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Iepiinyn

Aappdvovtag vroywy v paydaio e£EMEN ™G TEYVOAOYioG ToL TEAELTAiN YPOVIK, Ol
ONovpyoi PvTeomaryvioldV YOVV OTOKTHGEL TNV EVYEPELN VAL ETIAEYOVV TOV TPOTO AVATTLENG
TOVG, Héca omd o PeydAn mowihia epyoleiov. Mepikd amd avtd, pmopel vo mapéyovion
dmpedV Y10, 0OTOOVONTOTE £YEL TNV eMBLi0 Vo avamTOEEL KAmolo Prvteomanyvidl Kot amd tnv
GAAN, OTIG TEPUTTAOCELS HEYOAMV TOPAYOYDV UTOPEL VO ATOTELOVV 1O10KTNGio TNG EKAGTOTE
eTapeiog.

H mhateopuo mov ypnolponoteitoar oty mpokewévn nepintwon ovopdaletar Unity
Engine kot amoteiel po amd TIc onuoeidéctepec emhoyéc Yo tovg developers. To
oLYKEKPLUEVO gpyodeio Oivel TN SvvATOTNTO GTOVG YPNOTEG VA ONLOLPYNCOVY GYEGOV
omolodNmote €100g maryvidh BeAncovv, moapeyovtag cVUPATOTNTA Yot OAES TIG ONUOPIAELS
Koveoleg, sSmartphones, headsets eikovikng TpaypuatikOTNTOC Kot NAEKTPOVIKOVG VITOAOYIGTEG,
Eniong, mapéyet tnv eMA0YN Y10 KATAGKELT Tay VISV gite 6v0 dwaotdoewv (2D Games), eite
TPV dactdoswv (3D Games).

2V Tapoveo SIMAMUOTIKT EpY0cio, TapovctdleTot po OTTIKY TG Oladikaciog Tov Ha
UTOPOVGE KATO0G Vo akoAoLONGEL, oe popen €vOg odnyov, yw v dnpovpyia evog
Bwteomayvidlov to omoio Kotatdooetal otV Koatnyopio Tov Vo dwotdoswv. Oa
axolovOncovpe 10 Ta&iol Tov Packod HOG YOPOKTPO GE TEVTE OLOPOPETIKE ETIMEON, GTA
omoia Ba kKAnBel va avTyeTonicel Tig TpokAncelg mov Ba Bpebodv ctov dpduo Tov, péxpt TNV

O0AOKAN PG TNG TEPMETELAS TOV.

Aé€erg Kieowa

Unity Engine, epyoleia, avantoén taryvididv, 0dnyoc, texvoroyia, frvteomatyvidia, motyvidlo

000 0100TACEMV, TOLVION TPV O0GTACEWV



Abstract

Given the rapid development of technology in recent years, video game developers have
the capability to choose how to develop them, through a wide variety of tools. Some of them
can be provided free of charge for anyone who has the desire to create a video game, on the
other hand, in case of large video game productions they can be owned by each company.

The platform used in our case is called Unity Engine and forms one of the most popular
options for developers. This tool allows users to create almost any type of game they want,
providing compatibility for all popular consoles, smartphones, virtual reality headsets and
computers. It also provides the option to build either two-dimensional (2D Games) or three-
dimensional (3D Games) games.

In this dissertation, we present an overview of the process that someone could follow,
in the form of a guide, to create a video game that belongs into the two-dimensional category.
We will follow the journey of our main character through five different levels, in which he will

be called to face the challenges that may appear on his way, until the end of his adventure.

Keywords

Unity Engine, tools, game development, guide, technology, video games, two-dimensional

games, three-dimensional games
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Kepdraro 1°: Ewoayoyn

H Iotopia twv Bivteomayviowmv, apyilet ota téAn g dekaetiag Tov '40. [Ipog ta téAn
tov '50 ka1 ota péoa Tov '60, otnv Apepikn, apyilovv va praivouv otny Kadnuepvi pog {on,
ot voAoywotés. [ v akpifeta, ot Kevipikol VTOAOYIOTEC. ATO ekeivn v mePiodo, T
Bwvteomayvidia Ekavay TV EUEAVIOT] TOVG, OTIS KOVOOAES, OTO PAITEP, GTOVG VITOAOYIOTEG,
AL KO OTIG POPNTEC KOVOOAEG.

H 1otopia tov kovool®dv EEKIVAEL OVCIACTIKG OTOV YPOVOAOYIKA EEKIVAEL Kol TMV
Bwteomayvididv, kKamov ot dekaetio Tov 1940, dtav to 1947 o Thomas T. Goldsmith, kot o
veotepog Estle Ray Mann kotéfecoav aitnom otig Hvouéveg [olteieg evpeoiteyviag yior pua
€QeVPEDSN TTOV TEPLYPAPETOL OC "Uidt GVOKELT] KaB0OUK0D cwAN VA dtackédaons".

Muepa o Prvteomaryvidwn Exovv e€ehytel o pia amd TG LEYAAVTEPES Propnyovies
dwokédaong pall e Tov Kvnuatoypdeo Kot Tnv Lovctkn. Me 10 mépacpua Tov ypdvev Kot
mv €£EMEN NG TEYVOAOYING KATAPEPVOLV VO, AVATOPIGTOVY OAO KOl O TOAVTAOKO KOt
EVIVTIOGLOKG YPAPIKE. XOPOKTNPIOTIKO TOPAdEtyla omoTeAEl 1| TEUTTN YEVIOL KOVGOA®V 1)
omola EMETPEYE TNV EVKOATN OVATAPAGTUGT) TPLOOIACTUTOV YPAPIKAOV. MEYpt TOTE 01 KOVOOAES
énoulav Kopiwg moryvidlo JIGOACTATOV YPOPIK®V e0LTIOG TMV TEPLOPIGUMY TOVS AOY® TOV
hardware. Av kot ta TpdTA TPIGOACTOTA YPAPIKA NTAV OPKETE “TETPAYOVIGUEVA’, UE TNV
Bektioon tov hardware ofjuepa, LTOPOVLLE VO OVOTOPACTICOVLE OPKETA PEOAICTIKE CKNVIKE
Kot LOVTEL GTLG 000VES [LOG.

Ailer va onuewwBel o011t eEeliooetar cuvEXY®DC OAOKANPN 1M EUmEPi  TOV
Bvteomayvidimv Ko Oyt pévo ta ypagikd. To telgvtaio ypovia yio mapdostypo Exovpe 0l v
paydaio e&EMEn tov virtual reality headsets. [Ipoketton yio kpévn Tov @opdiel 6To KEPAAL TOV
0 YPNOTNG TO. OTTOL0 TEPLEYOLV TPLYVP® LL1a eViaia 000V, 1) ool KOAVTTEL OAOKANPO TO OTTIKO
nedio Tov ypnot. Me avtdv tov Tpdmo pumopel vo. TPOCOUOLUDVEL OAOKANPOLS TEYVNTOVG
KOGLLOLG Kol Vo UTTEPOEVEL TOV PN ot OTL OVIMG Ppioketal pEca o€ avTdHV, Y10Ti dEV KAAVTTEL
TEPLOPICUEVO KOUUATL TOV OMTIKOV 7EIOL OMMC [io. TNAgOpacn. Mo akOUo GNUOVTIKA
eEEMEN NTa OTL LE TNV EJPOLMOT| TOL IVTEPVET T TALY VIS0 OTEKTNGOV TEPIGGOTEPA KOVOVIKE,
yopoakpiotikd. [TAéov pmopet kdmolog va mailel and 1o omitt Tov Eva oy Vidl e avTITAAOVG
amd OL0 TOV KOOUO Ywpig va ypetdletar va PBpioketonr 610 1010 dWUATIO PE QLTOVG N VA
potpaleTon pio TNAEOPOOT).

Ta Bvteomanyvidia KaO®OG KoL 1) AVATTLEN TALXVIOIDV Y10, KIVTEG GUOKELES AVEAVOVTOL.
Mépa pe t pépo, to moryvidw yu otafepods VIWOAOYIGTEG OAAG Kot Yyl KOVOOAES

avtikobiotovtal amd moryvidle mov eKTEAOVVTOL 6€ Kvntd thAépwva kot tablet. EmmAfov,
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dropo mov acyolohvtal pE TO OYXEOOCHO KOl TNV OVATTUEN TOLXVIOIDV TPOEPYOVTOL Omd
duapopovg topeic. I'a mapdoetypa, modaywyol Kot £101K0l 6TOV TOUEN LE TEPLOPICUEVES, EQV
VIhpyovy, O0eS1OTNTEC TPOYPOUUOTIGUOD EUTAEKOVIOL GTO GYEOOUO KOlU TNV OVATTLEN
Bwvteomouyviorwv. Emopévmg, n emhoyn avamrtuéng evog mouyviololh (PN CLLOTOIMVTOG
OTOKAEIOTIKA [0 YAMGGO TPoypoppatiopol, onog C++, C# 1 Java, dev elvar mpoypotikd
EPIKTN Y10 OAOVG. AVTO EKAVE TN XPTOT) UNYXOVAOV TOLYVIOIDV KON Lo SNUAVTIKY. Ot punyavég
avamTuéng moy VoLV emTayhvouy TN JldKosio  avamtuéng €vOog  mOvViolov HECH
VLOPYOVIOV  TPOTOM®V KOl  OTOLEI®V 7oL  UTOPOLV Vo Emavaypnoiomombovv,
glaylotonolwvtag 1 e€areipovtog evielmg v oavaykn va €ovue o fobid yvoon tov
TPOYPOUUOTIGHOV. EmmAéov, ot unyavéc avamtuéng moryvidiov doivovv tnv evkoipio vo
avamtoEovy éva mayvior pla @opd kot va 1o ggaydyovv e OApOpEG TAATPOPLLES,
GUUTEPIAAUPOVOUEVOV TV KIVIITOV GLGKELMV, KAVOVTOS LEPIKES LOVO OAAAYEC GTNV OPYIKT
éxdoon.

Qo61660, VIAPYOLY TOAAEG UNYOVES AVATTTLENC TTOLYVIOLDY TOV HO1PALOVTOL OPIGUEVH KOVA
YOPOUKTNPIOTIKA, OAAG £xoVV emiong Kot TOAAEG SLAPOPES. LTV TPAYLOTIKOTNTO, KAOE pnyovn
€xel SPOPETIKY PIAOGOMIO GTNV AVATTLEN T VIOV KOl LE OTOTEAEGLO VO GTOXEVOVY GE
éva. gupd  QAoUO  SPOPETIKAOV  OVOYKAV: HNYOVEG TOL  OEV  AMOUTOVV  YVMGELG
TPOYPOUUOTIGHOD, punyaveS mov Pacilovion oe dnpoeireig texvoroyieg Iotov, punyoavég mov
elvat avorytov KOJKA Kot UropovV va TPOGapUocToVV / emektafodv and EUTEPOVS YPNOTES
KoL ETOYYEAUATIKEG UNYAVES OvATTTLEN G ToyVidldV. H 6mot emAoyn tog punyovig motyvididv
glva Lol amrodQooT TOAAATAMY TApoyOVTOV Kot Ogv eivar e0koAr. [TapdAio mov vtdpyovv ToAAY
GpOpa KPITIKOV CYETIKA LE TIG UNYOVES AVATTUENG, OTIG TEPIGCOTEPES TEPIMTMGELS OVLTA TO.
GpOpa EMKEVTIPOVOVTOL GE VOV GLYKEKPLUEVO TOTTO UNXOVAV (LY. unyovég Toyvidtov 3D yuo
Kvntd) 1 o€ €vav GLYKEKPUEVO TOpEN (T.Y. TPOGOUOIMOT YEWPOVPYIKNG ekmaidosvong). H
TOPOYN LG EMICKOTNONG TOV UNYOVOV OvVATTUENG 7OV KAALTTOUV €va €upl  QAGUO
OLOLPOPETIKMV TPOPIA YPNOTN KOl OVOYKAV UE PAOT Lo EKTETANEV AOTO YOPAKTPIOTIKMOV
Bewpeiton onpavrikn. Kotd cvvénela, o oKomdg autig TG OMMA®UOTIKNG Epyaciag eivat va
EVILEPADTEL OGOVS EVILOPEPOVTOL Y101 OAES TIC SLVATOTNTESG TOV EVOEYETOL VO VITAPYOVV GE L0,
pnyovn avamtuéng mov opyavavovtal og katnyopieg vymidtepov emmédov. Tovg kvprovg
TOTOVG UNYOVAV aVATTUENG, TIG OLVOTOTNTEG OV TPOCPEPOVINL OO CVIUTPOCMOTEVTIKA
TOPAOEYILATO UNYOAVOV OVATTLENG TTOV EUTTITTOVY OTIG TpoavapepDeiceg Katnyopiec.

O andtepog 6TdHY0G ival N TaPOYN VTOGTAPIENG GTNV EMAOYN TG KOTAAANAOTEPNG UNYAVIS
TOLVIOLOV e PAon TIG avdykeg €vOG CLYKEKPIUEVOL PvTeomatyvidlon Kot T0 TPOPik TV

ATOU®V TOL TPOKELTOL VO TO EPOUPUOGOVV.
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Kegaiaro 2°: Mnyavég Avartoéng
2.1. Mnyovég Avartvéng Moy viorov

Ot mapoymyol unyavav Taryvidudy amo@acilovy Thg ETTPETOVY GTOVG YPNOTEG VO
APNOLOTOLOVV TO TPOTOVTA TOVG. AKPIPDC O To gaming ivar pia Propnyoavia, £T61 Kot ot
UNYovES Touy VSV Tov Katackevalovral. Ot kupldtepeg unyovég Taryvidimy datibeviol o
OLAPOpPEC TIUEG, €1TE TPOKELTAL Y10 GUVOPOUN EITE Y10 TANPOUES AOEIDV.

H Unreal Engine 4 [1], eivan pia amd TIG ONUOVTIKOTEPES UNYOVES TOLXVIOLDY KoL
YPNCILOTOLEITOL Y1l TN ONUIOVPYio TOAAGDV a&loonUeiwTOV Toyvidiwy, 0nwg to Fortnite, 10
PlayerUnknown's Battlegrounds kot to Life Is Strange 2, vioBétnoe o dopun eAedBepng ypriiong
HE SIKADUATO EKUETAALELONG OA®V TOV TOANGEMY TOLYVIOIDV TOV YPNGULOTOLOVV QTN THV
HMYoVA.

Mo GAAN uMYovi TOLYVIOIMV TOV OEPVEL EML TOL TAPOHVTOG £Va. 0EL0CTUEIMTO 16O
etvan to Unity [2], to omoio vioBetel po mapopota toktiky tAnpoung pe v Unreal Engine.
To Unity Bpioketon nicw and moryvidio 0nmg o Rust, to Subnautica kot to Life Is Strange:

Before the Storm.

UNREAL

ENGINE

S unity K

Ewova 1. Ovmo I'vootéc Mnyavég Avantoéng
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To GameMaker [3] kuokho@opnoe Yo TpdTN Popd pe To Ovopa Animo to 1991 kot tav
KatdAAnio yuo T Onpovpyio moyvidwwv 2D. [Mapdro mov avty 1 unxovny moyviotodv givot
KOTAAANAN Yo 2D moyvidia, emtpénel otov ypnotn va tpochécet 3D ypagukd kot physics. To
GameMaker eivar €dkolo ot ypnom v apydplovg ypNoTes, Kabdg OV amottel yvhGELg
TPOYPOUUOTIGHOV. Q6THG0, 1) AElToVPYIKOTNTA TNG Kapepag 3D oe cuyKplon He To YPOUQIKd,
3D givon mepropiopévn.

To JMonkey [4] xvklopdpnoe yia mpdTy Qopd to 2003. IIpdkerton yio. o SmPEQY
unyovn  moyviolwv ko e€dyel  mayvidw yopig kOGTOG o€ OAEC TG TAOTPOPLEG,
coumepAapufovopéveoy Tov Kivntdv cvokevmv. To JMonkey vrmootpiler tprodidotata
YPaQKd. Av kot givar amapaitnto va £Yovpe EUTEPi0 OTNV YADGGO TPOYPOUUATIGHOV Java,
elvar por pmyovn ovoryTov KMJKe TOL EMTPENEL GTOVG YPTOTEG VAL TV ENEKTEIVOLV KAl VO TNV
TPOGAPULOGOVV GTIG OVAYKES TOVG.

H punyovi mayviduov 3D Ogre [5] kukhopopnoe yia pdtn @opd tov Noéuppto tov
2013. To Ogre3D elvar por dwpedv unyovny Toyvididv avolytod Kodika. Emitpémer v
e€aymyn evog maryvidrod og amddoon ypapikmv 10S, Android kot Windows Phone 8.

H pnyavn moyvidiov Sio2 [6] kukhoeopnoe yio tpmdtn eopd to 2009 kot péca o€ Eva
xPOVOo Eyve pia amd TiG 3 Mo SNUOPIAEIG UNYOVES TOLY VIOV TTOV XPNCLOTOONKaY 6T0 App
Store. To Sio2 eivor por pnyovi TouyvididV OV TPONYOLUEVAOS HTAY dMPERY KOl 0vOLYTO
kddwka. Qotdco, givar mAéov d1a0éc1uo 6ToVg YpNoteg pécwm mAnpouns. Kdmolog pumopet
eniong vo omoktnoel mpodcPacn otov mnyaio kddwka, ayopdlovtag tmv éxdoon Certified
Developer. Mo 0KILOGTIKT] £€K300T) TOPEXETOL GTOVG YPNOTES UE TIG TEPLOTOTEPES OLUOETIES
duvoTOTNTEG, OTTMC N €0 Y®YN Yo KivTd. 26TOC0, | TPOGOUOIMOT TOLYVIOIDV TAPEYETOL OTIC
dtpopeg cvokevés 10S ko fvar pol oo TS o ONUOPILELG UNYOVEG ToYVISIDV Yo eEaymYN

oe mhateoppeg 10S mapéyovog mponypéva 3D ypopikd.

\/ ok
(& Vi %Jlloluv!uclu

SI0e2
”@E Ef\!.rgwi

(LLCTRACT)

Ewova 2. Mnyavég Avartoéng Hayvidiomv
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2.2. Teyvuen Avédivon Mnyoavov Avartoéng

H ontikoaKovoTikn ToTdTNTo AVaQEPETAL GTO TOCO PEAAIGTIKOG POIVETOL O KOGLOG
TOV TTOYVIOI00 OTTTIKA Kot akovoTikd [7]. H Aettovpykn mototnTo opileton and to fabud otov
omoio 1 TPOGOUOIoN AEITOVPYEL CMOGTA OTAV Ol PUNYOVES TOLXVIOUDV OVIOTOKPIVOVIOL O
depyacieg Tov ypnot [8]. H évvola tg cuvBesudTTAG YPNOYLOTOLEITOL Y10 VO TEPTYPAYEL
TNV EMOVOYPNCLOTOINCT| TEPLEYOUEVOL TOV SNUOVPYNONKE GE L0 UNYOVY] TOLXVIOIDV, OALY
Kol TN dvvoTdHTNTO TNG UNYOVIG VO EICAYEL KOl VO YPNOLUOTOIEL dedoUEva amd YVOOTEG N
gumopikég Tyég [7]. Ta oet epyareiov mpoypappotiotdv avagépoviar o SDK ko GDK ota
omoia £ovv TPOGRCT Ol TPOYPOUUUATIGTEG TPOKEUEVOD VO GUVOEGOVV TIC UNYOVES TOLYVIOLDY
ue mEPLPEPELOKEG oLOKEVEC | GAAa API Aoyiopkov [7]. H mpocPacipuotnta tov ypnotodv
OVOQEPETOL GTY| YPNOTIKOTNTA KOL TNV TN MG UNXOVIAG TTouyvidldv Kot givar éva moAv
ONUAVTIKO KPUTHPLO Yol TV EMAOYN NG OC KATAAANAN Yo évov cuykekpipuévo okond. H
diktvmon etvor Lotikng onpaciog 6e optoHEVOLS TOHTOVG mayviduwy, Omws 1o MMORPG,
eMEWON TOALOL YPNOTEG £YOVV SLOUPOPETIKA YOPAKTNPIOTIKA 7OV ennpedlovv TN @OoN TOV
mayvidy kot opilovtar oto mpdTa otddioe g oavamtuéng tov [9]. H katmyopia
YOPOUKTINPIOTIKOV AVATTUENG OVAPEPETAL GTO AEITOLPYIKO CVGTNUO GTO OmMoio UmOopel vo
ypnotpomom et [9] o punyovn Tarvidiov kot ta API ypoagikdv mov vrootnpilet [10]. Télog,
01 TAOTQOPUEG AVATTUENG, 1| OAMDG 1| £TEPOYEVELD, Elvan po BEpeM®MING TPOKANGN Yo TOVG
YPNOTES TOL GYESAGLOV EIKOVIKAOV TEPIPAAAOVT®V, KOODS 1 TKAVOTNTO OVATTUENS TOLYVIOLDV
oe TAOTEOPUES Yoo €val €VPL QACHO VAIKOL Kot Aoywopkoy givar éva afloonpeioto

mAeovéktnua [7].

2.2.1. Ontwkookovotiki) [IictoTnTO

To Game Maker eivar 1 MydteEPO AVETTLYUEVT] UNYOVI TOLYVIOLOV OGOV 0POPA TNV
OTTIKOOKOVOTIKY] MoTOTNTA, KOOMOS M povn katnyopia otnv omoio vmootnpilel Oheg Tig
duvatomteg givar o Nyos. To JMonkey sivor pio amd T1g KAAVTEPEG UNYOVEG TOLYVIOUDV GTNV
katnyopio Tov otatikod global illumination pali pe v Unreal Engine 4 mov eivon akdpa
KaAOTEPO Kot to Ogre3D, aALd dev vrootpilel potioud ava pixel, por nyov kot occlusion
culling. To Ogre3D éyel éva mAeovéktnua otV katnyopio towv okidv pali pe v Unreal
Engine. IMopammpovpe 6t 10 Sio2 €yel HEYAAO UEIOVEKTNUO GTO TPIGOLAGTATA YPOUPIKA Yiol

KINTég ovuokevég katl oto editor mapping, kabog dev vrootnpilel kopio amd TIG GYETIKEG
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duvvatodmteg mov e€etdlovpe og avTég TIg Kartnyopieg. Tavtdypova, dev vrootpilet o 2D,
pop@omoinom kot avauelEn twv animations.

To Unity 6ev vrootnpiler povo ta moAlomdd textures, eved amnd tnv dAAn vrootnpilet
Oleg TIC GAAES dLVATOTNTES Kot QOiveTal v EEMEPVA TIG VTOAOUTEG PUNYOVEG TOLYVIOUDY GE
animations pali pe tv Unreal Engine 4. H Unreal Engine 4 ¢oivetar va mponyeitol og
OTTIKOOKOVGTIKN TLoTOHTNTO KOOMG LITooTnpilel OAEG TIG Asttovpyies Kot £xEL £va TAEOVEKTN AL

ota animations (poli pe o Unity 6nwg avapépbnke), tic okiég kat o global illumination.

Aomrovpries Mayyaves ogvduay . Game Maker  JMonkey OgredD Unity Unreal Engine 4
1. Rendering
1.1. Texture
1.1.1. Basie
1.1.2. Miudei-taxearal
1.1.3, Procedural
1.2, fonaued
1.2.1. Per-Vertex
1.2.2, Per-Pixal
1.2.3. Light Mapping
1.2 4, GlossSpecular Maps
1.2.5. Anisotropic Reflection
1.3. Tweuitg
1.3.1, Shadows Violumae
1.3.2. Shadew Mapping
1.3.3. Projected
1.3.4, Projected Manar
1.4 Eufwcd Egd
1.4.1, Envisonmental Mapping
1.4.2. Particle System
143, Balloarding
1.4.4, Lens Flare
1. Animation
2.1, Fermandy' Kinematics

<,
LS
o 4

o X o

®
X{normal reflection

o
o
o
+ (alpha channel]
o

€ oh 4L ML
S A
L LN

646 4 W oM a g
o %[5 4
Mok s X
o0 e X
6 4 6 A

NN
AEREREY
NN,
6 4 4 4

2.2, Inverse Kinematics
2.3, KevFrame Animation
2.4, Skeletal Animation
2.5, Mosphing Anksaticn
1.6, Blending
Y. "Hyo:
3.1. 2D Sound
32 3D Sound
3.3, Streaming Scund
4. Tpagwa JD e Komprés Zooxevis
4.1, Map Eiter
4.1.1. Bump Mapping o
4.12, Parallyx Mapging 4
4.1.3, Normal Mapping (ot on mobilae
4.2. Global Nismination
4.2.1, Ray Tracing o
4.2.2. Ambdent Occlusion (et on mobile]
4.2.2.1. Cut Seens Editor S (not free) (hdatines)
5. Enelepyaoio Drapvew
5.1, Qeclusion Calli o o

oM | & 5 XM X
“QRlS XS X
X XSS XX
LA NS s
O |86 &L

< %%
“ % X
RERES
L 4 4

ivakog 1. Ontikooxovotiky Ihetotnta
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2.2.2. Aertovpywn) IIetotynTo

To Unity kot n Unreal Engine 4 vrootnpilouv OAa To YOpaKINPIOTIKE AEITOVPYIKNG
mototntog Kot dtabétovv o PhysX SDK yia guoikn mpocsopoimon mov givar katdAAnin yuo
avtov Tov okomod [11]. Ao v aAAn to Game Maker, n Ogre3D, n JIMonkey kot to Sio2 éxovv

LEPTIKOVG TTEPLOPIGHOVG TTAVE® GTNV VTOGTNPLEN AELTOVPYLDV.

Aartovpyies/ Mnyovég Hoyvionoy  Game Maker JMonkey Ogre3D Sio2 Unity Unreal Engine 4

Hpoypappaniopdg
Thdcoo poypuppuaticpod GameMaker Language Java C,C++, Lua C#, JavaScript, Boo C++, Blueprint
X N N
X
v

+/(not in free version)

Programmaing Editor v v
GUI Editor

a««a&’
UPNRY
<

X
Debugger v
v

Profiler

Tepmmi Nonposiw
TIpéypappa Exetepyaciog Al X

«

Evrtomopos Movonation v

ANy Amogdcemy X

X A X
RSP NPY
'SENENrS

Aviyveoon Zvykpodoemv
Physics

Animation Editor

Material Editor

Particle Effect Editor

3D Audio Editor

FAENENES
‘UPNENES
'APNENES

IMivaxog 2. Asrtovpywi) IIietétnTo

2.2.3. XvvleTikotnTo

Onwc eaivetar otov [Mivaxa 5 0Aeg ot unyavéc Tayvididv, pe eEaipeon to GameMaker
7ov gtvon o pnyovn yuoe 2D ayvidia, vrootmpilovv elcaymyn / eEaymyn meplexopévon amd /
Tpog 11 o Yvootéc mhateopuec CAD. To GameMaker giodyst povtéda 3D animation povo
and 1o Aoyiopko Misfit Model 3D, to omoio givar Told ko xmpig vrooTtHpIEn.

Asartovpyisg/ Mnyavég Hoyvidiov  Game Maker JMonkey Ogre3D Unity Unreal Engine 4

1. Ewayon/ESoyo Ilspiggopévov
1.1 MAYA

1.2 3D Studio MAX
1.3 Blender

IMivakog 3. XvvOeTikéTnTO
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2.2.4. Epyoaieia lIpoypappatictov

21ov [livaxa 6 mtapovcidloviat ta eveopoatouéve SDK kot GDK wov teptlappdvovrot
oe k@Be pnyovn moyyvidwwyv. To Unity, GameMaker kot Sio2 omoutodv v EExwplo
eykatdotacn SDK yw e€aymyn og i10S, Android  Windows Phone, evdd ot dAleg pnyavég
T VOOV Teptlopfdvouy avtopata ta amaitovpeve SDK.
Aarrovpyies/ Mnyovés Moyviowiovy Game Maker JMonkey Ogre3D Sio2 Unity Unreal Engine 4

1. Epyaizio IIpoypoppotiotdv
1.1 Windows Phone SDK

1.210S SDK
1.3 Android SDK
1.4 Android GDK

MMivaxog 4. Epyaieia [Ipoypappotiotav

2.2.5. lIposPacipotnro

opeava pe tov Iivaka 7, to Unity eaivetol va €ivat 1 0 Yp1OIHLOTOIOVIEVT] UNYOVY
TALYVIOLDV, TAPEXOVTOS T TEPLGGOTEPU OMPEAY EKTALOEVTIKA TPOYPAUUOTO, TOPAUOETYLLOTA KO
assets, evod dwBétel Kot po wOAD peydAn kowodtnta. QotdG0, 1N TEYVIK VRTOSTAPIEN deV
TpoceEPETAL 0T dwpedy ékdoon, oe avtiBeon pe v Unreal Engine 4 otnv omoia mapéyeton
dwpedv. Emmiéov, ot unyavég mayvididv JMonkey, Ogre3D kot Unreal Engine 4 etvor evteddg
dmpedv kot avorytov kmowka. H unyavn Sio2, maporlo mov mponyovpévas Topexodtoy d0mpeay
o0TOVC XPNOTES, 1 onuepvn all-in-one ékdoon pe TpodcPacn 6Tov TNYaio KOSIKL TG UNYOVAG

dwtifeton ota 19998, kabiotdvrog Vv mo akpiPn amd oroladnmote GAAY.

Asgrrovpyieg/ Myyevéig Hoyvidrov Game Maker JMonkey Ogre3D Unity Unreal Engine 4
1. Xpnotikémnra
1.1. Evkohio Madnong
1.1.1. Tutorials 5
1.1.2. Tlapodeiypato. 5
1.2. YroomipiEn
1.2.1. Teyvikn Yroomipien X v (not in free version) V' (Professional)
1.2.2. Yroomipi&n Kowvémrag 3 3 5
2. Kéotoc
2.1. Aopeav Studio Free Trial Version Personal Version

2.2. Avoygrod Kddwa X Certified Developer Professional

2.3. Kéotoc/Etog Studio Professional Version: - - Certified Developer Version: Plus Version: 3958 5% Commision after first
149.99$ + 299.993 1999% Professional: 15008 30008 of the first game

IMivaxog 5. lIpooPacipotnro
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2.2.6. Aiktvomon

Onwg gaivetat otov [Tivaka 8, OAeg ot unyavég oy vididv akoAovBovv 1o 1610 HOVTELD

OKTVOV KOl UTOPovY va EGyouv ayvidla mwov angvfhvoviol og TOALOVG YPTOTES.

Aarrovpyies/ Myyovég Hoywvidwdy  Game Maker JMonkey Ogre3D Sio2 Unity Unreal Engine 4
1. Aiktimon

1.1 Client-Server
1.2 Peer-to-Peer
1.3 Multiplayer

ITivakog 6. AikTv®on

2.2.7. Aerrovpyieg Avanrtoéng

Onwg propodpue va dovpe otov [Mivaka 6, to GameMaker kot To Unity dev pmopovv va
gykatactafovv Kol va eKTEAEGTOVV 68 TAaTEOpES Linux, evd to GameMaker dev pumopel va
eykotaotafel oe MacOSX. Oleg or punyovég maryviduwy vrootnpilovv 10 DirectX (1 10
Direct3D) ot to OpenGL, ekt6¢ and to JMonkey kot Sio2 mov vmootnpilovv poévo
Bprobnkn OpenGL. Emmdéov to GameMaker €yet 10 pelovéktnuo, 0Tt TpEYeL UOVO OTa

Windows.

Aerrovpyies/ Myyovés loyvidiay  Game Maker JMonkey Ogre3D Unity Unreal Engine 4
1. Asitovpyika Lvenijpoata
1.1 Windows

1.2 Mac OSX
1.3 Linux
2. Graphics APL ¢ Direct X. OpenGL  Direct X 9. OpenGL

IMivaxag 7. Agvtovpyieg Avantoéng

2.2.8. Mhateoppeg Avartoéng

An6 tov ITivaxa 10, propovpe va copmepavooupe 6t ot JMonkey kot Unreal Engine 4
dgv elvar 660 dvvaTég otV avarnTvEn ToYVIdWOY o KvnTd TAépwva. Ocov agopd Tig
TAATOOPES emTPamélLmV vToAoyioTtdv, Ta. JMonkey, Ogre3D kot Sio2 dgv vrootnpilovy OAeg
T dwbéoeg mlateoppes. To Unity €xer éva onpaviikd TAEOVEKTNUO GTNV OVATTLEN

TOLYVIOLDV Y10 KOVGOLES, KOOMG VTOGTNPILEl OAEG TIG KOVOOAES TTOV EEETAGALLE.
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Agwrrovpyies/ Mnyoavéc Iayvidudy
1. Kiwntég Zvokevig

1.1.1i08

1.2. Android

1.3. WebOS(Palm)

1.4. Windows Mobile 6
1.5. Windows Mobile 7
1.6. Windows Phone 8
1.7. Bada

1.8. Symbian

2. Desktop

2.1. Windows

2.2. Mac OSX

Game Maker

v (not in free version)
v (not in free version)
X
x
v (not in free version)
v (not in free version)
X
x

v
v

v
v
X
X
X
X
X
X

JMonkey Ogre3D

XX ASX X XS A

XA X X X S8 A

Unity Unreal Engine 4

XX A X X S 8K
X X X X X X &«

v
v

2.3. Linux v
2.4. Web HTML5 (not in free version)
3. Consoles

v (Linux/Steam OS)
WebGL

X & & &
X A A A
X X <&

X
<
X

v
v
v

3.1. Playstation V' (not in free version)
3.2.Wii x
3.3. XBOX V' (not in free version)

X X
< X
X X

IMivaxog 8. IMAat@oppeg Avantoéng

2.2.9. Avakegpairaimon

Me Bdon to 0TOTEAEGLOTO TG GLYKPLTIKNG OVAALGNG UTOPOVLE Vo Pydlovpe peptkd
ONUAVTIKG CUUTEPACLOTO CYETIKA LLE TNV OMOTEAEGUOTIKOTNTO KAOE UNYOVIG TOLYVIOUDV V1oL
TIG KOTIYOPLES YOPOKTNPIOTIKAOV TOV OEPEVVMVTOAL GE LTI TNV OUTAMUATIKY] EPYOGiaL.

[Mopatnpndnke 611 to Game Maker dgv givol KatdAAnAo yio TV avarTLEn TOLVIOUDV
LE TPLodIoTATO YPOPIKE. 20T000, £ivarl 100VIKO Yia TNV €0KOAN dnpovpyio oy vidoiwv pe 2D
YPOPIKA, TOPEXOVTOS VA PIAKO TPOG TO YPNoTN TEPPAALOV Kat TN dvvatdHTNTO AVATTLENG
AL VIOIOV Y0pig Kapio epumepio 6OV TPOypapUaTIGO.

To JMonkey vroAeimetor OpIGUEVOV TTUYOV TNG OMTIKOOKOVGTIKNG TGTOTNTOG, OTMG
n anovoia occlusion culling, animation kot Tpiodidotatov epyoreimv Myov. Emmiéov, dev
umopel va e&dyet moryvioln oe kovoOrec. ATd v dAAN TAELPA, €ivor pio Unyovh ToLVIOIdOV
AVOLYTOV KMOOIKO, ETITPEMOVTOG GTOVG YPNOTES VO EMEKTEIVOLV TN AEITOVPYIKOTNTA TOL.

To Ogre3D, onwg xor 10 JMonkey, 6ev vmootpilelt TOAAL YOPOKINPIOTIKE TNG
OTTIKOOKOVGTIKTG KOl AELITOVPYIKTG Katnyopiog motdtntag. Amd v AL, to Ogre3D eival
EMIOMNG W10 UNYOVT] TTOLYVIOIDV OVOLYTOD KOOIKO KOl G K TOVTOV UITOPEL VO TPOGAPUOCTEL 0TI
avaykeg evog Eumeipov ypnot. Emumiéov, to Ogre3D sivar davikd yio dnpovpyio 6KV Kot
elval KATGAANA0 Y10 APy APLOVG TTOL TTAPEXOVTOG APKETH KOAN LITOGTNPIEN.

To Si02 givan kotdAAnAo yia ™ dnovpyia epappoymv oe Aoyioukod 10S, kabng o
mopnvag tov Paciletor oe avtd to Asrtovpyikd cvotnua. Eivor avemopkéc oe moAAd

YOPOKTNPIOTIKA OTMTIKOOKOVGTIKNG KOl AETOVPYIKNG ToTotNTog. Emiong, dgv etvar 1660
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TPOGCITO GTOVG YPNOTES, EMEWN TAPOLO OV TPONYOVUEVOS TPOCPEPITAV OWPEAV KOl G
U0V avOoLyToU KMOKO, TOPO, VoL 1) TO OKPIPT UNYOVE TOLVIOUDV.

To Unity ko1 1 Unreal Engine 4 sivot ot mo 1oyvpég unyovég mayvidldv, ol 0moieg
vrootnpiCovv oyeddv OAeg TIC Asttovpyieg mov mePAapPAvoviol 61O TAGIGIO  TTOL
ypnoponotovvtatl. H Unreal Engine 4 mapovstdlel KOADTEPT OTTIKOOKOVGTIKY OTOS00T Ao
to Unity, kaBdg vroompilel meplocodTEPES SVVATOTNTES EVAD TOVTOHYPOVO EIval o umnyovn

avoLYToH KMOOTKOL.

2.3. Unity Evavrtiov Unreal

To Unity kou 1y Unreal Engine 4 emiléyxbnkov oo epig yio mepattépm cOyKpLon, Eneidn
glval copdOc ot dVO TO OVETTUYUEVEG UNYOVEG TTALYVIOIDV. XTO TANIGLO TNG OUTAMUATIKNAG
gpyooiag avalntnoape 600 mapopoto oty viota shooter Yoo VITOAOYIGTES Ko KIVITEC CUGKEVEG,
wote va a&lomomBovv Kahdtepa T S16Popa YOPUKTNPIOTIKA TV dVO UNYOVOV. ZVYKEKPLUEVA,
to Survival Shooter Game [7] yia to Unity kou to Twin Stick Shooter [8] otv Unreal Engine
4.

Ta xopaKTNPIOTIKA TOV EEETAGTNKAV NTAV 1 XPNOTIKOTNTO TG UNYAVIG TALXVISIDV, M
KOUITOAN eKpadnong, 1 dtadikacio eEaymyng Yo Kvntég cLOKEVEG, KaOMDS Kot 1) ToldTnTa Kot

t0 PéyeBog g EPAPLLOYNG TOL TOLYVIOLOV.

2.3.1. Evypnoria

Ocov apopd TV KOUTOAN ¥pNOTIKOTNTOG Kot EKLABNOoNS TIg unyovig matyvidtov, to Unity
eaivetal va elval KaAOTEPO OGOV aPOPA ol PIAKT TPOS TO ¥PNOTN JEmaPN, Kabmg emiong
TPOGPEPEL KOl OWPEAV aSSELS yio TNV avATTLEN TaLYVIOUDY, EVA £XEL MYOTEPES ATALTIOELS Y10

vAwo. Ewdwodrepa

e To Unity xoau n Unreal Engine 4 evoopatdvovy kot ta. 600 amopoitnto epyaleio yio,
™V avantuén moyvidlov, aArd n Unreal Engine 4 éyel pio mo mepimiokn demapn o€
avtifeon pe to Unity mov mpooeépel 6Aa to amapoitnto epyoreio oe €vo uovo
mopdaOvpo.

e Xt0 Unity o ypnotng mpémer va €xst yvoon (1 vo pabel) Mg yADOOOOG
OVTIKELLEVOSTPAPT TPOYPOUUHATIoHOD C# Yo TOV TPOYPOUUOTIGUO TOV OmapoitnT®V

oevapiov. Amd v aAAn mhevpd, 1 Unreal Engine ypnoylonotet éva cvotnpo Blueprint
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Visual Scripting mov ompiletor oe po demapn mov Paciletor oe kOUPo Yoo TOV
KaBoplopd avIIKEWWEVOV Kol KAACE®V. AVTOC 0 EMEEEPYOCTNG YPAPIKAOV LITOPEL Vo
BonOnoet kdmolov Tov OV AGYOAEITAL LLE TOV TPOYPOUUUOTIOUO N EVAV aPYAPLO GE QLTO
70 Ed10, OAAG Y10 TOAAOVS TPOYPOUUUOTIOTEG UTOPEL VO, Elval TPOTILATEPO VAL YPAPETE
o€ TNYoi0 KOJKAL.

Kot ot 600 pnyovég £xovv pia gupeia KovoTTo, fLe TOALL EKTOOEVLTIKA TPOYPAUUOTO.
Y10 Unity ta mepiocdtepa amd avTa givol oe popen Kewévov, eved otnv Unreal Engine
4 og popoen Pivieo. Qotodco, oty Unreal Engine 4 dev vrdpyovv téc0 TOALL dwpedv
EKTTOOEVTIKG TPOYPELLLLLOTOL.

Kot o1 800 pnyovég avantuEng mayvioldv £4ovv €vo LeYIAO NAEKTPOVIKO KATAGTNLLOL
pe assets, aidd otnv Unreal Engine 4 6ev vrdpyovv moldd dmwpedv assets oe avtifeon
pe to Unity.

Téhog, To Unity €yetl lukpOTEPES OMALTNOELS GE VAIKO.

2.3.2. E€ayoyn IHoayviowov Yo Kivntég Xvokevég

H dwdwaocio eEaymyng Tov moaryvidod oe Kivntd ThAEP@Va ival apKeETO OmAT Kot OTIG

V0 PNyavég avamTuéng oy vidlmy. Mepikég onuelmaoels eivat ot e€ng:

¥to Unity, dev vmootpileton to normal mapping oty zmpoypoatikdtnta, Omme
VTOONAMVETOL GTY] GLYKPLTIKT OVOALGT TOV UNYOVAOV avamtuéng mayvididv. Qotdco,
vdpyovv ToAAG dtbécipa shaders wov umopoHv va ypnotporonBovy yio Ty aroeuyn
c@oipdtov. ‘Eva dAho mpoPAnua mov pumopet va peaviotel givar €vo mpofAnpotikd
apyelo KMOOUKO Y10, TOV YEPIGUO TOV YOPAKTNP®V 0t TO asSets store. Avto 1o TpdPAnpa
Umopel va, avTHETOTIOTEL YPAPOVTOG KOJIKO Y10 TOV TPOYPULUUATIGUO TOV OPYEIOV Yia
TOV YEPIOUO YPNCUYLOTOLDOVTOS TO VITAPYOVTO EKTOOEVTIKA TPOYPELLLLATO.

Ytv Unreal Engine 4 dev vrdpyet mowidio. mobile shaders kot Ttopovsidlovior cuyva
ocpdipota. Ta shaders mpémel vo TpomomolovvVTOL YPNGUYLOTOIDOVTOS TO TPOYPOLLLLOL
eneEepyociog LVAIKOL, evd mpémel vo yivovtar véeg puOuicels yoo Tov @OTIGUO.
EmumAéov, dev vmdpyel SuvotdTTa TPOGOUOIMONG Kot O XPNOTNG TPEMEL eite va
YPNOUOTOMGEL £V TPOYPOUUO TPOETIGKONNONG Yo, Kivntd €ite va Eekvnoel 1o
oy violr eved avamtvooetol. Télog, n eykatdotaon oev givor omAn kot amottel v

TPOETOLUAGIN KO EKTEALECT] TOL KATAAANAOL apyeiov bat ¥pNGYLOTOIOVTAG VTTOAOYICTY.
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2.3.3. Ilowotnto kow Méyedog Maryvidorov

Kavovrag pa avalntmon oto [poeik evog Iayvidion kabmg Kot Tapakolovdnon tov
QITOTVTLOLATOG TNG UVIUNG TNS GLGKEVTG KATA TN SLAPKELL TOV TOLYVIOI00, TOPATPNCAULE TIG
axoAovBeg TANPoopies Yo TNV TOLOTNTO KO TO péYeBog Tov teAkoD maryvidov. H cuokeum
7oV ypnoiponombnke iye ta akdAovba yapakmpiotikd: Android 4.4, RAM 1GB, ROM 8GB,

1.2GHz Quad Core. Ta anotedéspata cuvoyiloviot otovg [ivaxeg 11 ko 12.

Unreal Engine 4
IIpofinipate pvijung cuoKELOY Nt
AmoTOmmuIo pvijung Mikpbdtepo and v Unreal Engine Téaoepis Qopés peyartepo und to Unity

Profiler

Draw Calls 28 27
Mvijun Light 1.3 KB Light 16 KB
XNpovoe Animation og pEnoto ypovo 2.43ms ku péco ypovo < 2ms  Animation oe 8.03ms xm péco

Iivaxog 9. ITowotntoe oy viowov

Unreal Engine 4
Apyko péyebog textures 84.8 MB 54.8 MB

TuvoMKO éyefog TayviBlon HETH TV GUUTIECT| 63.9 MB 135 MB

ZOUTIEGT Amnotelecponikn] Zvpmison TIpopinuo o cupmison moyvidion

IMivaxag 10. Méye0og IMaryviorov

2tov Ilivaxa 10, mapoatmpodpe 6t oto Unity 1 ocvumieon oonyet oe va moryvidt pe
ouvoMkO péyebog mov eivar akoOun HKPOTEPO amd To Opykd péyebog twv textures mov
YPNOUOTOLOVVTOL GTO TOYVidl. Ao TV GAAN TAeLpd, | cuuTieon Tov Tarvidov oty Unreal
Engine 4 odnyel o€ £va manyvidl mov €xel oV TpaypotikdOtnTa T0 id10 PEYEBog ToL avTicTorKov
project. Eivou mpoovég 01t 1 cuumieon moaryvididv givar ToAd wo arotedeouatiky] oto Unity

Kot 0 TO €Ivort TOAD GNUOVTIKO Y10 ToyVidlo TOV EKTEAOVVTOL GE KIVNTEG GUOKEVEG.
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2.3.3. Epnepia ypfiot

H eunepia tov xpnotodv oy apkeTd SopopeTikn oto dVo oy vidia. Xtov [Tivaka 13

TopovotaleTal pia TEPIANYN TG EUmEPiaG ¥PNOTN Kot Yl TIC 000 UnNyavég avamTuéng.

Unreal Engine 4
Kivnon pe yeypotplo kot shooting pe v aon Kivnon kot shooting péowm yeiprotnpion
Kivnon povo e taotoypovy Anum Evkoiie oty kiviion kat to shooting tovtdypove

[To axpifii¢ otdyevoN 'Oy 660 axp1Pég oto shooting
Avckoiio og TouTOYpOov) Kivion kot shooting AVGKOAMU GTIV ¥P1|OT] YEPIGTIPIOV PEPIKES POPES
[Tio peoAoTIKG

IMivaxoeg 11. Epwepio ypiiot

2.4. Xvprnepaopota ko lpotdaoeis

KotaAiyovtog, dev umopode Vo TPOTEIVOVUE L0 YOV TALXVISIOV TOGO KOADTEPT
a6 omoladNmOTE GAAN, 0OV KAOE UNYav| £XEL TO TAEOVEKTNUOTO KOl TOL LELOVEKTNUATO TNG.
H emloyn e&optdrol amd t0 TpOoEeiA Kot 1 YvAdon ToL ¥pNo (.Y Todaywyovs, EW01KOVE G
KOO0V TOUEN, TPOYPUUUATIOTES), TO AmOTELECUA OV OEAel va emtdyel, kKabmg Kot TOovg
TOPOLS KOl TO ¥POVO TOL. AVTH M SMAGUOTIKY €pyacic, avadelkviel T PiAoypapio cTov
TOUED TTOPEYOVTOG U0 OAMOTIKY EMIGKOMNGCT TOV UNYOAVAOV ToyVIOIOV Yo Touyvidle wov
KOAOTTTOUV OlPOPETIKA TTPOPIA ¥pnot®dV Kol avaykec. Xe avtifeon pHe TIG LIAPYOVOEG
GLYKPITIKEG OVOAVGELS KoL KPLTIKEG TOV UNYOVAV O VIOLDV 1oL Bacilovtal 6€ GUYKEKPIUEVES
duvVaTOTNTES, OTMG 1| TAPOYN TG SOLVATOTNTAG AVATTLENS TToy VIOV 3D 1 avotytoh Kddka, M
GUYKPITIKN] OGS OovVAALGN AGUPAVEL VTOYV OVTITPOCMOTEVTIKO TOPAOEIYLLOTO  UNYOVDV
TOLVIOLDV TTOV EUTIMTTOLV GE OLOPOPETIKES KOTNYOPieG OV KOAOTTOUV &va €uplh Qdoua
aroutoewv. H avaivon mpaylatonoleitol ¥pnoILonoudvToS EKTETOUEVT] AIGTO ONUOVTIKOV

YOPOUKTNPICTIKOV TOL £XOVV KATOYPOPEl 6€ £var TAOIGLO EMAOYNG UNYAVAV TOLYVISUDV Yol

ocoPapég epaproyEg VYNANG mototnToG [7].
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ZUYKEKPLUEVO, M TAPOVGO SITAMLOTIKY GTOYXEVEL:

e XNV LTOGTNPIEN TOV XPNOTN GTNV EMAOYN TNG COGTNG UNYAVNS, BéTovtag oplopéva
KPLTPLoL TOL TPENEL VoL ANPOOVY LT Lv.

e XNV TOPOLCINON UG OAOKANPOUEVNG EMOKOTNONG €VOG aplOod UNYovov mTov
EUMITTOVV G€ OPOPETIKEG KOTNYOPIES, OMMG OUTEG TOL OEV OMOUTOVV YVAOOELS
TPOYPOUUOTIGHOD, pNyoveéS mov Pacilovial 6e INUOPIAEIS CUYYXPOVEC TEXVOAOYIES
[oT00, UNYavEG avoryToy KMOTKO TOL UTOPOVV VO TPOCAPUOGTOVV / EMEKTOOOVV atd
EUTELPOVG YPNOTES KO ETOYYELULOTIKEG UNYOVES TTALYVIOIDV.

H avaokoémmon g PpAoypaeiag Kot 1 GUYKPITIKY 0VAALGT TOV UNYOVOV TOLVISUDY,
anédeiEav 0Tl or Kupilapyeg unyavég moryviduwv eivor to Unity kor n Unreal Engine 4.
Mmnopovpe va cvumepdvovpe 0Tt ot TANPoeopieg mov cvvoyilovior yuoo OAEG TIG UNYOVES
T VOOV etvon apketd ablomioteg. DVGIKA Yo Vo EILOGTE GIYOVPOL, Ol UNXOVES TTALYVIOIDV
TPEMEL VO, YPTCYLOTOLOVVTOL GTNV TPAEN.

Oocov agopd TIg uNyovEG T VIOIMV TTOL £X0VV EEETAGTEL, TOL O GNUAVTIKE GUUTEPACUOTOL
UTOPOVV VO GLVOYIGTOVV MG €ENG:

e To Unity Bewpeitor mo kotdAnio yo apydplovg enedn: ‘Exst amdovotepn demoon
ypnot. [opéyer moAAd tutorials kot Topadeiypata. Yrdpyovv molhd dtabéoipo assets.
EminAéov, n eykatdotact tov dgv amortel VAKO vyniav enidocewv. Ocov apopd v
avartuén moyvidiov yoo kivntd Android, n dwadikacio givol opkeTd oAl Kot 1
dwdwkacio eaywyng etvar mo gbOxoAn. QoT1dC0, AMOTEITOL YVAOOT NG YADGGOS
TpoypopptoTicuov CH#.

e H Unreal Engine 4 givol mo katdAAnAn yio Eumelpovg ypnotes, kabng: vrootnpilet
Visual Scripting kot £yet éva o TepinAoko ypapiko teptpdiiov. Exel pia mo andtoun
KoumOAN pddnonc. Avtn n unyovn omontel VAIKO vynAov emddce®mV, 0AAL amd TV
GAAN Thevpd ta. ypaikd Tov givar a&loonueiota. H Unreal Engine 4 givol kotdAAnAn
Yo Touyvidlo emTpaméllon VITOAOYIOTY), KOl TOPEXEL TEPLGGOTEPES SLVATOTNTEG Y10l
amodoon YPaPK®V. Q6tdc0, evtomilovtal GEAALATH KaTd TN J1odtKacior LETAPOPAS
Tov mayviduwy oto Android, evd avtipetonilovior dVCKOAEG OTN GLUTIEST TOV

TOLYVIOL0V, LE OTOTEALEGLOL VAL DTTAPYOVY TPOPANUOTO ATOO0CNC OE GUCKEVES TTOV £YOVV

Alyn dwBéoun pvnun.

23



Elvar cagéc 6tL autéc o1 mAnpoeopieg dev givar akpmg avtikelpevikéc. Ipata am '6Aa, 1
CLYKPLTIKY] avdAvoTn meptlapfove pkpo aptdpd pnyovov Toyvidldv 6€ cUYKPLON HE TOV
peydro oplud mov eivan dwwbéoipor. Qotdc0, Kévape po Tpootadeio vo. cuumepthdfoope
OVTUTPOCMOTEVTIKA  TAPOUOEIYHOTA  YVOOTOV UNYOVOV  TOYVIOIOV TOV  EUTIMTOVV  OF
OLPOPETIKEG KATNYOPlEG, OMMG UNYOVEG TOLYVIOIOV Yo OPYAPLOVS Kol EUTELPOVS YPNOTEG,
UNYavES oy vidumv Tov PBacilovtal og TeXVOAOYIEG 1IGTOV, UNYAVES TOLYVIOLDV OVOLYTOV KOJIKO,
OV UTOPOVV VO TPOGOUPUOGTOVV, UNYAVES TOLYVIOIDV TOV YPNOLUOTOI0VVTOL 6T Bropunyavia
TOLYVIOLDV KO UNYOVEG TOV GTOYELOVY KUPIME 6€ KIVNTEG GLOKEVES. TO KOO YopOaKINPIoTIKO
OA®V OVTOV TOL avaALONKaY elvar 6TLvmooTpilovy TV e&aymyn VOGS Ty Voo TOVAL(IGTOV
oTIC 610 TO YPNGIULOTOLOVUEVES TAOTOOPUES Yo KivnTd, dnAadr to Android kot to i0S. Avt
N CLYKPUTIKY avaivon mov Paciletol oe po ektev AloTa 1 YOPAKINPIOTIKE Umopel va
BonBnoet omolovonmote £vOLNPEPETAL GTOV TOUEN VO OXEOLACEL O GOEN EWKOVA Y10 TIG
OLAPOPES KATNYOPIEG TV VPICTAUEVAOV UNYOVOV KoL ETIGNG VO KAVEL U0, GUVETN EMAOYN UE
Bdon tig yvodoelg tovu, T QOO TOL ToYVIOD oL Bo avomTuyOel KOl TO MO CNUAVTIKA
YOPOUKTNPIOTIKA TOL TOYVIOOD TTOV TPEMEL VAL LILOGTNPILovTaLl Omd TNV EMAEYUEVN UNYOVY
TOLYVIOLDV.

‘Evog dAAog meploptopdg €yKelTar 610 YeYovOg OTL 1) GLYKPLTIKY OVOALGT] TOV UNYOVAOV
T VIOIOV Paciotnke 6€ TANPOEOPIES amd TOVS EXIONILOVG 16THTOTOVS TOVS Kot TN Stabéatun
Broypapia. Katapfindnke peydin mpoomdbeia vo dactovpwBovv ot TAnpogopieg mov
napovctalovtal amd dapopeg mnyéc. EmmAéov, n peAétn pe TIC SVO UNYOVES TTOLVIOIDV
emPePaince TIc TANPOPOPIEC TOV TAPOVSIACTNKAY GTO TAAIGLO TNG AvAAVONG KOt aVTY| €lval
po KoAY €VOEIEN OTL 1] GLYKEKPIUEVT] KPLTIKT Elval Eykvpn.

O poavagepBévieg meplopiopol Tapéyovy Evav KoAO 001y0 Yo LEALOVTIKT EPELVO GTOV
topéa. H avaokommon g Biproypapiog Kot 1 cuykpitikn avdivon puropobv va emektadovv
TPOKEWEVOL VO GUUTEPIANPHOVV TEPIGGOTEPES UNYOVES TTOLYVIOLDV, 01 0Toieg Ba pmopovcav
emiong va depeuvnBoiv e T xpNoN TOVS Y10, TV AVATTLEN TPOTOTLT®V ToYVIOL®V. EmumAéov,
T oy vidla pwopovv va. eEaybodv og dlhec TAateOpueg ektdc amd o Android pe oxomd va
€€eTaoTOOV TEPIOCOTEPQ YOPAKTNPIOTIKA SLOPOPETIKMOV UNYOVOV. AVTO Tov B NTav aKOUN
0 CNUOVTIKO £Vt 1 avATTUEY L0 SLOOTKTVOKNG EPOPLLOYNG Y10 TNV TOPOVGIACT) OADV QVTMV

TOV TANPOPOPLOV GE ATOLO TOV EVOLAPEPOVTAL VA XPNCUYLOTOMGOVY UNYOVESG TTOLYVIOIDV.
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Avty N gpappoyn Ba pmopovoe axoun Kot vo VTOPAAEL TPOTACELS GTOVG YPNOTES
OYETIKGL LLE TIG KOAVTEPEG EMAOYEG UNYAVOV OVATTUENG Yo £va GLYKEKPIEVO Project pe Baon
TIC TANPOPOPIES TOV TOPEXOVTAL A0 TOVG YPNOTEC GE L0l EEEOTKEVUEVT] LOPPT] GYETIKA LLE TIG
YVOOEL TOVE TOVE® GTOV TPOYPOUUATIGUO, TIS TPOTYUNGES TOLG Yo, TNV OVATTLEN VoG
TOLVIO00 (Y. KMOIKOTOINGT), OTTIKN OEGUN EVEPYELDV, KAOOPIOUOG EVEPYEIDV HECH LIOG
OlEMOPNG HETOPOPAS Kot amdBeong Kot ouT® KOOEENG), TO YOPAKINPIOTIKE Tov Bewpovvtal

ONUOVTIKA Y10l TIG TAUTPOPLES TOLYVIOIDV, OVATTUENS Kol AVATTUENG TOVC.

2.5. INoti EmAé€ape To Unity

Xmv mapoboo OWAUATIKY] gpyacia, pe Pdon v mopamdve cOYKPoN TV
YOPOKTNPIOTIKOV oL Olabétel M kabe unyavn ovdmtoéng, emé€ope to Unity yua v
onuwovpyia tov ko pag 2D moyvidiov, €yovtag vmoOYw TIG Asltovpyieg Kol TO
YOPAKTNPIOTIKG 10V Oa eEVTNPETOVOAV TIG AVAYKEG TOV Project. Tuykekpipéva, vog amd Toug
TOPAYOVTEG EMAOYNG NTAV N VITapEN TNG YADOCOAS OVTIKELLEVOGTPAPOVS TPOYpoppaTicpod CH#,
otV omoia dwBétope por peyoddtepn owkewdtnro. EmmpooHitme, n peydhn mowiMo amnd
dwpedv mapadeiypata kot tutorials décov apopd to Eexivipua mhveo oty avamntoén
Bwreomaryvididv kabadg kot 1 vVapén evog asset store to omoio mepiéyet tepdoTio apBUo and
dwpedv assets oAAd wor emi mAnpoun, énoav moAd kabopiotikd poro. Akduo, Kamoo
YOPAKTNPIGTIKG TOV OGS 00 YNCOV GTNV ETIAOYN TOV, NTOV 1 OTAOVCTEPT] JIETAPT YPNOTI,
KaBmg emiong Kot o1 YOUNAEG AMOUTNGELS EYKATACTAONS, KOOIGTOVTAG TO KATAAANAOTEPO YO

NV ONUovpYic Tov TPAOTOV HOG PVTEOTOLYVIOOV.
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Kepdraro 3°: Xyedroopnog Iaryviorov

3.1. Bijpata Yromoinong Hayyviorov

[Mopaxdtw meprypdeeton oe cuviopio N cePd Pudtov Tov akolovdnoape yioo Tov

OYEOAGLLO TOL TTALYVIOIOU TTOL dNUOVPYNHONKE GTO TAOLIGLO TNG TOPOVGOS OUTAMUATIKG.

3.1.1. X16010 Xyedroopnov

o TIpocdiopiopdg cevapiov — Avdivon Tig TAOKNG TOL ALY VISLIo0
o  Xyedwopog tov Pacikdv obovav (Storyboard) — Anuiovpyio okitoov pe Bdon to
EMUEPOVG GTAJLOL TOV TTALYVIOLOV

e Avolnion kot dnuiovpyio facikdv ototyeinv tov Taryvidiod (Game Assets)

3.1.2. Ztadwo Yromoinong oto Unity

e Anuovpyio animations Kviice®mV ToL TAKTN Kot TV EX0pdv
e EmncEepyacio tov otoyeinv tov maryvidod pe to tpdypoupa Adobe Photoshop
e Anuovpyio factKdv GKNVOV

o TIpoypoppatiopodg v S10pdp®v AETOVPYUDY

3.2. leprypaoen Xevapiov [Maryvidrov

[Moapakdro, Bo Teprypdyovpe To GEVAPLO TOV ONUIOVPYNGAUE OGOV QPOPA TO TOLYVIOL
LaG, TopoLGtAlovTas To o€ Tpio KEPAANLO TO. OTOl0 ATOTEAOVY KOl TNV apPYIK| 10€a To® amd

T0 gameplay, tig oKknVvEg Kat TEPMYNOT TOL YOPAKTHPA HEGH GTOV KOGUO TOV TOLYVISLOV.

3.2.1. Kegpdiraro 1

To mouyvidr dadpopatiletor oe €va Yoxpod HEPOG TOL Exel YIVEL HOL TUPNVIKY|
kataotpor.. O KoOcpog mov &xel amopeivel mpoomabel va emPudcel VO TOAD SVGKOAEG
cLVONKEG G€ KATAPVYLO TOV £X0LV ONpovpyndel Tpokeévou va emilicouy.

O naiktng Cel o€ €va amd ta KatagOylo Yo apkeTd xpovia. Adyw kdmotog PAGBNG mov
&xel mpokvyel ekel, amopacilel va avalntioetl Tov TpOmOo Yo va TV ADGEL GTO TANGIECTEPO

KATaeVYlo. XTov dpoHo Yy avtd, Bo avoakaAdyel éva mespévo ogpomAdvo to omoio Oa
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eEepevvnoet. 'EEw and to agpomAdvo Ba Bpet kdmota avtikeipeva mov Ba Tov Kiviicouy v
ePEPYEL, OAAE AOY® TOL KPLOL ToV emiKpaTel Ba cuveyicel TOV dPOLO TOV Yo TOV aPYLKO
TOV TTPOOPIGUO, TO KOVIIVOTEPO KATAPVY10. MeTd amd kdmoleg pnépeg mov Oa peiver ekel ko
aQoL £xel CLAAEEEL T avTIKEILEVO TTOL YpetaldTav, TaipveL TOV OPOUO TNG EXICTPOPNS Y10, TO
apykd kataevyo. dtavovrag ekel Bo dopbdcet To TpdPAnUa Yo T0 omoio Epuye, 660 OUmG
TePvoHoOV Ol HUEPEG OKEPTOTOV OAO KOl 7O TOAD OLTA oL €ixe PpPel 6TO OEPOTAGVO e
OTOTEAECLO, VO, TAPEL TNV ATOPACT], TOPE TOVG KIVOOVOLG TTOV VINPYOV GTNV TEPLOYY|, TO
VEPPOAKO KPYO OALA KO TNV PASIEVEPYELD GTNV ATUOCEAPO va. Eekiviioel TV e&epedivinon
Y. VO OVOKOADWEL TL OXECT €YOVV TO TEGUEVO OEPOTAAVO KOOMG KOl TO. ELPNUOATO TOV

AVOKAALYE, LLE TNV KATOGTPOPY] TOL £xEl GLUPEL 6TOV KOGLLO.

3.2.2. Kepdhraro 2

O Adyog mov tov ékave va EeKvNoet To Ta&idt NTav ta evprnata 6to agpomidvo. Exet
Bpiokovtav dVo vekpol Avopeg pe pepikd avtikeipeva oty katoyn tovs. 'Evag xdptg g
TEPLOYNG OTOL POVYO TOV 0N Y0V, KAOMDG Kot Vo LIGOTELEIOUEVO VPO GTOV dEVLTEPO AVIPOL.
AVt 6T PovoTay amd TO TEPLEYOUEVO TOV, YPAPTNKE Alyo mptv Tov BAavatd Tov Katd TV
OugpKeLL TG TTOOTG. MepiKd amd avtd Tov €heye elyav vo KAVOUV e TV TEPLYPOO £VOG
o010V TTOL €lye EPOUPUOCTEL GTNV TEPLOYT KOl TS 0 KOGLOG Tov Lovce ekel elxe EeyelaoTel.
Eniong avépepe mwg yua va pabevtel n adndeia Enpene avtdg mov Ba Ppetl 1o yYpappo vo Taet
otV tomofecia mov NTav onuelwpuévn otov xbptn. Kotd ndoa mbavotnta, o dvopag Alyeg
GTLYUES TPV TOV BAVOTO TOVL AMOPAGIGE VO OTOKAAVWEL TV 0ANOEL0.

O Ted éyovtag tov xaptn pe tnv Tomobecio GtV KOToYN TOL KOl EPOGOV UALEYE TIC
aropaitnreg mpoundeteg yio 1o ta&idl, EEKivnoe Yoo TNV OayOPELIEVT TTEPLOYT OTMOC GLTN
avaeePOTAY GTOV YAPTN. ZTOV OPOUO Y10 aLTV O GLVAVTNGEL APKETA EUTOSIOL AALA TTOPE OAES
T1G dvoKoMeg Ba Katapépel va PTAcEL GTNV TEPLOYN TOL avapepodTay oto Ypaupa. Exel Oa
avoKoAOYEL TOg 1 atudseapa givor poivouévn amd podevépyela. o va pmopéoet va
ocvveyioel Tov dpopo tov Ba TPEMEL VO YPNCILOTOMGEL THV HAoKA oL PprKe Vopitepa 6TO
Tponyovevo Katagvylo. BéPata o xpovog mov Ba £xet Ba eivon TEPLOPIGUEVOC YL VAL OTAGEL
07O TANGECTEPO UEPOG TTOL Bal £fval ACPUANG KoL GTNV GLVEXELD GTOV TEMKO TOL GTOYO, TV
tomofecia Tov TOV VIEJEIEE O AVOPOG GTO AEPOTAGVO LEGH OO TO YPAULO TOV E1xE YPAWEL.
Exet Oa paléyetl 6t mpoundeieg tov etvan amapaitnteg yio va cuveyicet 1o Taiot.

Apyotepa Bo @Oyel amd to KOTAPVY0, Oa GLVEYIGEL YloL HEPIKA QKO YIMOUETPOL

Bpiokovtag dapopovg exfpovc otov dpopo tov. Metd amd Alyo Ba Katapépel va PTAGEL GTO
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oNpElo TOL £JEL(VE 0 XAPTNG, EKEL OLMG deV Bal avTiKpioEL KATL TPOPOVEG KOt Y10, 0VTO TO AOYO
Ba pémel va eEgpeuvnoel To PHEPOS TEPIOTOTEPO. Alyn dpa apydTEPO Kot apov giye wa&et OAN
v mepoyn Ba Ppel o pikpn amodnkn pe to cOUPoA0 Tov giyxe Ol Y TPMOTN POPAE GTO
aepomAdvo. [Ipwv pmopécel va mepdaoet tnv €icodo Oa aviikpicetl éva peydro tépag mov Bo tov
eumodicel o TEpacud tov.

AoV KOTOPEPEL VAL VIKNGEL TO TEPAS, Oa pmetl péca Kot kel Bo avakaAvyer pio Kpuen
€10000 oV B Tov 0dNYNoEL 6 Eva dapopeTikd PEPoS. Exel Ba Ppet avtd mov £ypage o dvopag
GTO AEPOTTAGVO. AVTO TO d®UATIO Ol EXEL SLAPOPOL AVTIKEIUEVA TTOV VTTOONADVOLY OTL TPOKELTAL
Yo YDPO HOG LVOTIKNG OPYAVAOCNS, KAODS vIpyay cOUPBOA, XAPTES TNG TEPLOYNG, £YYPOUOA,
AL Kot OT®G @avoTay, 1 TEPLYPAPT £VOG oxediov oV £de1yve £va TLPNVIKO EPYOCTAGLO €M
amo v mOAN. Aeob Ba dwfdoet ta yypaga Ba apyicel va Katavoel T0 6Y£0 TG LVGTIKNG
aVTHG 0PYAVOOTG. AVTO glye VO KAVEL LLE TNV KATAGTPOPN TNG HKPNG TOANG Tov Ted, €101 hote
Vo TNV anokOYeEL amd Tov VITOAOUTO KOGHO KOl v dNUOVPYNoel Eva pnydvnuo 6mov Ha
KatapEPVeL va EAEYEEL OLOL TOL TVPTVIKA EPYOCTAGLO OVA TOV KOGLO LE OKOTO VOl TETVYEL TO 110
amoTEAECHO. LE QVTN TNV WKpN TOAN. To oy€010 €iye va KAVEL LE TNV KATOGTPOPN TOV
GLYYPOVOL TPOTOL {MONG TNG KOW®VING, LE To ATOU TG 0PYAVMOONS oL Bol KATAPEPOLV V.
emlnoovy 6Ta KOTOPHYLO TOV £Y0VV ONUOVPYNGEL, VO APYICOLY VO dNUIOVPYOLV Evav VEO
TPOTO droPimong pakpld amd TV TeXvoroyia, Kabdg 1 dmoyn Tovg ival TmG KOTAGTPEPEL TNV
erevBepn BovAnon tov avBpdmov. Kabbg dra avtd mov éuabe o Ted tov cdkapov a@ol
katdloPe g Ba mebdvovv moAlol cuvdvBpwmol Tov Kot emiong Eeyehdotnikoy Ol avtd To.
YPOVIAL OO 0L LVGTIKT] OPYAVOOT], amoPaGilel VO GUVEXIGEL TOV dPOLO TOV Yl TO TUPNVIKO
€PYOGTAGLO TO OO0 POVOTAY GTA GYEAOL TOL AVOKAAVYE GE o pLoTiKY Tonofeaia. O okomog

TOV 1TV VO OTOTPEYEL TO UNYAVILLOL VO KATAGTPEYEL TOV KOGLO.

3.3.3. Kepdhraro 3

H mopeia mov Ba énpene va akolovdnoeL yio va pTaceL 6T0 €pyooTdoto Oa ftav péca
a6 10 64cog. [Ipdkettar yio po ToAd emikivovvn dtadpopn kabmg NIV T0 TPATO HEPOS TOL
HoAVVONKE amd TV padlevépyeln oty apyikn kotactpoon. Exel Oa cuvavimoet 61dpopovg
exBpovc, mpokAnoelg kot iomg pepikovg ypigovs. Kabmng Ba okotdoetl évav avBpwomo g
opybveong Ba. aKoLGEL O TOV ACVPUATO TOV TMG EXEL EEKIVIOEL 1] OVTIGTPOPN UETPNOT Yol
TNV KATOGTPOPT TV EPYOCTUAGI®V G€ OAO TOV KOGO. XT0 TEA0G Bal KATAPEPEL VAL TAGEL GTNV
€10000 TOL gpyocTaciov 6mov Ba Tpémel avipeTomicel Evav dvvatd ex0po Yo vor UTOPECEL Va

UTEL GTO EGMTEPIKO TOV EPYOGTOGIOV.
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Koabng Ba mepdoet v mdpta, o cuvavtioel Tov apynyd TG HLUGTIKNG 0pYOvmoNG O
omoiog Oa tov mepuével kat o, Tov TEL S1APOpES 10€EC Y1 Vo vtooTnpi&et To oyédto Tov. O Ted
f0 amoPUGIGEL VO TOV GTANATNGEL KO VO KATOGTPEWEL TO Unydvinpo, o apynyos fa amoywpnoet
otV aifovcsa TOv UNYAVAUATOS O1vVOVTOC EVTOAT] GTOVG 0KOAOVOOVE TOL VO TOV GKOTMGCOUV.
Av10¢ Ba Tovg avTipetonicst kot Oa KaTaeépel va toug e&ovdetepmaocl. Ba TpoywpNoEL Alyo
GTOV YMPO TOV €PYOCTOGIOVL Kol Oa umel 6to dwpdtio mov Ppicketor 0 punydvnua mov Ha
Kataotpéyel Tov kOcpo. Exel Oa Bpet Tov apynyd g opydvwoong mov Ba mtpoonabncel va 1o
npootatéyetl kot Oa Eexvioet ) MK pdym. Aeov o Ted katagépet vo tov viknoet Oo tpémet
va BAAEL TOV KOOTKO OVTOKATAGTPOPNG TOV EPYOGTAGIOV Y10 VO LTOPEGEL VOL GOGEL TOV KOGLLO.
Eépel TG av To KAVEL avTd 1 TOAN ToL o KataoTtpapel oAocyepdc. Ba mapel OUmG TNV

amoOPOoT Vo 1o KAvel apol Ba emhéEetl TNy cotnpia g avlpordmTag.

3.4. yeowaopnoc Bacsikov O0ovav (Storyboard)

[Mapakdtom Topovoidlovral ot acikéc 006veg (Storyboard) tov maryvidiod Pdomn tov

TOPATAVE® GEVAPIOV.

Ewova 3. Storyboard
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Ewéva 5. Storyboard

3.5. Xepopog IMaryviorov

IMa v gpfon Tov Pactkod pevoy TOV TALVIOOD O YPNOTNG PN OLUOTOIEL TO TOVTIKL
Yo va kéver v emhoyn tov. Katd v obpkel OU®G TOL Toyvidlov yPNOLULOToLEd

QTOKAEIGTIKA TO TANKTPOAOY1O.

To TANKTPA XEPICUOD OITOTEAOVVTOL OO TO TOPAKATE:
o [lavo Berdxt — Aipa
o Aceki/Apiotepo Perdxt — Kivnon urpootd/nicwm
e Spacebar — EniBeon

e ESC — Itapdtnua tou mawxvidlou (pause game)
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3.6. Zxnvég Mayvioron

Kotd v ekxivnon g epoappoyns, epeavifetor to apykd pevol, HE EMAOYEC Yo
évapén Tov oy vidov, pubpicelg Kabmc Kot ££000 otV EMPAVELN epyaciag. AfveTon n ETAoyn
GTOV TOKTN, Vo EEKIVICEL amd TNV apyn M Vo cvuveyioel amd 1o onueio mov otapdtnoes. Av
emieyel o New Game, Qo gppavictel n TpdT| oknvy N omoia givan 10 KoTapvyo. Exet,
TOTOVTOG TO TANKTPO TNG Kivnong o maiktng uropet va tepmynei otov xdpo. @tdvovtog 61o

onueio mov Bpioketarl  okdAa, Tyoivel oTnV TOAN N omoia amoTeAEl Kot TV OEVTEPT] CKNVY|

TOV ALY VIOLOV.

Ewoéva 6. Apyiké Mevoo kat [Ipatn Xknvi

ATd ovt TNV oKV KoL PETE, SiveTor 1 duvatdTnTa Vo EQUPLOCTEL TO cvoTtnpa craft
Yy Onpovpyia avtikellévav mov Oa xpnoipuedcovy otny cuvéyeld. Avtol ol punyoavicpoi Oa
UmopoHv vo, EPOPLOCTOVY KOl GTIC VITOAOUTEG TECCEPLS OKNVES GE GLUVOLAGUO LE TO GOGTNUA

LAyMGS Yo TNV OVIYETOTION TOV EXOPOV.

Ewova 7. Agvtepn kon Tpitn Zxknvi
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Ewova 8. Téraptn kon [Epatn Txknvn

3.7. Avaivon Hpoypappdtov

3.7.1. Adobe Photoshop

‘Eva mpdypappa eneéepyosiog eikovag. Xpnoomomdnke Kupimg yio Ty encéepyocio

Kot v 016pBmaon Tov assets.

Adobe

Photoshop

Ewova 9. Adobe Photoshop
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3.7.2. Unity

To Unity givar pia Sopedy umyavi] YpopiK®V Tov ¥pNoLUOTOLELTaL Yo, TNV dnpovpyia
TOLYVIOLDV Y10 VTOAOYIGTEG, KOVGOAES KIvTA Kot 16Tooerides. H mpdn ékdoon Pynke to 2005
Kot omd 1o1E KAOE YpOvo Pyaivouv véeg ekdOGELS KOl TPOGTIOEVTOL GUVEYELN VEEG SUVATOTNTEC.
To Unity eivar katdAAnio 1660 yloo TNV ONUIOVPYio TPLOSACTOTOV 0G0 Kol O160146TOTMV
moyviorwv. H peydAn ovvaun tov £yKeital otny €uKoAMa Vo SNUOVPYNGELS Eva TTatyvidt po

@OpPa Kot VoL TO TPEEELG EVKOAN GE OO0, KOVGOAN 1] LVTOAOYIGTY) OEAELC.

unity

Ewéva 10. Unity Engine

3.7.3 Visual Studio Code

To Visual Studio Code eivon évac dwpedv emelepyaotng myaiov KOSIKO 7OV
onuovpynnke amnd tn Microsoft yw Windows, Linux kot macOS. Ou Aettovpyieg tov
nephapPfdvouy LTOGTAPIEN YO EVIOMIGUO CQOAUATOV, €TIONUOVON ovvtalng, &Evmvn
OAOKANP®OT KOOIKO, OTOCTAGLOTO, OVASIUUOPP®OT KM@K, Kot evoopatouévo Git. Ot
YPNOTES UTOPOVV VO AALAEOLY TO BENA, TIG GUVTOUEVCELG TANKTPOAOYIOV, TIG TPOTIUNGELS KO

VOl EYKOTOGTIGOVY ENEKTAGELS TOV TPOGHETOVY EMTAEOV AEITOLPYIKOTNTAL.

) VS Code

Ewova 11. Visual Studio Code
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Kepararo 4°: Yromoinon

210 Keedlowo avtd, Bo avaddoovue TIC evOTNTEG TOL OKOAovONcaue kol Oo
TOPOVGLAGOVLLE TOV TTNYOI0 KMOKO TOV YPTCLUOTOMGCOUE GE KAOE pio amd avTéC.
ZUYKEKPIUEVO, O LEAETICOVLLE TO TOPAKATM:

e Assets & Animations

o Acgtovpyieg Kvprov Xapaxtipa & ExBpdv
e Anuwovpyio Menu

e Agtovpyieg Zknvav

e Anuovpyio Health Bar [Maiktn kot Ex0pcdv
o Acguovpyia Iavong [Horyvidron

e Acgtovpyioa Game Over

e Anovpyio & Evoopdtoon Sound Effects
e Acgtovpyieg Képoopa

e Anuovpyio Credits

4.1. Assets

Mo v dnpovpyia TV GKNVOVY ¥PNCLLOTOMGaLLE TO asset store mov mapéyetat amd To
Unity xa0d¢ emiong kat tnv 1otocelida “CraftPix.net”. TTo edwkd, 660V apopd Tovg exBpovg
TOL Ay VIooL evoopatacape to “Mighty Heroes (Rogue) 2D Fantasy Characters Pack™. T
mv enefepyocio kol gpedvion kewévov otig oknvég tov Game Over koi tov Pause,
ypnoworombnke to “Textmesh Pro”. Ta backgrounds tov kdpiov cknvev dnuovpyndnkav
amd ta assets packs mov axoiovBovv: “Free Forest Pack”, “Free Asset — 2D Handcrafted Art”,
“Free War Pixel Art 2D Backgrounds”, “War 2D Game Backgrounds”, “Destroyed City

Parallax Backgrounds”, “Free Horizontal 2D Game Backgrounds”, “Free Pixel Art Forest”.

4.2. Tknvég

2V cLYKEKPLUEVT evOTNTA Ba EEETACOVLE TIG AELTOVPYIEG TOV EPAPUOCOLE KOTA TNV
onuovpyia TOV CKNVOV, LE GKOTO TNV GOOTN CAANAETIOPACT OA®V TOV AVTIKEUEVOV TO

onoia Bpickovion o€ avTéG pHeTalh TovG.
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4.2.1. LevelLoader

H Aertovpyia tov “LevelLoader” éyet okomd katd v olokAnpmon T Kabe oknvic,
onote T0 opifovv o1 developers va yivetar petéfoon oty endpuevn oknvi. I'a va copPel ovtd

ovppetéyet ko 1 Wiotra “TriggerEnd” mov Oa e&nynbei Ttopakdro.

ystem.Collections;

tem.Collecti
2. SceneManagement ;
»1Loader : Monof

currentScenelndex;
sceneToContinue;
GameObject completelevelUI;

CompleteLevel() {
completelevelUI.SetActive( N

LoadNextLevel() {
currentSceneIndex = SceneManager.GetActiveScene().buildIndex+1;
PlayerPrefs.SetInt("SavedScene"”, currentSceneIndex);
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);

ContinueGame() {
sceneToContinue = PlayerPrefs.GetInt("SavedScene");

if(sceneToContinue != 0)
SceneManager.LoadScene(sceneToContinue);

Source Code 1. Script “LevelLoader”

Yy ocvvaptnon “CompleteLevel()” yivetaw evepyomoinon tov Ul g evailoyng
oKNVNg, v otnv cvvaptnon “LoadNextLevel()” yiveror n petagopd oty emodUeVN oKNvy Ue
70 “buildIndex’ to omoio givar o Aettovpyio ToL UNitY TOL EMTPETEL GTOVG TPOYPOUUATIOTES
vo. dnAdvovv moteg oknvég Ba ypnoiporombovv. H cuvaptmon “ContinueGame()” diver tv
SVVATOTNTO EMOVAPOPAS TOV TOLYVIOOL GTNV GKNVI| oL PBprokdtav o maiktng petd and ££060

GTO OPYIKO UEVOD.
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Build Settings

Scenes In Build

v Scenes/Menu

v Scenes/Safehouse
v Scenes/City1

v Scenes/City2

v Scenes/Forest

v Scenes/Factory

v Scenes/Credits

Ewova 12. BuildIndex

ing System.Collections;
g System.Collections.Generic;
ng UnityEngine;

TriggerEnd : MonoBehaviour

LevellLoader levelloader;
GameIsPaused =

OnTriggerEnter2D(){
Cursor.visible = f -
levellLoader.CompleteLevel();
Pause();

Resume () {
Time.timeScale = 1f;
GameIsPaused = lse;
levellLoader.LoadNextLevel();

Pause () {
Time.timeScale = of;
GameIsPaused = true;

Source Code 2. Script “TriggerEnd”
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To Script “TriggerEnd” divel v dvvatdtra o€ Eva avTiKeipevo Tov dnuovpyeitan
péow tov Unity xotr tomobeteiton o éva GLYKEKPUEVO OMUEID WECOH OTIG OKNVES Vo
EVEPYOTOLELTAL OTOV TO SLUTEPVA OTOLOINTOTE AVTIKEILEVO, GTNV SIKIA L0 TTEPITTMGN O KOPLOG
YOPOKTNPOGS.

[To cvykekpipéva oTov KMKa, 1 cuvaptnon “OnTriggerEnter2D()” ypnoomoidvtag
10 “LevelLoader” mov 1 Aettovpyia Tov €£ETAOTNKE TOPATAV®, EVEPYOTOIEL TNV GKNVI OV
pecoAafel avapesd omd Tig Kupieg GKNVEG, N 0Ooia TEPLYPAPEL TO GEVAPLO Kol KAVEL TAHON TOV
oy vidlon pe v cuvaptnon “Pause()”, uéxpt o ypnotg va emiééet va. petafel oty emdpuevn
oknvy péom tov kovumov “Continue”. Otav 1o kovumi watnOei, koAeitar 1 cvvaptnon
“Resume()” m omoio. kGvel yevudn TV AEITOLPYIOL TAVONG KOL GTNV GULVEYEIDL HECH TNG
ovvaptnong “LoadNextLevel()” n omoia Ppioketar oto “evelLoader” mpaypotomotel v

OAAQYT) CKNVAV.

= Hieratchy

v § Menu*

i @Scene ovGame fif AudoMiner @ AssetStore Animator Spite Edtor

Display1 ~ 169 * Scale @—————————— I

£ 0 Inspector
Maxinize On Piay | Mute Audio Stats | Gizmos | ¥

@ 7' LevelComplete

© Audohanager 5 7 Tag Untagged * Lajer

» @ LevelLoader >

{71 Main Camera

¥ {p Canvas stretch Top
(@ Background P 0

:@M.Inm‘o’u g H Bottom

P {7 PlayMe 0

Q) LevelComplete » Anchors
) EventSystem Pivot

v 0 RectTransform

Rotation
Chapter | Scale
@  Canvas Renderer
Cull Transparent Mesh

None (Spte)

Material None (Material)
Raycast Target v/
Maskable %
¥ Trigger End (Script)
Scipt geiEnd
Level Loader LevelLoader (LevelLoader)
Default Ul Material

Add Component

Ewova 13. TransitionScene

4.2.2. CameraFollow

H Aertovpyia CameraFollow divel v duvotdtnTo 6TV KAUEPD TOV TPOGPEPETAL MG
EVOOUUTOWEVO epyaAeio Tov Unity, va akolovbei Tov kKOp1o yapaktipa 6o kat av Ppicketat

UECO GTIG GKNVEC.
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orm target;
smoothSpeed = 0.125f;
offset;
bounds;
minCameraPos;
maxCameraPos;

FixedUpdate() {

desiredPosition = target.position + offset;
V smoothedPosition = Vector3.Lerp(transform.position, desiredPosition, smoothSpeed);
transform.position = smoothedPosition;

f (bounds) {
transform.position = Vector3(Mathf.Clamp(transform.position.x, minCameraPos.x, maxCameraPos.x),
Mathf.Clamp(transform.position.y, minCameraPos.y, maxCameraPos.y),
Mathf.Clamp(transform.position.z, minCameraPos.z, maxCameraPos.z));

Source Code 3. Script “CameraFollow”

Méom 10V KOdIKA 6€ 0vTd TO SCript, dnpovpyodvtal ot amopaitnTeS LETAPANTEG TOV
B ypnoyomomBodv wg Opa Yo TV TOPAUOVY TNG KALEPOS oTnV emBuuntn Béom pésa oy
oKnvn, kabag emiong opiletan kKou  taydra pe v omoia Ba Kveitar. TéLog, dnpovpyeitan
Kot M petafAnty “target” mov Oa eEnynbet mapokdato.

H ovvaptnon “FixedUpdate()” n onoio amotelel i built-in cuvaptmon tov Unity,
TPOGEEPETAL Y10, Vo ypnotporonbei yia tig avaykeg twv developers divovtag v duvatdtta
Vo KOAEITOL At OV TNG. XTNV KT LoG TEPIMTOOT, YpnoLonoteitor n petafint “target” yio
vo gvtomiotel 1 0€0m TOL YOPAKTIPO KOU TEPVAOVTIAS TIG TIHEG OTNV OOUN EAEYYOL TOL

akoAovbel, ot omoiec éxovv optoteil oto Unity émoc gaivetoan oty «Ewova 14», divetor n

duvatodTTa TNV KApEpa vo Bpioketot ThvTo TAve 6ToV KHPLO YOPUKTNPO TOV TOLYVISLoD.

v # ~ Camera Follow (Script)
Script CameraFollow
Target A Character_Layers (Transform)
Smooth Speed 0.125
Offset X -0.45 Y 6.47
Bounds v
Min Camera Pos X 29.08 Y 16.15
Max Camera Pos X 7471 Y 20.95

Add Component

Ewéva 14. CameraFollow Properties
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4.2.3. Box Collider 2D

H 15161ta tov Unity Box Collider 2D, ypnowonotei éva adpoto oyfiua Le 6komd tov
YEPoud PLOIKOV cLYKpovcewv uetaéd avtikelpnévov. Eva collider dev yperaletan va £xet

aKpIP®G TO 1010 YN e T AVTIKEIPEVE Yo Ta omoia Ba ypnotpomomOet.

v [3 v Box Collider 2D
Edit Collider

Material

Is Trigger
Used By Effector

Used By Composite

Auto Tiling
Offset X 1.241625 Y 18.5612
Size X 6.151871 Y 10.4662

Edge Radius 0
» Info

Ewoéva 15. Box Collider 2D

4.3. Ex0poi

Onwg eimape Topomdve, ta Assets kot o Animations tov exfpov ta emAéEape omd to
Asset Store tov Unity. Iopokdto Oo avoldcovpe v Sounq 7OV €QOPUOCOUE Yo TNV

TPOGOPUOYTH TOVE OTIC AVAYKES TOL KOV pog project.

4.3.1. Animator Controller

O Animator Controller enttpénel v opydvmon kat Thv dathpnon vog GLVOLOL 0o
KA Animations kot Tov oxetik@v Animation Transitions ywo évav yopaktipo 1 avIIKEipEeVo.
TG TEPIOGOTEPEG MEPUTTMGELS EIVAL PVGLOAOYIKO VO, VITAPYOLY TOAAG Animations kot va
EVOALAGGOVTOL LETOED TOVS OTOV GLUPAIVOLY OPIGUEVEG KOTAGTAGELS KOTA TNV ObpKELN EVOG
ayvidroV. o wapaderypo, Oo propovoe va yivel petafoon omd éva Walk Animation khr oe

éva Jump Animation ke étav Totndei To TANKTPO SL0GTHUATOC.
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Ewéva 16. Animator Controller Ex0pav

Onwg gaiveron oty «Ewova 16» avtd TOv YPpEICTNKE VoL KAVOLUE GTNV TEPITTMOON
tov Animations tov gyfpdv NMtav vo ypnoyomomoovue v Agrtovpyio. Tov Animator
Controller n onoia meprypdpetor Tapomave yio vo dnpovpynbovv ot petaPdaocelg petald twv
Animation «ur. T wopddetypa omd TV KOTAGTAGY OJPAVELNG TOV  YOPOKTIPO
“Rogue_idle_01”, va umopei va yivel petafoon otig katactdoelc tpeéipatog “Rogue_run_01”
Ko Afymg yrumfuotog “Rogue_hit_01”. Mg tov id10 tpomo £yvav ot 6VGYETIoELS HETOED TV

voAommy Animations pe amotéheopa va, dnpovpyn0ei 1 TEAKN LopeT| KVHGE®MVY TOV EXOPOV.

Layers  Parameters

Q- Name

~ Attack

= Hurt

= IsDead

Ewéva 17. Mapaperpor Animator Controller
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Mo teyvikd, opicope Kamoleg mapapétpovg ota Animations ov omoieg amotelovv
petaPAntég mov epapudlovrot og évav Animator Controller kot propodv vo dextovv Tiuég péco

amd évo Script kddwka. Avtog givar o TpoOmog e tov omoio évo Script pumopet va eléyEet 1 va

ennpedoel tn pon tov State Machine.

4.3.2. Rigidbody 2D

H wwimra Rigidbody 2D tomobetel €éva avtikeipevo vnd tov EAeyx0 NG UNYOvNg
evoikng. Ot dwupopéc amd éva amhd Rigidbody sivar 6Tt o0 2D, T avtikeipevo pmopovyv va
KtvnBovv puévo oto eminedo X,Y Kot Uropovv vo TEPIGTPUPOVY UoOvo € Evav aEova KaOeTo

TPOG OVTO TO EMIMEDO. AVTOG NTAV KOt 0 AOYOG TTOL EMAEXONKE GTNV OIKIA Lo TEPITTOON.

v %  Rigidbody 2D
Body Type Dynamic
Material None (Physics Material 2D)
Simulated v
Use Auto Mass
Mass 0.85
Linear Drag 1S
Angular Drag 0.05
Gravity Scale 0
Collision Detection Discrete
Sleeping Mode Start Awake
Interpolate None
¥ Constraints
Freeze Position o v
Freeze Rotation v i

Ewova 18. Rigidbody 2D

4.3.3. Kivnon Ex0pov

v evOTNTO 0T, 0VTO TOV YPEUCTNKE NTAV Vo ONovpynfodv LepIKES GLVAPTNOELS
ov B vTosTNPIEOVV TIG amaPAiTNTEG AEITOVPYIES Y10 VOL ATOKTNGOLV Ot £XOpoi TIC duvatdHTNTEG

Kivnong ko akoAohnong tov yapaxtipo pésa otig oknvés. Iapoakdtm o kdduos.
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speed = 2.5f;
attackRange = 3f;
m player;
D rb;
my enemy;

OnStateEnter(Animator animator, AnimatorStatelnfo statelnfo, layerIndex) {
player = GameObject.FindGameObjectWithTag("F er").transform;
rb = animator.GetComponent<Rigidbody2D>();
enemy = animator.GetComponent<Enemy>();

OnStateUpdate(Animator animator, AnimatorStateInfo statelnfo, layerIndex) {
enemy . LookAtPlayer();
2 target = Vector2(player.position.x, rb.position.y);
v or2 newPos = Vector2.MoveTowards(rb.position, target, speed * Time.fixedDeltaTime);
rb.MovePosition(newPos);

if (Vector2.Distance(player.position, rb.position) <= attackRange) {
animator.SetTrigger(“"Attack™);

OnStateExit(Animator animator, AnimatorStateInfo statelnfo, layerIndex) {
animator.ResetTrigger("Attack"™);

Source Code 4. Script “Enemy Run”

Onwg eaivetal 6TovV KOOKO, 0pYIKOTOlovvVTal ol TIHEG TV UeTaPfAntodv mov Oa
ypnowonombodv ot Guvéyeln. TV cvvéyela, Otav Kaieitar ) cuvaptnon “OnStateEnter()”,
anobnkedetar n Béon Tov yapakTNpo otV petaPAnt “player” kabmg ko o Components
Rigidbody2D «a1 Enemy otic petapintég “rb” kot “enemy” avtictouyo.

[nyaivovtag otnv cvvaptmon “OnStateUpdate()”, péow tov Script “Enemy” koeitan
n ovvaptnon “LookAtPlayer()” n omoia paivetor otny icova “Source Code 5”. H yprion avtc
yiveton pe okomo ot gxBpot va Kortovv mdvta tpog v BEom mov PpickeTon 0 xapaxtipos. Avtd
emtuyydveral evronilovtog v 0€om Tov YopaKTPE HEGO GTNV GKNVI| KOl YPNCULOTOIDVTOG
™V Oou1| EAEYYOL TOL 0KOAOVLOEL, divovtal ot emBountéc TIHEG £T61 MOTE 0 £YOPOG VO KAVEL
rotate mpog v cwotn kotevbvvon. Enctta, evnuepovetar ) 0€om tov yapoaktmpa kot ot ex0poti
KIVOOVTOL TPOG oLTHY TNV Katevbvvorn. Akdpa, Adym g doung ehéyyov mov Ppicketor otnv
GLVAPTNOT, OV 1] ATOGTOGCT) TOV €YoV amd TOV YopakTipa eivar pikpOTEPN 1 ioM O TNV TIUN
mov &yl amobnkevtel otnv petaPAnty “attackRange”, evepyomoleitar to Animation g

emifeong.
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Télog, oty cuvaptnon “OnStateExit()”, to Animation g enibeong yivetar Reset dote

va yivel enavaeopd tov gx0pod 6TV KatdoTtaot adpavelags.

LookAtPlayer() {
Vector3 flipped = transform.localScale;
flipped.z *= -1f;

(transform.position.x > player.position.x && isFlipped) {
transform.localScale = flipped;
transform.Rotate(of, 18ef, of);

isFlipped = ;
(transform.position.x < player.position.x &% !isFlipped) {
transform.localScale = flipped;
transform.Rotate(0f, 180f, of);
isFlipped = 5

Source Code 5. Xvvaptnon “LookAtPlayer()”

4.3.4. Tootnua Mayng

[Mopakdto o Teprypdyovpie Tov TPOTO TOL AKOAOVONGOLLE Y10 VO, SNULOVPYTGOVUE THV

Aertovpyia eniBeong tov exfpdv. Akorovbel 0 KMOKOC.

attackDamage = 20;
attackOffset;
attackRange = 1f;
k attackMask;

Attack() {
FindObjectOfType< ioManager>().Play(
pos = transform.position;
pos += transform.right * attackOffset.x;
pos += transform.up * attackOffset.y;

colInfo = Physics2D.OverlapCircle(pos, attackRange, attackMask);

f (colInfo != ) {

colInfo.GetComponent<Player>().TakeDamage(attackDamage);

OnDrawGizmosSelected() {

pos = transform.position;
pos += transform.right * attackOffset.x;

pos += transform.up * attackOffset.y;

Gizmos.DrawWireSphere(pos, attackRange);

Source Code 6. Script “Enemy Weapon”
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Y10 cvykekpyévo Script dnidvovrtal ot amapaitnTeg TYWEG 0TIC LETAPANTES Ol 0moieg Oal
YPEWGTOVV OTIC TOPUKAT® GLVOPTACEIS. Xvykekpipuéva 1 “OnDrawGizmosSelected()”
oyedlalel évo kKOKAO YOpw and tov gxBpd o omoiog amotelel to Attack Range. Bdom awtov,
omv ovvaptnon “Attack()”, otav o maiytng Ppebei oty euPéreld g petaPfAntic
“attackRange”, yivetau Damage otov maiytn dv o expdc KatapépeL va. TOV YTUTNOEL.

Yto Script mov akolovOei Oa avaAvOOHV Kot KATO1o AALG YOPOKTNPIOTIKAE TOV EXOPDV.

Onwc avtd g {one, Tov ¥TLAUATOS Kol ToL BavdTov.

isFlipped =
r animator;
maxHealth = 100;
currentHealth;
HealthBar healthBar;

Start() {
currentHealth = maxHealth;

TakeDamage( i damage) {
currentHealth -= damage;
animator.SetTrigger(“Hurt");
healthBar.SetHealth(currentHealth);

if(currentHealth <= 0) {
Die();

Die() {
Debug.Log("Enemy died!"
animator.SetBool("IsDead" )s

.enabled =
GetComponent<BoxCollider2D>().enabled =
GetComponent<CircleCollider2D>().enabled =

Source Code 7. Script “Enemy”
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Oocov apopd v apyikn (on tov exfpov, avth opiletar otny petafint “maxHealth”.
Yy ovvéyela, otV ocvvdptnon “Start()” amobnkevetar oty petofinty “currentHealth” n
Con tov gyBpod 1 onoia Opmg Oa petapdiretor. ‘Encita, otov kodeitor n “TakeDamage()” n
Lo peudvetor avaloyo pe Ty Tiun mov €xetl 600ei otnv petafint “damage” kot péom g
doung eréyyov mov Ppicketal oV GLVEYELD, ov 1 (oM Tapel Tun ton N pkpdtepT amod o 0,
Kodeitor 1 ovvapmon “Die()” xor o gxOpog mebaivel. O Aettovpyieg ovtng, givar va
gvepyomotioel To Animation tov OavAatov Kot Vo amEVEPYOTOIGEL TO OVTIKEIHEVO Kol TIG

1010t TEG TOV €XOPOV ATd TNV GKNVY).

>r slider;

nt gradient;
ge fill;

SetMaxHealth( health) {
slider.maxValue = health;
slider.value = health;
fill.color = gradient.Evaluate(if);

SetHealth(i health) {
slider.value = health;

Source Code 8. Script “Health Bar”

Yvveyiovtog oto koppdtt g {ong Tov grbpdv, pécw tov Unity dnuiovpyncape
YPOQIKE o prdpa (ong 1 omoia HEGM TOL KOJIKA OTToTE YiveTan damage o€ avtovs, To KOKKIVO
YPOUO TOV EMAELEQUE HEWOVETOL TTPOG TO aptotepd. H Aettovpyio avtr ypnoiporomOnke

QTOKAEIGTIKA Y1 ToL 30O DOSSES TOL TTaLYVISIOD Kat Ot Y10, TOVG arhove £x0pove.
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4.4. Koprog Xapaxktpog

[epvdvtog otnv dnuovpyic TOL YOPUKTAPO TOL TaLYVISLov, To. assets, To animations,
KaBmG Ko o1 Aettovpyieg Tov, oyxedtdoTnray £ oAokAnpov amd epds. [apokdtom Bo eEnyndet
ue peyaAbtepn Aemtouépeto 1 dladikacio Tov okolovOnoape yo ta animations kot tig focikég

Aettovpyiec mov mpémel va vooTNPILEL 0 PacKOS YOPAKTPAG.

4.4.1. Animations

Apyikd, ypnoomombnkav kdmola wakéto Tov Unity mov divouv tn dvvatdtnta otV
unyovh va ta dnpovpyet Animations. Arapaitnrta yio va propécet va. copPel avtd ftav o

e&nc maxéra: “2D Animation”, “2D IK”, “2D Sprite”, “2D Tilemap Editor”.

Skinning Editor ¥ | “&"Reset Pose | ¥ Sprite Sheet | /@ Copy | /8 Paste ®Visibility | Revert Apply | @ | @— &

Bones
& Preview Pose
& Edit Bone
& Create Bone

& Split Bone

X Edit Geometry
#5 Create Vertex
£ Create Edge
X Split Edge

2% Auto Weights
$32 Weight Slider
i3 Weight Brush

8% Bone Influence

Geometry

Outline Detail - 10
Alpha Tolerance @ 10

® 20
Weights v

Generate For All Visible

Ewova 19. Skinning Editor

Kdatt moAd onpovtikd mov Tpoc@EPETOL Amd TO TOPATAVED TAKETO, Eival TO epyoreio
“Skinning Editor” to omoio @aivetatl otnv «Ewkdva 19». Avto 1o epyadeio To ypnoiomocoue
Yo vo. dnpovpynioovpe tao Animations tov yapoktipa. Kdatt mold yprioyo péca amd avto,
elvar n dnovpyia eikovikadv Bones ta omoio cuvoéovy ta dtopopetikd Layers tov yopaxtipo
pe okomd vo VILapEEL £vag eikovikOg okeAeTOC. TéLOg, apod d0OnKe 1 duvatdTNTA dNUoVPYiog
Animations petd amd avtd To Prina, pom Tov epyoreiov mov Ppicketal otnv othAn Animation

tov Unity, 6nwg gaivetar otnv «Ewdva 20», dnpovpynoape Kot to. anapaitnto Animations.
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Ewova 20. XtiAn Animation

Me ovtév tov tpomo, etidéape ta kK “Player_ldle” yia v koatdotaon adpdvelog,
“Player_Run” yia to tpé&uo tov yapaxktipa, “Player_Jump” ywo to dipo, “Attack” yuo v
enifeon, “Hit” ywa tnv AMjym yronnuartog kot “Death” yia tov Odvarto tov yapaktipa. Oro avtd

CLOYETIGTNKAY LE TNV XpNHon Tov Animator To omoio avaAveTol otV EVOTNTA TV EXOPOV.

Ewova 21. Animator Xapoxktipa
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4.4.2. Kiviion Xapoxtipa

Xe auTnV TNV EVOTNTO, TG AstToVpYiang Kiviong Tov Bactkov yopaktipa, Oa eEetdcouvpie
TOV TPOTO MOV YPTCULOTOMGULUE Y10 VO, ODGOVHE TNV SVVOTOTNTO GTOV YOPOKTNPO OGS VO
wepuyeital otig oknvég. Ot 110t Teg oL Yperdlovtan eivar ovTég TG Kivnong otov optloviio
d&ova TV oKNVAOV 0AAG Kot To GApo 6ToV KAOETO AEova, [LE GKOTO TNV OIOQVYN TOV EXOpDV.
210 TAOUGIO0 OVTAOV TOV VO AEITOVPYLOV EUTEPIEXOVTOL KOl OAAEG 1010TNTEG Ol omoieg Oa

TOPOVGLAGTOVV GTNV GLVEYEL.

r{
L

m_JumpForce = 400f;
1d] i m_MovementSmoothing = .05f;
m_AirControl = f g
m_WhatIsGround;
m_GroundCheck;
m_CeilingCheck;

k_GroundedRadius = .2f;
m_Grounded;
k_CeilingRadius = .2f;
m_Rigidbody2D;
m_FacingRight = 5
r3 m_Velocity = Vector3.zero;

]

t OnLandEvent;

]

| Awake() {
m_Rigidbody2D = GetComponent<Ri

f (OnLandEvent
OnLandEvent =

| FixedUpdate() {

wasGrounded = m_Grounded;

m_Grounded = 3
1 )[] colliders = Physics2D.OverlapCircleAll(m_GroundCheck.position, k_GroundedRadius, m_WhatIsGround);
i =0; i < colliders.Length; i++) {

f (colliders[i].gameObject != gameObject) {
m_Grounded = 2
if (!wasGrounded)

OnLandEvent.Invoke();

Source Code 9. Script “Character Controller”
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Ot mpoovapepbeiceg  Aertovpyieg  viomowOnkav — pécw  TOL Script
“CharacterController2D”. Onwg @aivetar oto “Source Code 9 apyikomolobhvtot ot PoctKES
petapintés. Kdamoleg mov a&ilel va avapepBovv givon | petofinty “m_JumpForce” and v
omoio opiletror To VYo Tov GANATOC TOV YOPaKTAPO aALG Kot 1 “M_MovementSmoothing”
pHéc® TG omoiag opodomoteiton 1 kivion tov. Ty cuvéyela, ot cuvoptioelg “Awake()” Kot
“FixedUpdate()” ovuPdrovv mdcte o yopaktipog péow tov Colliders mov amotehovv
Component tov Unity aAAd kou g petapintc “OnLandEvent”, vo mapapével oto Opta Tov

€00(QOVE TOL £YOVV OPLOTEL LEGO BTNV GKNVI KOl VO [NV XAVETAL oo TNV 000vn.

Move( move, Jump) {
f (m_Grounded || m_AirControl) {
targetVelocity = Vector2(move * 10f, m_Rigidbody2D.velocity.y);
m_Rigidbody2D.velocity = Vector3.SmoothDamp(m_Rigidbody2D.velocity, targetVelocity, m_Velocity, m_MovementSmoothing)
f (move > © & !m_FacingRight) {
Flip();

f (move < © & m_FacingRight) {
Flip();
1
]
3
1

f (m_Grounded & jump) {

m_Grounded =
m_Rigidbody2D.AddForce( Vector2(0f, m_JumpForce));

}

Flip() {
m_FacingRight = !m_FacingRight;

theScale = transform.localScale;
theScale.x *= -1;
transform.localScale = theScale;

Source Code 10. Script “Character Controller”

To Script “CharacterController2D” cuveyileton pe v cvvdaptnon “Move()” n omoia,
dtver v dvvarotnta oTov maikTn va Kveitat 0e€id, aprotepd oAAd kot v kdvel dipa. Emiong,
HEC® TV dopmV EAEYXOL OV Qaivovtol oto “Source Code 107, 0 yapaKTpog av 1 TY ™G
TOPOUETPOV “MOVE” glval peyaAdTEPN TOL UNOEV Kot 0 TaikTng 0ev Kortdlel Tpog ta deEid,
yivetar otpoen 180 poipdv. To 1010 woyvel Ko Yo TV mepintmon amd €18 TPOg T aPloTEPA
[e Tov avtiototyo tpomo. H otpoen tov yapaktipa yivetor kadmdvtag v cvvaptnon “Flip()”.

Téhog, oto Script “PlayerMovement” mov @aivetal 6ty cuvéyela, amodnikedovrar ot
€lo0d01 oL Oivel 0 YPNOTNG, Ol OTOIEC YPTCLOTOOVVTIOL MG TOPAUETPOL GTNV GLVAPTN O
“Move()” tov “Character Controller”, ue amotélespa o yapaxtpag vo. Kiveitar 6tov opiiovtio
d&ova, aALG Kot va KAavel dApo otov KaBeto avtiototyo. AkOpa 0tav To Tive PEAog matnOet,
gvepyomoleitar to Animation tov dipotog, kKabmg emiong kot tov TPEEINATOC HECH TNG

EVOAAAYNG TOYOTNTOC.
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{

D controller;

)r animator;
runSpeed = 40f;
horizontalMove = of;
jump = :
isMoving =

Update () {
horizontalMove = Input.GetAxisRaw("Horizontal") * runSpeed;

if (Input.GetKey (KeyCode.RightArrow) || Input.GetKey (KeyCode.LeftArrow)) {
GetComponent<AudioSource>() .UnPause();
{
GetComponent<AudioSource>() .Pause();

f (Input.GetKey (KeyCode.UpArrow)) {
FindObjectOfType<Au ager>().Play("Playerd
}

animator.SetFloat("Speed”, Mathf.Abs(horizontalMove));
if (Input.GetButtonDown("Jump™)) {

jump = ;
animator.SetBool("i

OnLanding () {
animator.SetBool("i
FixedUpdate () {

controller.Move(horizontalMove * Time.fixedDeltaTime, jump);
jump = ;

Source Code 11. Script “Player Movement”

4.4.4. Tootqpa Mayng

[Mopaxdrm, Ba mapovcwactel 1 pEBodog mov axolovbncape Yoo va vrapéer €va
oAoKANpOUEVO choTnua pdyng Yoo 1o moyviot poc. Avtd mov YPEICTNKE NTAV Vo

dnuovpynoovpe 6v0 Pactkd Scripts ta omoia Oa eEnynbodv otnv cuvéyela.
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Update() {
if(Time.time >= nextAttackTime) {
f (Input.GetKeyDown(KeyCode.Space)) {
Attack();
FindObjectOfType<Aud ger>().Play("Playe
nextAttackTime Tim p + 1f / attackRate;

Attack() {
animator.SetTrigger(“Attack");
lider2D[] hitEnemies = Physics2D.OverlapCircleAll(attackPoint.position, attackRange, enemylayers);

ider2D enemy in hitEnemies) {
etComponent<Enemy> () . TakeDamage (attackDamage);

OnDrawGizmosSelected() {
f (attackPoint == )

s.DrawWireSphere(attackPoint.position, attackRange);

Source Code 12. Script “Player Combat”

‘Eva and avtd to 6vo Scripts, sivar avtd tov “PlayerCombat”. Onwc ¢oivetar oto
“Source Code 127, yivovtal ol omapoitnTeg OPYIKOTOOELS LETAPANTAOV, EVED GTNV GUVEYELD
otV cuvaptnon “Update()” n onoia kaAgiton po eopd o€ ke Eva Frame, péowm twv dopmv
gAéyyov Otov TO TANKTpO dwothuatog motnbel, kaAeiton M ovvapmon “Attack()”,
epopuolovtag kot po kabvotépnon petald tov embécemv PHECE® TOL VTOAOYIGUOV OV
amofnkevetar oty petaPfint “nextAttackTime”. v cuvaptnon “Attack()” evepyomoieitot
to Animation g enifeonc, kabobg eniong evromilovtar kat ot €xHpoi mov Ppickovian otV
emBoun guPéieta. H doun emavainyme mov akorovdel epappoler Damage otovg exbpovc.
Télog, n ocuvaptnon “OnDrawGizmosSelected()” oyedialet évav eikovikd KOKAO TEPYETPIKA

TOVL OTAOVL TOV YOPOKTNPA, O OTOI0G amoTeAEl TV eUPEAELD TOV £XEL TO OTAO Y10 VO, YTLTNCEL

Kémowov €x0po.
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health = 49;
maxHealth 160;
currentHealth;
A\nimator animator;
ar healthBar;

t GameQveryul;

start() {
currentHealth = maxHealth;

EndGame() {
Debug. Log("GAM VER!"™);
GameOverUI.SetActive( )
Time.timeScale 0;

TakeDamage(int damage) {
currentHealth -= damage;
animator.SetTrigger(“"Hurt"™);
healthBar.SetHealth(currentHealth);

if(currentHealth <= 8) {
Die();

3
J

Die() {
Debug.Log(“Character
animator.SetBool("IsDead”, );

.enabled
GetComponent<BoxCollider2D>().enabled
GetComponent<CircleCollider2D>().enabled =
EndGame();

Source Code 13. Script “Player”

To dedtepo Paoikd Script tov cvotHuatog payng, ivar avtd tov “Player”. Xe avto,
opifovtat o1 amapaitnteg HETAPANTES KaBDG Ko 01 TIHEG TOVG. ZuveyilovTtag, 6TV GLVAPTNON
“Start()” apykomoteiton 1 Tipn TG {ONG TOL YOPAKTNPL TPV At TO TPMTO Frame tng oknvic.
[Mnyaivovtag otnv ocvvaptnon “EndGame()”, divetar n dvvartdtnto Katd tov 0avoto tov
yapoktipa va epeaviotei to Interface tov Game Over. Mo, akoOpo oM povTiky Asttovpyio givan
avtn g “TakeDamage()”, uésa omd tnv omoia dtav avth kAnOel peidvetar 1 {1 Tov moik.

O tpdmog mov KaAeitan eivar pécm g cvvdaptnong “Attack()” tov Script “EnemyWeapon” to
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omoio &xet avapepbel mapandve. Otav 1 tipn g (ong tov maiktn yiver pikpdtepn 1 ion pe 1o
undév, kaAeitar n cuvaptnon “Die()” amd tnv omoia To Animation Bavdrtov gvepyomnoteitar, To
Components tov maiktn anevepyomotovvtol kot téAo¢ to Interface tov Game Over gpeoaviCetot
and v “EndGame()” mov eEnyndnke mopomavo.

Kdatt aképo 66ov agopd 1o choto pdymg, eivat 0Tt 0 xopaktipog StbETel Kot ovTog
Omm¢ Ko To, hosses tov wayvidtoy o prdpo (ong. O KOSKOG TOL YPEIAGTNKE Eivol 0 1010¢ pe

AVTOV OV YPELACTNKE Yo TOVE £XOpovc. Avtdc eaivetar oto “Source Code 8.

# Scene | owGame ‘4 AudloMixer W AsselStore ) Animator  Sprite Editor i | @ inspector at

R EIRET A

)~ Heahbar Static~
" Tag Untagged +  Layer Ul

» 3 Rect Transform LI
v e s Slder R
Interactable
Transition None
Navigation None
Visualize
Fill Rect £2Fill (Rect Transform) @
Handle Rect None [Rect Transform) @
Blrection Left ToRight
Min Value o
Max Value 100
Whole Numbers. =
Value —————————8 10

On Value Changed (Single)

Listis Empty

¥ ¥ Health@ar (Script) LR
Seript HealthBar
Slider = Hualth bar (Slider) @

Gradient, ]
Fill None (Image) @

Aad Component

Ewoéva 22. Health Bar Xapaxtipo

4.5. Alreg XNnovTikEg Agrtovpyieg

[Tepvavtog oty tedevtaio evoTnTa TG VAOTOINOTG TOL TTaLVidoL, Bo avaidcovpe
UEPIKESG OKOLO ONUOVTIKEG AEITOVPYIEG Ol OTOTEG NTOV OTAPOITNTES Y10l TNV ONUOVPYIN EVOG

AE1ITOLPY1IKOD TTaLYVISLOV.

4.5.1. Anypovpyioa Menu Havyviorov

Mo amd avtég Tig Asttovpyieg givar to Pacikd pevod, péca amd to omoio divetol M
SuVATOTNTO GTOV XPNOTN VA EEKIVIOEL TO TTALYVIdL, VO EMGTPEYEL GTNV GKNVI IOV Bplokdtay
HETA amd ££000 TOV T Vo100, VO, TOPAUETPOTOMOEL TIC pLOUicES KaBMG emiong va KAVEL Kot

£€£000 amd TO TOLYVIOL.
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PLAY

OPTIONS
QUIT

Ewoéva 23. Main Menu

¥10 KOp1o pevov, OTmwg paivetarl oty «Ewdva 23y, étav 1o “Play” matn0ei eppavileton
pia 6evtepN 006vn 6NV omoia Tov divetor 1 dSvvaTOTNTA EEKIVIAGEL TO O VidL Ao TV apyn M
va cuveyioel amd kel TOL oTopdTnoE TNV TEPInTOOo Tov €xel Eavamai&el. Avt 1 1OTNT

QOAVETOL TOPAKATO.

PLAY

New Game

Continue

BACK

Ewéva 24. Play Menu
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A

ITo teyvika, 6tov matnOei to kovuni “New Game” 1} to “Continue”, kaAeitar to Script
“LevelLoader” to omoio £xet eEnynbei mapamdvo kat o kKddkag aiveror oto “Source Code 17,
H Aertovpyia €£600v amd 10 mOyVidl TPAYUATOTOEITOL OO TOV TOPOUKAT® KOOKA UECH NG

ovvaptnong “QuitGame()”.

QuitGame() {
Debug.Log ("QUIT!™);
Application.Quit();

Source Code 14. Script “Main Menu”

Ocov apopd 115 puOuicels, TPocEEPOVTAL HEPIKEG CNUAVTIKEG TOPOUETPOTONGELS.

4

Aivetar M dvvatotnta. ahAayng ¢ avdAvong, ektédeon tov moatyvidov oe Fullscreen 1

Windowed Mode, oAld kot avopeimon g £vacng Tov 1xov.

OPTIONS

VOLUME

BACK

Ewova 24. Options Menu
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Mo va emevybodv ot Aettovpyiec mov avaeépONKav Tapoamdve ypeldoTnke va
dnuovpynoovpe to Script “SettingsMenu”. e avtd 1 cvvaptmon “Start()” spoapupoler v
avAAVLOT TOV TTAVIOOD EVED TOPAKAT® £xovv dnuovpyndel tpeig axoua cvvaptioels. H
“SetResolution()” mov kabopilel Tnv Tiun g avaivong. H “SetVolume()” mov opilel nv tiun
™¢ évtaong ko 1 “SetFullscreen()” mov tpéyet o maryvior o TARpN 006vn. Ot GuvapTHoELS
avtég kahovvtat péom Event mov evepyonoteitar ota avtictoyo Components tov Unity, dtav

T YPOQIKA OVTIKEILEVO TTOV dNpovpynOnkay aAldlovv pHopoen.

" + resolutions[i].height;

n.currentResolution.width utions[i].height S .currentResolution.height) {

volume) {

2", wolume);

isFullscreen) {

Source Code 15. Script “Settings Menu”
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4.5.2. Anmovpyia Pause Menu

‘Eva akopo onpovtikd interface mov énpene vo triaEovpe, givatl avtd e modong Tov
oy vioov. Méosa amd avtd, o TaikTng UTopel 0TS eivot TPOPAVES VoL GTOLOTICEL TO TOLYViol
oMol oTLyun BEAEL, va KAVEL ETOVOQOPA GE aVTO OTav TO BEANGEL VO ETIGTPEYEL GTO APYIKO

Hevoy aAAd ko va kévetl ££060 amd avTo.

RESUME

MENU
QUIT

Ewova 25. Pause Menu

O KOIKOC TOL YPEAOTNKE Yo OVTEG TIC Aeltovpyieg €ivar avtdg tov  Script
“PauseMenu”. Ze auTtdV VILEPYOLY TEGGEPLS GLVAPTNGELS TOV LITOGTNPILOVV TIG AEITOVPYIES TTOV
avoeépbnkav. H “Resume()” amd tv omoia amevepyomoteitan to Interface g mavong kot
yiveton yevdég to Boolean “GamelsPaused”. H “Pause()” mov éxel v idwa Agrtovpyia,
Kavovtag Opmg Tig Topandve tipég aandeic. H “LoadMenu()” mov péowm tov “SceneManager”
eueavilel o apyikd pevov otav to kovurmi “MENU” moamnbei xor n “QuitGame()” mov
mpaypatonolel v €060 Tov mayvidov. Ot cuvaptnoelg Exovv pubucTel va kalobvtat pHéso
a6 o Components tov Unity dtav yiveton khk oto mapamdve Interface g mavong. Télogn
ovvaptnon “Update()”, ypnoporowdvroc to Boolean “GamelsPaused” oe o dour eréyyov,
otav To TANKTPO escape matnOel, av o xpnotng tailel to moyviol eppaviCetat To pevov Tavong,

evo av Ppioketol 10N kel yivetol emavapopd 6To moryviot.
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!
t wiour {
GamelsPaused =

t pauseMenuUl;

Update() {
(Input.GetKeyDown(KeyCode.Escape)) {
(Ga aused) {
Re e();
{

Pause();

Resume () {
Cursor.visible = X
pauseMenuUI.SetActive(
Time.timeScale 1f;
GameIsPaused H

Pause () {
Cursor.visible t >
pauseMenuUI.SetActive( )
Time.timeScale = of;
GamelIsPaused = >

LoadMenu () {
Time.timeScale = 1f;

SceneManager. LoadScene("

QuitGame () {
Debug.Log("Qu )
Application.Quit();

Source Code 16. Script “Pause Menu”

4.5.3. Anuovpyio Game Over

Muw akdpa 1010tTo Tov Yperdotnke NTav avty evog Ul yo v mepintoon mov o
naiktng mebdvel, evvodvtog tnv 00ovn vy to Game Over. To ocvykekpuévo Interface
evepyomoteitan amd v cvvaptnon “EndGame()” tov Script “Player” 1o omoio @aivetot

napandve oto “Source Code 13”.
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Ewova 26. Game Over

Mo va amokTtHcouy KAmoleg WO0TNTEG TO TEPLEYOUEVA TNG CLYKEKPLUEVIC OLETAPTS,
énpeme vo. dnpovpynoovpe axkdpa Evo Script. e avtd vTapyovy ot dVO GLVAPTNOELS TOV
ypedoTnKay yia va 600gi 1 duvatdnTa GTOV XPNGTN v TPooTadnoel Eava, aAAd Kol va KAVEL
€€000 amd 1o maryviol. Ocov agopd v PO Acrtovpyia, avt) vroopiletor and v
cuvaptnon “Retry()” n omoia pésw tov “Scene Manager” evtomilet tnv mapovca GKNvI Kot
™mv ekteret Eovd. o v dedtepn Aettovpyia dnpovpyndnke n cuvapton “Quit()” amd v

omoia yiveton 1 £€€0d0¢. To Script paivetal oty cuvéyELo.

Start(){
Cursor.visible =

Quit() {

Debug.Log(“Applicati
Application.Quit();

Retry() {
SceneManager.lLoadScene(SceneManager.GetActiveScene().buildIndex);
Time.timeScale = 1;

Source Code 17. Script “Game Over”
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4.5.4. Evoopdtmon Sound Effects

Xe ot TV evotnTa B avaAHGOVE TOV TPOTTO TOV EVOMUOTDOCOLE TO EQE NY®V, TO.
omoio TPoSTEOMKAY Y10 VL KAVOLV TEPIGTOTEPO SAUOPACTIKO TO TOLYVIOL oG, AVTO £ytve e TNV

BonBeto Tov Unity to omoio mpocpépet Eva yprioyo epyoieio mov ovopdaletor Audio Manager.

0 Inspector
ﬁ ~ | AudioManager
Tag Untagged - Layer Default
Prefab Open Select Overrides
Transform L
Position X 5.466731 Y -28.44128 Z -361.3633

FRotation X o Y 0 Z 0
Scale 1 1 Z1

v = o Audio Manager (Script)
Script
¥ Sounds
Size a4

* Playermelee
Mame Playermeles
Clip I player_melee
Volume
Pitch
Loop

¥ MainTheme
Nanme M ainT heme
Clip 21 MainT heme
Volume -
Pitch -
Loop -

w PlayerJump
Name PlayerJump
Clip I player_jump
Volume >
Pitch -
Loop

w Enemyattack
Name Enemyattack
Clip 41 Ememy-knife-slash-1
Volume
Pitch -
Loop

Mixer Group " Master (MainMixer)

Add Component

Ewéva 27. Audio Manager

[ va AeltovpynceL T0 GLYKEKPIUEVO epyareio elvar amapaitntn 1 ONUIOVPYIN KOIK
nov Oa Tpochécel ta amattovpeva medio oto Unity. Xty cvvaptnon “Awake()”, avtd mov
a&ilel va avapepOel ivan n doun| emavainymg “Foreach” péoa amd v onoia yiveral ovtd Tov
avoeépnke mopandvm, 1 dnovpyia tov nediov oto Unity. And avtd yivetor pe g0koAo
TpOmo vo. puOuiotel To kdbe epé Myov Eeywpiotd. Emiong, vapyet n cuvaptnon “Play()” n
omola d€xeTOL MG TAPAUETPO TO OVOpo Tov apyeiov Myov. Av to dvoua oapyeiov Ppebdet,
ekteleitan To apyelo. v mepimtwon mov avtd dev Ppedel, mapovoidleTon Eva pnvopo Tov
avoeépel 0Tt 1o apyeio dev Ppébnke. H “Play()” oto ovykekpipuévo Script koieiton otnv

cuvaptnon “Start()” pe oxond va mailel to Pacikd BEpa YoV GTO TOPACKNVIO.
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instance;
) MixerGroup;

Awake() {
if (instance ==
instance

o {
L

Destroy(gameObject);
! H

}

DontDestroyOnLoad(gameObject);

(Sound s sounds) {
s.source = gameObject.AddComponent<Aud

.source.clip = s,

5. source.outputAudioMixerGroup = MixerGroup;

s.source.volume = s.volume;
.source.pitch = s.pitch;

.source.loop s.loop;

Start() {
Play("Maini

Play ( ; name) {
Sound = Array.Find(sounds, sound => sound.name == name);
if(s == ) {

Debug.LogWarning(“Sou + name + " 1 found!™);

}

s.source.Play();

Source Code 18. Script “Audio Manager”

Kdatt axopa mov a&ilel va avagepbel 010 Koppdtt TV £0E NY®V, Elvat 0 TPOTOG TOL
EVEPYOTOLOVVTOL TO €QPE €MIBEONC TOL YOpaKTHPA Kot TV gxfpmdv. Avtd cvpPaivel amd Tig
OULVOPTHCELG TOV EKTEAOVV TNV €mifecn Tovg amd to “Source Code 6” yia tovg x0povc kat to
“Source Code 12” yia tov yapaktipa, pécw e evtoAng “FindObjectOfType” n omoia
ypnowonotel o “Audio Manager” yia va yivel avamapoyoyr Tov ekdotote Nxov. Me tov id1o

TPOTO EKTEAOVVTOL KOl TO, VTOAOITA EPE NYOL OO TIG CLVOPTNOELS Y10 TNV KIivnon Kot TO GALLaL.
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4.5.5. Aertovpyieg Képoopa

Xe ot TV evoTnTa B0 OVOPEPOLLE Lo OKOMO AETTOUEPELD. TTOL TTPOGOEsae. Avt
aQOpd TOV KEPGOPO KUTA TNV OAPKELD EKTEAEONC TOL oy VooV, Ot evépyeleg mov Kavape
ntov va aArlaEovpe tov tpomo mov Oa eppaviletarl omd T puOuioelg tov Unity, oAl Kot 1
EPOPLOYN KAOJKO YioL TNV OmOKPLYN KOl TNV EUPAVICY] TOL GTO. onueia Tov avtd Kpivetan

amapoitnro.

£t Project Settings

Audio Player
Editor
Graphics Company Name Antirrio Games
Input Manager Product Name BirthOfTheMNewWorld
::::if‘:? [ Version 01
Physics 2D Default lcon
Player
Preset Manager
Quality
Script Execution Order
¥ Services
Ads
Analytics
Cloud Euild

Default Cursor

Cloud Diagnostics Cursor Hotspot
Collaborate

In-App Purchasing

Ir'ﬂs and Layers Settings for PC, Mac & Linux Standalone
me

Version Control ¥ lcon

Plugin
R L » Resolution and Presentation

» Splash Image

¥ Other Settings

Rendering

Color Space*

Auto Graphics API for Windows
Auto Graphics APl for Mac

Ewova 28. POOpuion Adrayng Képoopa

IMa o KoppdTt TG EREEVIoNS Kot amdKpLYNG TOV KEPGOPA, Y10 0PN XPNCULOTOMGALLE
to Script “CursorHide” amd 10 omoio Kot TV EKKIVIGT TOL TOLYVIO0D YIVETOL LN 0PUTOG
Kavovtog yevdég to Boolean “Cursor.visible”. To cvykekpuévo Boolean epappoletar oto
“Source Code 16” yio. Tnv ToOG1 KoL THY EXAVAPOPE TOL Ty VidLoH oArd kKo oo “Source Code

17 yuo to Game Over, kavovtdg To aAn0éc 1| yevdég avdioya Ty tepiotoon).
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Start() {
Cursor.visible =

Source Code 19. Script “Cursor Hide”

4.5.6. Anmovpyia Credits

dtévovtog oto T€hog Tov KePAaiov TG vAomoinong, mapakdtw Bo mapovclacTEl N
dnwovpyia tov Interface ywa ta Credits tov moyvidiov Kabdg kot o oA Asrtovpyio LECH

evog Script kmdka.

THANKS FOR PLAYING

Made by:

Achilleas & Giorgos

QuUIT

Ewova 29. Credits
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H Aettovpyia avtn, £xel va KAver e Tov TEPUATICUO EKTELECTG TOV ALY VIGO0V TOTAOVTOG

70 Kovumi “Quit”. Avtd cvuPaivel amd v cuvaptnon “Quit()” Tov eaivetal 6TV GLUVEXELD.

Quit() {
Debug.Log("QUIT");
Application.Quit();

Source Code 20. Script “Credits”
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Kegaiaro 5°: Xopnepdopata

210 TAOIG10 TNG TOPOVGOS SUTAMUATIKNG EPYACIOG, KOTA TNV SLAPKELD TOV GYEOIAGILOV
KOl TNG LAOMOINOoNG NG TPMOING WG TPOOTAOENG Vo dNUOVPYNCOLUE €vol TTatyViol Vo
dloThoe®my ypnolonoldvTag Ty unyovy avartoéng Unity, péoa and tv eumepio mov
OTOKTNGOE TAV®O GE QLTI TEPVAOVTOS OO T SUPOPETIKG GTAOIN TOV GYEIOCUOD KoL TNG
vlomoinong, dwmictOcane wEPo omd Vv OeopnTikny avdivon kot oty TPaln, To
YOPOUKTNPIOTIKA KOl TIG EVKOAIEG TOL TPOCPEPEL Y10 KATOOV OV PpiokeTon o€ v TPMOUO
o0Tdo0 TAve oTtov Topén TG avamtuéng Pvteomoryviolrdyv. Ot 1310TNTEC AVTEG TOL WOG
dlevkOlvvay NTav 1o peydro mAn0oc mapaderypdtov kar tutorials, n gvypnotio tov User
Interface kot M VwoPEN YADOGOG OVIIKEWEVOOSTPAPOVG TPOYPUUUOTIGHOD GTOV TOUEN TNG
avamTTLENG.

Kémoot mpofAnpaticpol mov pog amacyoincav kotd v ddpkeln e ovamTuéng,
NTOV 0 HEYAAOC OYKOG YVAOOE®MV G TOALOVG dPOPETIKOVS Topels. AvTovg amotélecay o
oxedlooudc oevapiov, 0 oxedlacUOg TOV KOTAAANA®Y assets katl animations, to nyntika eeé
Ko 1 dnpuovpyia Kadka. Xg Eva Project 6nmg avtd aAld Kot o€ KATL aKOUA TO PEYAAO, OTMG
yiveton og peydia Studios avamntuéng o vidudv, VIAPYOLY GUYKEKPIUEVEG OUAOEC MOTE Va
po1paletor 0 0ykog O0VAELAG KOt va YIVOVTOL 01 KATAAANAESG EPYAGIES OO TOVG UNYAVIKOVG TTOV
KOTEYOLV YVMOOE TAV®O OTOV OLYKEKPIEVO KAGDo. Ilapott cov eumepio frov moAd
evolapépovca Kot pog fonnce va dodue kot vo gpapuocovpe OAa avtd Kot otnv mpdén,
KatoAnEape 6to 0TL 0 KABe eMUEPOVG TOUENG 0TV dradikacio dnpovpyiag evog moryvidton
amoutel Ko LEYOAN EvaoyOANGN Yo TNV OTOKTNOT| LOG IKOVOTOTIKNG EUTELPLOC.

MeAldovtikd, Bo Béhape vo dovAéyovpe mave oe éva mo peyaio Project, toco
TPOGOTIKA OAAGL KOl G LEPOG UG LEYOANG OLAdNG GE £VOL GLYKEKPULEVO TOUEN, QLTOV TOL

TPOYPUUUOTIGLOV, KAODS EKEL KATEYOVLE KO TNV LEYAADTEPT EUTELPTAL.
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