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NepiAnyn

H epyaoia moapouoialel tnv ulomoinon evog tplodldotatou malxvidlou e
AewTtoupyla evog maiytn Kot pe SuvatdtnTa CUMUETOXAG MAVW OO €vav Taiytec. To
mayvidt dnuoupyndnke pe TN xprion tT¢ pnxaving mavidiwyv Unity kat vAomolel
Sladopetikég  Aeltoupyleg-tumoug  malvidlwy. ITo  TPWTO  OKEAOC  EXEL
AettoupykotnTa matyvidiol mAatdoppas. 2to SeUTEPO OKENOG £XEL oToLXEla SpAonC
— turn-base mayvidLo0U pOAWV KoL OTO TPLTO UTtdpXEL n duvatotnta evog malxvidlou
TIOAAWV TTALLXTWV LIE OTOLYELO TIPWTOU MPOCcwWTou shooter.

H uvAomoinon evog olyxpovou matyvidlol sival o blaitepa amaltntiky epyacia
TIOU amotel avOpwouG He SLadOPETIKEG ELOLIKOTNTEC (MPOYPOUUATIOTES, YPOAPIOTEC
KATT). ETOL yla TNV €Kmovnon Tou matyvidlol MAPAUE OPKETA SWPEAV KOUUATLA ATt
To Asset Store mou pog mapéxet n Unity (LovtéAa, NXOUG Kal KIVAOELG LOVTEAWV) TTOU
BonBbnoav otnv vAomoinon Kat otn dtapopdwaon tou mayvidlou.

H ulomoinon éywe oe C# (U€oa amd TN AELTOUPYLIKOTNTA TTOU TIPOodEPEL N PACLKN
kAaon Monobehaviour), péow tnG omoiag mpoypappatilovtal ol aAANAETISPACELG
TWV TPLOSLACTOTWY OVTIKELHEVWY. Méow tou manual tng Unity kaBwg kot tnv
umootnpLen tng kowotntag (forum, tutorial kKA) mpoypappaticape €va matyvidt mou
€xeL TNV duvatdTNTA VO CUMUETEXOUV TOpAmAvw amnd évag maixtes. Adou
oAokAnpwOnke n vAomoinon tou maxvidlou Tto matyVidl SOKIUACTNKE Ao XPrOTES
SLapopwv NAkLwY Kat GUAwWY Kat agloAoynBnke e TNV XpHoN TOU EpWTNUATOAOYIOU
afloAoynong dladoylking xprnong Zuotiuatog (QUIS - Navemotiuo tou Maryland,
1986-1998).
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Euxoaplotisg

Oa nBela va euxaplotnow tnv emPAEnovoa kabnyntpla K. Awkatepivn Mavid kalt
tov Sldaktopikd doutntr tng KouAépn Fewpylo ANEEQVEPO KaL TOV UETATITUXLOKO
doutnt tng Kovtadakn Mpnyopn yla tnv moAutiun BonBelta kat kabodriynon mou
Hou mapeiyav. Emiong, Ba nbela va guxaplotiow Toug KABNyNntéG kK. MuxanA
Aayoudakn kot K. Avtwvn AgAnylavvakn ylo Tov Xpovo mou Ba adplepwoouv otnv
ovayvwon t¢ SUTAWHATLKAG Lou epyaciag.
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Kedbalaio 1
Elcaywyn

1.1 Ewlcaywyn

JToxo¢ NG OSUTAWMOTIKAG e€pyaciag eivalt n vlomoinon &vog tplodldotatou
mavidlol He Aswtoupylar €vog maixtn kot pe  Suvarotnta CUUMETOXNG
TIEPLOCOTEPWYV TIOLXTWY HE TNV XPHON TNG UNnXavng maxvidiwy Unity. To matyvidt €xel
otolela amd Sladopeg katnyopieg mayvidlwy. ITnv apxn UAomoleital cav €va
nayvidL mhatdopuag. O xprnotng xelpiletal pla opaipa kat poonadel va amopuyet
N VO OKOTWOEL TOUG £XBPOUG TOU CUVAVTAEL LEXPL VA PTACEL OTO TEAOG TNG TioTAG.
ITO €MOMEVO OKEAOC TO malyvidL peTaTpEneTal o €va SpAonG-Tpitou MPOowou
shooter 1 éva turn-base maiyvidt poAwv. O xpnotng emléyel TL Asttoupyia TOU
opéoel va Taifel kol xepiletal €vav  pAYo TOU  avilpeTwriilel  €xBpoulg
npoonabwvtag va TaceL 0To TEAOG TNG MIOTAG. XTO TEAEUTALO OKEAOG, TO TtaLXVidL
HE SuvOTOTNTA OCUMMETOXNG TIOAAWV TOLXTWY, €XEL TNV AE£lToupyila TPWTOU
npoowriou Shooter, 6mou o xpriotng ) enwtiBetal oe AANoUC XpRoTEG | cuvepyaletal
HE QUTOUG WOTE VA AVTLUETWTOEL SElvooaupoug Kal va LaléPel xpuaoo.

1.2 Nepypadn rawxvidiov

H SutAwpatik pag epyacia amoteAeite amd tpla okEAn. To TPWTO OKEAOG
amoteAsite amo pla uAomoinon TUmou mavislou mMAatdopuag To SEUTEPO OKEAOC
amo pla ulomoinon tumou malxvidiou dpdaong np TUToOU TaXVLSLoU POAWV KAl TO
TPITo OKEAOC TOU OMOTEAEL KOl TO KOUUATL CUUHETOXNAG TOAAWV TTALXTWVY TUTIOU
mavidloy shooter. Ita mAaiola TG UAOMOLNONG TOU TAPAMAVW TALXVIOLOU
SnNUoLPYNOAE TO TTAPAKATW COEVAPLO YLa TO TtaXVvidlL pag. X évav Hakpwvo KOGUO
€va (euyaplL HAywv €KOVE KATOLO TELPAMOTA. Eva omOTUXNMEVO TIElpOA E(XE WC
amotéAeopa va dSnuoupynBouv dUo véol koopol. Evag kdopoc pe dewvooalpoug Kat
€VaC LE YEWUETPLKA OTEPEA. KAmola oTLypr o KOopoc tov SelvoocalpwV ELOBAAEL 0TO
KOOUO TWV OTEPEWV Kl alyHaAwTilel OAa T oTEPEA €KTOG amo tn odaipa (mou Ba
elval o Baclkdg XapaKTNPOG HAC OTO MPWTO KOPUATL Tou matyvidiol). H odaipa
npoomnaBel va paléPel apket moocotnta evog ¢idtpou, Tou Sivel TPOUAKTIKN
Suvapn og Omolov To TILEL, Kol PE TNV BonBela autol va katadépel va eAeuBepwOoEL
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To aMa oteped. Otav n odaipa koatadepvel va eAleuBepwosl ta PUAAKIOPEVA
oTeped Bplokel Eva aHAAwTo payo pall toug (mou Ba eival o BactkOg XapaKTHPAG
pag oto eUtepo okENOG TNG epyaciag pag). O payog sixe Bpebel o aUTOV TOV KOOUO
tuxaia kot tov eiyav alypaAwtiosl ol dewvocaupol. O oKomdg Tou MAYoU Twpa
ninyaivovtag péoa ano Sladopég MUAEG (oL TUAEG ot petadépouv oe Tuxaioug
KOOHOUG) v TtpooTiaBroel va emotpéPeL 0To KOOUO amod onou Npbe. H Spdon tou
naxvidlov efeliooetal o €éva Tplodlaotato xwpo (miota). ITo MPWTO OKEAOG TOU
TaLXvLSLoL o xpnotng xelpiletal plo odaipa Kal o oKomog tou eival va paléel Eva
HayKO ¢iAtpo. MNa va to KatadEPEL AUTO IPETEL O XPHOTNG VO XPNOLUOTIOLROEL TO
OVTOVOKAQOTIKA TOU WOTE VA TIATAOEL TNV OWOTH OTLYU TA KOUUTTLA YLaL VoL TIEPALOEL
T gumodila mou €xel wote va paléPel o paylkd ¢idtpo. Ito deUtEPO OKEAOC O
XPNOTNG XEPLZETAL £va LAyo Kol €XEL oKOTtO va e€oAoBpeloel évte exBpou¢ og kAOe
niota wote va eudaviotel n TMUAN ylo TNV €MOPEVN TOTA. ITO TPITO OKEAOC O
XPNotng Xelpiletal évav payo Le okomo site va e€oAoBpelosl AAAOUC PAYOUC TIOU
Xelpilovtal aAot xpnoteg, i Ue tnv Bonbela toug va e€ohoBpelioel Selvooalpoug
wote va poléPel xpuoo.

1.3 AoMA KalL TEPLEXOUEVA EPYAOLAC

Jto Oeltepo keddAalo Tapouclaloupde TNV Lotopla Twv  Bteomatyvidlwy.
Mapouolaloupe  Puxohoyikd od€An Tou pmopolV  va  amodépouv T
Bwrteomalyvidia, avalUoupe ta €N Ta wv PVTEOTAVIOLWY KAl OVAAUOUME TV
texvoloykn Bacn tng gpyaciag. Mo CUYKEKPLUEVA aAVOAUOUUE TA XOPAKTNPLOTIKA
NG UNXAVAE TTAXVISLWV Kol T BACLKA XOPAKTNPLOTIKA TIOU XPNOLUOTIOL|COUE. ITO
Tpito kepaAalo avalUoupe TNV UAomoinon KkalL To user interface mou
Snuoupynoape. 2to tétapto keddAalo avaAloupe Twg uAomowjoape Siadopa
HEPN TOU TaXVIOLOU Kol TtapatiBevtal €VOELIKTIKA KOUMATIA KWK QUTAG TNG
vAomoinong. Xto MEUMTO KePAAALO ypADOUUE TA QNMOTEAEOMUATA QATO MEPLKEC
KPLTIKEG TIOLXTWY TOU TaXVISLoU Kol BEATIWOELG TTOU KAVOUE HE QUTEC TIG KPLTLKEG
TAvw otnv edapuoyn Hag.
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Kedbalato 2
2xeTkN Epeuva ka Texvoloyikry Baon

2.1 lotopia Bwvteonayvidiov

MapaKkATw MAPOoUCLALETOL TO XPOVOAOYLO LLE TLG TILO ONMOVTLKEG eEEAIEELC OTOV TOUEQ
tov Bwteomnayvidwwy [5], [10],[11],[18]:

1940: O Edward U. Condon &nuioupyel éva urmtoAoylotr mou mnailel to nawxviét Nim
(o maiytng mpoomnaBel va pnv onkwoel to teAeutaio omnipto).

1947: OL Thomas T. Goldsmith Jr. kat Estle Ray Mann &nuioupyouv to mpwTto arcade
matyvidt émou o xprnotng mupoBolel oe pia 06o6vn kat avafouv-oBrivouv Kamola
dwtakLa.

1950: O Claude Shannon &ivel tnv Paciki Aoylkp yla tnv UAomoinon &vog
TIPOYPAUMOTOG TIOU Ol Taiyxteg mailouv okakt oto apbo tou "Programming a
Computer for Playing Chess". Alya xpoévia o Alan Turing &nuiolpynoe apKeTa
TipoypAppaTa TtatviSloU PeE OKAKL.

Copyright Computer History Museum.
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Elkova 2.1 H pnyavn mou dnuloupyndnke yla va mailel okakt

1952: O A. S. Douglass énuioupyet to OXO yla va HEAETAOEL TIG AVTLOPACELG UETAEY
avOpWTWV KoL UTTOAOYLOTWV.

1954: Anuloupyeital To MpwTo Mpoypapua yia blackjack.

1955: O Apepikavol dnuioupyouv to Hutspiel. To mpwTto MOAgpKO atyvidt.

1956: O Arthur Samuel mapouaotalel otnv TNAeOpaon Eva TPOYPAUHA OKAKLOU OF
UTTOAOYLOTH.

1957: O Alex Bernstein ¢tidxvel To MPWTO OAOKANPWHEVO TIPOYPAUUA OKAKLOU TIOU
UTopel Kal UTIOAOYIlEL TECOEPLONULOL KLV OELG UTPOOTA.

1958: O Willy Higinbotham &npuloupyel to mpwto mauyvidl Tévig Tou apyotepa
€6woe 6€e¢ yla ala malyvidia 6mwg To pong.

1959: ®outntég oto MIT dnpoupyouv to Tayvidt e To ovTikL otov AaBuplvBo.
1960: O mpoypoappatioti¢ John Burgeson &nuloupyel Tov MPWTO TMPOCOUOLWTH
baseball.

1961: H etalpia Raytheon Company 6nuwoupyel évav efopowwtr tou Yuxpou
TIOAEOU.

1962: O Steve Russell dnuioupyel to mpwto Bvteomaiyvidl pe BAacn tov umoAoyLoth.
To mawyvidL to ovopaoe Spacewar.

1964: O John Kemeny Snuioupyel TNV mpwtn YAWooO MPOYPAUUATIONOU Kal Sivel
Vv duvatotnta og XIAAdeg avBpwroug va dnuloupyroouv Ta SIKA Toug matxvidla.
MéxpL €Kelvn TNV E€MOXN TO TPOYPOMUATIOTIKO OKEAOG YyLOTaV HOVO oo
HOONUATIKOUC N EMLOTAUOVEC TIOU XPNOLUOTIOLOU0AV TOV TIPOYPAUHUOTIONO yla va
umoAoyioouv dedopéva. O Kemeny r16ele va avoifel TO TPOYPAUUATIOTIKO KOUUATL
Kol o€ @AAa 16N onoudaotwv. N autd To Adyo uAomoinoe tnv Basic language.

Ewkova 2.2 Napadelypa Tou Mpoypdatog tou dnuoupynoes o kemeny
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1966: O Ralph Baer gunvéetal yla tTnv dSnuioupyia evog matyvidiol otnv thAedpaon.
AUt n Wéa elval MPOMOUMOC TWV KOVOOAWV TOLXVIOLWV TIOU XPNOLUOTIOLOUUE
onuepa.

1971: Ou Don Rawitsch, Bill Heinemann kat Paul Dillenberger &nuioupyoulv to
Oregon Trail.

1972: Ot Nolan Bushnell kat Al Alcorn &nuiwoupyolv to mawvibt pong, éva
NAEKTPOVLKO TtaLXVIiSL TILVK TIOVK.

1974: Anuoupyeital to Maze Wars 1o npwro first person shooter.

1977: Anuioupyeital to Atari 2600.

1978: Anuloupyeital to arcade matyvidt Space Invaders.

1980: Anpoupyeital to Pac-Man.

1984: Anploupyeital to Tetris amo tov padnuatiko Alexey Pajitnov.

1985: Anuloupyeital n kovaoAa Nes amnod tnv Nintedo.

1986: Anuloupyeital To EKALSEVUTIKO ipoypap o Reader Rabbit.

Ewkova 2.3 To ekmatdeutiko motyvibt Reader Rabbit

1987: Anuioupyeital to legend of Zelda tou Shigeru Miyamoto.

1989: Anuloupyeital to Nintendo Game Boy.

1990: H Microsoft €lodyel TNV TOOLEVIOO OTO AELTOUPYLKO TNC OUOCTNHO TWV
Windows 3.0.

1995: Anuloupyeital to PlayStation.

1999: H Sony dnuwoupyet to online matyvidt Everquest.

2003: Anpoupyeital to Steam amno tv Valve.

2004: Anpwoupyeitat to Nintendo ds.
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2005: Anpwoupyeital to Xbox360.

2006: Anpovpyeitatto Nintendo Wii.

2010: Anpoupyeitalt to Minecraft.

2014: To eidoc maiyvidlovu free to play yivetal eupéwg Stadedopévo pe Stadopa
napadelypata tétolou Tunou to league of legends, crossfire KA.

2.2 Wuyxoloyika odp€An Bvteomnatyvidiov

ApKETEC €peuveg amédelfav OtL Ta Blvteonmatyvidia avédavouv Tnv aiobBnon tou yupw
XWpou, HvAun, Aoyiwkn kat avtiAnyn. Mo ouykekpluéva madia mou Emallav
nayvidia shooter avfavav tnv aloBnon Toug yla Tov Xweo TwV TPLWV SLACTACEWV.
MNawda mou énalav matyvidia Puzzle i RPG eixav mo mMOAUTTAOKO TPOTO OKEYNG.
EukoAa matyvidia Sivouv otov xprnotn pia aicbnon kavomoinong Kot Umopel va tou
auvénoouv TNV outomemoibnon. Awdiktuakd mavidlia  TMoOAAWV AL TWV
mapatnpenOnke va aufdvouv TNV KOWWVIKOTNTO TwV Madlwv mou ta mailouv. It
OXETIKO Telpapa mou €ywve o Sladopa VOooKoUela o aoBevelg pe Kapkivo ta
nadla mou émailav to malxvidl “Re-Mission” eixav afloonuelwtn mpoonAwaon otnv
Bepamneia g acbévelag. To“Re-Mission” gival €l61kd matyvidt mou oxedlaoTnKe yla
va opExeL mMAnpodopiec otoug aoBeveic TnG ev Adyw aoBévelag [6].

2.3 Eidn Bwteomaiyvidiov

Ta €1dn Twv BvteomalyviSlwy Kal Ta XapaKTNPLOTIKA TOUG apatiBevtal otov mivaka
napokatw [7],[19]:

Eidn Bwrteonalyvidiwv BaOLKA XOPAKTNPLOTIKA

Shooter O yxpnotng mupoPolel oe OSladopeg KateUBUVOELC
exBpoUG WOTE va MEPAOCEL OTO EMOUEVO eMinedo.

MNepunételag (Adventure) | O xprotng ouvnBwc Kveital os évav eAeVBepo xaptn
e€epeuvwvTag kKat Auvovtag KAmoloug ypidoug.

MAatdopuag (Platform) O xpnotng ouvnBwc XpelaleTal va TATAEL TA KOUUTLA
O£ OWOTO XPOVO TIPOKELUEVOU va amodeUyel Tayidec
exbpoucg.

PoAwv (Role playing Xapaktnpiletat  amnod 6uo Paocwkda otoweia:

games / RPG) JUYKEKPLUEVEG QTTOCTOAEC Kal EEEALEN TOU XOpaKTHPAL.

Mpipwv (Puzzle) O xpnotng €xeL va Auvoel dadopoug ypidouc.

E€opoiwong (Simulation) | ZuvABwg yivetal e€opoiwon tn mpayuatikn¢ {wng A
HLoG SpaotnplotnTag.

ITpatnylkng (Strategy) O xpnotnG Bplokel TPOTTOUC EMITEVENG TWV OKOTIWY TOU

mavidlol XPNOLIOTIOWWVTAC TO HECA TIOU TOU
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mapExovraL.

ABAnuatwv (Sports) Amnoteholv efopoiwon abAnuatwv (modoodatlpo,
UTIAOKET KATT).
Maxng (Fighting) AmattoUv  oUVTOVIOMO  KWWNOEWV KAl  ypriyopa

OVTOVOKAOOTIKA TIPOKELMEVOU va eE0UOETEPWOEL €vag
avtimaAog xpAotng.

MoAAwV TALYTWV PECW
Sladiktuou (Massive
Multiplayer Online /
MMO)

Ynapyouv nmoAMol  avBpwmoL  XpAOTEC  TOU
oAANAemidpolv peTAlU TOUC KOl Ouvdéovtal OTo
mayvidt péow dadiktuou.

EruBiwong tpopou
(Survival Horror)

O xpnotng 6ivel Eudaon oto va peivel Lwvtavog.

0énynong aywvwy
(Driving / racing)

O xpnotng oényel éva oxnua pe okomd ouvnbwg va
TEPUOATIOEL TIPLV ATIO TOUG AANOUC XPOTEG OE [ TTioTa.

Arcade games

Juvnbwg UTIAPYXOUV UIKPA eTtimMeda UE ATAO XELPLOUO
Kal ekBeTk) SuokoAla Taxvidlol kabwg avePaivelg
eninedo.

YBpiSika (Hybrids)

ESw pmopel va untdpéel Snuovpyia evog matyvidlol pe
XOPOKTNPLOTIKA TIEPLOCOTEPO TOU EVOC YEVOUC.

Mivakag 2.1 Eidn Bwteomayvidlov

TAI
sQ/ sT

Ewkova 2.4 To mauyvidt mhatdoppuag super Mario bros
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2.4 Mnyavn rtawxvidiovu Unity

H Unity elvat pua amnod Tig o S1adeSopEVEG UNXOVEG TPOYPOUHATIOMOU. MapéXEL TNV
Sduvatotnta dnuiloupyiag ekteAéoipou oe Sladopeg mhatdopueg (i0S, Android, Mac,
Windows, Web Browsers). Napéxel Swpeav tnv personal €kdoon tng yA\waooag mou
Silvel Tnv duvatotnta dSnuoupylag maxvidlol akOua KAl ylo EUTTOPLKN XPron MEXPL
TO OpLOo KEPSWV TWV eKATO XIALASwv SoAapiwv. Eav ta k€PN elval meplocdTEpPA TOTE
amaltteltal n xpnon tng enayyeApatikng €ékdoong [1],[3].

2.4.1 Mnxavn ypodikwv

H Unity xpnowormnotel BLBAL0BNKes ypadilkwyv avaloya pe To MeEPLBAANOV EKTEAECNC
Tou matxvidlou:
e Direct 3D oe nepiparlov Windows (edv £xeL umoothpLEn katw amo dx 9.0) kat
o€ Xbox360.
e OpenGL og mepiBarov Windows, Mac, Linux.
e OpenGL ES oe mepBarrov Andoid, I10S.
o |816ktNTEG APl 08 CUYKEKPLUEVEG KOVOOAEG.

2.4.2 Kwdikag

O kwdikag mavw otov omoio eival xtiopévn n unxavn Unity eivat Bactopévog otov
Mono. O Mono eivat pla avolytr mAatdpopua Boowopévo otnv mAatpopua .NET
framework mou mapéxel v OSuvatdtnta OE XPNOTEC TOU VA UAOTIOLCOUV
mpoypApupata o€  TOAEG TAATHOPUEG XpnOolUomolwvtag TOAAEG  YAWOOES
TIPOYPOAUUOTIONOU. ZuyKeKpLlpuéva otnv Unity xpnowomnoleitatl eite CH n Javascript
(8],[9].

2.4.3 Mnxavn Quoikng

H Unity xpnowlormolet pla evowpatwpevn pnxoavr Ouotkng: tnv PshysX3 tng Nvidia.
Me tn pnxavl ¢uolkng mapéxetal n Sduvardtnta avixveuong OuyKPOUGCEWV,
npooBdnkn Baputntag Kot AAAWV SUVAPEWY HECA OE ULa TPLoSLACTATN OKNVI.
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2.5 Asset store

To Asset store mou €xeL uhomoujoel n Unity €ival éva PEPOG OTO OMOLO UMOpPEL o
oXedl00TNG va MPopNBeUTel TepleXOUEVO yla Ta Ttalxvidia tou, Kabwg Kol va
aveBaoel mepLeEXOUEVO. AvaAuTIKOTEpa Slvetal n Suvatotnta yla ayopd ETOLUWY
TPLOSLACTATWY MOVIEAWV (XAPAKTAPEG 1 OKOPO KOl TPLOOLAOTATA QVIIKELMEVQ),
animation dnAadn KWAOEL HOVTEAWY, ETOLUWVY project, ETOLUOU KWEIKA 1) ETOLUWV
edappoywv. Méow Ttou asset store KAteBACAUE TO MOVIEAO TOU XOPOKTNPA TIOU
XPNOLLOTIOLOUME, TO MOVIEAQ amo toug £xBpouc (okeAeToug Kal Sewooaupoug),
OpPKETA TPLoSLAOTOTA HOVIEAQ TOU TEPLBAAAOVTOC XWPOU TIOU XPNOLUOTIOL|COE
(tpamélia, BBAla kAm), xoug mou PBdaAape oto malyvidl pog KaBwE Kol oPKETA
textures mou xpnotpomnotl)nkav yla ta poviéAa pog [13].

2.6 Aopn NG Unity

Ta mpoypappata ta omola uAomolouvtal otnv Unity amoteAouvtal mpwta oo
TpLodlaotarteg oknVveG. H kaBe oknvr) amoteAeital amd €éva oUVOAO QVTIKELMEVWY. Ta
OVTIKE(JUEVO. TIOU UTAPXOUV HECO OE HlA OKNvR Umopel va elvat n miota tou
maxvidLoL (Sladopa HovtéAa, AXOL HECA OTNV OKNVI KATT) Kol oL YpOodLKEG SLeETadEC
TOU XPNotn. AVaAUTIKOTEPA TA KOMUATLIO TIOU amoteAouv tn Unity meplypadovral
OTLG TTOPOKATW EVOTNTEC.

2.6.1 Gameobject

To kaBe avtikeipevo mou umapxeL HEoa oTtnV oknvry ovopaletal gameobject. Xto
kKaBe gameobject yla va pmopéoel va eival Aeltoupylkd péoa otnv miota pag, Tou
€lodyoupe components. Xe kdBe gameobject umopoUUE va €l0AyOUHE OOQ
components enBupoLpe. OuolaoTikA Ta gameobjects umopouv va MAPOUOLACTOUV
pe adela KouTLd ou Sev lval xprRoa HEXPL va BAAELS KATL LECA TOUC.

2.6.2 Prefab

Prefab eivat éva €tolno ulomolnpévo gameobject pall pe ta component tou, Tou
elval amoBnkevévo péoa otov tpExovta GAKeEAO Tou project. AnULOUPYWVTAG TO
prefab &ivetat n Suvatdotnta va elwoaxbel éva QVIIKEIUEVO HE OUYKEKPLUEVA
XOPOAKTNPLOTIKA TIOAATAEC GOpPEG OTN  oKNVH  €EOLKOVOUWVTAG TIOPOUC TOU
OUOTINHATOG.
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2.6.3 Components

Ta Components €ival OUCLACTIKA TOL KOUKATLO TIOU €L0AYOURE oTa gameobjects yla
VaL UTTOPECOUV va elval AELTOUPYLKA PETA OTO TTPOYpPAUp pag. Ot tumol component

‘ Component
d

elval ol mapakatw.

Effects -
Physics -
Physics 2D -
Mavigation -
Audio -
Rendering -
Layout g
Miscellaneous -
Event L
LI Lo
Scripts -
Image Effects . [

Elkova 2.5 Ta €i6n twv component

Mesh: Alvel Tnv duvatotnta dnuloupylag oxnUatwy.

Effects: EbE Onwg to particle system mou 6ivouv tnv duvatotnta dnuloupylag
Bpoxn¢ KATL.

Physics: Magc 6ivel tnv Suvatotnta elodayovtac Rigidbody va pmopoupe va
KLVI)OOUWE TO QVTIKE(PHEVO HOC Kal gloayovtag kamowov collider va pmopoupe va
OVLXVEUOOU LE OTtOLOSATIOTE CUYKPOUOH €XEL e AAAOL OVTIKELHEVOL.

Physics 2D: Ot kot to physics aAAd yla o diodldotato emninedo.

Navigation: Aivel tTnv SuvatOTNTA €L0AYOVTAC TO OE VOV XAPOKTAPO, VO OTTOKTHOEL
pLo eupela aloBnon Tou xwpou T.Y. va KataAaBaivel mote Ba mpEmel va avéBEL TIC
OKAAEG yla va TTAEL oTov SeUTEPO OpOodO.

Audio: Aivel Tnv duvatotnta elwoaywyng eite pog Audiosource omou Ba pmopet to
gameobject va mailel kamolov nxo, N Audiolistener émou Ba umopel o xprotng va
OKOUEL TOUG AXOUG TTOU UTIAPXOUV OTNV oknvh (KABe oknvA Umopel va €XeL LOVo Evav
Audiolistener).

Rendering: Ta components mou anoteAoUV To rendering KOUUATL €lval components
TO omola XPNOLUOTOLOUVTAL YLl TNV EUPAVLION TWV LOVTEAWVY OTNV OKNVI| KOL ylo TV
eloaywyn Sladopwv eldikwv edé. Mepikd mapadeiypata rendering components
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glval n kapepa mou Sivel tn Suvatotnta npoPoArn¢ Twv gameobject og pa oknvry, To
Skybox mou 6ivel tnv Suvatotnta l0aywyng HULag €lkovag oto background pioag
OKNVAG KATL [20]

Layout: Xpnouwormoleital yla tnv eloaywyn ypadikwv Stemadwv.

Miscallaneous: E6w umtdpyouv Sladopa xpriolua components 0nwe to networkview
Tiou Ba avaAuBel EKTETAUEVA TILO KATW.

Event: ESw sl0dyoupe kAmoLla events 0To gameobject, To gameobject evnuepwvetatl
OTaV UTIAPXOUV OVTIKELLEVA TTOU AAANAETILOPAVE UE QUTO.

Ul: Edw &ivetal n duvatotnta eloaywyns ypadkwyv KOUUATIWV otn oknvh (0mwg
ELKOVEG, KELLEVA KATT).

Scripts: Me tnv eloaywyn twv scripts Slvetal n Suvatotnta enefepyaciog Twv
OVTLKELUEVWY. Oa avaAuBEel eKTETAPEVA TILO KATW.

Image Effects: ESw glodyovtal ep€ Omws BOAwaonN €KOVAC KATL.

2.7 YAomoinon

MNa va vAomotnBouv ot aAANAETISPACELG KAl N AELTOUPYLKOTNTO TWV TPLOSLACTATWY
OVTIKELLEVWV OE MPla OKNvA €lval amapaitntn n xpnon uiag scripting ya\wooag. H
Unity pag &ilvel tnv Sduvatotnta va Tmpoypoppaticoupe o€ O6uo YAWOOEC
Tipoypappatiopol C# kat javascript. Epeic uhomoljoape to mpoypappa pag os Ci.

2.7.1 Baolkég cuvaptnoels tng Mono behavior

using UnityEngine
using System.Collections

Me Tov mapamnavw TPOMo £L0AyoUUE TG BLBALOBAKEC oo TIG omoieq KANPOVOUOUUE
™ Baocki AeltoupylkotnTta TOU Xpelalopacte. Ou BaoIlKEC CUVAPTACELS TIOU
xpnotpomnoloUpe amnod tnv Monobehavior eival ol mapakdtw:

void Awake () {}

KaAeltal pe to mou Onuloupyeltal To avilkelpevo akopa kot av Oev eival
EVEPYOTIOLNUEVO.

volid Start () {}
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KaAeital peta tnv Awake() edv 1o QVTIKE(PEVO €lval EVEPYOTIOLNUEVO.

void FixedUpdate () {}
void Update () {}

To Update () kaleite oe kABe frame evw n FixedUpdate () kaleitoal peta anod
ouyKeKpluéva frames.

vold OnGUI () {}

H OnGUI () kaAeital ywa va uAomolnBouv ta yeyovota Mou €XOUV OXEON HUE TO
YPADIKO KOUUATL TN EPOPHOYNC.

2.7.2 ZuvopTtAoel aAANAELOpACEWVY
OLVTLKELUEVWV

gameObject.tag = "tag"

KaAwvtag TNV HOpKAPOULE TO QVTIKELUEVO YLO VA UTTIOPECOULE VA TO BPOUHE EUKOA
opyotepa.

GameObject.FindGameObjectWithTag ("tag")
GameObject.Find ("name")

OL mapamdvw ouvoptnoel; emiotpédouv €va avtikeipevo. H mpwtn ouvaptnon
ETOTPEPEL avTikeipevo ou Ba kavel avalntnon pe Baon to tag mou emibBupovpe
Kal n deutepn pe Baon To GVOUO TOU QVTLKELUEVOU.

void OnTriggerEnter (Collider other) {}

void OnTriggerExit (Collider other) ({}
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void OnTriggerStay(Collider other) {}

OL mapanmdvw cuVAaPTACELS KAAOUVTOL OTAV TO QVTLKEIHEVO O OUYKPOUOTEL UE Eva
GANO OVTIKElUEVO Kal To GANO avtikeipevo to Slamepdcel. H mpwtn ouvaptnon
KaAeltal Tnv otwypn mou apxileL n ovykpouon. H Seutepn ouvaptnon KaAeital
TeAElWVEL N olyKpouon Kal n TPitn cuvaptnon KaAeltol emavelAnUUEVO KATA TN
SlapKeLa tng cuyKpouaonG.

void OnCollisionEnter (Collision collision) {}

H mapamndvw cuvaptnon KaAsitot 6tav Eekvasl kamola cuykpouaon aAAd To Eva
ovTikeipevo dev unopet va dlamepdoel to dAAo.

gameObject.GetComponent<> ()

Me Tnv mapandvw cuvaptnon €XoUUe POoBaon O €va CUYKEKPLUEVO component
€VOG QVTIKELUEVOU.

Instantiate (prefab, position,rotation)

Me TNV mapamnavw ocuvaptnon adalpoUpe éva AVTIKEIHEVO amod TtV oknvh pag. Me
NV mopandvw cuvaptnon dnuoupyouue éva prefab oe pla cuykekpluévn Bon Kat
LLE CUYKEKPLUEVN pOTIN).

Destroy (gameObject)

2.8 Masterserver

O Masterserver gival évag o€épBep mou mapéxet N Unity. Méow autou oL XprAOTEG TNG
UITOpOUV va TPEXOUV Kal va SoKLUAToUV Ta SLaSIKTUAKA TIPOYPAUUOTO TOUG.
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2.8.1 Baolkég ouvaptioelc Masterserver

ITnv apxn mpPEMeL va SnAwooUPE To Talxvidl pag oto Masterserver tng Unity. Auto
TO KOTOPEPVOUE LIE TIG TPELG TTAPAKATW YPOAUMES KWOLKAL.

Network.InitializeSecurity ()
Network.InitializeServer (MaxPlayers, 25565, true)
MasterServer.RegisterHost ("gameserverName", ServerName, "")

Tnv MPwWTN oUVAPTNON TPETIEL VA TNV KOAEGOULE TIPLV SNULOUPYICOULE ToV O€pBep.
Tnv 8eltepn ouvaptnon TNV KOAOUUE yla vo SnUloupyrooupe Ttov oépPep
SnAwvovrtag mapdAAnAa Tov PEYLOTO aplBUO TTALXTWV Kal AV Ba XpNOLULOTIOL)COULE
to NAT punchthrough (wote va pmopel va nepvael to firewall pag). Me tnv tpitn
ouvaptnon dnAwvoupe to S1kd pag matyvidl mavw otov Masterserver tng Unity.

MasterServer.RequestHostList ("servername")

Me tnv mopanavw evioAn {ntaue and tov Masterserver va oG EVNUEPWOEL yla Ta
mayvidia mou umapyxouv SnAwpéva otov oépPep mou BAaloupe wg OpLopa.

Network.Connect ("ip", "port")

Me TNV mapandavw eVtoAr} CUVOEOOOTE OTOV EKAOTOTE CEPPEP TOLXVLOLOU.
2.8.2 ALOOLKTUAKEG CUVOLPTNOELC

OL BOOLKEG OUVOPTNOELG TIOU XPNOLUOTIOLOUUE Kal KAnpovopouvtal and tov Mono
glval ol mopakatTw:

void OnConnectedToServer () {}

KaAeital otav o xpriotng £xeL katadépel va ouvdebel otov oépPep.
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void OnPlayerConnected (NetworkPlayer id) ({}

KaAeital otov oépPep Otav ouvdeBel véog xprotnc.

void OnPlayerDisconnected (NetworkPlayer id) ({}

KaAeital otav anocuvdebel o onolodrmote xprotng.

Network.Destroy (GetComponent<NetworkView> () .viewID)

KaAeital ylo va KatooTpEPOoULE TO aVTIKELUEVO 0 OAA Ta instances Tou TaLxvLdLoL.

Network.Instantiate (playerPrefab, spawn.position,Quaternio
n.identity,0)

KaAeital yia va Snuiloupynooupe éva prefab og OAa ta instances tou matyvidlou.

2.8.3 NetworkView

To NetworkView eival amo ta 1o Bactkd KOUUATLO TIOU TIPETIEL VO XPNOLUOTIOLOUUE YLa Vol
Sdnuloupyfooupe éva Stadiktuakd matxvidl. Me tnv xprion twv NetworkView pag Sivete n
duvatdétnta va emkowvwvolv ta Sedopéva HETAEU TwWV OCUCKEUWV TIOU Elval
ouvdedepévec oto (6lo Siktuo. Mo avaAutika ta NetworkView ocou Sivouv tig Suo
TIAPOKATW AELTOUPYLEG:

e Juyxpovilouv ta S€60UEVA TWV AVIIKELUEVWVY TIOU TOUG TA EXOUE ELOAYEL OE
OAEG TIG CUOKEUEG IOV €ival ouvdedeUEVEG O aUTO TO SiKTUO

e Aivouv tnv duvatdtnta va xpnoldomoljocoupe tig Remote Procedure Calls
(RPC),ué00 TwV omoilwv UMopoUUE Kol ETUKOWVWVOUUE UETOED SLadOopETIKWY
UTTOAOYLOTWV HE TNV polnoBeon otL eival ouvdedepéveg oto 6o Siktuo.

Mo CUYKEKPLUEVA N ETILAOYI TOU CUYXPOVIOUOU TwV SE60UEVWV OTO QVTIKEILEVO OTO
omoio elodyape to NetworkView yivete pe 800 tpomoug , aflomioto A KN afLomioto
TPOTO.

Av 0 xpnotng eTUAEEEL va a€LOTILOTO TPOTIO YALTWwVEL amnd anon bandwidth emeldn n
Unity eAéyxeL TNV Katdotaon Tou BplOKETE TO AVIIKEIUEVO PE TNV KOTAOTOOHN TIOU
TIEPLEXEL TO TIPONYOULEVO TIAKETO TIOU £iXE TAPAAAPEL KAl OTEAVEL LOVO TIG AAAQYEG
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(mx av aAAael n SlevBuvon evocg avtikelévou alAd n B€on tou eival dla tote
OTEAVEL HOvo TNV alhayr StevBuvon ), aA\d To PelovEKTNUA eival av Sev AdBel Eva
TIAKETO TA UTIOAOUTOL TIOKETOL TIEPLUEVOUV TO TIOKETO QAUTO va favootaABesl kot
neplpévouv péoa otov buffer.

Av 0 xpnotng emAE€eL pn aglomioto Tpormo Tote N Unity otéAvel OAn tnv mAnpodopia
XWPLG va eEAEYEEL eav €XEL AANAEEL KATL KATAVOAWVOVTAG MEPLOCOTEPO bandwidth.

Ta koppatia ta onoia cuyxpovilel to NetworkView eival ta mopakdtw:

e To transform component tng Unity mio cuykekplpéva tnv B€on SievBbuvon
Kall KA{LOLKOL TOU QVTIKELLEVOU.

e To Animation component tn¢ Unity Lo GUYKEKPLUEVA yla OAEG TIG animation
KATAOTAOELG TIoU €XEL TO Animation component To Xxpovo , tTo BAapog , TNV
TOXUTNTA KAL €AV i} OXL ElvVaL EVEPYOTIOLNUEVO.

e To Rigidbody component tng Unity mio ouykekpiuéva tnv 8€on dievBbuvon ,
TOXUTNTA , YWVLOKH TOXUTNTA Kol €01 TOU CWHATOG TOU QVTLKELUEVOU.

Y€ MEPUMTWON TIOU KATIOLOC eVOLAPEPETE LOVO va xpnotpomnotiostl RPC tote pmopetl
va enhé€el off otnv pEBodo ouyxpoviouou.

Ta RPC eival ouvaptroslg mou oou Sivouv tnv SuvatoTNTA VA ETMLKOWWVNOELS E
£€va amopokpuopévo umoloyloth. Ta RPC €xouv SU0 S10dopEC Ao TIC KAVOVIKEC
ouvaptioelc. OL SladopEg elval oL TOPaKATW:

e Ta RPC xpnoipomolouv to bandwidth tou SiktUou, ou evw Sev €XeELg OpLo
OTOoV aplOUO TwV HETABANTWY MOV ELOAYELG 000 TIG AUEAVELC TOOO AUEAVETE
to bandwidth mou katavaAwvelg

e Me ta RPC kaBopilelc oe mowov Ba oteidelg ta dedopéva (oTtoug AAAOUG
UTTOAOYLOTEG EKTOG TOU EQUTOU OOU, OTOV Sserver 1 O OAOUG TOUG
UTTOAOYLOTEG), eTiong €xeLg TNV duvatotnta va anobnkeloelg ta dedouéva oe
€vav buffer £toL wote edv ocuvdebel €vag kavouplog malytng TOTe maipvel Ta
véa debopéva amo tov buffer .

O tUmog 6ebopévwy mou pmopouVv va oTaABoUv péco twv RPC ival o mopakatw:

e int
o float
e string

e NetworkPlayer

e NetworkViewlID

e Vector3

e Quaternion
Méow twv RPC oucLOOTIKA YIVETE N EMIKOWVWVIA HETAEY TWV CUOKEUWV TIOU
elval péoa oto Siktuo kal n aAlayn HeETABANTWY HECO OTO SCript TOU TOUG
€Youpue sloayel [4].
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Kedbalato 3
IXESLAOUOG TTaLXVLOLOU Ko ypodpLKAG
diemadnc

3.1 Elcaywyn

Y€ aUTO To KePaAalo Ba avaAUooUE TNV AelToupyla TOU TtaLXviSLou pag kabwg Kot
™V ypadkn Slemadn Tou maxvidlol Pe Tov Xxprotn.

3.2 YndBOeon nawyvidiov

Y€ éva KOOMO HOKPLWVO €va {euyapl paywv mpoonaboloav va Snuioupynoouv éva
diAtpo mou Ba avfave TIC HAYLKEG TOUG LKAVOTNTEG. MeTd amd €va atuXNUo TO
diAtpo xUBnke mavw oe Suo PBAla. Emeldny to melpapa pe to diktpo Atav
QMOTUXNUEVO €depe SladopeTika amoteAéopata. H mtwon tou ¢piAtpou mavw ota
BBAla eixe cav amotédecopa va I{wvtavéPel To TEPLEXOUEVO TOUG KAl va
dnuloupynoet SUo KavoUPLOUG KOOUoUG. O kaBe kOOPOG Tou Snulovpynoe Atav
ETINPEACUEVOC ATIO TO TEPLEXOEVO TOU KABe BLBAlov.

To éva BLBAlo meplelxe YEWUETPIKA OTEPEA Kol TO GANO Tepleixe dewvooaupouc. OL
KOopol autol {ovoav £lpnVika PETOEY TOUC WOTIOU KATIOlA OTLyUN ol dewvdéoaupot
Katadepav va PETAKIVNOOUV amd Tov KOOUO TOUG OTOV KOOUO Twv otepewv. O
OTOX0G TwV SeVOCAUPWY EYLVE N ETUKPATNON TOUG OTOV KOOWUO TwV otepewv. OL
dewvooaupol pe tnv Ponbewa evog mpodotn (tou kUBou), katadépvouv va
OLYMOAWTIOOUV OAOL T OTEPEQ €KTOC amo Tn odaipa (mou Ba elval 0 KEVIPLKOC
XOPAKTN PG Tou malxvidiou mou Ba xelplldopaote). H odaipa mpoonabel va paléPet
OPKETA TTooOTNTA EVOC dIATPOU, TToU SivEL TPOUOKTLKA SUVOLN OE OTOLOV TO TILEL, KOl
pue TNV BonBela autol va katadEpel va eAeuBepwosl Toug GUAAKLOUEVOUC pidoug
Tou. H odaipa otav palePe apket moocotnta tou O iAtpou Katadépvel va
ehevBepwoel Ta GUAOKLOUEVO OTEPEA Kal Bplokel kat éva alypudlwto pall toug. O
OULYMOAWTOG ATV O HAyoC Tou Telpapatiloviav pe To ¢idtpo (eixe doklpdoel Eva
aA\o ¢piAtpo aAAG KoL OUTO ATV ATTOTUXNUEVO KOL TOV UETEPEPE OTOV KOOUO TWV
otepewV). O pAyog alyHaAwTiotnke amo toug delvooaupoug Kal GUAAKIOTNKE OTO
6o pépog mou eixav pulakioel Kal Ta oteped. MeTd and avakplon otov Kupo ta
oteped pabave OTL UTAPXOUV KATIOLEC TUAe¢ mou O&ivouv tnv duvatotnta
HETAKIVNONG LETOEL KOOUWV. O payog amodacilel va UMEL 0€ AUTES TLG TIUAEG yLa va
unopéoel va PpebBel otov KOoHO Tou. XIto evldpeco ta oteped amodacilouv va
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GUAAVE TIG TUAEG TTOU UTIAPXOUV OTOV KOO0 TOUG TIPOKELMEVOU VAL NV EUGAVLOTOUV
Aol exBpol amod ekel.

3.3 Apxko Mevou

Me TNV eudAvIon Tou apxkol PEVOU SIVETaL n SuvaTtoTNTA OTOV XPROTN va eTIAEEEL
HETAEL EAANVIKWYV Kal AyyAlkwyv yla TNV YAwooa ou Ba Aettoupyroet to matyvidt.

TR

Ewova 3.1 ApxLkr) 086vn Tou mayvidlou

H Sduvatotnta emhoyng tng YAwooog YiveTal Pe TO KOUUTL mavw defld. Metd tnv
emAoyn TnG YAwaooag Asttoupyiag tou matyvidlol epdaviletal éva Kawvouplo Hevol
HE TIG £EL TTAPOKATW ETAOYEC:

1) lotopia

2) Nepuétela

3) EmumtAfov eninedo

4) 3Bnowuo xapaktnpa

5) NAnpodopleg xapaktipa
6) MawyvidL pe dpiloug
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BOOIKES ETTIAOYES

loTopia
MepireTeia
EmimAeov eTiTTEQO
2[3noIPYo XapaKTnpa
TTANPOYOPIEC XAPAKTNPO

Maiyvidl pe @IAOUC

Ewkova 3.2 To KEVIPLKO EVOU TOU TtaLyvLSLoU

OL emloyég éva kal SUo adopouv To malxvidl pe €va maixtn mou avoaAUetol
TIAPAKATW.

MNatwvtag tnv emloyn tpia (emutAéov eninedo) epdaviletal n MAPAKATW OKNVA KoL
S6lvovtag tnv duvatotnta OTOV XOPOKTAPA HOG VO aUENOCEL €V OTOTLOTIKO
mAnpwvovtag XiAla xpuod vouiopata (BA. ked. 3.6.3).

Ewkova 3.3 ITIYULOTUTIO TNG OKNVAG TOU EMUTAEOV EMUTESOU
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Eav matnBel n emloyn téooepa (ofrnowo xapaktipa) ofrivovral oAa ta Ssdopéva
ylol TO XOPOKTAPOL LOG TIOU E(VOLL TOTILKA aIOBNKEUUEVA OTOV UTIOAOYLOTH) LOG.

Itnv emhoyn mévie (mAnpodopieg xapaktipa) eudavidovial to OTATIOTIKA TOU
XOPAKTAPO L.

Itnv teAevtala emiloyn (mouxvidt pe ¢iloug) dnuloupyoUUE 1 CUUUETEXOUUE OF
SLadIkTuaKo TaLyvidL 6w avaAUETOL TOPAKATW.

3.4 NMouyvidt evocg naixtn

ESw Ba avaAuooupe tnv Soun tou malxvidlou evog maiytn. To mawvidt evog maiytn
amoteAsital and U0 oKEAN, TNV LOTOPLO KAL TNV TIEPUTETELA.

To kaBéva okENOC €xel SLaPOPETIKOUG KUPLOUC XAPOKTAPEG TIOU XELPLZETOL O XPROTNG
Kal SLapoPETIKO TPOTO TALEIUATOC. 2TO OKEAOG TNG LOTOPLAC OTNV apX ELOTOPOUUE
Vv undbeon tou Tavdlol TAATPOPUAC TIOU UAOTIOL|OOUE. 2TO OKEAOG TNG
TIEPUTETELAC XPNOLUOTIOLOUE VAV KOvoUpLo xapaktripa (o omoiog epudaviletal oto
TENOC TNG LoTopilag) Kal tov XelpWOMAOTE OE OKNVEG WE TPOMO Aesttoupylog
mayvidlol dpdaong kot pe TIOAAA oTolxeia Tavidlol poAwv (av&non oTATIOTIKWY,
gumeLpia KAT). Nopakdtw avalUoupe ta Suo okéAn mayvidlol evog maiytn.

3.5 lotopia

H wotopla xwpiletal oe duo okéAN:

1) Tnv eknmaibeuon OMOU EVNUEPWVOULE TOV XPrOTN YL TOV TPOTIO XELPLOUOU
TOU XapaKktApa Kol eEL0TOPOUE TNV LoTopia TOU maLxvidlou.

2) Awddopa enimeda 6mou 0 xpRoTNG XELPLIETAL TOV XOPAKTAPA KAl TIPETEL VAL
Slaoxioel tnv oknvn amodevyoviag eunodila ya va Gtdoel oto TEAOG TNG
niotag.

210 O0KEAOG TNG ekmaidevong eELOTOPOUE TNV LOTOPLO TOU TIOUXVLOLOU HECQ OO OXTW
OKNVEG.
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Elkdva 3.4 ITlyplOTUTIO TG LoToplag Tou motyvidLol

Itnv ouvéxela adol €xoupe adnynbel tnv Lotopia apxilel To  KOUMUATL TOU
mayvidlol mAatdpoppag (n adrynon tou Koppotol TNG Lotoplag upmopel va
napaAndBel moatwvrtag 1o Koupni moapdAnydn) OMOU O KEVIPLKOG  XOPAKTAPOG
npoomnaBel va paléPel koppatia Tou pidtpou (mou ocuvnBwg Bplokovial oto TEAOG
NG OKNVAG) yla VO UMTOPECEL VO ATOKTAOEL APKETH SUvVapn va eAeuBEpWOEL TOUC
diloucg tou.

3.6 Koppatt mawyvidiov mAatdpoppac

To mpwto okéAoC Tou TtaLyVISLoU OUCLOOTLKA OTMOTEAELTE ATTO TO KOUUATL TTaLXVISLoU
TAQTHOPUAC. 2TO KOUUATL TtalyxVidLoU MAATPOPUAG TO LOVIEAO TOU XAPOAKTPO TIOU
XEpLeTal o xpotng ivat pio ogaipa. O okomog Tou malxvidlou ival o XapaKTApag
va paléPel to PpIATpoO TOU UTAPYXEL KATIOU OTNV TOTA. TNV OKNVI) O XPNotng
Bpiloketal avilueéTwrnog He Stddopoug exBpous. O xopaktnpag MG €XEL TNV
duvatotnTa vo TETAEL TETPEC WOTE va Tpaupoatilel i va £€oudeTEPWVEL TOUG
exBpouc. O xprotng étav cuvavtdel to GpiAtpo Ba petadEpeTal 0To KUPLO HEVOU Kal
Ba EekAelOWVETAL TO EMOUEVO EMIMESO MALXVIOLOU YL VOl UTTOPECEL VAL TO ETIAEEEL.

3.6.1 Xelplopog xapaktipa

—

Ewkova 3.5 O XapaKTpag Hag 0To PWTo oKEAOG Tou mayvidlol

Kouprua AeLToupyieg xapaktipa

W,tavw BeAakt Mnyaivel pmpoota
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A, aplotepo Belakt Mnyaivel aplotepd

S,KAatw BeAakL Mnyaivel miow

D,be&l BeAdkL Mnyaivel de€la

Agl KAIK TTOVTIKLOU PixveL METPEC UMPOOTA KO THOW
ApLOTEPO KALK TIOVTLKLOU Pixvel métpeg 6e€1d kal aplotepd
Space Mndaetl

Mivakoag 3.1 Aeltoupyleg XapaKkTRpa 0TO TPWTO OKEAOG TOU TTALXVLOLOU
To movtikiL xpnoLomoLeiTaL LOVO Lo VO EKTOEEVEL O XAPAKTHPAG LG TIETPEG.

MNapakdtw eudavilou e To XOPOAKTNPLOTIKA TOU maixtn:

e Yypeia. H vyeia mou €XEL 0 XOPAKTAPACG LG, UELWVETOL OTAV TpOaUpaTileTaL
ano £x0poug kal avEavetal otav palevel pidtpa Bepaneiag.

10110

Elkova 3.6 H umapa uyeiag Tou xapoKtnpa
o Zwég. Elval mévte ol {WEC TTOU €XEL O XAPOKTAPAG, AUTEC LELWVOVTAL EAV N

{wn Ttou maiytn maet oto pndév. Otav pndeviotolv Kat 0 maixtng xpelaletol
kat AAAn wn to eninedo Eavapyxilel and tnv apxn.

Elkova 3.7 O aptBuog {wwv Tou XopaKThpa

3.6.2 ExOpoti kot n Asttovpyia toug

€ QUTO TO KOUMUATL TAPOUCLA{OUUE TOUG €XOpoUC TTOU CUVOVTAEL O XOPAKTNPOG
KaTd TNV SLdpKeLa TNG TioTag Kol avaAUoue TV AElToupyia TouG:

Ewova 3.8 O mpodotng kupog Ewova 3.9 0 €xBpo¢ devooaupog
O KUBo¢ 6mwe Kal 0 Sevocaupog akoAouBoUV TOUG TTAPOKATW KAVOVEG:

1) EA€yxouv av eival kovta otov maixtn. Av eival TOTe mnyaivouv mpog tov
naiytn. Av 8ev ival pévouv otnv B€on touc.
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2) Eav eival o maiytng Kovtd Toug o KUBOC Tou TeTAel UMAE odailpeg Kal Tov
akoAouBei, evw o dewvoocaupog tov MAnolalel kat povo av ivat Simia tou,
Tou erutiBeTal.

3) Eav kuvnywvtag Tov maixtn ¢tdacouv oto TéAo¢ TnG mAatdopuag f o
TAXTNG AMOUOKPUVOEL OPKETA TOTE €TIOTPEDOUV OTO HEPOG OMOou NTAV
OpXLKA.

3.6.3 Aladopa avtikeipeva

MapakATtw MOPOUCLA{OUKE KATIOLA QVTIKELLEVA TTOU CUVAVTAEL O XPrOTNG KATA TNV
Slapkela tou matyvidlou MAaTPopuag.

e [loto depanciag. Malevovtag To MOTO O XPNOTnG Bepamelel éva MOVIO
Uyelag mou eixe xAoeL.

.

AL |

Ewkéva 3.10 To noto Bepaneiog

e Xpuod vouiouara. Ta XpnoLLomolel 0 XpoTnG yla va aveBACEL TA OTATLOTIKA
Tou. Ta Xpuod vopiopata Urnopei va ta Bpel katd tnv SLApKELA TNG TLOTOG
oKoTwvovtag eXBpouc ) oKkoprmiopéva oto £€8adog.

Ewkova 3.11 Ta xpuod vouiopata

e TéAo¢g miotag. ZUVOVTWVTOG TO TEAOG TILOTAG O XPOTNG AmoBNKEVEL OTL XpUoA
voulopata eixe MaléPel KoL  METAKWVEITAL OTO  KEVIPLKO  UEVOU
EekAeldbwvovtag to enmduevo emninedo.
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Ewkdva 3.12 To avrtikeipevo mou kabopilel To TEAOG TG TioTag

o Jnueia emava@opds. YTIAPXOUV LEPLKA ONUELQ amo Ta onola otav MEPVAEL O
XPNOTNG Tou Sivouv Tnv SuvatotnTa o€ MEPLMTWON TIou EBAVEL va UImopel va
ETUOTPEDEL OE AUTA T ONUELA KAL OXL OTNV apxh TNG OKNVAG.

3.7 Aopn TNG TEPLITETELOLC

To KOMUATL TNG EPUTETELAG Elval TO SeUTEPO OKEAOG TIG epyaciag, amoteleital and
V0 SladopeTikd Koppatia: To matyvidt 6pdong kot to turn-base. Ito pevol tNng
neputételag Sivetal n emhoyn otov Xprotn va eAEEEL TTOLO Ao T SUO KOUUATLA
TPOTLUAEL va Ttaigel. Mapakdtw Ba avalUooupe autd Ta SUO0 KOUUATLAL.

3.8 Koppatt §paonc tng mePLETELOG

ITO KOMMATL 6pAcNG O XAPOKTAPAG TNG TEPUIETELOG Mmaivel otnv tplodldotatn
oknvr kal cuvavta exBpoug oe Swadopa onueia tng. Edv o xapaktnpag oG
TANoLAceL ) emteBel o€ KATOLOV £XBPO TOTE 0 £XOPOG EPYETAL TTPOG TO PEPOG TOU KAl
erutiBetal.

ITOXOC TOU Yapoktipa eival va eEoubeTEpWOEL MEVTE OUVOALIKA €xBpoul¢ yla va
petapel oto emopevo eninedo. Otav okotwBouv mévte exBpol epdaviletal pio TUAn
OE OUYKEKPLUEVO onpelo otn oknvr. ETol 0tav o XapaKTnpag KA TAEL TTAVW TNG
petapaivel oto emopevo eninedo. Otav ¢ptdcel oto TEAOG TNG TMLOTAC PETAKLVE(TAL OF
HLOL VEQL OKNVH OTNV omola umtapyeL €va OmAo. To OMAO QUEAVEL TOL OTATLOTLKA TOU
naiytn. Evag naixtng pmopel va €xel povo €va omho kaBe ¢dopd. Eav emié€el va
OUTTOKTHOEL TO KALVOUPLO OTTAO TO TTAALO XAVETALL.
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Ewéva 3.13 ITypLoTUTo 6pAcng tng Lotopiag

Mapakdtw g¢nyouvtal Ta Baclkd oTolxela TNG ypadlkng Slemadng xprnotn o auto
10 eminedo.

MNavw 6e€la eival ta elkovidla e Toug evamopeivavteg exBpol¢ Tmou xpelaletal va
OVTLLETWTICOUHE YLa va epdavioTel n TUAN yLa To eMOpevo eninedo.

Mavw aplotepd elval n eVvEPyela TOU Xapaktnpa. EAv n evépyela mMAeL 0T0 UNGEV
adatpeital pla kapdla ({wn) mou umapxel akplBws amod Katw. Av Sev umapyxouv
AANEG KaPSLEC KOL N EVEPYELO EXEL TIAEL EavA OTO UNGEV O XAPOKTAPOG XAVEL KAl N
niiota Eavapyilel.

Méon aplotepd €ival HEPIKEC ELOIKEC KIVAOELG TIOU UTTOPEL vl KAVEL O XOPAKTAPAC
HOG (TaTWVTAC CUYKEKPLUEVA KOUUTILA Ba BAETIE TTOPAKATW).

3.8.1 Xelplopog xapaktipa

Mapakdtw mapouctalovial T KOUUTLA TIoU TIOTAEL O XPOTNG WOTE VO UIMOPEL val
XEPLOTEL ToV Yapaktipa. H elcodog amd to xprotn yivovtal péow mMANKTpoAoyiou
KOl TIOVTIKIOU ouvOuaoTIKA &€&V UMOPEIG VA XELPLOTEL O XPOTNG TOV XAPOKTAPA
HUEUOVWUEVA LOVO LE TO TIOVTIKL 1] LOVO LLE TO TTANKTPOAOYLO.

Kouprua AeLtoupyieg xapaktipa

W, mavw Belakt Mnyaivel umpoota

A, aploTtepo Belakt Mnyaivel aplotepa

S, KATw BeAakt Mnyaivel miow

D, 6¢eéi Belakt Mnyaivel 6e€la

Agl KAIK TTOVTIKLOU Kavel emiBeon amod Kovtd xtumwvtag OAOUG TOUG
€xBpol¢g Tou £xeL SimAa Tou

ApLOTEPO KALK TIOVTLKLOU Kavel emiBeon amod pakpld pixvovtag pia umala pwtlag
oTnVv KateuBuvon mou Kottalel

Space ATOKTAEL peyalUtepn TaxuTnTa yLa Alyo xpovo

C Ektofelel pla TepAoTIA UMAAQ LAYELOG TTIOU OTIOLOV
£XOpO TOV AKOUUTIOEL TOU PELWVEL OTO ULOO TNV
UTTOAOLTTN UYELa TOU

Vv METOKLVEL TNV KAPEPO TOU XOPAKTAPA avaroda wote
va Uropet va BAETEL KOl TTLOW TOU

Mivakag 3.2 Aeltoupyleg xapakTipa KOUUATL 5pAong
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3.8.2 Eién exOpwv Kkat Asttoupyia Toug

Ol gxBpol mou umapyxouv oTto KoppdTtt dpacng epdavilovtal os dtadopa onueia. Ot
exBpol kivouvtal petafl SUo onueiwv KOl EAV CUVAVTHOOUV TOV XOPAKTAPA N} AV O
XOPAKTAPAG TOUG EMITEDEL KvouvTaLl TTPOG TO HEPOG TOU KAl TOU KAVOUV emiBeon.
Eav okotwBouv evnuepwvouv otL mEBavav (wote va HelwBel o aplBuog tov exBpwv
Tou umoAeimovtat), Sivouv éva aplBud eumelplog OTOV XaPaKTHPA LOG Kl adprvouv
oto £€6adog xpuod vouiopata. O aplBuog Twv SladopeTikwy exBpwv elval MEVTE,
avaAuTikotepa oL exBpot eivat:

e M amAni odaipa mou KuvnyaeL TOV XapOKTAPA LA KAl TOU €MITBeTAL OO
HOKPLA.

Ewkdva 3.14 O gx6po¢ adaipa

e ‘Evag 8elvO0QUPOG TTOU KUVNYAEL TOV XOPAKTHPA LAG KL TOU TIETAEL UMAAEC
dwtlag.

Ewéva 3.15 EniBeon Sewvooavpou amod pakpld

e Evag 6evO0aUPOG KUVNYAEL TOV XOPAKTAPA LAG KoL TOU emLtiBeTal.

EAevBéplog MaAwvSpétog TeAida 35



Ewdva 3.16 EmiBeon Sewvooavpou amnd kovrd

o 'Evag OKEAETOG KUVNYAEL TOV XAPAKTAPA HAC KOl OTOV TOV TMANGCLACEL TOU
erutiBetal.

Ewova 3.17 EniBeon okeAetou amd kovtd

e 'EvaG OKEAETOC TIOU KUVNYAEL TOV XOPOKTAPO HOG KOL TOU TIETAEL UIOAEG
dwtLag.

Ewbva 3.18 EniBeon okeAeToL amod pakpld
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3.8.3 Aladopa aviikeipeva

Mapakdtw avoAUOUUE TO UTOAOUTOL OVTLKELHEVO TIOU UMOPEL VO CUVAVTINOEL O
XPNOTNG MOG OTO KOUUATL S5pACNG TNG MEPUTETELAG.

o Kouudrt eppavions exdpwv (Spawner). O Spawner €xeL okomo va epdavioet
ToV €£X0p0 KoL va Tou Swoel 08nyLeC yLla To Ttolo povornatt 8a akoAouBroeL.

Ewkova 3.19 O spawner

® TéAo¢ miotag. Otav epdavioTel N mMapaAmAvVW TUAN KAl O XOPAKTAPOG LOG
TAEL TAVW TNG TOTE TEAEWWVEL N TiOTa, AnmoBnkevovtal T OTOTLOTIKA TIOU
€XEL 0 MaiyTng (epmelpla mMou €xXEL MAPEL, AVENON OTATIOTIKWY KAl Xpuod
vopuiopata) Kal LETAKLVELTAL OTNV OKNVA OTIou €TUAEYEL OTTAO.

Ewkdva 3.20 To télog miotog

3.8.4 IxedLaopi¢ eETUMES WV

Ta enimeda mou OnULOUPYNCOPE OTO KOUMATL O&pdong TNG TEPUTETELAG
SnuoupynBnkav pe tnv xprion tou terrain editor tng Unity.
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T‘ETerrailn - - #‘rl
(o | ad a2 |5 W |

Mo tool selected

Please select a tool

¥ ¢ [ Terrain Ccollider i,
Material ‘None (Physic Materi, ©
Terrain Data ‘wNew Terrain 9 | @

Enable Tree Collider [

Ldd Component ]

Ewkova 3.21 O Terrain editor Tou unity

JUVOALKA dnuLoupynoape téooepa enimeda mayvidlov. Ta mopaKATwW:

e Eva eminedo oto omoio oL gxBpoi mou eudavilovtal eival  okeAeToL,
dewvooaupol kat odaipeg.

Ewkova 3.22 MNiota 6To KOUUATL SpAong TEPUTETELAG

e ‘Eva eninedo oto omnoio oL exBpoi mou eudavilovral eivat povo okeAetol.

Elkdva 3.23 MNiota 6To KOPUATL SpAonC MEPUTETELAG

e 'Eva eninedo oto omnoio oL exBpoi mou epdavilovral eivat pévo dewvocaupol.
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Ewkova 3.24 MNiota 6To KOUUATL SpAonG TIEPUTETELAG

® ‘Eva eninedo oto omoio ol exBpol mou epdavilovral ival pévo odaipeg.

Ewkova 3.25 Mioto 0To0 KOPUATL §pAong TEPLTETELOC

H emloyn twv mapamavw emumédwy yivetal tuxaia. Etol 6tav o xpriotng ptavel oto
TEANOG KATIOLOU ETUTESOU TOTE E£KIVAEL Eva AANO TuyaiaL.

3.9 AvaAvon doung turn-base emunédou

To turn-base eminedo xwpiletal oe dvo enineda. Ta enimeda mMou TO AMOTEAOUV
elvat: To eninedo ouvavtnong e tov exBpo Kal To eminedo paxng.

3.9.1 Eninedo ouvavtnong He tov x6po

210 eminedo ouvavtNong HE Tov eXOpO 0 XAPAKTNPOC HaC TPOoTaOel va cuvavTrosL
exBpoug, wote va petadepOel oto emimedo paxNg KAl va Toug MOAEUNOEL. Edv €xel
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OKOTWOEL CUVOALKA TIEVTe €xOpoU¢ epdaviletal n mMUAN yLo To TEAOC TNE ILOTOC OMWC
OTO KOUMATL Spdong kal ivetal n Suvatotnta allayrng omAou.

3.9.2 Entinedo paxne

TNV oknvn tou emutédou paxng oto Sefl uEPog PploKeTal O XOPAKTAPOG MG KoL
aplotepa €vag tuxaiog aplBuog amo exBpous. O aplBudg exBpwv Tou Unopel va
eudaviotel og auTo To enimedo sival PeTal €va Kal Tpla kal emléyetal tuxaia. O
TUTOG TwV £XBpwv eival (8lo¢ pe Tov TUTIO TOU €XBpPOU TTOU GUYKPOUOTNKE HUE TOV
XOPAKTAPA LOG OTO €MiMeSo cuvavtnong Ue tov exBpo. Mavw aplotepd otnv 06ovn
HOG PBAETOUME TU KIWWAOELS UMOPOUUE VA KAVOULE KOL ETAEYOUME TNV EMOUEVN
evépyela. OL eTAOYEG lval OL TOPAKATW:

e Jelpd xpnotn
o EniBeon and kovta
o EniBeon and pokpla

e Jelpd exdpou
o EniBeon exbpou

MNavw &e€la eival n vyeia Twv exBpwv Kat n vyeia tou maiytn pag. Otav TeEAEWOoEL N
HAXn €AV €XOUUE OKOTWOEL OAOUG Toug €xBpolg yupiloupe oto emimedo TNG
TIEPUETELAG Kal adalpoVe Tov aplOuo twv exBpwv mou okotwoape (kabe exBpog
TIOU OKOTWVOUE Sivel eumelpia).

enemy1: 30 player: 79

Ewkdva 3.26 ITYULOTUTIO TNG LAXNG OTO turn-base pe Selvooalpoug
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- e g .
] ; =
Fenemy3: 20 enemy2: 20 enemy1: 20 player: 79

attack ranged

Ewkéva 3.27 ZTyOTUTo TNG LAXNG OTo turn-base pe okeAeToug

3.10 AvaAvon Nawvidiov pe ¢pidoug

To mavidt pe diloug elval To TPITO OKEAOG TNG EPYACLACKAL OUCLOOTLKA Elval TO
TALXVIOL pe SuvaToTNTO CUMUETOXAG TIOAAWY TIOUXTWV KOUMATL TNG gpyaciog. To
KOUMATL HE SuVOTOTNTA CUUHUETOXNG TIOAAWV TOUXTWV €ival  éva matyvidt tumou
MPWToU Tpoowriou shooter. O kABe XPNOTNG £XEL TA OTATIOTIKA TIOU £XEL O
XOPAKTAPAG TOU OTO TtalXVvidL evog maiyxtn Kal mailel oe Tpelg SLadOopETIKEG TOTEG
pall pe toug piloug tou.

3.10.1 BApata SnAwong véou mawxvidiov

Itnv apxn TN Snuwoupylag tou mavidlou pe SuvaTtoTNTA CUUUETOXAG TIOAAWV
matwy, epdaviletal €va  pevou  Omou  TPEMEL va  ONAWOOUME Kal va
amoBnKeVOOULE TO OVOUA TOU XOPAKTHPA LG,

lefteris

host a match

Ewkova 3.28 To KEVIPLKO PEVOU CUMETOXNG TIOAAWY TIOLXTWV

Itn ouvéxela epdaviletal éva pevol To omoio pag Sivel tnv duvatotnta va
amoBnkeVOOUUE TO OVOUO TOU TtaLXVLSLOU Kal Vo OPLOOUUE TOV PEYLOTO OplOuo
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TAL(TWVY TIOU HImopoUuv va ouvdeBolv oto mayvidt (oto 61kd pag maxvidt Adyw
uAomoinong UMOPOUHE VO €XOUME HOVO OXTW TIOXTEG VO CUMUETEXOUV O €va
TLALXVLOL).

‘dokimastikopaixnidil Match name

Max players N 2

Ewkova 3.29 To pevol Snutoupyiag mayvidlou

210 TEAOG ETUAEYOUE TOV TUTIO TN ToTac Kal To entinedo SuokoAiag.

3.10.2 Enimeda tou mayvidiov

Ta enimeda mayvidlol 0To KOUHUATL TAXVLSLoU Pe SuvatoTnTa CUPUETOXNG TTOA WY
TOLLXTWV ELvaL CUVOALKA Tpla.

21O MPWTO EMINMESO 0 OKOTOG TOU TALXVLSLOU ElvalL OL XPHOTEG VO AVTLLETWITIOOUV O
€vag Tov AAAoV HEXPL va UELVEL 0 TeAeuTalog eml{wVv OTOU VIKAEL To Ttatyvidt. Otav
Eekwvael to enimedo o kabe xpriotnc epdaviletal os diadopa onueia tng miotag Kat
npoonaBei va Bpel Toug AANOUC XPHOTEG yLa v TouG e€oubeTEpWOEL TUPOPBOAWVTAC
touc (matwvtog to Se€l kKAk). Otav peivel o teAeutaiog maixtng {wvtovog TOTe TO
mayvidtL teAeLwveL.

Ewkova 3.30 To mpwto £minedo cUPUETOXNAG TOAWVY TTALTWY

To &eltepo kal tpito emimedo eival otnv oucia Tioteg ouvepyaciag PeTafL TOV
TALKTWV. O XprioTN¢ oKOTWVEL Pe TN Bonbela Twv aAwv xpnotwv detvooavpoug. Ot
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Sdewvooaupol adrivouv xpuod voulopata Kol oL Xpnoteg ta palevouv. To malyvidt
TeAelwvel otav e€ovtwBoUlV OAoL oL XproTeg (ATTa) ) 0tav GTAcEL Evag XprioTnG oToV
TEPUATLOMO (ViKn).

Ewkova 3.31 To 8eUtepo eMinedo GUUUETOXNG TIOANWY TTOLYTWY

Ewkova 3.32 To tpito emineSo CUMUETOXNG TTOAAWY TTALXTWV
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gold eamned 0 health 20

Ewkova 3.33 ZTIyULOTUTIO TOU XPHoTh

MNavw aplotepd eival ol {wEC Tou €XeL 0 xpnotnc. Eav teAewwoouv Kal GTACEL N
evépyela oto pundév xavel. Navw de€la eival n evépyela tou maiytn. Eav n evépyela
TOU XpNoTtn ¢tacel oto UndEv Tote adalpei pia {wr amo Ta apLloTePA KoL Tou divetatl
n duvatotnta va favaepdaviotel otnv miota. AlmAa Bploketal €vag PETPNTAC TOU
EVNUEPWVEL TOV XpHOTN TIO0O XpUad £xel HaléPeL.
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Kedbalaio 4
YAonoinon mawyvidiov

4.1 Elcaywyn

Y€ aUTO To KedDAAaLo Ba UANCOUHE OVAAUTIKA YLO TO TIPOYPOUUATLOTIKO KO TEXVIKO
KOpMATL Tou matyvidiov [2],[14],[15],[16],[17].

31O TPOYPOUMO HOG ELOAYOUUE 1 SNULOUPYOULE OVTLIKE(MEVA KAl TAVW OE QUTA
Baloupe éva i TEPLOCOTEPA CUOTATIKA (components) tn¢ Unity woTe va KAVOUV TIG
Aettoupyleg mou B€AoUE.

4.2 OpyAavwon KEVIPLKWY HEVOU Kot
oLy vVLIS Lwv

4.2.1 Kevtplko pevou

b —= . ~
ww - g T

TATNOTE £8W VI VO EEKIVNOETE

Ewkova 4.1 To apxko pevou Tou mauyvidlou

Itnv apxn Otov PBPLOKOUOOTE OTO KEVIPKO HevoU Onuloupyolpe €va adelo
avtikeipevo (tov GameControler). Auto €xet €va C# script oto omoio amoBnkeloupe
OAa Ta BACLKA XOPOKTNPLOTIKA TIou BEAOUUE (TT.X. O€ TL YAwooo lval To mayvidt) kat
ToV papkapoupe Balovrag tou €va tag (dm). Emeldn ta avtikeipeva kataotpepovral
KaBe ¢popa mou aAAaloupe OKNVr O UEPLKA OVTIKE(peva Tou Sev Béloupe va
kataotpadouv (6mwe o GameControler) €xoupe BAAEL TNV TIAPOKATW YPOAULN
KwoKa:
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DontDestroyOnLoad (this)

Eniong elocayape éva script otnv KUPLA KAUEPA [LE TO OTIOLO SNULOUPYOUE TO KOUMTIL
(ue TNV BonBela tng cuvaptnong OnGUT () tng Unity) mou emiAéyoupe Tnv yAwooo
mou Ba umdpxel oto TaAlyvidL. MATwVTag TO KEVIPLKO KOUUTL HeTadEPOUAOTE OTO
Hevou tou matyvidlou. lNa tnv ewkova mou €xoupe Balel oto background am\a
Xxpnowomnotoape tTnv Aettoupyia Skybox kat elodyape tnv elkova ou BEAaE.

ko - PC, Mac & Linux Standalone <DX11>

Aobile Input [Window] Help

_ocal

Ewkova 4.2 To pevou yia emhoyn tou lightning tng Unity

MNext Window

Previous Window
Layouts

Scene

Game

Inspector
Hierarchy

Project
Animation
Profiler

Audio Mixer
Asset Store
Version Control
Animator Parameter
Anirmator

Sprite Packer
Lighting
Occlusion Culling

Frame Debugger

Mavigation

Console

Ctrl+Tab
Ctrl+Shift+ Tab

Ctrl+1
Ctrl+2
Ctrl+3
Ctrl+4
Ctrl+5
Ctrl+6
Ctrl+7
Ctrl+8
Ctrl+9
Ctrl+0

Ctrl+Shift+C

3

imize an Play | Mute

4.2.2 YiioAouna pevou mayvidiwv

OAa ta umtdAouta pevol €xouv cav KUPLO KopUo éva CH script To omoio Payvel Tov
GameControler pe tnv BonBela tng cuvaptnong tng Unity.

GameObject.FindGameObjectWithTag (“tag.name”)

‘Etol Balovtag to tag tou GameControler (dm) Bplokoupe TO aviikeipevo Kal
BAEmoupe gav eival n yYA\wooa eAANVIKA 1 OxL (Léow pag bool Tou Gamecontroler).
Itnv ouveéxela eudaviloups Tt KEIPEVA TIOU £XOUUE OTIC ETUAOYEG 0 AyYAKA N
EAANVIKA p€ow TTAAL TNG ouvaptnong tng Unity OnGUT () .
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Ta pevou oto malyvidt epdavifovral matwvtag to mARktpo ESC. Otav noatnOei to
HEVOU BEANOUUE VA OTOUATACOUME OTL YIVETAL OTO TIaXVidL. AUTO TO KATOPEPVOULE
XPNOLUOTOLWVTAC TNV cuvaptnon tng Unity Time.Scale () Kol UE OpLopa HNGEV.
MNna va dovpe eav matnOnke to ESC Baloupe tnv akdéAoubn cuvdaptnon HEcA OTO
OnGUI ().

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

4.3 XapoKTnPLoTKA Ttaxvidiov kat pebodot
arnodnkevong

MNna tv péEBodo amobrikeuong emNé€ape tnv péBodo tng Playerprefs, tng Mono
development. Ta 6edopéva mou aMOBONKEUOUWE KOL TO XOPOKTNPLOTIKA TOUG
eudavilovtal otov mopakATw mivaka:

XapaKTNPLOTIKO Nepwypadn

Ovopua To 6vopa Tou XapaKTHPa Hag.

Abvapn Au€avovtog to auEavetal n {nNULA ToU MPOKAAOULE
og exBpoug amo Kovra.

Tayutnta Au&avovtag to avavetal n {nuULd mou TPoKAAOUHE
og €xBpoUG amod pakpLa.

Eveliia Augavovtag to aufdvetal n avtoxy otnv {nuLd mou
npokaAeital and exBpoug mou emutiBevrtal amnod
HOKpPLAL.

ZUYKEVTPWON Au&avovtag to auédvetal n avioxrn otnv {nuLd mou
npokaAeital and e€xBpoug mou emutiBevrtal  amnod
KovTa.

Avtoxn Aufavovtog To aufdavetol n uyela TOu Yopaktnpo

Hag.

EniBeon amno kovta
omAou

Aufavovtog to aufavetal n {nUL& ToU TPOKAAOUE
oe exBpoug ano Kovta.

EniBeon amno pakpla
omAou

Aufavovtog to aufavetal n {nULd Tou TPOKAAoUE
og exBpoug amod pakpLad.

Apuva ano pakpla
omAou

Auédavovtag to auédvetal n avioxrn otnv {nHLd mou
npokaAeital and exBpoug mou emutiBevrtal  amnod
HOKPLAL.

Apuva amno Kovta
omAou

Auéavovtag to aufdvetal n avioxrn otnv {NLd mou
TipokaAeital amo exBpoug mou emutiBevroal amnod
KOVTAL.

Xpuoog

O XpuoOC oV €XEL O TALXTNG.

Eunelpia tou 6mAou

H eumelpia mou €xeL to OmAo.

Eunelpla tou naixtn

H eurmelpia mou €xeL 0 XOPAKTHPOAC HOG.
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Entinedo xapaktipa | To eninedo mou €L 0 XAPOKTAPAG HAC.

Eninedo 6mhou To eninedo mou €xeL To OMAO.

Mooeg MIOTEC €XEL O OUVOAIKOC 0plOUOC SLadOPETIKWY TILOTWV TIOU EXEL
TEPUATIOEL OTNV TEPUATIOEL O XOPAKTAPOAG HLOG.

lotopia

Mivakag 4.1 XopaKTneLoTIKA maxvidlou

H amoBrikeuon tou kABe XopakTnpELOTIKOU YIVETAL ovAAoyo HE TO TL TUTOU €ival
(integer, float f string). H amoBnkevon yivetal pe pla amo TIG MOPAKATW TPELG
ouvapTtnoel; SetFloat, SetInt, SetString kol aviiotolya Maipvouue ta
6ebopéva miow MPE TIC TMOPAKATW OCUVAPTHOELG GetFloat, GetInt,
GetString.

4.4 AVTIKELLEVO MOUGCLKNAC

Ma va unapéel nxog oto maxvidt dnuioupyolue €va avtikeipevo pe AudioSource
(component tng Unity). ZTnv cuvéxela €LOAYOUUE €va script OTO OVTIKEIUEVO UE TOV
TAPAKATW KWAKA Yyl va SWOOUHE TNV SuvatotnTa OTOV XPNOTN VA KAVEL TNG
TIAPOAKATW EVEPYELEC:

Koupmua Neltoupyieg
K,L AUEnon-Meilwon évtaong rnxou
P ITAUATNUA TNG LOUGLKAG
M KAelowo teAeiwg tou xou

Mivakog 4.2 Koupmid Asttoupylag LOUGOLKNG

O kwdikag elval o mopakdTw:

using UnityEngine;
using System.Collections;

public class music : MonoBehaviour {

void Awake () {

AudioListener.volume = ;

}

// Update is called once per frame
void Update () {
if (Input.GetKeyDown (KeyCode.P)) {

AudioListener.pause = 'Audiolistener.pause;

}
if (Input.GetKeyDown (KeyCode.M)) {

AudioListener.volume = ;
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}

if (Input.GetKeyDown (KeyCode.L)) {
if (AudiolListener.volume > )
{AudioListener.volume = AudiolListener.volume - ;
}

}

if (Input.GetKeyDown (KeyCode.K) ) {
if (AudioListener.volume < )
{AudioListener.volume = AudioListener.volume + ;

}

4.5 Adnynon Lotopiog

ESw Ba avallooupe tnv uAomoinon TOU MPWTIOU KOUUATL Tou matxvidlou, To
KOUMATL TNG ekmaidevonc. Méoa otn oKnvh UTIAPXEL £Va KOMUATL LOUGLKAG yla va
UTOpEL va. akoUYETAL 0 AXOG OTo TtaxvidL pog (BA 4.4). Yrapyxel éva CH# script otnv
KAUEPQ TIOU I KPATAEL TN B€0N TNG KAUEPAG OTABEPN 1 TNV METAKLVEL HETAEY TWV
OVTIKELMEVWY TIOU PBpiokovtal péca otnv tplodlactatn oknvh. AnULOUpPYrCOE
Hepka CH# script kal ta ewodyope oe Sladopa QVIIKEILEVA WOTE va UMopoulV va
KLvoUVTAL OTO XAptn (T.X. N HETAKIVNON Twv £XBpwvV amo to éva cnueio oto GAAO).
TéAog xpnolpomnoloVe tov Canvas tng Unity wote va €xoupe tnv Suvatotnta va
eudaviloupe Ta pnvupaTo OTOV XPHOTH.

AUTO YIVETAL EVEPYOTIOLWVTAC I} OTIEVEPYOTIOLWVTOG KATIOLA KOMUATLOL KELUEVOU TIOU
Bpilokovtal péoa oto Canvas. Mapakdtw £ivol €va eVOELKTIKO KOMUATL KWSLKA TTOU
Xpnowlomotwoape yla va aAAdael to Keipevo mou PBAEMEL 0 XpNoTnG. ZTNV apxn
opiloupe ta avilkeipeva ou umtdpyouv otnv 00dvn.

public GameObject textl;//ta text einai ta keimena pou emfanizontai
ston xristi

public GameObject text2;

public GameObject text3;

public GameObject text4d;

public GameObject texth;

public GameObject text6;

public GameObject dino;//edw einai ta gameobject pou energopoioume
analogo me to poio seimeio //tisistorias eimaste
public GameObject dino3;

public GameObject dino2;

public GameObject enisxiseisl;

public GameObject enisxiseis2;

public GameObject enisxiseis3;

public GameObject enisxiseis4;

public dinocai22 dinoll;

public dinocai22 dinol2;

public dinocai22 dinol3;

public GameObject p;

public GameSettings2 scr;

private bool elinika;

private int j=0;
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void Start () {
dinoll = dino.GetComponent<dinoai22> () ;
dinol2 = dino2.GetComponent<dinoaiz22> () ;
dinol3 = dino3.GetComponent<dinoaiz2> () ;
p=GameObject.FindWithTag ("dm") ;
if(p!'=null) {
scr=p.GetComponent<GameSettings2>() ;
elinika=scr.Elinika;
}
if(elinika)
{textl.SetActive (true);}
else
{textd.SetActive (true) ;}

MNapakdtw pe tn Bonbela tng OnGUI () kabopiloupe molo keipevo Ba epdaviotel
OTIWG KOlL TTOLO. OVTIKELPEV TNEG OKNVAG pag Ba gival evepyomolnuéva (kabwg Katl Tt
KAvouv).

void OnGUI ()
{
if (3 < 3) |
if (elinika) {

if (GUI.Button (new Rect ((Screen.width) - ,
Screen.height / + , , ), "ouveyesita")) {
if (3 == 0) {

textl.SetActive (false);
text2.SetActive (true);
J++;

dino.SetActive (true);
dino3.SetActive (true);
dino2.SetActive (true);
} else
if (3 = 1) {
text2.SetActive (false);
text3.SetActive (true);

j++;

dinoll.elenxos = true;
dinol2.elenxos = true;
dinol3.elenxos = true;

enisxiseisl.SetActive (true);
enisxiseis2.SetActive (true);
enisxiseis3.SetActive (true);
enisxiseis4.SetActive (true);

} else
if (3 == 2) {
text3.SetActive (false);
J++;
Application.LoadLevel ("tutO05");
}
}
}
else{
if (GUI.Button (new Rect ((Screen.width ) - ,
Screen.height / + , , ), "continue™)) {
if (3==0){
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textd.SetActive (false) ;
text5.SetActive (true) ;
J++;

dino.SetActive (true) ;
dino3.SetActive (true) ;
dino2.SetActive (true) ;

}

Else{

if (J==1) {
text5.SetActive (false) ;
text6.SetActive (true) ;
J++;
dinoll.elenxos=true;
dinol2.elenxos=true;
dinol3.elenxos=true;
enisxiseisl.SetActive (true);
enisxiseis2.SetActive (true) ;
enisxiseis3.SetActive (true) ;
enisxiseis4.SetActive (true) ;

else if (j==2){

text6.SetActive (false) ;
J++;
Application.LoadLevel ("tut05");

TéAog mapouoctdlovpe €va TapASElyUa HE  €va KOUMATL amd Tov KwolKa Tou
XPNOLIOoTo)oape otov €XBpo yla va petakivnBel adol mHpe TNV €VTOAR TOU QMO
TOV MAPATTAVW KWHOLKAL.

void Update () {
if ('elenxos) {
myTransform.position = Vector3.MoveTowards

(transform.position, start.position, * Time.deltaTime) ;
if (myTransform.position==start.position)
{

dinome.GetComponent<Animation> () .Stop
("Allosaurus Walk");
dinome.GetComponent<Animation> () .Play
("Allosaurus Attack01");

}
}
if (elenxos)
{

dinome.GetComponent<Animation> () .Stop

("Allosaurus AttackO01l");

dinome.GetComponent<Animation> () .Play

("Allosaurus Run");

myTransform.position =

Vector3.MoveTowards (transform.position, end.position, *
Time.deltaTime) ;

myTransform.rotation = Quaternion.Slerp
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(myTransform.rotation, Quaternion.LookRotation
(end.position - myTransform.position), *
Time.deltaTime);// kanei rotation ston paixti

4.6 AvaAucon vAonoinong Lotopiog oto
TLaLXvidL

Mapakdtw Ba avaAUCGOUHE TNV AELTOUPYLA TOU TTALXVLISLOU 0TO KOUUATL TNG LoTopiag.
H Baowkr oAAnAenidpacn HETAEU TWV QVIIKELUEVWY OE QUTO TO KOMUATL TOU
TaVLSLoU yivetal pe t xprion tTwv collider tng Unity kat tn xpnotwpomnoinon tags. Ta
tags xpnotuomololvTal yla Vo UMOPECOUE Vo avayvwpicoupe amd mowov collider
npogkuPe n ouykpouaon. Otav ekwvdel éva eminedo SnULOUPYOUE TOV XAPAKTHPA
pog (tov €xoupe petatpéPel oe prefab) kat tou Paloupe ta otatiotikd tou. O
XPNOTNG EAEYXEL TA input HE T OUVAPTAOELG TNG Unity Input.GetAxis () Kal
Input.GetButton () yla va §€L UATWG TIPETEL VAL LETAKLVAOEL TOV Xapaktipa. H
Snuoupyla €vOC OVTIKELWEVOU OTn  oKnvh Yivetal pEOw TNG OUVAPTNONG
Instantiate () (mx. €dv 0 XaPAKTINPAG VO TETALEL TETPEG) KAl Yyl va
LETAKLVI)COULE TOV XOPAKTHPA O XPNOLUOTIOLOUE TNV eVTOAr) AddForce ().

MmopoUUE Vo avayVWPLCOUUE TIG CUYKPOUOELS QVTLKELLEVWY LE TOV XOPAKTHPA O

HéOw TNG OnTriggerEnter () Kal yld vo OVAYVWPLOOUUE TOV TUTO TWV
OVTIKELMEVWY TIOU  OUYKPOUOTNKAV  XPNOLUOTIOLOUUE TOV  EAEYXO if
(other.gameObject.tag == ""). ‘Etol avayvwpiloupe av o XapoKTHPag

NpBe oe emadn pe Ta OMAA TwV XOPWV WOTE VO LELWOOULE TNV LYEla Tou i av Npbe
oe enadn pe Bepameutikad ¢piAtpa yla va TNV auEnoouUE.

Ol exBpol og AUTO TO KOPUATL EKTEAOUV TIG TTIAPOKATW EVEPYELEG:

1) EAéyxouv av Ppilokovtal KOVIA OTOV XOPAKINPO HE TNV OUVAPTNON
Vector3.Distance. Me tnv Vector3.Distance BAEmMouv TNV amootacn
¢ B€on¢ mou Bplokovtol og oxéon pe tn B€on mou BplokeTal 0 XapaKTHPAC.

2) Eav n amoéotaon eival pikpotepn amd éva Oplo mou opiloupe o exBpO¢
HETAKLVELTAL TIPOC TOV XOPAKTHPA LOG LE TNV XPRON TN MAPAKATW CUVAPTNONG.

Transform.position=Vector3.MoveTowards
(transform.position, target.position, movespeed)

3a) Eva dgv cuvavtnoel To tTéppa tnG MAATPOPUAC KAl EXEL TTANOLAOEL OPKETA TOV
XOPOAKTN PO TOTE TOU EMITOETAL.

3B) Eqv cuvavtroel to Tépua NG MAATPOpuaG TOTE eMOTPEDEL oTnV BEoN Mo ATav
OPYLKAL.
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Emtiong oL exBpol eEAEyXOUV OV CUVOVTAVE TIC TIETPEC TIOU TIETAEL O XopaKkThpac. Eav
TN CUVOVTAVE TOTE PELWVOUV TNV UYL TOUG Kal €av n Lyela toug GTtAoel oto Undev
KataotpEdovtal.

‘Eva Ao onpavtikd koppdtt eivat ta checkpoint. Ta checkpoint eival kamola
onueia amno ta onoia epudavi(OUPE TOV XOPAKTAPO LOG OE MEPLTTWON TIoU eEBAVEL.
To kaBe checkpoint to evepyomoloUE €AV O XPNHOTNG MEPACEL £V CUYKEKPLUEVO
onueio Tng miotag. Alvoupe oTOV XOPOKTPA MOG TIG CUVTETAYUEVEG OTLG Omoieg Oa
eudpavioTel eav eBAvVEL

To televutaio KOMPMATL €lval TO OVTIKEIMEVO TIOU OTAV TO TAPEL O XOPOKTAPOG
EekAeldwVEL TNV €MOPevn TOTA KAl TNYQLVEL TOV XProTn OTO OpXlkO pevou. H
HETAKIVNON OTO apxlkd Levou yivetal pe tnv Application.LoadLevel () kal
0 €AEYXOG €AV CUVAVTAEL TOV XPNOTN yiveTal e tnv OnTriggerEnter () KalInv
if (other.gameObject.tag == "").

4.7 YAomoinon 8pAonc tnG MEPLITETELOLC

Mapakdtw 6Oa avoOAUCOUME TO TWG UAOTOLOOMUE TO KOMUATL Spdong NG
TIEPUMETELAC. 2TO KOUUATL SpAong tng mepmeTelag n Baotkn aAAnAenidpaon petaty
TWV AVTIKELLEVWV YiveTal pe tnv xpron twv collider tn¢ Unity og ouvduaopo Kal tnv
xpnolgomnoinon tags yw va avayvwpiooupe amd moiov collider mpoékude n
ouyKpouon.

€ OUTO TO KOMUATL XPNOLUOTIOLCAUE £va €TOLUO HOVTIEAO XOPAKTIAPA TIOU TO
kateBaoape Sdwpedv amd to Unity asset store. & aAuTO TO HOVTIEAO ELOAYAUE
Sladopa scripts kal components Mou SNULOUPYNCAUE WOTE VO UITOPECOUE VAL TO
KAVOULE AELTOUPYLKO PEDA OTOo TtaLyvidt pac.

JTo JOVTEAO  €l0Ayoupe  apxlka  éva  rigid body wote pe TNV
GetComponent<Rigidbody> () .AddForce () vo  WUMOPOUME VA  TO
HETAKIVOUUE pEoa otnv oknvh. Emiong dtafaloupe ta inputs Tou xpnotn HE TNV
Input.GetButton () KoL EAEyXOUUE €AV OUVAVIAEL OVILKEIUEVA PE TNV XPAON
¢ OnTriggerEnter (Collider other). Ztnv apxi tnG okNVAG €XOUME
€lodyel €va empty gameobject mou eivat umevBuvo yla v dnuloupyia Twv
exBpwv. Mo Adyou¢ euKOALQC OVOUAOCOE TO OVTIKELLEVO AUTO spawncontroler.

O spawncontroler &nuloupyel toug exBpolg kat kabopilel (S6ivovtag toug duo
ouvteTaypéveg) mou Ba Kwvouvtal otnv oknvl. O spawncontroler pe to ToOU
Snuoupyeital otnv oknvr Yaxvel va Bpel kal Toug GAAoug spawncontroler mou
UTTAPXOUV OTO TOXVIOL woTe va amoBnkeloel TNV B€on Tou €XEL O TILO KOVTLVOG
spawncontroler. Autd TO KAVEL WOTE va UMOpel va SWOEL TIC CUVTETAYUEVEG TOU
KOVTLVOTEPOU spawncontroler Kal TG CUVTETAYHEVEG TOU £QUTOU TOU otov exOpd Tou
Ba Snuioupynoel. Autod yivetal yla va dnuoupynBel pa dtadpoun HeTaly auvtwv
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TwV SU0 OVTIKELHEVWVY TTAVW OTNV omtoila Ba Kveital o exBpog. H elpeon twv AAAwv
spawncontroler ylvetal pe tTnv xprion Tng mopakATtw cuvapTnong:

go2=GameObject.FindGameObjectsWithTag ("spawncontrolerai")

(go2 eival evag mivakag and gameobject ou €xoupe SnAwoeL o mavw public
GameObject[] go2).

Toug spawncontroler Toug TO§LVOUOUE LLE TOV TTAPAKATW KWK

foreach (GameObject loc in go2)

{
if (loc!=null)

{

if (Vector3.Distance (loc.transform.position,
gameObject.transform.position)>megalosarithmos)

{

megalosarithmos=Vector3.Distance
(loc.transform.position, gameObject.
transform.position);
loc2=loc.transform;

Etol Baloupe oto loc2 tnv Béon mou Ba OSwooupe otoug exBpoluc. O
spawncontroler a¢oU Bplokel Tov MmO Kovtvd spawncontroler dnuloupyel toug
exBpoug. O spawncontroler €xel mavw tou Ttéooepa Sladopetika prefabs amod
exBpoug, €10l emAéyel Tuxaia TL TUTIO €XBpol Ba dnuloupynoel He Tt XPNON TNG
ouvaptnong Random.Range ().

Ma va Snuoupynoet éva exBpo XpNOLUOTIOLEL TOV TTOPAKATW KWOLKA:

z=Instantiate (enemy3, gameObject.transform.position+position,

spawnRotation) as GameObject

Meta naipvel to script tou xBpol Kat Tou Sivel TIg SU0 CUVTETAYUEVEC. TNV OKNVN
€xoupe Snuoupynoel €va emumAéov adelo gameobject mou Sivel ouolaoTIKA TNV
{nua ou Kavouv ot exBpol otov maiytn (n Inuia dev eivat otabepn mpooapuoleTal
oavaloya pe To minedo mou PPLOKOUAOTE), EVNUEPWVEL TOL OTOTIOTIKA TOU TAXTN
otav dnuloupynBel péow twv playerprefs kal amoBnKeVEL TO OTATIOTIKA TOU TaXTn
otav teAewwvel n miota. O KWOIKAC TNG EVNUEPWONG TWV OTATIOTIKWY Elval O
akoAouBog.

public void SetStats() {
player=GameObject.FindGameObjectWithTag("player") ;
pc2part pcClass =player.GetComponent<pclpart>() ;
pcClass.Elinika = elinika;
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pcClass.Onoma=PlayerPrefs.GetString ("Onoma") ;
pcClass.Dinami=PlayerPrefs.GetInt ("Dinami"”
pcClass.Antoxi=PlayerPrefs.GetInt ("Antoxi");
pcClass.Taxitita=PlayerPrefs.GetInt ("Taxitita");
pcClass.Ygeia=PlayerPrefs.GetInt ("Ygeia');
pcClass.Magia=PlayerPrefs.GetInt ("Magia') ;
pcClass.BasikiTimi=PlayerPrefs.GetInt ("Epipedo™) ;
pcClass.Xrisos=PlayerPrefs.GetInt ("xrisos");
pcClass.PollaplasiastisEmpeirias=PlayerPrefs.GetInt("pollaplasi
astisEmpeirias"™);

pcClass.Bonuslevels=PlayerPrefs.GetInt ("bonuslevel™);
pcClass.Bonusweaponlevels=PlayerPrefs.GetInt ("bonusweaponlevels
")
pcClass.Arithmosauxisisoplou=PlayerPrefs.GetInt ("arithmosauxisi
soplou") ;

pcClass.EmpeiriaOplou=PlayerPrefs.GetInt ("empeiriaOplou");
pcClass.EpipedoOplou=PlayerPrefs.GetInt ("epipedoOplou™) ;
pcClass.EpomenoEpipedoOplou=PlayerPrefs.GetInt ("epomenoEpipedoO
plou");

pcClass.MeeleDinOplou=PlayerPrefs.GetInt ("meeleDinOplou") ;
pcClass.RangedDinOplou=PlayerPrefs.GetInt ("rangedDinOplou") ;
pcClass.MeeleAminaOplou=PlayerPrefs.GetInt ("meeleAminaOplou™) ;
pcClass.RangedAminaOplou=PlayerPrefs.GetInt ("rangedAminaOplou'";

pcClass.RangedDamageExthroul rangeddmgl ;
pcClass.RangedDamageExthrou? rangeddmg?2 ;
pcClass.RangedDamageExthrou3 = rangeddmg3;
pcClass.MelleDamageExthroul= meeledmgl;
pcClass.MelleDamageExthrou2= meeledmg?2;
pcClass.MelleDamageExthrou3= meeledmg3;
pcClass.LevelModifier=PlayerPrefs.GetFloat ("apomenousa exp gia
epomeno epipedo") ;

pcClass.UpdateStatistika () ;

KaBwc eniong pe mapopolo KwdKa amoBnKeUEL T OTATLOTIKA TOU TtalyTn).

Ol gxBpol mou dnuioupyouvTal TNV TOTA £X0UV ATTAEC AELTOUPYIEG. TNV apX OTav
Snuoupyouvtal tnyaivouv PeTafl Suo onueiwv. H petakivnon toug ylvetal pe tnv
Vector3.MoveTowards (transform.position, target.position, mo

vespeed) . Eav o gxBpo¢ cuvavtrioel Tov xpriotn (elval o pa kovtvi andéotaon
HE TOV XOPOKTAPO TOU XPNOTN) TOTE KIWVELTAL TPOG TO MEPOG TOU Kal av TANCLACEL
OpPKETA TOoU erutiBetal. O exBpdg eA€yxeL TIC ATIOOTACELS PETAEU QUTOU KAl TOU
xpnotn He 1t Ponbewa NG ouvaptnong Vector3.Distance (target.
position, myTransform.position). Otav n uyeia tou €xBpou yivetal
undév tote eudavilel xpuod vopiopata oto €d6adog kat Sivel eumelpia otov
xapoktipa pag. Otav o Baclkdg xapoktipag €SOUOETEPWOEL TTAVW QMO TEVIE
exBpouc epdaviletal To TEAOG TNG ioTac.

4.8 Nepunétela turn-base koppadrtt

To emninedo turn-base €xel SladopeTik AELTOUPYLKOTNTA ATO TO KOUUATL dpdonc.
Apxika Ba to Slaywpiooupe oe dvo eminedba. To mpwto emnimedo mou eival To
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eninedo ouvavtnong He Tov €xBpo kol to deutepo eminmedo eival To eminedo tng
HAXNG e ToV €XOp0.

4.8.1 Eninedo ocuvavinong He tov ex0po

Ze aUTO To eninmedo o xapakInpag pog npoonadel va cuvavtioet xBpous, wote va
uetadpepbel oto emimedo paxng. ESw ONMwG KoL OTO KOUMATL Spdong €XOUUE
dnuloupynoet kamola adsla gameobject. Emelta Toug ELOAYOUNE €va script woTe va
UmopoUV va Snuioupyolv Ttoug exBpouc kal tou Sivouv Ttig Suo Béoelg mou Ba
kaBopilouv tnv dadpoun mou Ba kwouvtal Ot gxBpol, ONMwWG KAl OTO KOUUATL
6pacng, e€Aéyxouv TNV OMOOTOCN TOUC QMO TOV XOPOKTNPA HOG HE TNV
Vector3.Distance () KoL Tmnyaivouv TpPog TO MEPOG TOU HE TNV
Vector3.MoveTowards (). EAGv OuykpouoToUV HE TOV XOPOKTIAPO HOG
uetadépovral oto emnimedo paxng. Mpwv petadepBbolv oto emimedo paxng
amoBnkelouv oe tpla Playerprefs TIC OUVTETAYUEVEG TTIOU €XEL O XPHOTNG TPV TNV
OUYKPOUON WOTE €AV VIKNOEL VO EMLOTPEPEL OTO onpeio Tou €ylve n ouykpouon. O
XOPOAKTNPOG HOG OE AUTO TO KOUMATL amAd Kwveltal péoa otnv miota. ESw emniong
gudaviletal pia mUAN (OMwWC 0To KOUUATL SpAcng) otav €XEL OKOTWOEL TOUAAXLOTOV
TEVTE €xOBpoUC yLa va TTAEL OTO EMOUEVO eMineSo adou emAEEeL OTAO.

4.8.2 Eninedo paxnc He tov x0po

Jto eninedo pAXNC apxka SnuioupyoUUe €va adelo  gameobject omou tou
EL0AYOUE Eva script yla va KAVEL TIG TTAPAKATW AELTOUPYELEC:
e Na pmopei va Snuioupynoet toug exBpoug,
e Na evepyomolel avaAoya HE TO TolavoU E€ilvol N Opd To KAtAAAnAo
QVTIKELLEVO (TOV XprioTn 1 kKAmoLov €x6p0)
e Na €mIOTPEDEL TOV XAPOAKTNPA OTO €MimMedo ouvAvinong He tov €x0po av
VIKNOEL TNV Haxn.

To avtikelpevo autd ylo €UKoAiod To ovopdoape controlermaxis. O
controlermaxis apylka emA€éyeL Tov aplOpo Twv exBpwv nou Ba epudavictovv. O
oplOpog Twv exBpwv pmopel va eival petall Tou aplBuol £va kal tpia. Auto
ylvetat  pe tnv xpnon tng ouvaptnong Random.Range (1F, 4F). O
controlermaxis evepyomoLel TOV XproTN KoL OTAV TEAELWOEL N Kivnon Tou Xpnotn,
gvepyomolel Toug exBpolC. AuTO yivetal He pla omAf AOYLKH UNXQAVAC
Kataotaoewv. Mpwta evepyormoleital o xprnotnc. Otav teAslwaoel eav ol gxBpot
bev elval vekpol tote evepyomolouvtal ot exBpol. Aladopetikad yupilel tov
Xpnotn oto mponyoupevo eminedo. Otav evepyomolouvtal ol gxBpol av o
XPNOTNG UETA TNV eMiBeon elvol VEKPOC TOTE TIAUE OTO KEVTIPLKO UEVOU EVW €AV
Sev elval evepyomolel tov xpriotn. H mapamdvw uAomoinon yivetal pe amAo
€\eyxo oe boolean petofAntéc. Otav O XAPOKTAPOAG EVEPYOTIOLELTAL,
eudavifoupe pe tnv xprnon tng OnGUT () éva Levou.

To pevou epdavilel otov XpNotn TIG eMAOYEG €dv Ba kAvel emiBeon amod kovid A

HOKPLA KoL o€ Tolov £xOpd. Exoupe PdaAel emumAéov pio Asttoupyia €av o

XOPOAKTNPOG HOC EXEL LKPOTEPN OO TO €val TPLTO TNE UYELOG TOU va KAVEL SuTAdoLa
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{nUA Kol vor evepyomoloUpe pe éva amAo enable €va particle system mou 6a tov
eudavilel oav va Byalel pwtia.

I—— - —

-

enemy1:

Ewkova 4.3 O naixtng evw Pyaletl pwtid

Otav TEAELWOEL O XAPAKTAPAG LOG TTAAL PE TNV XPAON TNG OnGUI () eudaviloupe
€va Hevol Kal emAéyoupe tnv emiBeon tou exBpou. O exBpog emwtibBetal otov
XOPAKTAPA HOG KOL HETA EVEPYOTIOLEL TOV EMOUEVO €XOPO, edv Sev eilval vekpog, N
TOV XQPAKTAPA PG €AV NTAV 0 TeAeuTtaiog {wvtavog exBpog. To eviladEpov KOUUATL
Tou vlomolwjoape elvat OtL O0AoL oL gxBpol €xouv ouclactikd To (6o script
vonuoaouvng mapoAo mou €xouv dladopeTika animations.

4.9 MNowyvidL pE SuvatdtnTta OCUUUETOXAC
TIOAAWV TTALLYTWV

4.9.1 NAewrtoupyia

To koppdtt tou mavidblol pe SuvatoTNTA CUUUETOXAG TOAWV TOUXTWV TO
UAOTIOLNCOUE HE TNV XPNon Twv evioAwv mou pag divel o Masterserver tng Unity.
Ztov Masterserver o xprotng o omoiog dSnAwvel To matyvidl poag (rmouv yivetat kat o
o€pPep) €xel ™ SuvatdTNTa va ETUKOWWVACEL UE OAOUG TOUG XPROTeC Tou Ba
ouvdeBolv oe autd to mawvidl. Etol o kdaBe Xprotng yla va UMOpECEL va
ETUKOWVWVNOEL UE TOUG GAAOUG XPNOTEG ETUKOWVWVEL HE TOV OEpPeEp KAl QUTOG
ETUKOLWVWVEL PE TOUG XPNOTEC. ApXLKA HE TN XPNon tTng OnGUI () Sivoupe To peVOU
TIOU 0 XPNOoTNG Umopel va dnuloupynosl | va ouvdeBel oe €va malyvidl. Eav o
xpnotnc emhé€el va dnuoupynost maxvidt tou divetat n Suvatotnta va emNEEsL va
Snuoupynoet €va matyvidt mou YmopouV va GUPUETACXOUV SU0 PEXPL OXTW TIAXTEG
(emeldn €xoupe UAOTIOLROEL TNV AELTOUPYLKOTNTA TOU TOUXVLOLOU va €XEL HEYLOTO
aplOuo maltwyv toug oxtw). Na va Bdloupe autd To OPLO  XPNOLUOTIOLOUUE TV
€VIOA] Players=Mathf.Clamp (Players,2,8) koL yw vo TO
EVEPYOTIOLOOU UE OTOV CEPPEP XPNOLUOTIOLOULE TOV TTAPOKATW KWALKA.
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public void StartServer(string ServerName, int MaxPlayers)

{
Network.InitializeSecurity()
Network.InitializeServer (MaxPlayers, , true);
MasterServer.RegisterHost ("lefterismall",ServerName,"") ;

Edv o xpriotng emhé€el va Bpel kamolov o€pPep yla va maifel Tote otnv apxn {nTtaet
oo tov masterserver va Swoel OAa Ta oy vidla Tou UTIAPXOUV Ao AUTOV TOU TUTIO
mayvidlol. AuTO yivetalL MeE TNV XPHon Ttn¢ &vioAng MasterServer.
RequestHostList ("lefterismall™) . Emewta pmopoUpe va cuvbeBoupue
HE TNV Xprion tng evtoAng Network.Connect () oto matyvibi mou emBupoUE.
Eva o maixtng ouvdeBel oto mawvidL TOTE KaAeitol QUTOMOTA N OUVAPTNON
OnConnectedToServer (). H emkowwvia péoa oto matyvidl yivetol péow
RPC(remote procedure calls) .

4.9.2 TpOMmog XpnoLLonoincong amodnkKeupévwy
OTOTLOTIKWV

JTO KOMMATL TOU Tayvidlol He SuvatotnTo CUMUETOXNG TIOAAWV TIALXTWV Ol
oAANAeTUOPpAOEL HETOEL TwV XPNotwv yivovtal péow colliders. Mo va yivel n
oUYKPOUGN OWOTA TIPEMEL MPWTA VA EVNUEPWOOUUE TOV KABE Xprnotn yla To
XOPAKTNPLOTIKO "emiBeon" OAwv Twv Xpnotwv. Autd mpolmoBEtel OTL MAvVwW OTo
instance Tou TaLVLSLOU TIOU €XOUE SNLOUPYNCEL O KABE XpNOoTNG MPETEL VAL EXEL TAL
SLKA TOU XOPOKTNPLOTIKA amoBnkeupéva LECa O €va Koo script. Auto Bploketal
HEOO O€ €va QVIIKE(HEVO TOU UTopoUV va €xouv Tpocfacn OAoL oL XPHOTEG.
AVOAUTIKOTEPO. Yl autO To Adyo Onuloupyoupe €va empty gameobject tov
networkmanager Tou Tou €l0dyoupEe €va Script yla va UMOPOUUE TIAVW TOU va
amoBnkeVOUUE TOUG XPNOTEC OTav umaivouv oto malyvidt kobwg kat Ta
XOPOKTNPELOTIKA ~ TOug.  AUTO  yilvetal HMe TNV XpnAon g void
OnPlayerConnected (NetworkPlayer id) {}. H mapandvw ocuvdptnon
KaAeltal kaBe dopd mou €vag xprotnG ocuvdEsTal oto maVvidt pag. NMNavw os autn
dnuwovpynoope pa RPC tnv Client PlayerJoined kat tnv KAAOUUE HE TNV
TOPOKATW  €VIOA} nView.RPC ("Client PlayerJoined", id,
pl.PlayerName, pl.OnlinePlayer, pl.kodikos). O kwdwkag tng
RPC eival o mapokATw:

[RPC]
public void Client PlayerJoined(string Username, NetworkPlayer
id,int kodiko)
{
Player temp = new Player();
temp.PlayerName = Username;
temp.OnlinePlayer = id;
if (kodiko == 0)
{
eidikoskodikos = Random.Range (0O, ),
kodiko=eidikoskodikos;
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}
temp.kodikos = kodiko;

temp3 = temp;
PlayerList.Add (temp) ;

if (Network.player == id)

{
nView.RPC("dimpaixti2" ,RPCMode.AllBuffered);
GameObject LastPlayer=
Network.Instantiate (SpawnPlayer,Vector3.zero,Quater
nion.identity,0) as GameObject;

r=MyPlayer;

‘ETOL evnuepwvovVTaL ameUBEelOG TA XAPAKTNPLOTIKA TIOU €XEL OTO Struct Tou o Tailytng
0 onoilog cuvS£Bnke. Mapakatw mapouctaloupe To struct player.

[System.Serializable]

public class Player{
public string PlayerName;
public NetworkPlayer OnlinePlayer;
public float Health = ;
public UserPlayer Manager;
public bool IsAlive;
public int idikoskodikos;
public int kodikos;
public int zwes=4;
public int xrysos=0;
public bool xtipithike =false;
public string tagg;
public int def;
public int attack=0;

Metd Bo TPEMEL VO EVNUEPWOOUUE T XAPOKTNPLOTIKA Tou KAOe maixtn oto
networkmanager tou xpriotn mou €xeL yivel server PLOG Kal €ival 0 povog Tou
umopet va eivat oe emadn Pe 6AOUG TOUG XPROTEC. AUTO YIVETAL HE TIG TTAPOKATW
OUVAPTAOELC.

public void entag() {

if (Network.isServer)

{
NetworkManager
kooo=gameplan.GetComponent<NetworkManager>() ;
float o=0;

Mapamdvw KOLTAEOUUE €AV O XPNOTNG HOC £lval o server ( OUCLAOTIKA O OAEG TIC
oAnAerudpaoelg emAEyoupe va Yivouv povo otov server aAAlwG o aplBuog twv
dopwv mou Ba emavalapBavotav o moapandavw Kwdikag Ba nTav 600 0 aplOUog TwV
OUOKEUWV Tou eilval ouvdedepéveg oto Siktuo, Snhadn Ba kalolvos tov KwdKA
KaBe ocuokeun ) eav eival maipvoupe to component NetworkManager (eival to
OVOLLQ TOU script) ylLo val UIOPECOUE VOL TO EMEEEPYAOTOULE.

foreach (Player tt in kooo.PlayerList)
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if(tt.OnlinePlayer==kooo.MyPlayer.OnlinePlayer)

{
int k=(PlayerPrefs.GetInt ("Dinami') +

PlayerPrefs.GetInt ("rangedDinOplou") +
PlayerPrefs.GetInt ("meeleDinOplou") +
PlayerPrefs.GetInt ("Taxitita")) / ;

int uj= (PlayerPrefs.GetInt ("Antoxi'") +
PlayerPrefs.GetInt ("Magia) +
PlayerPrefs.GetInt ("meeleAminaOplou") +
PlayerPrefs.GetInt ("rangedAminaOplou")) / 4;
tt.def=uj;

tt.attack=k;
GetComponent<NetworkView> () .RPC
("enimepithall", RPCMode.All,
tt.OnlinePlayer, k,uj);

Mapamdvw otov Kwolka Taipvoupe KABe £€va Xprotn TOU £XOUUE HECA OTO
networkmanager koL TOU &VNUEPWVOUUE TNV £miBeon mou €xel. Me tov Kwdika
mapoakAatw Paloupe oe kaBéva xprnotn éva tag WOTE PE TO va TIEPVAEL TO tag Tou
OTa TIUPA TIOU PIXVEL VA UMOPOUUE va Bplokoupe amod molov ponABe to PARUa yla
va urtoAoyicou e Ooo {NULd Ba TABEL 0 XOPAKTI POl TIOU TIETUXE.

if (o==
{
tt.Manager.MyPlayer.tagg="mpll";

GetComponent<NetworkView> () .RPC
("enimemrositat"”, RPCMode.All,
tt.Manager.MyPlayer.OnlinePlayer,tt.Manager.M
yPlayer.tagqg) ;

Me TapOUOLO TPOTIO TO KAVOUE KAL YLOL TOUG OXTW XOPOKTAPEG.

if (o==

{
tt.Manager.MyPlayer.tagg="mpl8";
GetComponent<NetworkView> () .RPC
("enimemrositat"”, RPCMode.All,
tt.Manager.MyPlayer.OnlinePlayer,tt.Manager.M
yPlayer.tagqg) ;

}

o++;

KaBwc kat tnv RPC:

public void enimemrositat (NetworkPlayer id,string tag) {

NetworkManager kooo = gameplan.GetComponent<NetworkManager> () ;
foreach (Player pl in kooo.PlayerlList)

{
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if (pl.OnlinePlayer == id)
{
pl.tagg=tag;
}
if(pl.OnlinePlayer==kooo.MyPlayer.OnlinePlayer)

{
int k=(PlayerPrefs.GetInt ("Dinami') +
PlayerPrefs.GetInt ("rangedDinOplou") +
PlayerPrefs.GetInt ("meeleDinOplou") +
PlayerPrefs.GetInt ("Taxitita")) / ;
int uj= (PlayerPrefs.GetInt ("Antoxi") +
PlayerPrefs.GetInt ('"Magia") + PlayerPrefs.GetInt
("meeleAminaOplou") + PlayerPrefs.GetInt
("rangedAminaOplou")) / 4;
GetComponent<NetworkView> () .RPC ("enimepiths",
RPCMode.Server, pl.OnlinePlayer, k,uj);

Me TG mapandavw PeBOSoOUC €XOUME £Va QVTIKELUEVO TIOU TEPLEXEL Uit AloTal He
OAoUC TOUG XPNOTEC. Emiong mepléxel mMAnpodopieg yla tnv enibeon kol dpuva mou
€XEL 0 KABE xpnoTngG.

4.9.3 AvaAuon tn¢ Soung Tou xapaktinpo

MNapakdtw Ba avaAUooupe TV dour Kol TG AEToupyieg Tou KABs KOUUATIOU TIOU
OTMOTEAEL TOV XOPOKTAPO HOC Yl TO KOMMUATL TOU Ttaxvidol pe Suvatdtnta
OUMMETOXNG TIOAA WV Ttatwv. H Baotkn Sour Tou Xopaktipo amoteAeital ano tpia
BaCIKA KOUUATIO: TO KUPLWG CWHO, TO KOMUATL Xpriong mpwtou rmpoowrou(first
person controller) kot to KOUUATL Xpriong Tpitou poowrou (third person controller).
To kuplwg ocwpa eAéyxel Ta AAAa SUo Koppdtia. Avaloya €av o Xpnotng xelpiletal
TOV OUYKEKPLUEVO XapOKTApa 1} OXL AmeVEPYOTIOLEL TO KATAAANAO KOUMATL 2TO KUPLO
ocwpa yivovtal Kal oL Baclkég Aettoupyieg (Lelwon vyelag maiyxtn KAT).

4.9.4 AvalAuon first person controller

To first person controller koppdtL €ival evepyomolnuévo Otav 0 XPNOTNG €lval
€Kelvog mou xelpiletal autov tov xapaktipa. Me to FPC (first person controller)
XEPLWOMOOTE TOV XOpPaKTApaA HE PAon TA KOUWTLA TIOU TOTAEL O XPHOTNG.
AVOAUTIKOTEPO ylO VA HETAKIWVOUUE TOV Xapaktnpo elodyaue to first person
controller mou pag divetal and tnv Unity. To first person controller tng Unity

o [epléxel éva evowpatwpévo capsule collider mou eA€yxeL TIC GUYKPOUOELS

e Aladopa scripts ta onoia kaBopilouv mwe Oa KLveiTal 0 XOPAKTHPAC HOG

e Mo KAUEPQ TTOU TOV 0KOAOUBEL.

Y10 FPC mpooBéoape €va script To OMOLO OUCLOOTIKA EVNUEPWVEL TL KAVEL O

XOPOAKTNPOG HAC, WOTE VA XPNOLUOTOLEL To KATAAAnAo animation otov third

person controller yia va BAEmouv oL GANOL XPOTEC TN oWOoTH Kivnon.
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O KwdLKaC auToU Tou component €lval 0 MOPAKATW:

using UnityEngine;
using System.Collections;

public class netwanimst2 : MonoBehaviour {
private bool z=true;

public float V;

public float H;

public netanstates2 States;

MNapandavw SnAwoape TIg LETABANTEG TTOU Ba XPNOLLLOTIOL)COUE TIOLO KATW KOO WG
Kot SnAwoape wg public Tnv petaBAnTh states ylo va LTOPECOUUE VAL TNV TIAPOULE
He eukoAla amo to workspace tou Unity.

void Update () {

V=Input.GetAxis ("Vertical™);

H=Input.GetAxis("Horizontal™);

if (z !'= true)

{

}

else

{
if (Input.GetButtonDown ("Firel'))
{

z=false;

States.SyncAnimation ("punch 20", 1);
StartCoroutine (delay ());

}

MNapandavw eAéyxoupe oe kABe éva update v 0 XpRoTtng EXEL TTATNOEL TO APLOTEPO
click.Av to €xeL matrioet tote nailovpe to animation tng enibeong (to SyncAnimation
elval amAd pla cuvdptnon mou €XOUUE OTo component states. H cuvdptnon auth
nailel to clip mou €xoupe BAAel wg string kat tou Silvel TNV TOXUTNTA TTOU €XOUUE
BaAeL wg int). Emiong xpnowuomnoloUuue TNV coroutine delay eneldn dev pmopou e va
BdAoupe péoa otnv update wait kaL BEAoupe va MEPATEL KATTOLOG XPOVOC WOTE VAl
OTAUATACEL AUTO TO clip.

else if (V < 0)
{

States.SyncAnimation ("walk 00", 1);
}
else if (V > 0)
{

States.SyncAnimation ("walk 00", =1);

else if (H < 0)
{

States.SyncAnimation ("sidestep 11 p", 1);

EAevBéplog MaAwvSpétog TeAida 62



}
else if (H > 0)

{

States.SyncAnimation ("sidestep 11 p", =1);

MNapanavw kabopiloupe tn dopd Ba €xel To cwpa Paloviag €va ,Ueiwv €va Kot
eMiong €av MAEL 0 XPHOTNG UPOoTA Ttailou e To clip Tou 0 XPHoTNG TEPTIATAEL EVW
€AV TAEL 0 XpNoTnG MAAyLa to clip mou kavel mAdyLa Brpoata.

else
{
States.SyncAnimation ("idle 01", 1);
}
}
IEnumerator delay () {
yield return new WaitForSeconds (1f);
z = true;

}

210 FPC mpooBéoape €va akopa script To omolo eVNUEPWVEL EAV O XPROTNG EXEL
XxtumnOel. Auto To script eival to i6lo kat oto third person controller. To mapandavw
script evnUEPWVEL EAV 0 XPNOTNG €XEL XTUTINOEL amd ta Mupd KAamolou maiytn. Eav
€XeL xtunnBel tote PAEMEL TNV emiBeon Tou €xBpoU KOl TNV AUUVA TOU TtalyTn Kol
otéAlvel tnv Sladopd wote va adalpebel and tnv vyeia Tou. Ztnv KApepa tou FPC
€lodyape €va canvas yla va dnuloupynooupe tn ypadiki Siemadn mou BAEMEeL o
xpnotng (tnv Lwn kAn). Eloaydyaue eniong €va script mou dnuloupyet Ta upd otav
MATAEL O XpNotng To Tovtikl. Aute €éywve e TN XpAon  Ing
Network.Instantiate (). Metd SWOAUE OTO AVTLKEILEVO TTOU SNULOUPYNCALE
TO tag mou £XeL 0 TaiyTtng (yla vo. LmopoUHE Vo avayvwpi{oUHE TIOLoC TTalXTNG Hag
XTUTINOE), QUTO EYLVE LE TNV TTAPOKATW CUVAPTNON:

GetComponent<NetworkView> () .RPC ("tagd", RPCMode.All,

tt.MyPlayer.tagqg)

Ma vo UmopECEL va AEITOUPYNOEL N TIOPATIAVW EVIOAN TPEMEL vo. BAAOUUE TNV
mapokAatw RPC evtoAn oe €va script KoL va TO €L0QYOUUE OTO QVIIKE(HUEVO TIOU
SnUoUpPyOULE.

[RPC]
public void tagd(string y)

{
this.gameObject.tag = y;
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UserPlayer jj;
GameObject jjj;
jjj = this.gameObject;

To mapamndvw 1o KAvape wote va Balel To tag (yia va Staxwpilel amod molov maiytn
SnuoupynBnke kaBe PANUa) og OAa ta instances Tou matyvidLoU.

4.9.5 AvaAuvon third person controller

To third person controller gival oucLAOTIKA TO HOVTEAO TOU TtalXTn KAl ATTAQ TOU
€lOAyalE Eva script yla va EAEyXOULE TG oUYKPOoUOELS (to (6o pe tou FPC). To third
person controller eival evepyomolnuévo OTOU XapaKTAPeG Tou Sev XelpllOpaoTE
WOoTe va PAEMOUE Tl HOVTEAQ KOL TOL ahimation Toug oTo instance Tou TalxvLSLoU
HoG. O KWSLKAC PE TIG CUYKPOUOELC EVaL O TTAPOKATW:

using UnityEngine;
using System.Collections;

public class mulcol : MonoBehaviour {

public GameObject tager;
public GameObject networklist;
public tagger tg;

public UserPlayer onllineid;

int y=0;
bool firstcol=false;

int def33=0;

float jj;

private bool hit=true;
float j;

public string tagggg;

void Start ()

{
hit=true;
tager=GameObject.FindGameObjectWithTag("tager") ;
tg = tager.GetComponent<tagger> ();

}

MNapamdavw dnAwvoupe Tig petaBAntég mou Ba xpnolpomoljoouvpe. Me tnv start()
BETOUE APXLKEG TLG TIUEC OE UEPLKEG LETAPANTEG.

void OnTriggerEnter (Collider other)

{

if(!'firstcol)

{

firstcol=true;
networklist=GameObject.FindGameObjectWithTag ("netmanager™) ;

NetworkManager kooo =
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networklist.GetComponent<NetworkManager> () ;

tagggg=kooo.MyPlayer.tagg;
def33= tager.GetComponent<tagger> () .amina (tagggqg) ;
}

MNapamdvw oOtav Yivel n olykpouon TOTE MOLPVOUUE TNV TIUA TNG QUUVAC TIOU
UTIAPXEL OTOV tagger TOU XOPAKTNPO HOC TNV omoia Ba TNV XPNnOLUOTOLCOULE
TAPOKATW WOTe Bpolue tnv Sladopd amod Tnv eniBecn TOU XAPAKTPA TTOU £PLEE Ta
TupaA.

if (other.gameObject.tag == "telospistas")
{

Application.LoadLevel ("desscene");

Mapamdvw €AEYXOUUE €va OUVAVINOE TO TEAOC TNG MIOTOC OMOTE TEAELWVEL TO
matyvidt kat yupiloupe oto apyxlko HeVOU.

if (Network.isServer)

{
if (other.gameObject.tag == "multgold")

{

onllineid.goldmm ( ,
onllineid.MyPlayer.OnlinePlayer) ;

}
if (other.gameObject.tag == "exthrika opla')

{

onllineid.dmm (2,
onllineid.MyPlayer.OnlinePlayer,1);

Mapamdvw €AEYXOUUE £va OUVAVINOE XPUoO N emibeon amd dewoocavupoug av
OUVAVTNOE TOTE  EVNUEPWVOUME TO KUPLOC OWHa. MapokATw €eAEYXOUUE OfE
TLEPLMTWON TOU ToU eTUTEDEL KATMOLOC XPROTNG TOTE MaApVoUUE To damage Tou amo
Tov tagger adalpoUe amod aUTO TNV AUUVA TOU XAPOKTAPO TIOU XTUTNONnKE Kot
OTEAVOUE OTO KUPLOG oWwHa TNV {nULd Tou £mabe.

if (other.gameObject.tag == "mpll" && hit)

{
y = tager.GetComponent<tagger> () .dramage ("mpll");

hit = true;

StartCoroutine (Handlet ()):;
y =y - def33;

if (y <= 0)
{
y = 47
}
onllineid.dmm (y,
onllineid.MyPlayer.OnlinePlayer,0);
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Me MapouoLlo TPOTIO TO KAVOUME Kal yla tnv mibavotnta va xtunmnbolue anod éva
BANUa ektOfeuoe €vag amd TOUG OXTW XOPAKINPEC TIOU UMOPEl va eival
ouvdedepévol oto biktuo.

if (other.gameObject.tag == "mpl8" && hit)
{

hit = true;

StartCoroutine (Handlet ());
y = tager.GetComponent<tagger> () .dramage ("mpl8");

j = (float)y;
y =y - def33;
if (y <= 0)
{

y = 1;

}

onllineid.dmm (y,
onllineid.MyPlayer.OnlinePlayer,0);

else

if (other.gameObject.tag == "exthrika opla')
{
}

}

void Update ()
{
}

private IEnumerator Handlet ()

{

hit = true;
yield return new WaitForSeconds ( ),

4.9.6 AvaAuon Tou Kupiwe CwUOTOoG

To KUPLWG CWHO OUCLAOTIKA ELVOL TO CUVOETIKO KOUUATL HETAEY TWV EVIOAWV TIOU
Slvel 0 xpoTNG Kal TWV KWVACEWVY Kal Twv animation ou BAEmouv oL AAAOL XPrOTEG.
210 KUpilwg cwpa apxika Baloupe Suo network view. Eva mavw otov maixtn kat éva
mavw oto script tou first player controller. To kKUpLWG cwPa apXLKA EAEYXEL €AV
€XOULLE TOV XPNOTN TTOU EAEYXEL TOV XOPAKTHPA LLE TNV EVTIOAN
GetComponent<NetworkView> () .1sMine Kol EVEPYOTOLEL I amMeVEPYOTOLEL
TO KOOEva KOUUATL avaAoya av n evtoAn mavw ival Betikn i apvntikn. Emiong to
KUPLWC owpa eival umeBUVO Vol LELWVEL TNV UYELD TOU €AV TOU £pBeL n eVIOAN OTL
XTUTNOnke amo €va amod ta koppatia tou (first person controller i third person
controller). Auto yivete He TNV MOPAKATW CUVAPTNON.
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public void dmm(int damage,NetworkPlayer id,int k) {

if (Network.isServer)

{
NetworkManager
kooo=gameplan.GetComponent<NetworkManager>() ;
float z=0;

foreach (Player pl in kooo.PlayerList)
{

if (pl.OnlinePlayer == id)
{

pl.Health -= damage;

z=pl.Health;
if (z<=0)
{

pl.zwes--;
xx1=pl.zwes;

}

Mapamdavw €AEYXOUME €AV O XPNOTNG TIOLOC XPNOTNG TPOUHATIOTNKE KAl TOU
adatpolpe TNV {NULA amo Tnv uvyeia tou .Av n uyela Tou xprnotn yivel undév tou

adatpoupe pa {wn.

if(pl.zwes<0&&pl.Health<=0)
{

level=GameObject.FindGameObjectWithTag
("levelmod") ;
if (level!=null)
{
levelmod kks=

level.GetComponent<levelmod>() ;

kks.anan() ;

if (kooo.MyPlayer.OnlinePlayer==id)

{

kooo.enapominantespaixtes--;

gameplan.GetComponent<NetworkView> ()

.RPC ("meiwsi2",

RPCMode.All, kooo.enapominantespaixtes) ;

}

else

{

gameplan.GetComponent<NetworkView> ()

.RPC ("meiwsi2",
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RPCMode.All,kooo.enapominantespaixtes-

)

Mapamdavw KAVOUupe TNV pelwon otng {weEG Tou XPpnotn Kol OTEAVOUUE T VEQ
Sebopéva og OAOUG TOUG XPIOTEG.

if (kooo.enapominantespaixtes==

{

level=
GameObject.FindGameObjectWithTag ("level
mod") ;

if (level!=null)
{

StartCoroutine (Handlet ()
);

Application.LoadLevel ("desscene") ;

}

if (kooo.enapominantespaixtes<=0)

{

StartCoroutine (Handlet ()
);

Application.LoadLevel ("desscene");

MNapamndvw eAéyxouue €va eav umapyet levelmod. Av gv untdpxel ElLAOTE OTO coop
KOUUATL OTOTe To Tatyvidt Sev otapatdel mapd povo nebavouv OAoL oL XprioTeC av

UTTAPXEL KOl Elval HOVO €vag {wvtavog To TOXVIOL OTaHATAEL Kal auTtdg 0 XPNoTng
VIKAEL.

GetComponent<NetworkView> () .RPC ("enimstat",

RPCMode.Al1, id,z);

if (z <= 0)

{
FirstPerson.gameObject.transform.position=new
Vector3 (0, ,0)
ThirdPerson.gameObject.transform.position=new
Vector3 (0, ,0)

MyPlayer.xtipithike=true;
FirstPerson.gameObject.SetActive (false) ;
MyPlayer.IsAlive=false;
GetComponent<NetworkView> () .RPC ("pethane',
RPCMode.Al1l, id,xx1);
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Mapamdvw edav mMéBave o xpnotng oTtéAvoupe tnv BEon Tou MOAU HOKPLA WOTE VA
UNV €nMnpedocel tTnv avalitnon mou KAvVouv ol Sewvdéoaupol yla Tou XPNOTEG Kal
armevepyomoloUpe Kal ta Suo koppatia tou(first person controller kat third person
controler) péxpt va matnoeL va avaotnOel.

Me ™mv RPC EVTOAN GetComponent<NetworkView> () .RPC
("enimstat", RPCMode.All, id,z) TO KUpPlwWG CWHO EVNUEPWVEL OAOUG
TOUG TTALXTEG TTOU CUMUETEXOUV OTO TalyVvidL TNV véa uyela Tou UEeTA tnv adaipeon
™G InULag. O KwdLKaG elval o MapaKATW:

[RPC]
public void enimstat (NetworkPlayer id,float health)

{

NetworkManager
kooo=gameplan.GetComponent<NetworkManager>() ;

foreach (Player pl in kooo.PlayerList)
{

if (pl.OnlinePlayer == id)

{
pl.Health =health;

Emiong pe mapopolo TPOMOo EVNUEPWVEL VLA TA XpUOA VOpiopata ou palevel o KAOe
naiytng kabwce yia tnv adaipeon {wwv HETA TO OAVATO TOU MAKTN.

To Kuplw¢ cwpa elvat emiong umevBuvo yla va «ypAadeLy TIC BECELC TOU XapaKTRpa
TIAVW OTN OKNVA Tou Tatyvidlol. AuTO yIVETAL LE TNV TTAPOKATW EVTOAN:

void OnSerializeNetworkView(BitStream stream,NetworkMessageInfo info)

{
if (stream.isWriting) {

CurPos = FirstPerson.position;
CurRot = FirstPerson.rotation;

stream.Serialize (ref CurPos);
stream.Serialize (ref CurRot);

char Ani =(char)GetComponent<netanstates2>().CurrentAnim;
stream.Serialize (ref Ani);

else

stream.Serialize (ref CurPos);
stream.Serialize (ref CurRot);

char Ani =(char)0;
stream.Serialize(ref Ani);
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GetComponent<netanstates2>() .CurrentAnim=(Animations2)Ani;

}

‘EToL peTakivel To povtélo mou BAEnouv 6Aol oto matyvidt (to third person controller)
oto onueio mou elval o xapoaktipag tou xprotn (to first person controller) kot
Selyvel Ta owota animation Tou poOVTEAOU.

4.9.7 AvaAluvon Kwoka x6pou

O pbvog xBpOG MOV €XOUE OTO KOUUATL TOU TTALXVISLOU e SuvaTOTNTA CUUUETOXNG
TIOAAWV TtayTwy eival o Sewvéoaupog. To Hovtélo Kal Ta animation givat akplpwg ta
ibla pe auta tou gxBpou oto single player. Ma va pmopel o exBpog va epdaviletal
o€ OAa Ta instances tou malxvidloL tou Baloupe €va Networkview. Ztnv apxn o
eXx0pog PBplokel TL eminedo SuokoAiag €xel EMAEEEL O XPrOTNG YL VA TIPOCOPUOCEL
TNV Uyela Tou. Xtn ouvéxela €xoupe BaAel Sltadopa adela gameobjects otnv miota.
OL exBpol Bplokouv Ta U0 TLO KOVTLVA TOUG Kal Kvouvtol HeTafl autwyv Twv duo
onueiwv. O exBpog peta Paxvel va Ppel mdooL alXTEG UTIAPXOUV OTO TtalyvidL Kat
Toug Balel og €va MivaKka OXTW QAVTIKEWWEVWY. Mepilel TIC uTtoAouneg BEoelg pe éva
AOEL0 QVTIKELUEVO E TIOAU pOKPLYVH amooTacn (WoTe va Pnv emnpedlel to malxvidl).
O exBpOC KAveL OUVEXELC €AEyXOUC €AV UTIAPXEL KATOLOC TAIXTNG OE KOVILVN
amootaon. Eav umapyel, KWVeltal tpog To HEPOG TOU Kol Tou emutiBetal. Eav o exBpog
XTUTINOEel amod mupd evOg XpHoTn TOTE XAVEL LyEla KoL €Qv N uyeia Tou PTACEL OTO
uNnéév tote epdavilel xpuod vouiopata otnv oknvh. O Kwdikag tou exBpou eival o
TP OKATW:

using UnityEngine;
using System.Collections;

public class dinoscriptmulttry2 : MonoBehaviour
{

public GameObject[] mploko;

public GameObject tager;

public tagger tg;

int y=0;

private int epipedomultpaixnidiou8293;

public GameObject dinodeath;

public GameObject dUMMY;

private GameObject wcont;

public Transform dok;

public bool zl1 = true;

public int maxdistance3;

private GameObject d;//to instance pou bazeis gia na tou dwseis
to tag

private string tagname ;

private int damages;

private GameObject scenemaster;// gia na dilwsoume tous extrous
na mporeseil na energopoihthei i exodos

private GameObject r33;// gia na dilwsoume tous extrous na
mporesei na energopoihthei i1 exodos

private scencontr2 de;
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public GameObject xrysos;//inst gia to gold pou petan oi extroi
otan tous skwtwseis

public Transform target;//o paixtis

public Transform[] playerth;//o paixtis

public Transform locl;

public Transform loc2;

public bool locconr=true;//true loc 2 false loc 1;

public Transform destination;

public Vector3 ff= new Vector3(0f,0.5f,0f);

private bool kinigaw=false;

public float trrr=1000000f;

private int playerdmg;//to damage pou kanoun ta ranged opla tou
paixti

private pc2part enim;//ta komatia tou paixti

private dino ai anime kat;//oi katastaseis animation pou exoume
gia ton dinosauro

private bool z=true;//edw einai gia na stamatisei o dinosauto
tin epithesi kai na sinexisei ta upoloipa anime states tou

private bool block =false;//enable gia to an einai arketa konta
ston paixti na tou epitethei

public int movespeed;//i taxitita tou dino

public int rotationspeed;//i taxitita pou girizei

public int maxdistance;//megisti apostasi gia na tou kanei
epithesi

public int maxdistance2;//megisti apostasi gia na ton kinigisei

public GameObject shot;//i epithesi tou paixti mas emeis mias
kai einai meele tha to kanoume inst panw ston paixti me to sosto tag

private GameObject[] go;//o paixtis mas

private GameObject[] go2;//0 paixtis mas

private float nextfire;//blepe apo katw

public float firerate;//poso prosthetei sto next fire na
xanaepitethei

private Transform myTransform;// to transform tou dino mas

public GameObject hbar;//to tetragono pragma panw apo ton dino
pou deixnei tin ygeia tou

public GameObject dino;//to anime controler

private bool die =false;// to bool gia to teliko anime tou dino
mas

public int empeiriaTeratos=80;

private int maxhealth=36;//heallth

private int currhealth=6;//zwi twra

public int cueyyy;

public float hbpercen;// gia tin mpara ygeias
public float pososto;//

public GameObject jj;

public string Tagname {
get {return tagname;}
set {tagname=value;}

MNapamdvw O6nAwvoupe tNG MUETABANTEC TOU Ba XPNOLUOTIOL|OOUE OE QUTO TO
script.

void Awake ()
{
epipedomultpaixnidiou8293=
PlayerPrefs.GetInt ("epipedomultpaixnidiou");
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tager=GameObject.FindGameObjectWithTag ("tager") ;

tg = tager.GetComponent<tagger> ()

go2 = new GameObject[8];

playerth = new Transform[8];

destination = loc2;

hbar.GetComponent<Renderer>() .material.color =
Color.green;

myTransform = transform;

firerate =

go = GameObject.FindGameObjectsWithTag ("Player");
mploko = GameObject.FindGameObjectsWithTag ("mploko™);
r33 =GameObject.FindGameObjectWithTag ("majorhouse™);
int meget = go.Length;

}

Mapandavw mnoaipvoupe to emimedo  SduokoAiag matyvibiou, SnAwvoupe Ttnv
HETABANTA go2 otnv omola Ba amobnkeVCOUE TOUG XPHOTEG TTOU UTIAPXOUV OTO
SikTuOo Kal BETOUE TOV MPOOPLOUO Tou Selvooalpou to loc2, mou eival pa otabepn
Béon péoa otnv oknvn .To r33 elval éva QVIIKEIUEVO TIAPA TTOAU UOKPLA TIOU TO
XPNOLUOTIOOVE €AV Sev UTTAPXEL KAmolog maixtng. To mploko eival o mivakag mou
TIEPLEXEL TOL ONUEla péoa ota omoia Ba Kwvouvtal ot dewvocaupol. Emiong kavoupe
TNV UMapa LYeiag mou eival mavw amnod to kedaAl Tou Selvoocalpou PACLV.

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

{
goz[yl=golyl;
UserPlayer jj=goly].GetComponent<UserPlayer>() ;
playerth[y]l=jj.thesi;

Mapamavw maipvou e TIG BECELG TWV TTOLXTWV.

float mjk = ;

int first = ;

int sec = ;

for(int lko=0;lko<mploko.Length;lko++)

{

if( Vector3.Distance (mploko

[1ko] .transform.position,
myTransform.position) < mjk )

mjk=Vector3.Distance (mploko
[1ko] .transform.position,
myTransform.position) ;
first=lko;

}
mjk = ;
for(int lko=0;lko<mploko.Length;lko++)
{
if( Vector3.Distance (mploko
[lko] .transform.position, myTransform.position)
< mijk )
{
if(lko!=first)
{
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mjk=Vector3.Distance (mploko
[1ko] .transform.position,
myTransform.position) ;
sec=lko;

Mapamdvw Ue TIg SUo cuvapTnoELS taipvou e ta SV0 To KovTva onueia. Méoa oe
auTa Ta onuela Ba Kveite o Sewvooaupod.

locl mploko [first].transform;
loc2 = mploko [sec].transform;
if (meget < 8)
{
while (meget<8)
{
go2[meget]=r33;
playerth[meget]=r33.transform;
meget++;

MNapandavw YeUL{ou e TIG uTIOAOLTTEG BECELG e €va TTOAU pMoKpLlvo gameobject.

void Start ()
{

kat = dino.GetComponent<dino ai anime> ();
maxdistance = 4;

maxdistance2 = ;

maxhealth = S+epipedomultpaixnidiou8293*8;
currhealth = maxhealth;

playerdmg = 3;

MNapamdvw SNAwVouEe amd mold andotacn Kal KATw o dswvocaupog Ba Kuvnyast
TOUC XOPOKTAPEG KAl OO TIOLA AIOCTAON KoL TTAVW B0 OTOHATAEL VO TOUG KUVNYAEL.
Eniong auv€avoupe tnv uyeia tou dewvooaupou pe Bacn tnv SuokoAia mou nailoupe.

// Update is called once per frame
void Update ()
{
cueyyy = currhealth;
for (int y=0; y<go.Length; y++)
{
UserPlayer jj = go [y].GetComponent<UserPlayer> ();
playerth [y] = jj.thesi;
if (trrr > Vector3.Distance (playerth [y].position,
myTransform.position))
{
dok = playerth [y];
trrr = Vector3.Distance (playerth
[v] . .position, myTransform.position);

MNapamndavw Bpiokoupe KABs popad TOV KOVTIVOTEPO TalXTn otov delvoéoaupo.
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if (locconr)

{

destination = loc2;
}
else
{

destination = locl;
}

MNapamavw Paloupe T O€0elg OTIC omoleg mnyaivel €dv Oev €XEL OUVAVTNOEL
KATIoLoV TalyTn.

if (die)
{
if (Network.isServer)
{
Network.Destroy (gameObject);
}

MNapandavw kataotpédoupe To gameobject o OAa Ta instances Tou malyvidLov.

if ('z1)
{
kinigaw = true;

}

else

{

if (Vector3.Distance (playerth [0].position,
myTransform.position) > maxdistance2 &é&

Vector3.Distance (playerth [1].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [2].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [3].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [4].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [0].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [6].position,
myTransform.position) > maxdistance2 &é&
Vector3.Distance (playerth [7].position,
myTransform.position) > maxdistance?2)

kinigaw false;

kinigaw = true;

Mapamdvw eAEyXOUUE €AV €lval KATOLOG ALXTNG KOVTA Hag Katl €dv eival Baloupue
TO XapOKTAPA HOC o€ mode KuvnyLou.
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if ('kinigaw)

{
target = destination;
}
if (kinigaw)
{
target = dok;
}

Mapandavw €dv «8ev KUVNyAw» 0 0TOXOG (poopLopog Tou Selvooaupou) eival éva
amo ta SUo oNUELA EVW €AV «KUVNYAW» ELVOL O KOVTIVOTEPOG XAPAKTHPAC.

if ('block)
{
if ((Vector3.Distance (playerth [0].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [1].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [2].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [3].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [4].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [5].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [6].position,
myTransform.position) < maxdistance - |
Vector3.Distance (playerth [/].position,

myTransform.position) < maxdistance - 1))
{
}
else
{
myTransform.rotation = Quaternion.Slerp

(myTransform.rotation,
Quaternion.LookRotation (target.position -
myTransform.position), rotationspeed *
Time.deltaTime);// kanei rotation ston paixti

myTransform.position = Vector3.MoveTowards
(transform.position, target.position + ff,
movespeed * Time.deltaTime) ;
if (z)
{

kat.Katastasi = 2;

}

if (Vector3.Distance (target.position,
myTransform.position) < maxdistance)
{

if (kinigaw)

{

if (Time.time > nextfire)

{
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z = false;

kat.Katastasi = 1;
StartCoroutine (delay ()):
nextfire = Time.time + firerate;
d = Instantiate (shot,
target.position,target.rotation)
as GameObject;

GetComponent<AudioSource> () .Play
0

MNapamdavw €av 0 SELVOCAUPOC CUVAVTINOEL TOV XPHOTN KOl EVAL O KOVTLVN
anootaon Tou entiBetal.

else

locconr = !locconr;

MNapandavw dv o dewvoocaupog ptacel oto TéEAog NG Stadpoun aAAAleL TPOOPLOUO
KalL TTAEL TtpOG TNV apxn (amod ekel mou Eekivnoe).

public void Adjusthealth(int adj) {

currhealth += adj;

if (currhealth <= )
{

for(int jks=0;jks<epipedomultpaixnidiou8293;jks++)
{
Instantiate(xrysos, myTransform.position,
myTransform.rotation) ;
}
kat.Katastasi=3;
StartCoroutine (delay2()):;

}
if (currhealth > maxhealth)

{

currhealth =maxhealth;

Mapamdvw €lvat n cuvapTNON E TNV OTOL0 LELWVOUUE TNV UYELD TOU.

if ((currhealth/ (float)maxhealth)< )
hbar.GetComponent<Renderer>() .material.color =
Color.red;

if ((currhealth/ (float)maxhealth)>= )
hbar.GetComponent<Renderer>() .material.color =
Color.blue;
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hbar.transform.localScale-= new Vector3((-
adj/ (float)maxhealth),0,0);
hbar.transform.localPosition-= new
Vector3(((adj/ (float)maxhealth)/2),0,0);

MNapandavw aAAA{oUE TO XPWHO TNG UIApAg TTavw arnod Tov Selvdéoaupo avaioya Je
ndon UyEla TOU QTIOMEVEL.

void OnTriggerEnter (Collider other) {

if (currhealth > 0)

{
if (other.gameObject.tag == "mpll")

{
y = tager.GetComponent<tagger> () .dramage
(llmpllll) ’.

Adjusthealth (-1 * y);

Me TapOUOLO TPOTIO TO KAVOUHE KAl yla TNV ribavotnta va xtunnBei o exBpog ano
€va BARua mou ektofevoe £vag arnod TOUG OXTW XOPAKTHPEC TIOU UTTOPEL va elval
ouvdedepévol oto biktuo.

if (other.gameObject.tag == "mpl8")

{
y = tager.GetComponent<tagger>

() .dramage ("mpl8");

Adjusthealth (-1 * y);

MNapamdavw adoatlpolue uyeia avaloya tnv enibeon tou maiytn amo tnv omola
nponABe to BAAUQ.

if (other.gameObject.tag == "opla')
{
damages = -1 * playerdmg;
Adjusthealth (damages);
z1l = false;
StartCoroutine (delaytarg ());

}
if (other.gameObject.tag == "opla2")
{
Adjusthealth (-1 * (currhealth / 3)):;
}
IEnumerator delay?2 ()

{
block = true;
Instantiate (dinodeath,myTransform.position,
myTransform.rotation) ;

yield return new WaitForSeconds ( )

die = true;
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Mapanmavw UMAOKAPOUE TOV SEVOCOUPO QMO TO VA KIVELTE. AUTO YIVETE KAVOVTAG

10 block true, maifoupe to anime clip mou neBaivel kat to katdAAnAo nxo.

IEnumerator delay()

{
yield return new WaitForSeconds (
z = true;
kat.Katastasi = 4;

}

IEnumerator delaytarg()

{
yield return new WaitForSeconds (
z1l = true;
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Kedbalaio 5
AfLOAOYNON CUCTAOTOC

5.1 Elcaywyn

210 kedAAalo auto mapouocialovpe pla pEBodo afloAdynong tou malxvidlou Tou
Snuoupynoape ota mAaiola tng SUTAWUATLKAG EPYAOiOC.

5.2 M£0060¢ aéloAoynonc Ko
OLTILOTEAEGLOTOL EPWTNHOTOAOYLOU

MNna va afloAoynocoupe TO TPOYPAUUA XPNOLLOTIOLOUE TO EPWTNUOTOAOYLO YLO TNV
tkavormoinon tng aAAnAenidpacng Tou Xpnotn. To EpWTNUATOAOYLO AMOTEAEITAL OO
elkool €&l epwtnoelg Kal xwpiletal oe mévie SladopeTIKEC evotnTes. MNMapakdtw
mapatiBetal To EpwTNUATOAOYLO [12] KOl TA ATOTEAECUATA TTOU TIHPALE:

EpwtnpatoAdoylo AloAoynong AtaAoylkic XpRong
ZUCTAMATOG
(QUIS - Naveniotipo tov Maryland, 1986-1998)
MEPOZ 1: levikn evtUTwon Tov XpRoTn
MapakoAw KUKAWOTE TOUG aplBuolg Tou avtkatomtpilouv akplBéotepa  TIG
EVIUTIWOELG 00¢ ard TN XPrion auToU TOU UTIOAOYLOTIKOU cuoThpatog. Aev Eépw/bev
armaviw = NA.

1.1. levikn avtibpaon touv SuoTAUATOG:

Artapadektn UTtEpOXN
123456789 NA

1.2. levikn avtibpaon tou ZUoTHUATOC :

SuokoAo gukoAo
123456789 NA

1.3. Tevikn avtibpaon tou JUoTAUATOC:
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Mrnepbevel LKotvormoLel
123456789 NA

1.4. levikn avtibpaon tou JUoTAUATOC :

Abduvauo duvarto
123456789 NA

1.5. Tevikn avtibpaon tou Zuotiuartog :

Xalo EUXAPLOTO
123456789 NA

1.6. levikn avtibpaon tou JUoTNUATOC :

QKOUTTTO EUEAIKTO
123456789 NA

Epwtnon M.O. BaOuoloyiag
1.1 7.6
1.2 8
13 7.6
1.4 7.3
1.5 6.8
1.6 7

Mivakag 5.1 AnoteAéopata afloAdynong mMPwIou HEPOUG

MEPOZ 2: 086vn

2.1 O gyebiaouoc tn¢ odovnc Bondnoe:

JTOTE avro
123456789 NA

2.2 Moogotnta nAnpowopioc mou euavifovrav otnv odovn :

AVETTOPKAC EMAPKING
123456789 NA

2.3 Adunon tn¢ mAnpowopiac mou eupavifovrav otnv odovn :
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XOOTIKN) OpYaVWUEVN
123456789 NA

2.4 AAAnAouyia oGovwy :

Mrnepbeuévn oapng
123456789 NA

Epwtnon M.O. BaOpoAoyiag
2.1 7.8
2.2 8.2
2.3 7.8
24 8.7

MNivakag 5.2 AnoteAéoparta aloAoynong SEUTEPOU UEPOUG

MEPOZ 3: OpoAoyia Ko EMKolvwvia HE To ZUoTnua
3.1 Ta unvuuata eupavifovrol otnv odovn LE :

ACUVETTEL OUVETTELN
123456789 NA

3.2 ExteAwvtac uia kivnon odnyouuaote o€ mpoBAeYiuo anotéAsoua :

JTOTE avro
123456789 NA

3.3 @éon unvuudtwv otnv ovovn

arodotika un armodotika
123456789 NA

3.4 Ta unvouarta mou gugavifovtal otnv odovn ivat:

UTTEPSEUEVL oapn
123456789 NA

3.5 O unoAoyLoT ¢ 0aG¢ EVNUEPWVEL VLA TO TL KAVEL:

Mot navra
123456789 NA
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3.6 Mnvuuata AaBwv :

bev Bondouv 1ToAU BonUntika
123456789 NA

Epwtnon M.O BaOuoAoyiag
3.1 7
3.2 8
3.3 7.6
34 9.3
3.5 -
3.6 -

Mivakag 5.3 AnoteAéopota afloAdynong Tpitou PEpoug

MEPOZ 4: Ekpadnon xpnong
4.1 H exuadnon xprionc tou cuoTnUATOC ival:
SUokoAn EUKOAN

123456789 NA

4.2 H eéepevvnon twv duvatotntwy ue ™ uédodo “npoonadeiac kat Aadouc (trial
and error)”:

Artoyontevel artodidel
123456789 NA

4.3 H ekuadnon twv evtoAwv eivat :

dUokoAn EUKOAN
123456789 NA

4.4 Ta Biuarta yia tnv oAokAnpwaon tn¢ epyaciac akoAovBouUv uta Aoyikn oepa

JTOTE navra
123456789 NA

4.5 Bondntika unvouata otnv odovn :

b6ev Bontouv TToAU BonUntika
123456789 NA
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4.6 Avabdpaon otav odokAnpwiIsi n epyaoia:

Acaphc oaQris
123456789 NA

Epwtnon M.O BaOuoAoyiag
4.1 5.8
4.2 8.3
4.3 6.8
4.4 8.2
4.5 7.4
4.6 8.3

MNivakag 5.4 AnoteAéoparta a&loAoynong TETAPTOU HEPOUG

MEPOZ 5: AuvatOotnTEC TOU ZUCTAMOTOG
5.1. H tayutnta tou Juotiuatoc eivat:

TTOAU apyn LKOVOTTOLNTLKN
123456789 NA

5.2. To Juotnua eivat otadepo :

Moté navra
123456789 NA

5.3 To Zuotnua teivet va yivel :

OopuBwbec nouyo
123456789 NA

5.4 H eukoAla xelplouou eéaptatal amo tnv EUNELpia TOU XproTn:

Mot avra
123456789 NA
Epwtnon M.O. BaBpoAoyiag
51 8.3
5.2 7.8
53 6.8
54 8.3

Mivakag 5.5 AnoteAéopata aloAdynong MEUMTOU LEPOUG
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5.3 Zuunepaopata

Mapakdtw Oa avaAUCOUNE T CUMTIEPACHOTA ATO TO EPWTNHATOAOYLO UE BAoN TIG
TLEVTE KOTNYOPLEC TTOU TO AMOTEAOUV.

MEPOZ 1: Meviki} evtiTwon Tov XpRoTn

H yevikn eviOmwon NTav apkeTA LKOVOTOLNTIKA. levikotepa emeldn 1o matyvibt
aroteAouTtay anod SLapOPETIKA KOMATLO LKOVOTIOLOVUCE EYAAO EUPOG TOV XPNOTWV.

MEPOZ 2: 006vn

ESw nAtav ta mo Oetikd amoteAéopata, Kavelg Sev eixe MPOPANUA HE TIC
nmAnpodopieg mou epdavilovtav otnv 0Bovn. MEVIKOTEPA OL XPrOTEG NTAV APKETA
LKAVOTIOLNEVOL PE TNV eRdavion tng ypadikng Stemadrg Tou maxvidou.

MEPOZ 3: OpoAoyia Kol EmKolvwvia HE To ZUoTnua

Aev mapatnpnOnkav mpofARpaTa and TOug XPAOTEG KAl Ol UIMAPEG UE TNV UYEla
TIAVW OO TOUG OVTUTAAOUG ATAV APKETA SnUOPIAELS.

MEPOZ 4: Ekpadnon xpriong

ESw mapatnpribnke to peyaAltepo mpoPAnua. ZTo action KopudtL tng epapuoyng
atopa mou dev eiyav Wolaitepn oxéon pe Bwteomnalyvidla kal Pe TNV AOYLK TOUG
OUOKOAEUTNKAV OPKETA VA KATAVONoouv TwG Aettoupyel. Etol umnipxe HeEYAAn
Sladopd oTo EVPOG TWV AMAVIACEWV. To poOvo ou cupdwvnoav OAoL oL XPHOTEG
elval ot mailovrag to malyvidl to pabawvav mio evkoAa (trial and error).

MEPOZ 5: AuvatiotnteG TOU ZUCTAMOTOG

To olUotnua amodeiytnke mapa oAU otabepd oxebOvV Kaveévag xprnotng Oev eixe
npoPAnua. To mawxvibt kOAAnoe oto multiplayer koppdtt peplkég ¢dopég o€
Sladopoug xpnoteg aldd undapyouv ToAlol SladopeTikol TAPAYOVIEG EKTOG TOU
mayvidlol Tou UTopel va To TPoKAAEcaV aUTO (HELWUEVN TaxUTNTA OTO (VTEPVET,
npoPAnuata pe tov Masterserver tng Unity, mpoBAfuata e To antivirus KAT ).

5.4 AAAayEg Aoyw agloAoynong

Me Bdon oxOAla Kal mapatnpnoEL; XpNoTwy BeATlwoape o€ S1adopoug TOUELS TNV
epapuoyn HoG. AVOAUTIKOTEPA YL TO KOUUATL TAATHOpUAG Hag Eywvav SLadopeg

EAevBéplog MaAwvSpétog TeAida 84



TIOPOTNPNOELS YO TNV KOVTLVH OmOoTOOon TNG KAUEPOG OTOV XPNOTn, OMOTE TNV
TINYQUE TIO MAKPLA KaBwG emiong Hag €ywvav MapatnpAoElg ylo To TARBoG Twv
€XOpwWV OMOTE KAl TO HELWOAE. 2TO KOUUATL SpAonG Hag EyLVav TAPATNPAOELG TTAAL
yla TNV Kapepa onodte BaAape tnv duvatotnta aAlayng 6€ong tng kapepa (dnAadn
Qv 0 XPNOTNG MATAOCEL TO KOUUTL V HETOKLVEL TNV KAPEPA TOU XOPAKTHpa avanoda
WOTE va Urnopet va BAEMEL Kal TOW ToU), EMIONG €yLvav KATIOLEG TTAPATNPNOELS ATIO
KATIOLoUG XpNoTeg otL ev yvwpllav gav elyav avéPel eninedo yla va avefdcouv ta
OTATIOTIKA Tou (BéAave &nAadn va evnuepwvovTal KATA TNV OLApKELX TOU
mavidlol otL avéPBnkav eminedo xwpi¢ va avoilyouv To LevoU LE TO esc yla va To
koltave ). Etol otav €vag xpnotng avéPfel emimedo 1 umopel va aveBaocel to
OTATILOTIKO TOU XOPOKTAPO TOU 1 MUMOPEl va aveBAOEL TO OTATIOTIKO TOU OTAOU
eudaviloupe €va Kouumi mavw Oefld yla va Tov evnuepwvouv. Xto turn base
KOUUATL HOG EYLVOV KATIOLEG TIAPATNPNOELS Yia TNV KN SuvaTtotnTa TOU XaPaKTpa
Va XTUTTAEL OAOUC TOUG eXOpoUG Ue Lo emiBeon omote BAAAUE O XOpOAKTAPAC OTOV
KAvel emiBeon amo pakpld va €xel tnv duvatotnta va emlé€el va Snuloupyel
TIUPAUAOUCG Oo0UC eival Kal ol gxBpol aAAd va KAvel povo tnv uon {nuia. Ocov
0popa TO TEAEUTALO KOUUATL PE TO TTALXVIOL PE TNV CUUETOXN TIOAAWV XPNOTWV OTNV
opxn Hag €ywe n mopatipnon ott ¢awotav “adelo” omote mpooBicape Suo
emuunmAéov enineda (otnv apyxn eixape vAomolnoel povo to death match koppdtL otnv
OUVEXELX TpooBEoape Ta enimeda ouvepyaoiag HETAlU Twv xpnotwv), exBpol¢ yla
VQ UITOPOUV VO OKOTWVOUV WOTE VO LNV OKOTWVOVTOL HOVO HETAEU TOUC OL XPHOTEG
kal Suvatotnta avénong duokoAiag emumeédou (auavovtag To ol gxBpol yivovrtal
miolo SUoKoAoL AAAQ ETILONG PLXVOUV TTIEPLOCOTEPO XPUCO OTAV OKOTWOOUV).

5.5 EmiAoyog¢

O oKomog TNG Epyaciag NTav n LCoywyr) 0TOUG KAVOVEG KAl TOL OVTIKELUEVA yLa TNV
Snuoupyla evog tplodldotatou matyvidlol Kot oL Baocikol Kavoveg Kal AOYLKEG yla
TNV vAomoinon TOU KOUMOTLOU CUUMETOXNG TTOAAWY TOULXTWV. TNV apxn oxedldoaype
TO OEVAPLO TOU TaALXVISLoU Kol TIC BactkeC AANAETILSPACELC TTOU £€XOUV TA AVTIKEILEVA
oto malvibL pog. Itn ouvéxela oadol pABape Twg va Tpoypoppatiloupe Kal va
Aettoupyolpe otnv yAwooo maxvidiou Unity ulomoloope to malyvidt pog. H
vlomoinon Tou mawviSloU elval OPKETA ATALTATIKA KoL XpovoPBopa epyacica. Evw
opXLKA €ywve mpoomddsela oxeSLAOUOU TWV AVIIKELUEVWY amtd To Hn&Ev(oxedloopudg
LOVTEAWV TTALYXTWY, SNULoUpYyla LOUGLKAG KATT) TEAKA AmMOPOCIOOUE VO TIAPOULE £TOLUA
TQ MOVTEAQ KOl TOUC NYouc amo to Unity Asset Store. MNa tnv dnuioupyio €vog
mavidlol xpelalovtal TOAAEC opddeg atopwv Sladdpwyv eLGLKOTATWY Yyl va TO
vlomotoouv. O kaBévag amd autol¢ Toug avBpwrmoug €xeL yvwon o dladopeg
EI6IKOTNTEC (M.X. T(POYPAUUATIONO, OXESLOAOUO TPLOSLACTATWY MOVTEAWV KATT). AUTH N
TPWTN TPOOTAOEla TOPEXEL TIC PACIKEC YVWOELS yla &va HEYAAO HEPOC TNG
TIPOYPOULOTLKAG AOYLKN G TTOU XPELALETOL EVAl TTOLXVIOL.
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Xpnotpot cuvdeopolL

Game sounds

final fantasy VIl game chocobo song
https://www.youtube.com/watch?v=x4UDIfcYMKI
Wild arms theme song
https://www.youtube.com/watch?v=ajMRQnhQ9zU
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