("Highlight") ;

else

tiles[currentHover.x, currentHover.y].layer =

LayerMask.NameToLayer ("Tile") ;

currentHover = -Vector2Int.one;

if (currentlyDragging && Input.GetMouseButtonUp (0))

{
currentlyDragging.SetPosition (GetTileCenter (currentlyDragging.current
X, currentlyDragging.currentY));

currentlyDragging = null;

RemoveHighlightTiles () ;
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Yymua 4.38: Mépog kmdika g pebodov Update 6tav 1o movtikt pioketar ektog Tov Board

4.6.4 Move Pawn Log

"Exovtog mhéov vAomOmoel OAEC TIC KIVIOELS TV TOVIAV, B0 ¥pELOGTOVIE VO, KPOTAUE Eval
TextMeshPro wg apyeio kataypagng tov Kivicemv Tov movidv. O Adyog mov ypelaldpacte 10 apyeio
Kataypagng ivotl exedn ta midvie Ppickoviatl YUPIGHEVE 0o TOV avTinaAo, ondTe eV gival SuvaTOV
0 moiktng vo EEpel TV KATATOEN TOV AVTImOAOL OTav avTog KAvel enifeon o Kamowo owd pag. [a
avtd ToV AOYO TO apyeio Kataypoaeng Oa kataypdeetl Tig Tedevtaieg 12 kvnoelc. Oa amodnkevet Tig
TOMEG GUVTETOYUEVEG TOV TOVIOD GAAG KO TIC KOIVOVPYLIES LETA TNV OAOKANP®GCT TNG Kiviong Kol o€
TEPIMTOON MOV KAMOW MOVL emitifeTon Kamowo dAlo, Ba kaTaypdeel Kot TIG KOTATAEES TV dVO
TOVIOV ovTdv. Apyikd Oo ypelactovpe 600 TextMeshPro - Text, £éva wov Oa kaTaypaQEL TIC KIVGELG
NG KOKKIVNG OUAdag Kol £vaL Y10l TIG KIVAGELS TNG UTAE opddag. O Adyog mov ypnotponotodpe 6vo Text
avti Yo éva, eivol emedn sivat mo e0KoAn 1 ypnor Tovg Kabde Bo aAldlovpe TO ¥pdLUA MG TPOG TO
YPOUO TNG OUAdG TOV KAVEL TNV Kivnon, Yo Vo YiveTon o €0KoAN 1 TopakoAlovOnon tov apyeiov.
'Etot 1o éva apyeio Oa £xel povipa 1o umhe xpopo, eved 1o dAlo Ba £xel pOVILO TO KOKKIVO YPOL OTO
YPOLLLLATO TOV.

Apyikd péoa oto Script Board 6o dnuovpynoovpe v pébodo MovePawnLog, 6mov 6a
TOPEL TOPAUETPIKE TIC GUVTIETAYLEVEC TOV TIOVIOD 7OV KIVEITOL, TIC VEEG GULVIETAYUEVES KOL TNV
boolean petafinty attack mov Ba pog ypnoedoet yia va gréyEovpe gbv o movt emrifeton 1) Oy O
ypelootodpe 600 AMoteg String pio yio v pmhe opdda kot pio yio v koxkivn. Ipdta Ba eAéyyet
molog maiktng mailel, yio vo E€povpe og oo Alota Ba mpocsbiécovpe Ty kivnon. v cvvéyeia Oa
e éyyovpe v n petaPintn attack €yel mv Tn true, 6mov €dv 1oyvel Ba amobnkedovpe TV Kkivinon
0AAG Kol TOVG VO TOTOLG T®V TOVIOV otV Alota Tov String. Apéowg petd 0o kabapilovue v
Mota Kot TVT®VOLHE KEOe oTotKElo TNG AMOTOG OE SLLPOPETIKN YPOUUT, Kot LeTd and Kabe ypauur Oa
aenvovpe Kevo o ddewa ypouun yw v Kivnon g avrtimaAng opdoag. Emedny 6éhovue va
Kataypapovpe povo Tig terevtaieg 12 Kivioelg TV TokTtdv, fo eAéyyovpe €4v 1 AMoTto TG KOKKIVNG
ouadog eivar peyoldtepn 1 ion pe 6 otoyeio Kot av oydel Ba apapovdue €va otoyeio amd v
KOKKIVN Aloto kot évo omd v umhe. ‘Exovpe TEAEIMGEL Kol [E TNV KOTOYPOEN TOV KIVHGEDV TOV
TOVI®V, LEVEL LOVO PETA amd KaOe Kivnon va kaiovpe v pébodo MovePawnLog kot va divovpe tnv
T True oty petafintg attack edv oty kivinon avt) emrifeton oe kdmowo midvi. To apyeio
Kataypagng mov onovpynoope 0o to tomobeticovpe 610 0eflo-mhve péEpPog Tng 0Bovng Tov
TALVIO0L.
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public void MovePawnLog (Pieces cd,int x,int y, bool attack)
{
if (turn == 0)
{
if (attack)
{
redList.Add ($"X:{cd.currentX}, Y:{cd.currentY} to X:{x},
Y:{y}, {cd.type} attacking " +
$"<color=blue>{pieces[x,y].type}</color>");
}
else
{
redList.Add ($"X:{cd.currentX}, Y:{cd.currentY} to X:{x},
Y:{y}l");
}
pawnMoveText.text = "";
if (bluelList.Count >= 6)
{
bluelist.RemoveAt (0) ;
redList.RemoveAt (0) ;
pawnMoveTextBlue.text = "";
foreach (string i in bluelist)
{

pawnMoveTextBlue.text += 1 + "\n\n";

}

foreach (string i in redList)

{

pawnMoveText.text += i + "\n\n";

Yymua 4.39: Kodwkag g pedddov MovePawnLog
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Zymua 4.40: OhokANpoévn €1KOVO TOL 0pYELOV KOTOYPAPNS

Kepdlawo 50:  Avdamtoén tov Menu - Interface

5.1 Ewoayoyn

H avantoén tov pevod evdg mayvidlov mailel kaboplotikd poio oty dnuiovpyio, evog
o vVId10V, KaBmg eival o TPOTOG e Tov 0moio 0 ¥pNoTng Uropel va mhonyndel ota yopaKTPIoTIKA
TOL TTay Vo0 avtov. [Iépa amd To YopaKTNPLETIKO TAONYNONG, 1] SIETAPT] LLEVOD AEITOVPYEL Kol ™G TO
TPMOTO GNUEID ETOPNG TOL ¥PNOTN UE TO TTayVidl. Mio KaAOQTIOYHEVT SlETAPT] LEVOD BEATIDVEL TOGO
™V a1eONTIKN TOL T VIS0 6GO Kol TNV IKOVOTOIN o TOV TaikTn Tov Oo TapEL amd TNV EUTELPIO TOV
pe to moryviot. Kdpia cvototicd evog pevol givar ot mepiéyel Pacikég Aettovpyieg Onmg 10 Kovumi
évapéng Tov moyvidlov, 0tav o TaikTNng eivar £TolHog va EEKIVAGEL va TTailEL, TNV TPOGAPUOYH TOV
pvOuicemv TOL TOLYVISOD, OTMG TV YPUPIKDV TOV, TNG AVAAVCTG TOL, TNG EVTOONG TNG LOVOIKNG TOVL
0AAG Kot TNV EMAOYN SopOp®V eMTEd®V Tov. O oYedlacpnog TOV HeVvoD yio To KaOe motyviol ival
EVTEADG O10.pOPETIKMG, KoM Ba mpémetl To pevod ovtd va cvumintel pe 1o Bépa Kol to €idog Tov
oy VISV, dtac@aAilovtog v aetnTik) TAonynor Kot tepynon tov. Me dAla Adyla 1 dlemapn
pevolh Agltovpyel ¢ Kpiowun yEQLPO UETOED TOV TOIKTI KOlU TOL TOLVIOOV, SOUOPODVOVTOS TN
GLVOMKN eumelpio TOL Kol GLUBAAAOVTAG CNUOVTIKE TNV ATOANVGT] TOL TToyvidov[44].

5.2 Canvas
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[No v propécovpe va VAOTOMGOVLE TO PEVOD LG, TO TPAOTO GTOoLYElo oL Ba yperacTodE
etvan évog kaupag mov Oa mepiéyel 6A0 to interface pag. O kapuPag ivatl évag component Tng Unyovig
Unity mov divel v duvatdtnTo GTOVG TPOYPOUUOTIOTEG VO SNUIOVPYNCOLY SUVOUIKE Kol OTTIKA
dtemapég pevov. Me v fonbeta Tov KapPd 0 TPOYPALUATIOTG LTOPEL VO dNovpYRoEL 100 PUCTIKA
pevot ypnoiponotdvtag ta ototyeion Ul (User Interface), 0nmg givat ta kovumid, ot mivakeg, otoryeia
kewévov k.a. Emiong o kapPdg eivarl kot o TpOTOG e TOV 0010 01 TPOYPOIUUOTIOTES AVTOTOKPIVOVTOL
OTIC OAANAETIOPAGEI TMV TOIKTAOV YLOL VO TOPEXOLY TNV KOADTEPT] GUVOPTOOCTIKY EUTEIPIO EVOG
pevov. O kauPag €xet tnv dvvatotnta Kot tnv gveli&io va Tpocapudlel OAM Ta GTOLYElD TOV TEPIEYEL,
avaAoya LE TIC OL0POPETIKEG AVOADGELS KOL TIG AVAAOYIES OIUOTAGE®V TOV TOLYVIdL0V, dtac@arilovtag
ot 1 demoen Oa ivorl cwotd viomomuévn yio Kabe cvokeun kot TAaTEOppa. o Tovg mopandvm
AOyovg o kapuPdg etvar éva 1oyvpd epyareio yia Tnv Perticoon tng arentikng evog maryvidiov[45].

5.3 Start and Quit

Epocov dnuovpyncovpe tov kappd pog 6mov Ba mepiéyel 6 o ta otorygict Tov pevol pHag,

elpoote étoluot va EEKIVICOVUE UE TNV VAoToinoT Tov pevoy. To Tpdto ctoyygio mov Oa ypelaoctodue
Yo TNV EQappOYN pag, Ba ivar €va kovpumi Tov Bo aALALEL TNV KOTAGTAGT TOV TotyVidov, Oo aAhalet
oniadn v petapinty boolean PreGame mov avagépope oto keedaiolo 4o. Onwc cidoape oto
KEQPAAOLO 4 , 1 PETAPANTI QLT HOG YPNOIUEVEL Y10, VO ELEYYOVUE GV PPIOKOUACTE GTIV OPYIKT PAoN
TOV 7oLy VIOoV, TNV TOTOBETNON TOV OTPOTOL MG, 1 €0V Pplokduacte oty dgvTepn (Ao TOL
TOLVIO0V, TNV UETAKIVIOT Kot TNV EMIOECT] TOV TLOVIOV HOG.
Apyucd Ba Tape Tévo oto KapPd wov dnpovpynoape kot Oa Tatcovpe de&i KAk, Ba emAéovpe TV
emaoyn Ul kot otnv ovvéysia to button - TextMeshPro. O Adyog mov Ba dnpovpyncovpe button -
TextMeshPro avti yia éve amAd button, givor enedn to TexhMeshPro pag diver tqv dvvatotnta yuo
v dnuiovpyia mo eEeMypévev oTotyelmv S1EMAPNG XPIOTN KOL O TPONYUEVOV OTOLXEI®V KEWEVO.
To start button avtd mepiéyel éva text 6mov Ba Bécovpe To kelpevo o “start” kot Bo emiéEovpe v
KOTAAANAT YPOUUOTOCEPE KOl TIG OvTIOTOUKEG 1W010TNTEG TOoLv Tov B€lovue. Znv cvvéyewn Oa
YPMNOLLOTOGOVLE £va, akour asset amd to Unity Asset Store, yio va OLop@OVOLLLE TO LEVOD SIETAPNG
pog. To asset avtd givar to “Simple button set 17 [46]. Oa emlé€ovpe oT0 component tov button
“image”, v ewoéva mov Bélovpe (tmv button 100 amd to package) xor Bo cAddEovpe Ko To
avtiotorya ypopate Highlighted Color, Pressed Color, kouw Normal Color ywo vo @aiveton m
oAANAETIOpaOT TOV ¥PNOTN UE TO KOLUTI(OTAV O ¥PNOTNG KAVEL mouse over, 1 OTaV TATETAL TO
kovuni). Emiong Ba yperactodpe kot éva TextMeshPro - text 6mov Ba ypdoet “Setup your pieces and
press Start to begin”. Ontikd éyovue tereidoel pe to kovumi Start. [Iape vo LAOTOGOVLE KoL TOV
KOO Tov Oo KoAgiTal He TO TATN O TOV KOVUTLOD.

public void StartGame ()
{

Board.preGame = true;

Destroy (startButton) ;
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setUpText.fontSize = 42;
setUpText.text = "Game Started!!!";
Destroy (setUpTxt, 3) ;

Yyua 5.1: Kddwog g peboddov StartGame

Onwg PAémovpe kot oto oynua 5.1, 6a ypelootovue tpelg SerializedField petafintés ya to
kovpni Start. Xtnv npmdTn petafAnth 0o avtioToyGOoVUE TO 1510 TO KOVUTI Y10l VO, LTOPEGOVLLE VOl TO
KOTAOTPEWYOVLE amd TO moyviol otav matnOel, kabwg petd dev Ba pog eival yprowo. ['o tnv devtepn
Kol Tpitn peroPAnty Ba aviiotoryicovpe 1o GameObject SetUptxt yio vo pmopécovpe vo, To
KOTAOTPEWYOVUE Kol avTO, oAAG kot To 010 o TextMeshPro ywo vo pumopécovpe va aArdEovpe 10
nepleyodpevo Tov Ko to fontSize tov. 'Etot pe to mov matnfel to kovpnt Start, Oa avabétovpe v Tiun
true otV boolean petapint preGame 6mov €idaje 6T0 40 KEPAANIO OTL TNV YPNCUOTOLOVLE Y10, VO
eréyEoupe av PPLOKOLOCTE GTO OPYIKO GTASIO TOV ToLYVISov 1 O)l. ApEcHS Hetd Ba kataoTpéyoue
to xovumi Start xai Bo aAAdEovpe to fontSize aAld Ko To mepleyduevo tov setUpText oe “Game
Started!!!”. Télog 0Oo katooTpEYOLUE HE YPOVOKAOVOTEPNGOTN TPIOV OEVTEPOAETTOV OAOKANPO TO
setUpText.

[No to mowyvior pog Ba ypelactodpe kot £va devtepo Pacikd kovumi, To QuitGutoon, yio va
KAeivel To mayvidt 6tav o maikng Bednoel va otopatnost va mailel. [Topduon Ba ypnoiponomcovpe
éva kovumi ov Ba to ovoudoovpe QuitButton kot Ba tov avabétovpe v id1a eucodva button 100 amd
To package mov mpoavagépaue. Eniong o avirypdyovue Kot Tig i01e¢ TIMES Yo TO KOV, Y10, TNV
mepintoon mov o KAVOLLE mouse over, OTaV TUTHCOVHE TO Koupumi oAAG Kot yio To normal Color,
kaBmg BEXovLe va, divovv TV aicOnon evog id1ov BELATOC Yo TO LEVOD.

public void Quit ()
{
#if UNI TY STANDALONE
Application.Quit () ;
#endif
#if UNITY EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#endif

Yymua 5.2: Kdduweog g pebodov Quit[47]
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INa v pébodo quit Ba eréyEovpe gdv To maryviol pog tpexet oe Unity Editor 6mov edv 1oydet
Ba otapartdel to mouyvidl. Evad edv 1o moryvior tpéyxel kovovikd oe build in mwepipdiiov wii Oa
otopatdel kot o xheive. O Adyog mov kdvovpe tov €leyyo avtd eivor emewdn povo peE TO
Application.Quit to maryvidr péca otov Editor Tov Unity dev Ba otapatodce vo mailel kot yio ovtd
Tov AOYo eréyyovue v Pplokduacte otov Editor 1 oyt yio vo kKAelvel 1 epappoyn o€ 0moLOdNTOTE
nepinton Kot €av Ppiokopacte. OvolaoTiKd TO dEVTEPO KOUUATL TOL KMOOIKA ¥PNOUEVEL HOVO GTOV
TPOYPOLULUOTIOT] YO VO TOL OMGEL pio MO OAOKANPOUEVN eUmEPla KATH TNV OlAPKEWL TNG
dnuovpyiag Tov wayvidlov Tov. TEAOC Y10 Vo GUVIEGOLIE T dVO KOVUTIAL 0L TA [E TIC S0 pebddovg
mov dnpovpynoape, 8o ypeootel va Tdpe otov component button kot vo TpooHBécovpe oty AMota
On Click() éva kavovpylo avtikeipevo. Xtnv cuvéyela Oa mpénet va, avtictoryicovpe to GameObject
mov avabécape to Script 6mov vdpyovv péca ot pébodot. Téhog Sraréyovpe péca amd to Script Tnv
avtiotoym HéBodo yia to avtictoryo kKovumi. [TAéov Ta kKovpmid Start ko Quit sivou £Toua.

5.4 Pause Menu

"Eva dgbtepo onuovtikd Koppdtt Tov menu - interface pog givarl to Pause Menu. Anladn éva
menu 6mov Oa cTapaTdEL ToV XpOVo péca oTo oty vidl Kot Ba StokdmTovTon OAEG 01 AAANAETOPACELS
pe avto. Emiong péoa and to pevod awtd Bo pmopel o ypnomg vo. thonynbei oto emduevo Settings
Menu mov Ba dovpe 6t0 5.5. Apyucd Ba yperactovpe vo dnpovpynoovpe évo GameObject Tov o To
ovopdoovpe Pause Menu kot Qo mepiéyet OAa to Kovumid, T texts Kol otwdnmote GAA0 Oa
YPEWOTOOUE Yo TO puevod awto. Katw and to PauseMenu, Oa dnuiovpynoovpe to PauseMenuPanel
Kot omov gival éva amhd Panel. Zto Panel avtd Ba mpocBécovpe v ewdva background 6mov Oa
dwoel popoen kot oynue oto Panel avtd. Emiong 0o aiAidEovue to ypodue tov o povpo kot Oa
emiééovpe to Transparency tov oto 40% mepimov. Me avtd tov Tpomo kdbe popa mov Ba eppavileron
1o Panel avtd pali pe to pevov, Ba aArdlel To xpdua TOL ToLyVidloD g Alyo o okovpo Kot Ba divet
v aicOnon ot kit £xel alAdéel oto maryvidl, OnAadn ot Ppicketar oe Pause Mode. [1épa amd to
PauseMenuPanel péca oto Pause Menu Oa Bpiokovtal kot GAia tpio kovumd. Ta kovpmid avtd givon
10 ResumeButton 6mov 6mm¢ Aéel Kot 1o Gvopo Tov Ba eTavagEpel TO ToyVidl GE TPEYOVTO, LOPPT Kot
0o KAeiver To Pause Menu. To devtepo kovpni Ba givar to SettingsButton 6mov Oa petapépel tov
naiktn oto Settings Menu. Téhog B vrépyel kot to RestartButton 6mov Oa emavagépel o maryviot
OTNV OPYIKN TOL KOTAGTAON Y10 VO, LTOPEGEL O TAUKTNG VO EEKIVAGEL Vol VEO o viol amd TV apyn.

O 1pbdmog e Tov omoio To pevod avtd Ba kodeital, Ba yiveton pe dVo TpoTovs. O TpdTog eivat
ot B vdpyel éva Kovumi pe 1o gkovidlo Tov Pause 6mov av matnOei Oa eppaviletal To pevov avtod,
eV 0 0gVTEPOG €lval 0 KAIGIKOG TpOTog av matnfel To Kovpni Tov mAnktporoyiov Escape button.
Apywd Oa ypelactodue pio petopint) GameObject yio to Pause Menu yio vo pmopEGOLLE VO, TO
enpavitovpe kot va 1o gEapavifovpe. Zmnv ovvéyelo Ba yperactovpue pio boolean perafintm v
isPaused yia va Eépovpe edv To mayvidl eivan otapatnpévo 1 0yt Télog Ba ypelaotovpe Eva akopa
GameObject yio tnv Ty tov pauseMenuPanel. Méca otnv pébodo Start dmov KoAgitor e TO TOL
Eexwvdiel va tpéyxel To maryvidl, Ba divovpe ta dvo GameObject menuPause kot pausePanel v tiun
SetActive(false). Xtnv cvvéyewo péoa amnd v pébodo Update mov kaleitan yio kabe €va frame wov
nepvael, Ba eréyyovpe eav éxel matnBel to kovuni Escape button and to mAnktpoAidyro. Omov ko 6v
éxel matnOet 1ote Oa kakeiton | péBodog mPause.
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void Update ()

{
if (Input.GetKeyDown (KeyCode.Escape) && !isSettings)
{

mPause () ;

public void mPause ()
{

if (isPaused)

{

Resume () ;

Zyuoe 5.3: Kodwag tng pebodov Update kot mPause

Méoa omv pébodo mPause Bo eréyyovpe €dv n petapinty isPaused éyer v Ty True 7
False, dnladn edv to mayvidl fpicketarl ndn og Katdotacn mavong N oxt. Eav éxer mv tun False tote
0o koAeitoan 1 péBodog Pause omov xan Ba eppavifel To menuPause. v cvvéyewo Oa aAlalel Tnv
T ¢ petafintig boolean oe true ko o oAAGLEL Ko TV €1KOVA 0t6 TO Kovumi Tov Pause o€ pia

GAAN €wova pe to oyxnua Tov kovumov Play. téhoc Oa eppavilel kot to pausePanel yia vo yivetot
a1t N Steopd oTNV TAHGT TOL TALYVISLOD.

public void Pause ()

{
menuPause.SetActive (true) ;
isPaused = true;
button.image.sprite = buttonImage;

pausePanel.SetActive (true) ;
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public void Resume ()

{
menuPause.SetActive (false) ;
//Time.timeScale = 1f;
isPaused = false;
button.image.sprite = buttonImage?2;

pausePanel.SetActive (false);

Yyqua 5.4: Koddwog g pebddov Pause kot Resume

Xmv mepintwon mov 1 petafinty isPaused €yel v T true Bo KaAeitor 1 péBodoc Resume
6mov Oa kdvel akpPdc To avtiotpopo amd v uébodo Pause. Andadn Oa e&opavilel To menuPause
kot 1o pausePanel, petd Oa diver v tun false otnv boolean petoafintn isPaused kot téhog Oa
oAAGCeEl TAM TV €1KOVO, TOL KOLUTOD TOL pause menu o€ pia ewdvo mavone. Télog yuwo o
RestartButton 0o ypelootel vo dnpovpyncovpe pic int PETOPANTA Yol Vo, TAPOVUE TNV TN TNG
TPEYOVCOC OKNVIG. XtV ouvvéyela Ba Eovakdvoope Load v oknvh avt amd v apyn Kor Oo
opicovpe Tov ypévo cg éva. Emiong Oa odhaCovpe tic boolean petafintég preGame ko isPaused oe
false(dnAadn tig apyucég toug tipég). Télog Ba opicovpe Kot Ta ypapucd Tov moyvidiod oto default
Tovg(Ba SovLE Yo TA YPOPLKA TOL TOLYVIOL0L 6TO KEPAALo 5.5) kot Ba aAldéovpe kat v petafAn
Board.turn oty apyikn g TN, Yo vo EXEL TNV TPAOTN Kivion TévTo 0 KOKKIVOG TOUKTNG.

public void Restart ()
{

int scene = SceneManager.GetActiveScene () .buildIndex;
SceneManager.LoadScene (scene, LoadSceneMode.Single) ;
Time.timeScale = 1;

Board.preGame = false;

isPaused = false;

QualitySettings.SetQualityLevel (0) ;

Board.turn = 0;

Yynua 5.5: Kodkog g pnebodov Restart
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Orav Ba motiéton to xovpnt Settings Oa eppaviletar o Menu Settings kot To Settings Panel,
Ba dtvovpe otnv boolean petafinty isPaused v tywn true. Emiong 6o aAldlovpe v sidva tov
KOLUTTIOoU Tov kaAel To Settings Menu Eava otnv gikova Play kou 8o, divovpe kon v tiun True otnv
petafintn isSettings 6mov B dnimvel 611 to Settings Menu givor evepyo.

public void Settings ()

{
menuSettings.SetActive (true);
settingsPanel.SetActive (true);
isPaused = true;
button.image.sprite = buttonImage;

isSettings = true;

Zymua 5.6: Kaducog g pebooov Settings

[T éov éxovpe oloxinpioet To Pause Menu poc. Omwg PAEmovpe kot oto oynua 5.7 dtav 10
nevol mavong eitvar evepyo, ta kovpmid Start kot Quit, aALG Kot To oy vidl omd Ticw Ppicketan EKTOC
Aertovpyiag. [Tave aprotepd oty ewcdva PAEmove To Kovuni Tov gpeavilel To Pause Menu népa and
o Kovpmi mAnktpoloyiov Escape button. Kédtm and to kovuni avtd Ppioketar to kKovpni Mute g
€vtaong Tov oy vidlov, Tov Oa to dovue Kot ovTd 670 5.5 KEPAALO.

Set up your Pieces and press
Start to begin

SETTINGS

% % = &

{  RESTAR

@ =4

Yyqua 5.7: OhokAnpopévn sidéva tov Pause Menu
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5.5 Settings Menu

[No v Katackev Tov Settings Menu Ba akoAovBncovpe pio mapduotla dadkasio pe avTh

oV akoAovOnoope Kot ywoo v katackevn tov Pause Menu. Ilpmta Oa ypeloctodue €vo véo
GameObject 10 Settings Menu, mov 0o Aeitovpynoelr wg yovéog OA®V TV otoryeiov mov Oa
VAOTOGOVE YL TO HEVOD pog Xty ovvéxew Oa  ypnowwomomcovpe £éva Panel to
SettingsMenuPanel émov Oa Tov avabétovpe pio €1KOVA, Y10 Vo SOGOVE TAAL LOPPT) GTO YPDLLO TOL
kol o pvBpicovpe KotdAANAO TO transparency Tov yio vo yivetal aioOnti 1 mopovsio Tov. XTnv
ouvvéxelo Oa dmuovpynoovpe dvo véa GameObjects 6mov Oa to. ovopdoovpe Borders. Oo tao
avabéoovpe péoa omd to package 3D Modern Menu UI[48] tov Asset Store, 600 gikoves Tic Handle
solid ko1 Button Frame Press. Mg ovtd tov 1pdmo 0o dOGOLUE OTTIKY] LOPPT GTO TEPTYPAULLE, TOV
pevol pag. o pvBuicovpe Tig S106TAGEIS TOVG MG TPOG TIG OIKES HOG UVAYKES.
To vrdroimo pevov Ba givar Alyo drapopetikd and to Pause Menu mov 161 ¢tidEope. Méoa oto pevon
avtd Oa vapyel éve, DropDown - TextMeshPro yio v extloyn TV ypo@iKdV TOV Tatyvidlon, &val
devtepo DropDown - TextMeshPro yw tv emidoyn tov Resolution tov, éva Toggle button ywo tnv
emaoyn va etvar o moaryvior Fullscreen 1 0yt ko téhog évag Slider mov Ba puBpilel v évraomn tov
moyvidlov. Emiong Oa vrdapyetl kot éva amdd kovuni mov Oa divel v duvartdtnta 6ToV TOUKTH Vo
yupicel micw oto Pause Menu kot va xhieioet to Settings Menu. Télog ywo kdOe €va kovumi -
DropDown 7 Slider 0o torofeticovpe kot évo Text mov Oa Aettovpyel cav Titho Tov KaOE KovpTLOD.

5.5.1 POOuion Tov yYpopikov

Apyucd o dodue tov TpoOmo pe Tov omoio Ba eTidEovpe TIG pLOUICELS TOV YPOPIKOV LG
Onwg 6lo ta c6TA PTIoyHéVa Tty vidld, £To Kot To O1KO pag, Ba divel tnv duvatdtnta oTov ¥pNoT
va puduicel o ypapikd Tov Toyvidlod, avaAoye UE TIG SVVATOTNTEG TOL LITOAOYIGTH TOL, YO VO
umopéoetl va, avtameSElfel ot amattioelg Tov kaAvtepa. o v dnpovpyia tov ypapikedv Oa
ypnotpomocovpe éva DropBox, 0mov péoa og avtd Bo avabEétovpe o SOPOPETIKA YPOUPLKA TOV
oy vidlon. Aeod dnuovpynoovpe éva DropDown - TextMeshPro kdtm amd tov yovéa Settings
Menu, Bo ddGOLHE GTO PEVOD aLTO pio TapOHOle EKOVE Yot va Toplaletl pe to Bépo pog, kot Oa
dwoovpe oto DropBox tig Tipéc , Ultra, Very High, High, Medium, Low kot Very Low 6mov Oa givat
Ol TEVTE OLOQPOPETIKEG TIUEG TOV YPOPIKOV HOG. XtV ouvéyeln oimho amd to DropBox pog Oa
onuovpynoovpe kot éva Text, dmov Ba 10 ovopdoovue Graphics kot Oa Asttovpyei cav 0dNyog Tov
DropDown mpog tov maiktn. Xtnv cvvéyela Oa mape ota Project Settings tov project pog kot 0o
dwré€ovpe v kotnyopio Quality. Exel mépo Bo dnpiovpynoovpe okpipog Tig idteg mévte
OLOPOPETIKEG EMAOYEG Yo T YPOaOIKA Hag. Eyovrag mhéov Tic mévie avtég emioyég, Oa emié€ovpe
mv kéPe pia Eexoprotd kot pog diveton 1 duvatdTTa vo SHAEEOVUE TIG TIHES TV YPUPIKOV GE
duapopa media 6mwg ta: LOD Bias, Maximum LOD level, Particle Raycast Budget, Texture Quality,
Anisotropic Textures, Realtime Reflection Probes, Billboards Face Camera Position k.a. [ ké0e pio
emioyn Ba pvBuicovpe Tig TEG avdAoya pe v ovtiotoyn emhoyn tov Ypaeikav (and Ultra mg
Very Low oe @Bivovca oepd). To povo mov péver tdpo €ival vo ODOCOVLUE GTOV TOUKTY TNV
duvatdtTa vo aALALel HETAED OVTOV TOV TEVTE ETAOYMV YPUPIKGV LEGH A0 TO TToLyVioL.
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public void SetQuality (int qualityIndex)
{
QualitySettings.SetQualityLevel (qualityIndex) ;

Yo 5.8: Kodkog g pnebodov SetQuality

O kodwog ¢ peboddov SetQuality mov Ba opilel v emhoyn TOV YPAPIKOV TOL TOLYVIOIOD
etvan apketd amAdc. ‘Exovtog mAéov tic idieg emioyég kat oto DropDown - TextMeshPro aAAd kot 6t0
Project Settings tov maryvido0 oG, TO HOVO TOL HEVEL Elval v aVTIGTOLYICOVNE TV int HETOPANTY
tov DropDown pe avt amnd 1o Project Settings[49]. ['a avtd Tov Adyo €ivor onuovTikd ot ETIA0YEC
oVTEG Vo glvarl 0AOd1EG KOt oTIg dvo peplés. Etor amhd divovpe v duvatdtnta otov ypnotn vo
pvOuicet Ta ypagikd Tov Toy VIS0 ®¢ TPOG T, OIKA TOV BEA®.

5.5.2 Fullscreen Mode

To devtepo xopudtt mov Oo eetdoovpe yuoo TNV Kotaokevn tov Settings Menu, eivol 1
emioyn FullScreen tov mayvidion. Otav tpéyovpe to mayvidt | Default tiun yio 1o moayvidr pog sivon
va Ppioketar og FullScreen. O maiktmg ouwg moAAég @opég pmopel vo ypeidletar v avrife
gm0y, onAadn to moaryviol vo Ppicketal oe Windowed mode. H viomoinon tov givar kot auth ndpa
oAV amAr], apywd oto Toggle button mov ypnoonomoape Ba opicovpe TaAL TIg KaTAAANAEG TIHES
0AAG Kot TNV €IKOVa Yol vo, Toplalel kol ot e o Béua pag. v cuvéyela Oa etidovue v
pebodo SetFullscreen émov Ba mhper mapapetpikd pio petapint Boolean kot 6o aviioyo pe to av to
Kovumi £yel motnBei 1 6yt B opilel To moayvidtl oe FullScreen 1 windowed mode[50].

public void SetFullScreen (bool fullScreen)
{

Screen.fullScreen = fullScreen;

Zymua 5.9: Koodwog g pebosov SetFullScreen
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5.5.3 POOpion ¢ avaivong Tov Torviolon

H vXomoinon g avdAivong tov mayvidlov eivat Aiyo o wepimAokn amd TIG GAAEG ETIAOYEC
mov eidope Yy To Settings Menu. O kvplog Ad6yog mov eival TO TEPITAOKN 1 VAOTOINGN TNG
avdivong, eival eredn kabe cvokevn mov Ba Tailel To TOLYVIOL, Ba ExEl Kot SLOPOPETIKES EMAOYES
avaAOyo TNV OLOKELT Kol TIG dLVOTOTNTES NG [0 T0 Katapépovpe owtd, Bo ypelactovpe va
onuovpynoovpe v Aloto resolutions 6mov Bo mepiéyer OAa T resolutions mov pmopel va
vrooTnpigel 1N cuokeLT. XtV GuVEXElD Yo kKGBe éva amd To oTolyeio T™Ng Alotag resolution, Qo
onuovpyovue €va String Option kot Ba tov divovpe Tig Tipég width o height tov avtictoyov
resolution kot 0o to mpocsBétovpe oto resolution DropDown - TextMeshPro. Xtnv cvvéysio Oa
e éyyovpe edv to width kot To height Tov avtictoyov resolution €yetl Tic d16g TWEG HE TO TPEYWOV
resolution kot av 1oyvel Ba amobnredel TIg TIHES ALTEG Yo Vo umopécel va Kavel refresh tnv tun tov
DropDown ®¢ mpog 10 Tpéyxmv resolution. OAa to mapamave Oa yivovioar péco oty pébodo Start
o6mov KoAeitor pe 1o mov Eekwvdel o moryviol. Aniadn Oo divovpe 6lo to resolution péca oto
DropDown resolution pog kot B Tov avabétovpe Kot To Tpéymv resolution yia vo dtopbdcovpe tnv
T tov. To povo mov pével Topo, gival vo dnuovpyncovue Kot tnv péBodo SetResolution 6mov Oa
ovvdécovpe v péBodo avtn pe 1o DropDown - TexhMeshPro kot Oa wépel mopopetpikd v Tiun int
otav Ba aAddlovpe v emioyn tov DropDown. ‘Exovtog tv Ty ¢ emioyng 8o aAlalovpe to
width kot To height Tovg avéioyo pe v emhoyn mov kdvape, péoa arnd Ty Aiota resolutions[51].

List<string> options = new List<string>();
int currentResolution = 0;
for (int 1 = 0; i1 < resolutions.Length; i++)
{
string option = resolutions[i].width + " x " +
resolutions[i] .height;
options.Add (option) ;
if (resolutions[i] .width == Screen.currentResolution.width &&
resolutions[i] .height == Screen.currentResolution.height)

currentResolution = 1i;

resolutionDropdown.AddOptions (options) ;

resolutionDropdown.value = currentResolution;
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resolutionDropdown.RefreshShownValue () ;

Yymua 5.10: Mépog kmdtka g pebodov Start

public void SetResolution (int resolutionIndex)
{
Resolution resolution = resolutions[resolutionIndex];
Screen.SetResolution (resolution.width, resolution.height,
Screen.fullScreen) ;

}

Zymua 5.11:Koadkag e pebddov SetResolution

5.5.4 PYOmon évraong

[No v pvduion g €viaong Tov oy vidolol pHag, apykd 0o ypelootel vo dnUovpyncovUE
éva kavovpylo Audio Mixer, mov Oa 0 ovoudcovpe Main Mixer. ®@a cuvdéécovpe 1o Audio Mixer
OV ONUOLPYNCOLE LE TO Script LG Y10 VO, LTOPEGOVLE VO ETEEEPYAGTOVUE TNV TN TOL. ZTov Slider
oL £yovpe Bo opicovpe TAA TNV KATAAANAN €kdVa OAAL KO XPDUIOTO KOt 1010TNTES Yo Vo Tanptalet
L€ TO VTOAOUTO UEVOL LOG. XTNV cuvEyEln, enedn o Audio Mixer uropei va mapet Tig Tnég amod 0 €mg
-80, yio avtd Tov AdYo Ba mape otov Volume Slider mov dnpovpyncape kot Bo opicovpe Tig TIHES
Max Value ico pe 0 kou Min Value icov pe -80. Topa mAéov 6tav Oa adralovpe tov Slider Oa adhalet
kot 1 Ty tov Audio Mixer pog. To pdvo mov pévet givor va ypdyoope oto script Tov TpOmo Ue ToV
omoio B aArGlel ) T Tov. Oa dnuovpyncovpe v pEBodo SetVolume, mov Ba mepvdet pio float
petafAnt(v T tov slider) kot Oa tnv opilel péso oto Audio Mixer. 'Etot amdd onpuovpyncape
kot To Slider pog[52].

public void SetVolume (float volume)

{

audioMixer.SetFloat ("volume", volume);
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Yymua 5.12:Kddwkag g nebddov SetVolume

[No v pdBon g €viaong, £x0VHE VoL VAOTOMGOLLLE Kot TO KOVUTL Tov Ba BpiokeTol oty
EMPAVELN TOL TOLyVId100. Andadn Oa pmopei o ¥poTg Vo YUUNADGEL TEAEIDG TO TOLY VIOl 1] VO 0DGEL
v default Ty omv évtaon, yopig va ypelaotel vo mionyndel oto Settings Menu, amAd pe 10
TOTNLO TOV KOVUTLOV. Ba dnpovpynoovpe apykd to Kovpni Music Button 6mov 0a givat Eexymprotd
a6 to Settings Menu kabmg BEAovpe va Aettovpyel kot 6tav to Settings Menu givol avevepyd. Zto
kovumi avtd o avabéocovpe v gikova speaker, 6Tov givor pia gwova mov deiyvet éva nyeio pe v
évtact avoryti. v ovvéyeld 0o SOcoVUE T, 1010 XPDOUOTO KOl IOOTNTES UE TO VITOAOLTO KOVUTLY
mov &yovpe NN dnpovpynoet. Otav Ba motiéron 1o Kovuni avtd, Bo Khelvel teheinwe v évtacn Tov
moyvidov. Emiong Oa aArdler v ewdva tov nyelov, pe éva aAAo myeio mov Ba delyvel O6TL dgv
vrapyet évtaon. [a va oAralovpe v €ucova Kot vo. avEAVOVUE 1 VO YOUNADVOVUE TNV EvtaoT], Oa
xpnowonomcovpe v boolean petafintr isVolume. Otav 1 petafinti avty) €xel v Ty true, Ha
avafétel oy éviaon tov Audio Mixer tnv Ty -20(Aiyo 7o kdT® 0o 0 péEYeTo), o aAldlel TNV
gwova tov Nyetov oe avtn pe v évtaon kou Ba divel v Tun false otnv petafinty isVolume.
Avtibétoc Bo avabéter oty évtaon tov Audio Mixer v tyun -80(dniadn Bo sivor Tépua
yopmAiopévn 1 évtaon), 0o aAldlel TNy ekdva Tov Nyeiov o€ avTn Y®pPic Evraot kot Oa divel TV TN
true otnv petafintn isVolume.

public void SetVolume?2 ()
{
if (isVolume)
{
audioMixer.SetFloat ("volume", =-20);
buttonVolume.image.sprite = buttonVolumeImage?2;

isVolume = false;

else

audioMixer.SetFloat ("volume", -80);

buttonVolume.image.sprite = buttonVolumeImage;

isVolume = true;

Yyqua 5.13:Kodwkag g pedddov SetVolume?2

Téhoc Ba vTapyet Kol Evo KOV 6TO KAT® PEPOC TOV LEVOD TTOL Oa ETLTPEMEL GTOV ¥PNOTY VL
yupicel mico® oto Pause Menu kot va xhieioel to Settings Menu. ®a dnNUIOVPYNCOVUE £VO OKOUN
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kovuni mov Ba €xel v ovopacio Return kot 6o to cuvdécovpe pe v pébodog Return. H pébodog
avt otav Ba kaAeiton Oo e€apavilel To Settings Menu poli pe to settings panel kot Oa oAlaler v
TN ¢ boolean petafintrg isPaused oe true. Avtopata pe Ty aAiayn TG TG TG METAPANTAC, TO
Pause Menu Oa yivetoar mdAr evepyd(eved mtpv Bpiokdtav TiGm GTO TOPACKNVIO) Kol 0 TaikTng o Exel
Vv duvatdTTa €iTE VO GLVEYIGEL TO TToyVidL TOV, gite va EEKVAGEL £va, KAvoOPYLo amd TNV apyn.
Téhog Ba TpocBEécovpe Eva TPoryodt GTO TAPAGKNVIO TOL Ty VIS0V, TOL 0 TTalikTng Ba pmopei pe tov
Volume Slider va to dvvapmoet 1 youniooet. Apyikd Oa wépovpe to Tparyovdt “Warrior’s Tribe”[53]
0o 10 KotePfdoovpe kot Bo To Tpocbécovpe péca ot Assets Tov project pog. Xtnv cuvéyelo Oa
dnpovpynoovpe éva véo Script mov Ba 1o ovoudoovue AudioManager kot Qo cvvdécovue 1O
TpoyoOdt avtd pe 1o Script oty petofint) backgroundMusic. Xtmv pébodo Start tov Script Oa
Baiovpe T0 Tparyoudt awtd va Eekvnoel va mailel kol Ba pubuicovpe amd Tig puvbuicelg Tov Audio
Source va etvar On Loop, dnradn epdcov gtdoel oto té€hog tov va Eavamailel and v apyr. [TAéov
€yovpie TEAEIDOEL Ko pe To Settings Menu pog,.

SETTINGS

Graphics <>
Resolution

Volume o

FullScreen

RETURN

Zymua 5.14:0hoxdinpopévn sidva tov Settings Menu

5.6 Death Menu

To tekevtaio ctoygio Yo To moyvidl pog eivol To va ETIAEOVUE Vo, LUKPO IEVOD Y10 OTAV TO
oy vidl etéoel 6to T€Aog Tov. To pevov avtd Ba givar TOAD To amdd omd o, 6VO TPONYOVUEVH TOV
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etiacape. To povo mov Ba kdvetl givor va epeaviel éva pvopa 6Tov maiktr, Tov O Aéet edv képdioe
N éyooe 10 moryviol. Kdtw and to privoua ovtd 0o potdetl edv Béhetl va Eavamailel éva véo mouyvidt
amdo v opyn M edv embouel va kAeicel 1o moryviol. Apywd Oo Onpovpyncovpe mAAL €va
GameObject mov Ba 10 ovopdoovpe Death Menu, kot Oa Aeitovpyel ©g yovéog tov pevov. Xnv
ouvvéyeto Oa dnuovpynoovue éva Panel, to Death Menu Panel énov 0o ypnoponomocovue 1o povpo
ypouo kot B Bécovpe to Transparency oto 75% vyio vo @oivetol O OKOTEWN M €KOva. Oa
ypelaotovpe 6vo TextMeshPro - text, éva omov Ba epgavilel To vopa You Won!!! 1 You Lost!!!
avaroyo edv éxace N képdioe to mayvidl. To devtepo text Oa ypdpel Do You Wanna Play Again?,
omov Ba potdet Tov yprot dv embopuel va maiter Eavd. Térog Ba dnpovpyncovpe 600 Kovpmid To
RestartButton kot to QuitButton, 6mov 10 éva Oa Eavatexivdel To mayvidl poag omd v apyn eved 10
A0 Oa Kheivel 1o maryvidl. Ztnv puébodo Start amd to Script Board apyucd Oa anevepyomolovpe 1o

Death Panel ko1 to Death Menu. Otav o ypfiotng kepdicet 1 xdoetl to moryviol, péca amd 1o Script
Board 0a kaiet tnv pébodo DeathPanel. H uébodoc DeathPanel 6o evepyomoiei Eovd to Death Menu
kot 10 Death Panel, 6o oAAGler v Tyun g boolean petafintg isPaused oe true kot o aAAACeL kot
TNV GEPA TOV TUKTOV G TEPIMTOOT OV 0 ¥pNotng Eavalntioet va waiet. ' To kKovpmi QuitButton
&yovpe NON vAomoinon v uébodo Quit omdte TO PHOVO TOL PEVEL EIVOL VAL GUVOEGOLLE TNV LEBODO e
10 kovumi avtd. [a to Restart Button opwg 6o dnuovpynoovpe v pébodog Restart oto Script
Interface. Avtd mov Ba kdvel 1 pé€BodOG avty, elval vo amodnkeveL To VOOLEPO TNG TPEXOLGOS GKNVN
oe pia petafAntn int kou pe v Ponbeia tov SceneManager vo EOVAQOPTMVEL TNV GKNVI OOTH. TNV
ovvéxeln Eavd pvBuiloope v Tl Time.timeScale oe 1 wkou aiidlovpe v TR g boolean
petapinmc preGame oe false(kabbg Eexvdpe éva véo mayvidl). Emiong 0o aldd&ovpe kot tv Tiun
¢ petaPintg isPaused oe false ot Bo oAAalel kol v ogpd tov moktdv. Kanwog £tot Egovpe
telewdoel pe v vhomoinon tov Interface - Menu tov mayvidlod pHoc.

public void Restart ()
{
int scene = SceneManager.GetActiveScene () .buildIndex;

SceneManager.LoadScene (scene, LoadSceneMode.Single) ;

Time.timeScale = 1;
Board.preGame = false;
isPaused = false;

QualitySettings.SetQualityLevel (0) ;

Board.turn = 0;

2Zymua 5.15:Kddwkag g nebddov Restart

71



public void DeathPanel ()

{
Interface.isPaused = true;
menuDeath.SetActive (true) ;

deathPanel.SetActive (true) ;

turn = 1;

Zyuo 5.16:Koddkos g pebodov DeathPanel

Yyqua 5.17:0hokAnpouévn eikova tov Death Menu

Kepdhowo 60:  Zvumepdopota

2V TapovGO TTLYLNKN Epyacio €idape Tov TPOTO AVATTLENG TOL EMITPOTELIOL TOYVIOI00
Stratego oe mepiddiov 3D pe to mpoypappa Unity. Kotd v didpkela g epyociog OVTILETOTICAUE
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ZOUTEPAGLOTOL

TOAEG TPOKANGCELG, Olepeuvinoape O1APOPeS TTLYEG TOL OYXeSOCHOD Kol TNG VLAOTOINONG TNG
TPLOOIoTOTNG €QPOPUOYNG Kol pabape moc vo avtoneEélbovpe oto d1dpopo TPOPANLATO TOL
TPOEKLY AV GTNV TTopeial LAOToINoNg g epyaciag. O apyikdg 6TdY0g 0LTOV TOV £PYOL TV VA PEPEL
plo véa ddotacn ot1o mopadootakd emtpoméllo mayvidl 2D, mpoceépovtag oTovG ToiKTES pid
CULVOPTOOTIKY Kot KaOnAoTtikn gumepia, d10TnpdVTag T0 GTpaTYIKd Tov ototyeio. Eniong uéoa amd
mv gpyacio avt pobaivovpe Y T0 OGO ONUOVTIIKEG €lval Ol dVVOTOTNTEG TOV EQOPLOYADV
OVATTLENG TOLYVISLDY KOl TOG LITOPOLV VO, OMGOLV Lol vEQ TVOT| 6T KAAGIKA Toyvidlo TG ToudkNg
pog nAkiag, kafoTdVTAG TO L0 TPOGITA KOl EAKVGTIKG GTO GVYYPOVO KOWVO.

H epyacia pag Eexivnoe pe pia olokinpopévn elcoywyn ota frvreomayvidia Kot 6Tny

EMPPON TOVG OTNV KAONUEPVOTNTA TOV AVOPOTOV GTNV KOWV®VI LaG. TNV GUVEXELD LAbae
v v unxovn avamrtoéng Unity 3D 6mov Kot yp1CIULOTONGAUE Yo TNV OVATTUEN TOL OKOD LG
oy vidlov. E&etdoope avaAuTikd To KOPLOTEPO UEPN TNG OLETAPNG TNG EPOPLOYNS, TIG IO1OTNTEG TOVG
Kol TV YpNom toug. TEAOG avaADGOUE TIC CNUAVTIKOTEPEG EVVOLEC TNG, OTOV KOl TIG XPNCUYLOTOLOVLLE
Y. TNV VAOTOINGT TNG €PYOCiaG. XTO OUECOS EMOUEVO KEQPAANIO KOTOVONGOUE TOLS KOVOVEC TOV
moyvdoy Stratego kaBdg kol OAEG TIC WOLOTNTEG TOV TOVIOV OAAG KoL TIG WOLOUTEPOTNTES TOVG.
"Eyovtoc mAéov pndbet OAn To GNUOVTIKA GTOLYEIN TOV TTOLYVIOL0V,
eetdoope Prpa-ppo tov tpdémo pe Tov omoio avomtolape To TOYViol. Apywd €idope Tog
viomowmoape to Board kot v aAlnienidpaocr tov pe tov maiktn. Apéowmg petd pdbaope mog va
dnuovpyoduE Kol vo, opop@aivovps to 0kd pog mepipdidiov péca otov 3D kdoUo Tov T VIS0V,
Téhog avolvcape TV JdIKOGIH VAOTOINGNG TOV TOVIOV Kol TOV Kavoveov Tov pdbope 6t1o
kepdiato 3. 'Exyovtoc odokAnpmdon pe v avantuén Tov Toyvidlon, ndbape twg vo dnuovpyodiLE 10
OKd pog pevod kot va puuifovue Tig AEITOVPYIES TOL KOl TMG VO TO GUVOEOVUE UE TO ALY VIOl OAAL
Kot pe tov maiktn. Eidape oniadn pio oloxAnpopévn dwadikacio avantuéng mayvidod, and v
KOTOVONOT TOV EPYOAEIDOV TOV YPNCILOTOMGAUE KOODS KOl TNV KATAVON G TOL 16101 TOL Touyvidtoh
UEYPL TOV TPOTO VAOTOINGTG TOV.

KaBdg oloxdinpdvovue v mruylokn epyoacio, €ivol onpovtikd vo ovayvopicovpe 0Tt m
avamntuén tov Toyviolov eivor pio cuveyng dwdikacio. Ymdpyovv mdvto TpOmOL Y10, TEPULTEPM
Beltioon, eméktaon Kot Katvotopio Tov Taryvidtov. To pdvo mov yperdletal Kémolog yio vo T TETOYEL
oMo onTd eivol apocimorn, SMUOLPYIKOTNTA Kol TABOC Yoo TOV OYESOHO KOl TNV avamtuén
TOLVIOIOV.

K\eivovtag, avti m epyacio NTove pio avtamodoTiky EUMEPio. 6TV avATTLEN TULXVIOIDV,
OOV OYL LOVO OMLIOVPYNCOLE TO O1KO oG oty vidl Stratego 3D alAd emekTeEIVaE KOl TIC YVMDOELS LLOG
kot Tic 0e&lotnTeg pog mave otov topéa avtdv. EAmilo m epyacio avty va epmvedoel Touvg
UEAAOVTIKOUG TPOYPAUUOTIOTEG TOLYVIOIDV KOl VO TOVG O0MGCEL piot dBnomn yw vo cuveyicouv va
mECOVV Ta OPLOL TOVG Y10, VO DAOTTOMGOLV TO O1KO TOVE Tty vidt.
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