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YIIEYOYNH AHAQXH ITEPI MH AOI'OKAOITHX

Befatove 01t eipon suyypagéag avtig e epyaociag kat 6t kée Bonbeta TV omoia iya yio tnv
TPOETOOGIO TNG, €lval TANP®G OVAYVOPIGUEVT] Kol avagépeTol oty gpyacio. Emiong, &xo
AVOQEPEL TIC OTTOLEG TTNYEG OO TIG OToleg £Kava ¥priomn dedopévmv, Wemv N AéEewv, gite avTéG
avagEpovtol akpag eite mapagpacpéves. AkOpo dNAOVE® OTL AT 1 YPOTTH €pyacio
TPOETOYACTNKE OO EUEVO TPOCMTIKA KOl OTOKAEIGTIKA KOl EOWKG Y00 TNV GLYKEKPIUEVN
TTUYLOKTY epyacio kot 0Tt Ba avorldPo TANPOS TIG GLVETELEG €6V 1| epyacia avtn amoderyBel Ot

OEV OV OVIKEL.

Nikoraog [Metpdmoviog AM 2546

Xomprog Povoong AM 2422
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EYXAPIXTIEX

H ovykexpiuévn ntoylokn epyacio oAokAnpminke émeita amd apKeTd YPOoviKO S1OGT LA,
Oyt amd dvokoAin 610 TAMIGI0 TG VAOTOINoNG aAAE amd Tic apétpnteg mpoondOeies Pedtimong
KdOe ypopung KMOOWKO ©¢ TPOG TNV amdd0ocr Tov kaBmg emiong amd TG OTIYHES TOV
VAOTOL0VGOLE KATL GUYKEKPIUEVO UE TOAAOVG SLOPOPETIKOVS TPOTOVS MGTE VO OTOKTNGOVIE TNV
eveMéia ko v epmelpia Tvo oto Unity Kou 6tn YA®ooo tpoypappatiopod CH.

B 0éNapEe Vo ELYOPICTHCOVUE EKEIVOVG TTOV Elyav TNV TPODEST VO AVAPTHCOVY GYETIKA
GpBpa kot videos 610 d1adikTLO TOL OOl TAPELYAY TNV KATAAANAY GaeTveEln Kot kaBodnynon
MOTE VO PTACOVUE OTO EMIMEDO OAOKANPMONG TOV OTOYOV HOG. LVYKEKPLUEVO, EVYOPLOTOVLE
Oepud tov Brackeys (YouTube channel) kou v development opdoa tov Unity3d yia to kabBopd

Kol evavyvooto documentation.
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INPOAOTI'OX

To mepleydpevo avtg g epyaciog meplypagel To PoCIKA YOUPOKINPIOTIKA KOl TIG
Aertovpyieg tov Unity kabd¢ emiong kot tn S10dpopr Tov oKoAovdnoaue yio TV vAoToincn Tov
mayviolov. Toviovtor onueio oto omoia, glelg g TPOypapUATIOTES 1Y/Kko game designers, To

Bprkape evolapépovta aAld Kot Bacikd yio T doun evog single player motyvidoo.
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IHHEPIAHYH

H napodoo ntuylakn epyacio mpaypoatevetal v Kataokevn evog 3D Pvteomayvidion
pécm g punyoavng Unity n omoio Tapéyel 6GTOVS TPOYPAUUOTIOTEG EPYOAELR Y10l TNV KOTOGKELT)
Kot oavAarTuén S160146TATOV Kol TPIGOACTAT®MV TOLYVIOIMV. XTO TPIGOAGTATO oVTO TEPPAALOV
€yve ypnom g YAOGoag mpoypoppoticpod C# pe v omoio dnuovpyndnkay to KaTaAANAL
scripts €161 doTe TO oY Vidl vo givol TANPC Aettovpyikd. Mo va ypagTovv avtd Ta scripts,
ONAadN, 0 KOOKOS TOV Toy VIO ypnotpomombnke n unyovn Unity oe cuvdvacud pe to Visual
Studio Code (Source Code Editor). T tnv emeéepyacia TV QOTOYPAPLOV £YVE ¥PNON TOV
npoypdaupotoc GIMP (GNU Image Manipulation Program). Evd ywo tv eneepyacio yov €yve
M xpnomn tov Tpoypdupatog Audacity.

270 TPATO KEPAANLIO TNG CLYKEKPLUEVIS Epyaciog TpoKettat va ovamtuydel o Bempntikd

TA0{G10 YOP® Ao TNV KATOCKELY] TOV PVIEOTALYVIOLDV, TNV 10TOPI0 TOVG KoL TO. €101 TOV £YOVV
avantuydel. Ztn ovvéyelo akolovbel To de0TEPO Kl PEYOADTEPO UEPOS TNG EPYOTING TO OTOiO0

aQOPA GTNV TEPTYPOPT TNG OAKAGTAG ONUIOVPYING TOL TOLYVIOOD LOG.

ABSTRACT

This thesis deals with the construction of a 3D video game through the Unity engine
which provides developers with tools for the construction and development of 2D and 3D games.
In this 3D environment, the programming language C# was used, with which the appropriate
scripts were created so that the game is fully functional. To write these scripts, that is, the game
code, the Unity engine was used in combination with Visual Studio Code (Source Code Editor).
The GIMP (GNU Image Manipulation Program) program was used to edit the photos. While the
Audacity program was used for sound processing.

In the first chapter of this work, the theoretical framework around the construction of
video games, their history and the genres that have been developed will be developed. Then
follows the second and largest part of the work, which concerns the description of the process of

creating our game.

AEZEEIX KAEIAIA

Unity, c#, video-game, Tpoypoppaticpoc, motyviol
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EIZAT'QI'H

Ta PBwreomoryvidle N MAektpovikd moryvidwn eivor SodpacTIKG Totyvidww To omoio
Aertovpyohv € KATOL0 KOUKA®UOA VITOAOY1oTY. Ot unyavég otig omoieg umopodv vor avamtuyfodv
Kol VoL AELTOLPYHGOLV VTV TOV €100VG TaL TTayvidia pmopel va givot KovoypnoTot 1] TPOSMOTIKTY
VTOAOYIOTEG YEVIKNG YpNoMS, kovodheg arcade, kovooAeg Pivieo ovvoedeléves o€ OIKIOKEG
TNAEOPAGELS, POPNTES KOVoOAEG Ko KivnTd tnAépmva. Emiong, o 0pog pmopet vo avagépetal
uoévo o moyviowo Ta omoio mailovtal 6e GVOKEVEG e 000VES Yo avamapaywyn Pivieo 6mmwg N
TNAEOPOOT, 01 KOVGOAEG arcade Kol Ol AEKTPOVIKOL VITOAOYIGTEG LLE TOVG OTTOIOVG OLGYOAEITAL Kot
n gpyaocia pog (Henry E. Lowood, 2009).

To gpdTHO TOV TPOKLTTEL GE AVTO TO CNUEID APOPA GTOV AGYO Y10 TOV 0010 VILEPYOLY
kol Bpiokovv tOcO Tpopepn avtomokpion to Prvteomaryvidwn. Av kot n andvtnon ce avtd 10
gpotnua dev €xetl amovindel pe PefoatdTNTo AId TOVG EMGTIUOVES TOL YDPOL VILAPYOLV UEPIKES
Bewpieg mov Bo pmopovsav va ddcovv ¢ Evav Pabud pa Aoywn e&nynon. o mapddetypa, 1
emotun g Proroyiog vrootnpilel TOG KABMG VIAPYOVY HOPPEG NAEKTPOVIKMOV TOUYVIOIDV TO.
omoio. amoTEAOVV U0 EIKOVIKT OVOTOPACTACT) TNG TPAYHOTIKOTNTOS, ThovoTata to dtoua to
0moi0. GUUUETEXOVY GE QLTIHV TNV TPOUYUATIKOTNTO OVATTOGGOLV IKOVOTNTEG Ol 0Toieg Ba Tovg
etvar ypnoeg oty mpaypotiky {on. Puoikd, 660 Aoyikn Kot va eaivetal pio tétoln Bempia dev
B pmopovoe Ko Akl va, ENYNoel Tov AGYO Y00 TOV OTToi0 Ta oy vidlo £(0VV TNV HOPPN TNV
omoia £yovv KoM Kot TNV SPOPETIKT) CLUTEPLPOPE KOl GTACT) TOV ATOUOV-TOIKTOV ATEVOVTL
ot0 Puvreomaryvidot. Ocov a@opd GTOLC AOYOLG Yl TOVG OMOIOVG GLYKEKPLUEVA Toyvidlo
ap€COVV GE GLYKEKPLUEVOLG AVOPAOTOVG KOl 6TO TAOS avTol ot AvOpwmot exnpedloviat and avtd
To oy viole, 0ev vrdpyel Kamowo capng eEnynon mapd povo vmobéong mepl nikiog, @OAoL,
KOWMOVIKNG TAENG Kol SpOpmV GALDV TapayOvVI®OV Ol OO0l OUUOPPOVOLY TOVG TOAKTEG
(Egenfeldt-Nielsen, Smith & Tosca, 2020).

To gpdTNUO AVTO TO OTOTO0 UTOPOVLLE VO, ATOVTICOVUE Le o BePatdotnTa ivarl avtd mov

oyxetileTon pe TOV TPOTO KOl TOL EPYOAEID TOL YPNGLLOTOIOVUE Yo VO, ONUOVPYNGOLUE TO.
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Bwrteomaryviola. To ocvykekpuévo CRmnuo €xel peyddo evdapépov KoBMOG ot TPOTOL Kol Ta
epYOLEiD OLTE GUVEYMG AVOVEDVOVTOL KOl EKGVYYXPOVILOVTOL TOLTOYXPOVOG TTPog TV eEEMEN NG
tervoloyiag. Avtd onuaivel TG ol unyavég kataokevng video games mov yvopilovpe kot
YPNOUOTOIOVE OTIG HEPEG UG gV vINpyav TPy Alya ypovia. [Tapadeiypotog xapn, ot mpdTeg
KOVOOAEG PLVTEOTOYVIOIDV KOl Ol DVITOAOYIOTEG OV O1E0ETOV TAGIGIO Yo EYYPOPN KMOKA PACEL
TOV 07010V VO KATAGKEVOOTEL TO ALY VIOl AAAL Ol TPOYPUUUATIOTES ONULOVLPYOVCAV TEPLEYOUEVO
amd v apyn. Otav mhéov M emoyn Gpyloe Vo amoutel KAAVTEPO YPAPIKA KOl TEPLGGOTEPQ
EMAYYEAULATIKG PLvTEOTOLVIO Ol TPOYPAUUATIOTEG YPEOLOTOV VO SlBETOVV GUYKEKPIUEVES
KatevBLVTIPLEG YPOULES KOl EPYAAElD MDOTE VO LTOPOVV VO KATACKELALOVV o eEglypéva Kat
EVIUTIOGLOKE YPOPIKA £YOVTOG GLYKEKPIUEVA BEPEAID Y10 VO ONULOVPYIGOVY TTEPLEYOLEVO. AVTO
&ywve €QIKTO HE TIG HNYOVEG KOTAOKELNG Pvieomaryvidudy ol omoieg mPocEPepaV £TOLUN
gpYOorEio KOO Kot 6TOVG aveSAPTNTOVS TPOYPOULOATIGTEG Y10 VO, ONULOVPYNGOLV TEPLEXOUEVO

(Nicoll, B., Keogh, B. & Springerlink, 2019).
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1. To Iotopiko ITAaicro Tov Mnyavav Hayviowov Kat

N Mnyovi Unity

1.1 H IMopeia wpog Tic Mnyoavég Kataokevng Iayviowmy

[Ipwv Vv KaTOCKELN Kot TNV EKTETAUEVT YPNOT TOV game engines, 1 Te(VOAOyio Tov
YPNOCILOTOOVVTOV Yio TNV OMUOVPYio. TPOCOUOIDCEMY KOl EKOVIKNG TPOYUATIKOTNTOS 1TOV
wwitepa axkpipn yopis, wotdG0, Vo TPOGPEPEL TO. KOADTEPOL SVVATA YPOPIKE. XTr CNUEPIV
EMOYN TN SLVATOTNTO YO TNV KOTACKEVT TOV KOADTEP®V YPAPIK®V TOL ONUOVPYOLV TIC TTLO
PEOMOTIKEG  EIKOVIKEG  TPAYLOTIKOTNTEG, TNV TPOGEEPEL 1 1010 TeYvoAoyio 1  omoia
xpNOLoTolEiTOL Y100 TNV KaTookevn Pvteomayvidiwv ( Lewis & Jacobson, 2002). TIpwv duwmg
(QTACOLLE GTNV YPNOT TOV game engines, To TPAOTO Prvteomatyvidla cuvdéovtay ancvbeiag e
AVOAOYIKOUG VTOAOYIGTEG AvYViag KEVOL Kot cuyypovilovtav pe 006veg TaApoypapov. Emumiéov,
OMMG OVOPEPETOL KOL TOPATAVD, TOAAEG KOVOOAEG Kol VLTOAOYIGTEG Oev Obetav code
frameworks pe Pdon ta omoio Bo umopovce vo  dnuovpynbel mepleyduevo oAAG ot
TPOYPUUUATIGTEG ONUOVPYOVCAV TO TEPLEXOUEVO TOVG OO TV apyT).

Tnv dekoetio Tov 1990, otnv dnovpyio TV Pveomaryvidudy GpYLoaY VO GUUUETEXOVY
€KTOG amd TOVG TPOYPAUUATIOTES KAAMTEXVES KOl OYESUGTES, KATAOKEVALOVTOG TO TTEPITAOKA
kot Bapld og mepieyodpevo moyvidia. I'a avtdv Tov AdYo TPoEKLYE 1 avAYKT va dNpiovpyndovv
otafepd epyadieio ta omoio Bo pmopécovv va Pondncovv v opydveoon kot TNV
OTOTEAEGUATIKOTEPY] €PYOCIO OAMV OVTOV TOV TOPAYOVTOV. MEGO GE AVTEG TIG KOVOVPYIES
GLVONKEG TOV TPOEKLYAV OO TNV AVAYKN TOV KOTOVOADTOV-TOKTOV Y10 KOADTEPO YPOOIKA Kol
mo mepimioka moryvidi dAAace Kot 0 pOAOG TV TPoypappatiot®v. Eved maiaidtepa Eypapav
KooK kol oxedialav to moryviol, TAéov Ba Empene vo dNUOLPYNGOLV Ta KOTAAANAL epyoieia
ta. omoia Ba YPNOUOTO0VGAV Ol GYESINOTEG KOl Ol KOAMTEYVEG YL Vo emeepyacTovV TO

TEPEXOLEVO TOV TTALLYVIOLO0V.
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O 0pog game engine ypnoponombnke yww TpdOTN Popd t0 1993 kou meprypdopel Eva
AOYIoUIKO epyoreio TO omoio eMTPENEL TNV ONUIOLPYIL SAOPAGTIKOD YNOLOUKOV TEPLEYOUEVOL GE
Tpoypatikd ypovo. Emiong mepthappdver code framework yio tnv gyypaer kddika o 0moiog va
umopel va etvar cuuPatodg pe dopopec GLOKEVEG KOl TAATOOPUES OTMS KIvnTd Kot Kovooies. H
pnyovn o vidumy gV KoTaokevdlel anAmg Prvteomoayvidln aArd, onwg eimape, dodpacTikd
YNEKd LAKO o€ Tpayratiko xpovo. ' avutdv tov Adyo dev ypnoomoteitanr Hdvo 6Tov Topéa
tov video games oAAd ko Yoo T Oomuovpyia 3D animations, opyITEKTOVIKG HOVTEAQ,
TEPITAOK®V TPOCOUOUDCEDY TOL YPNCILOTOOVVTOL Yo, eKmaidevon kol eEdoknomn K.q. To
ONUAVTIKOTEPO OL®G Elval OTL TPOGPEPEL GTOVS YPNOTES TNG TNV OLVOUTOTNTA VO, SNULOVPYGOLV
€xovtag NoN £ToYEG KATOEG PAGELS OTIC OTTOies £XOVV TPOSRAGILOTNTA YWOPIG KATO10 LTEPOYKO
KOGTOG.

Avt N oTiyun, otV ayopd LIEPYOLV Ol LANPEGIEC TOL TPOCPEPOVYV Ol EUTOPIKES
PUNYOVES TTOLVIOoD  XPNGLOTOIOVVTOL OO TOVG TEPICCOTEPOVS TPOYPOLUATICTES Yol TNV
KOTOOKELT TV OIKOV TOVS TALYVIOIDV. 26TOG0, HEYOAES £TOUPIEG KATAGKELNG TOLYVIOUDY OV KOl
yxpnoonoovy pnyaveg 6mmg n Unreal kot n Unity, kotackevdlovv kot TlAL To O1KA TOVG
AoylopuKa epyoieion Yoo To TEMKO TOLG £pYyo. Avtd ovuPaivel O10TL 1| UNYOVES KOTOOKELNG
TOLYVIOLDV YEVIKTG YPNONG {0MG Vo UV avTomokpivovTol Tivio 6T TOAD VYNAEG TEXVOAOYIKES
KO TIPOYPOUUUOTIOTIKEG TPOJAYPAUPES TV ETOUPELDOV ALTAOV. Avtd amoterel Kot TV mTpdkAnon
YL QOTEG TIG UMYOVEG, dNAdT], Vo €ival TPOSPAGULES OO TOVG TEPIGGATEPOVS TPOYPOUUUATIOTEG
oL €MBLUOVV Vo, ONUOVPYNGOVY OVEEAPTNTO OIKO TOVG TEPLEYOUEVO OAAG Kot OtabETovV
apKeTd LVYNAN amdO0CN (OGTE Vo TIC EMAEYOLV kpopecoaies oAAG kot peydieg etoipieg

Kkataokeung moyvidimv (Nicoll, B., Keogh, B. & Springerlink, 2019).

1.2 Iotopwki) avadpour] Unity Game Engine

H pnyov Unity Smuovpyndnke amd TPelg MPOYPOUUOTIOTEG Ol Omoiol ywpic vo
StaBétovv TOAAG YpHOTO GLYKEVTPOOMNKAV G€ €va LTOYELD Kol Eekiviioay vo YpAQOouLY KMOTKO

ONUoVPYOVTOS Eva AoYIGHKO TO omoio Ba xpnoiomolovToy gupéms amd v Popnyavia Tov
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Bwreomaryvidrwv. Ot tpelg avtoi mpoypoppatiotés frav ot David Helgason, Joachim Ante xal
Nicholas Francis. H opdda avtr| éngtta idpvoe v etaipio Over the Edge Entertainment (OTEE)
v petémetto Unity Technologies kot Eekivnoe va mpocAapfdvel pnyovikovg Aoyispkov. Otav
n unyovn nTav théov 6to 0evTEPO oTAd0 EAEyyov 1 OTEE ypnoipomoince v pnyovn yuo vo
Kataokevdoet éva Brvreomaryvidt To onoio Ba avadeikvoe Tic Svvatotnteg g Unity. To moryvidt
avtd Ntav to GooBall kar donpovpyndnke to 2005 (Nicoll, B., Keogh, B. & Springerlink, 2019).
H dnuovpyla g unyavhg avakowvadnke yuo mpotn @opd oty I[oaykdopo Zvvordokeym
[Tpoypappatiotdv g Apple ko and tOTe £xel Tpokaréoel paydaiec arlayéc oty Prounyavia
TV Pvteomayyvioudv kot umopet  va ypnoiponombel 6 TOAAEG SOPOPETIKEG TAATPOPLES
(Windows (PC), Mac, Universal Windows Platform (UWP), Linux Standalone, i0OS, Android,
ARKit, ARCore, Microsoft HoloLens, Windows Mixed Reality, Magic Leap (Lumin), Oculus,
PlayStation VR, PS5,PS4, Xbox One, Xbox X|S, Nintendo Switch, Google Stadia, Linux QNX)
(Unity, 2022).

“ OS android == n c\ @GL
—ra Prrs ) XBOXONE o androidty
tV O S ﬂ B c ARCore € =L m(lgtz?: 0

https://unity.com/solutions/multiplatform
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2. Ewoaymyn oto Unity

2.1 Emiéyovtag Game Engine

To mpdt0 0614010 MOV KAOe game designer mpémer vo dwPel, eivor vo emAéler to
KatdAAnAo game engine yw tn Oonpovpyio tov video game. AmO TIG UNYOVES OVATTLENG
Ty vdldy, ot o dnuoireic sivar to Godot, n Unreal (UDK) kot @uowé to Unity3d. H
andéeacn avt) eaptatal Kupiwg amd 10 péyebog g KowvoOTNTAG TOL TO VIOoTNPilel, TV
TOWKIMO TOV YPAPIKAOV HOVTEA®V Kol SCripts To omoio Umopel vo ypnGULOTOMGEL KOt 1N
dugpkela Tov development aAAG Kot 6TV TPOYPAUUATIOTIKY TOL eumelpia. Epelg emiéEope to
Unity3d yio Tv apkeTd peydn kovotnta tov, To forums aAld Kot ylo v ToKilio Tov dmpeav
KOl U1 YPOQIK®OV HoVTEA®V T omoia Taipralav pe to video game mov BEAaLE Vo SNULOVPYNGOLLE,

KaBdg emiong TV TPOTIUNGT TOL £YOVUE Yo TNV YADCGO scripting Kot TPOYPOUUATIGHOD 1

omoia eivar n C#.

UNREAL

ENGINE

https:/gamefromscratch.com/wp-content/uploads/2019/11/GodotVsUnityUnreal4K-scaled.ipg
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2.2 Unity Engine

To Unity xotéxet peyodvtepo pepidio ayopdc omd to Unreal (mepimov 50% éEvavtt
nepinov 15%), emopévog Ba npénet va vdpyet peyardtepn Cnon v epyacio Unity.

(Unity: Analyzing the First Game Engine IPO — Naavik, n.d.)

To peyaivtepo mheovéktnua yro To Unity givat 6Tt givor uydpioto va elodyelg Tov Koodtka. Ola
elvol amAd Yoo KOO0V oL €IVl YVOGTNG TPOYPOUUOTIGHOD KOt O ¥pOVOl HETAYAMTTIONG Elval
eEAPETIKA Yp1IyOpOL.

To Unity Engine ypnotiponotei v C# ¢ kOpla yAdoca. Avt n yAdooo €xel pio
e€apetikr] KowotnTo, YOUNAO eminedo €16000V Kol OHOA| KOUmTOAN ekudOnong. AAAG
TavtOYpOVa, £ivarl apkeTd avotnpn Kot €xel TOAAL GYVPE YOPAKTNPIOTIKG Yio TN oOVTOEN
oTafePOV Kol AmMOTEAECUATIKOD KOdKa. OAa ovtd T0 KafioTovv 100viKd Yo apyaplovg Kot
EUTELPOVS TTPOYPOUUOTIOTEC.

To Unity ypnOLOTTOLEL (ol LIKPT) TPOGAPUOGUEVT] £€KOOGT TOL XPOVOL eKTEAECTG Mono yio Tnv
extéleon OAwv TtV oevapiov cag. H mo mpocearn éxdoon Unity mapéyer oTovg
npoypappatiotég npocPacn oe Asrtovpyieg ko API NET Standard 2.1 xou .NET 4.x. Avtd
onuaiver 6t moArég PiProdnkes ypaupéveg yuor kovovikég epapuoyés NET evoéyetoan va
ypnowonomBodv pe 1o Unity o¢ tomwkd “.dII’ mpdcobeto . Eyeddletor vrootpién yuo o
ovyypoveg ekd0oelg .NET, yeyovog mov Ba kaver v ekdniwon Unity Engine mo eveopotopuévn

oto owoocvotnuo .NET.

https://unity3d.com/legal/branding_trademarks

20



2.2.1 T'pagikd [eppdrrov IThatedppog

210 mopakdtm screenshot givor to Unity Editor, to omoio amoteleiton amd 5 (mévre)
KOpla panels pe ta omoia dwyepldpoote eokoro to project. To Unity Editor, diver
dvvatdtTo otov game designer va opyavaoel to. panels pe tn ogpd kol v tonobecio mov
emBopel, kabodg eniong va e€atopkedoet 60 1o Interface, mpocsOétoviag 1 apapdvtag panels

kot plugins.

Hierarchy

2.2.1.1 Scene Panel
e auto 10 panel Bpicketal 0 YOPOg TPOGAPLOYNS TOV TALYVIOLOV, GTOV 0010 O YPNOTNG
pmopel va. opyavaocel, tomobetnoel, otoryelofetnoel, pneyebovel 1 opkpover odpopa Objects

(m.yx. plo oxdra) kobmg emiong eneepyaotel 10 TEPPAAAOV TOL {510V TOL TOYVIOOV HECH TMV

koupiov O, W, E, R.
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o Koppio “Q” - Navigate:
Eniiéyovtog avtd 10 TANKTpO, yiveton 1 TAONYNON OTOV YMPO TOL mavidowv. Kpatdvrog o
apiotepo click peTakivovpe TNV KAUEP, EVO TOTOVTOG TAVTOYPOVA Kol TO TANKTPO A/t pmopovue
va mepoTpéyoupe v kdpepa. Me 1o 0eli click, mepiotpépovpe TV KAUEPO TPOG TNV
KatevBuvor Tov Tov 0pifoVLLE, EVO TATMOVTOC TAVTOYPOVO. KOl TO TANKTpOo Alt peyevBbhvovpe v
Képepa TPog avTod TO oNLELD.

e Koufio “W” - Translate:

Ortav &yovue emré€el kamowo Object (matmvrtag apiotepo click), umopodUE V. TO LETAKIVI|GOVE

oupP®Vva e Tovg dEoveg X, Y, Z.

e Kopfio “E” - Rotate:

Mo emtpénel vo mepiotpéyovue kKamowo Object.

e Koppio “R” - Scale:

Mo emtpénel ) peyébovon 1 opikpovveon tov Object mov £yovie EGTIACEL

2.2.1.2 Camera Panel

H avamoapdotacn tov mayvidlod 6ty TEAMK TOV HopeY], dloKpiveTal oe ovtd TO panel.
[Matovrag ta ypaeikd kouPia “Play” wor “Pause”, pmopovpe vo EEKIVIICOVUE 1 VO, KAVOLULE

OGN TO TTOLYVIOL GTNV CKMVI| TOL £YOVLLE AVOLYTH.
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2.2.1.3 Hierarchy

Xe autd 10 Tapabupo, Ppickovtar dha to avtikeipeva mov glvarl TtomoBenuéva otV
OKNVA TOL Tayviolo0. ApkKeTég Qopég, etvar onuavtikd vo totobetnbovv ta Objects kdto M
Thvo and Kamola AAla, avaioya Tig Asttovpyieg Tovg kKabmg emiong va peitvouv avevepyd péypt
VO TO. EVEPYOTOMGEL TO 1010 TO Tayvidly, mpoypappatiotika (my. U.l. i ddeopa dialogs 7

subtitles).

2.2.1.4 Project

To mapdBvpo avtd mepiEyetl dha Ta apyeio wov Ppiokovial pEG 610 “root” PAKEAO TOL
moyyvioov. Assets, Scenes, Fonts, Sounds, Scripts, Prefabs, Licenses péypt ko plain text apyeio

Bpiokovtot 6to Project.

2.2.1.5 Inspector

>2tov Inspector daxpivovtal OAa ta yapaktnplotikd twv Objects mov PBpickovtal 6To Tapdbupo
Hierarchy. Ta yapoktnpiotikd avtd Umopel KATO10G v Toug 0AAGEEL TN, VO TOVG LETOKIVIOEL
0éom Kot yevikadg va mpocsBécel 1 agapécsel Asttovpyieg amd to. Objects mov €yl emAiélet. Mia
apKeETa ypnown Aertovpyia, Ppioketon oto wouPio “Lock” pe to omoio umopodue va
Kiewwoovpe v eotioon tov Inspector oe ovykekpiuévo Object, evd mopdAinio
dwyeplopoote dAlo Objects oto Hierarchy, (m.y. va xévovue drag and drop kdmoio Object

péoa og kdmolo ototyeio tov Inspector mov ivan eotiacuévo oe dAio Object).
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2.2.1 Visual Scripting

To Visual Scripting enttpénetl Tv dnpovpyia Aoyikng, ototyeimv chvoeons kot cevapimv
vy woyviole 1 €QaproYEG Y®PIg TV €YYPAPN KOOWKO, KAVOVTOC TOV GLYKEKPYEVO TPOTO
WoVIKO 1oL KOAMTEYVES, GYEOOTEG Kol U TPOYPOUHaTIotés. Ta cevapla dnuovpyodviol e

GLVOLOCUO KOUP®V T OTOI0L TPOGPEPOVV LU0 TPOGOUOIWGT) TPOYPALATICTIKNG AOYIKNG.

To Visual Scripting ypnowonotel ypa@ikd otoyeio, To OMOi0 AVIUTPOCMTEVOVY
GUVOPTNGELS, TELECTEC 1| LETAPANTEG. ZTN GUVEYELL, UTOPEITE VOL GUVOEGETE ALTOVG TOLG KOUPOLG
amd TG BVPEG TOVG YPNOLOTOIDOVTAG AKPES. AVvTi vo ¥petdleTan Vo YPAQETE KMOKO YPOLLLUN TTPOG
ypopu, to Kavete OAo ontikd. ‘Eva amd T HEWOVEKTAUOTO oVTNG TG duvatdtnTag sivol m
YePOTEPN amddoon oe cuyKplon pe v C# AOym Tov YoUNAoD ETITEOOV EAEYXOV GTOVG TOPOVG
TOV TTOLYVIOLOL , 0AAG BEATIOVETOL KO GYEOALETAL ol VEQ U0V EKTEALECTG OTTIKMY GEVOAPIOV

mov Ba KAveL TV ardO0GT TV OTTIKAOV GEVOPIOV 60OV TavoLOLOTUTN UE T aevapla CH.

https://unity.com/features/unity-visual-scripting

Muog Kou gpeic oTOYELOVUE TPOG TO TPOYPUUUATIOTIKO HEPOg Tov Game Design, dgv

YPNOLOTTOMCapE TNV Asttovpyio avTn, EMAEEALE VO Ypayoue kKoo CH.
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2.2.2 GameObject

H xAdon GameObject tov Unity ypnoylomoleitorl yio vo ovOTOpaoTGEL OTIONTOTE UTOPEL Vol
vrapyet o o oknvi.Eva GameObject pmopet va gtvor otidnnote Omwg £va ¢mg 1 0 110G 0 YapaKTNpoS
TOV ik, pmopel va glvar kKo obvoro amd oAid GameObject.Tao GameObjects givar to. Sopikd
otoryeia yo oknvég oto Unity kot Agttovpyodv og doyeia yio Aertovpyikd otoryeio mov kabopilovy Tidg

oaivetor to GameObject kot Tt kdvel to GameObject.

Ytov mpoypoppotiopd, n kAdon GameObject mapéyet o cuAloyn pefddwv mov emTpETOLY VOl
avTopacel poll pe Tov KMokd, cuUTEPIAAUPAVOIEVOL TNE: EVPECNC, TNG ONHLOVPYIOS GLVOIECEWV KL TNG
OamooTOANG unvopdtov petatd tov GameObjects, kabdg kot g TpocHnkng N apaipeons otolyeimv mTov
glval ovvdedepéva pe to GameObject ko opilovtag Tipég mov oyetiCovial pe TV KOTAoTaoH TOLG OTN

OKMVY).

Layer Default
Over
Transform
Position

Rotation

Mormal

Always Animate

n +  Qutfitter (Script)
Bl ~ Player Controller (Script)

25



2.2.3 Animations and Animator Controller

To Animator Controller eivon éva Unity asset mov eréyyet T Aoy €vOG KIVOOUEVOL
GameObject. Evtog tov Animator Controller vmdpyovv katactdoeig(States) kot Sub-State
Machines mov cvvdéovtal petald tovg péow petafdacewv(Transitions). Ot KaTacTACELG €ivon M)
avarapdotacn Tov KMm xwovpévov oyediov(Animations) oto Animator. Ot petofdoelg
KatevBhvovv TN porn €vog animation omd TN o Kotdotacn oty dAAN. Eved ot petofdoeic
KatevfOvovy TN po1| TG AOYIKNG Kvovpevev eikdvev, ot XuvOnkeg(Conditions) mov diémovrat
arnd tic Mapapérpovg(Parameters) eléyyovv mOTE Ol KOTAOTAGES TOV animations UTOPOLY Vo,
PEOLY OTNV EMOUEVT] KOTAGTOON KIVOOUEVNS €KOVOC. Ot TIHéEG TV Tapapétpov aAldlovy amd
ocuoupdavta oe oevapa. o mapdderypo, Eva yapoaktnpog propetl va eAéyyetor omd Tov XpNno
YPNCLOTOIDVTAG TNV €10000 TANKTPOAOYIOL. AVTEG 01 TIHES IGO0V TPOTOTOIOVV TIG TLUEG TV
TOPOUETPOV KOl TOPAYOLV €vo. animation €kOVO TOL GUVOEETAL LE aVTEC PACEL TG GLVONKNG

mov £xel oplotet otov Animator Controller.

L )
=)
Auto Live Link

A

Any State

4
4
4

To Animator Controller mpoc@épet pa omecovion 6to twg Ba eEelyBovv Ta animations,

TapoOAa. oVTO_VIApYEL TPdmOC Vo ypnolponomcovue to Animations ywpic tnv ypnon tov
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Animator Controller. Méow scripting otnv C# pumopodpe vo karécovpe didpopa functions wdote

va eléyEovpe Ta animations Ypig vo UTAEXTEIS e KOVTAKLO KOl BEAGKLL.

private void Start() {
~anim.CrossFade( "Walk",

Animator.StringToHash("Idle");
Animator.StringToHash("Walk");
Animator.StringToHash("Jump");
Animator.StringToHash("Fall");
Animator.StringToHash("Land");
Animator.StringToHash("Attack");
Animator.StringToHash("Crouch");

var state = _player.Input.x == ? Idle : Walk;

Kot étor pmopodpue va ortidovpe éva mapopolo €ieyyo kataotdoewv pe Conditions kot
Transitions pé6vo omd KOOKOL.

private int GetState() {
if (Time.time < _lockedTill) return _currentState;

(_attacking) return LockState(Attack, _attackAnimDuration);
(_crouching) return Crouch;

(_jumping) return Jump;

(_landed) return LockState(Land, _landAnimDuration);

if (_grounded) return _input.x == ? Idle : Walk;
return _speed.y > ? Jump : Fall;

int LockState(int s, float t) {
_lockedTill = Time.time + t;

return s;
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2.2.4 PlasticSCM

To PlasticSCM eivor éva AOYIGHIKO 7OV EKUETOAAELTNKOUE KOTQ TN OPKED NG
AVATTUENG Y10 VO UTOPECOVUE VO dovAEDoVE TTapdAAnAa 2 (800) dtoua, tov idto mnyaio
koowa. Emmiéov, pag dlver m dvvatdtnta tov revert mov onpoivel Ot €dv Kdmow oTiyun
Kévovpe kdmolo AdBoc 1 offoovpe KATOO apyElo, UTOPOVUE VAL TACO GTIYUR VO YUPICOLLLE
miocw oe avtod 10 onueio. Emiong pmopodpe va dodpe kol v 16TOPIKOTNTO TOV OAALYDV TOV
nyoiov KddKa, KATL To 0moio pog foridnoe apketd oto va kdvovpe track Tovg pnyavicpovg Kot

TIG AELTOVPYIEG TIG OTOIEG EVOMUATMOVOVLE GTOV TNYOI0 KOIKOL.

2.3 EmnpocOcta mpoypappoto

["a ™ dnuovpyia £vOg moryvidlo, eival opKETE CNUAVTIKN 1 XPNON TOV TPOYPUUUATOV
eneEepyaciog NYov Kot eioévag oAAd Kot Tov Tpoypapupdtov 3D modelling kabohg eivat amd to

Baokd otoyyeia yio v emttuyio evog video game.

Onwg kot otig unyovég avantuéng video game, vIdpyovv apKETA GTNV Ayopd Yo TNV

KAALYM OUTAV TOV OVOYKOV.
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2.3.1 Aoywopikd 3d modeling

@blendeW

https://www.blender.org/about/logo/

Mepikd amd to o EVPEMS YPNOYLOTOLOVLEVO GTNV KOWOTNTA £iva:

e Blender - https://www.blender.org/

Maxon Cinema 4D - https://www.maxon.net/en/cinema-4d
3ds max - Autodesk - https://www.autodesk.com/products/3ds-max/overview

Ymv apyn tov development Tov ToYVIOOD HOAG, OTOPOGIGOUE VO ONUIOVPYNCOVUE
kdmoto 3d model yw va to coumepihdfovpe oe kamowo level aAAd copmepdvape TS yo ™)
onuovpyia Tov yperdletal apkeTd ¥pdvia eumelpiog kot ToAévto, mopdia avtd, To Blender pog
eavnke apketd eOkoAo e oVLYkplon pe to veodhowma Aoyopikd. Etor, koatoAnope va
P CLLOTOCOVLE ETOLN KOl d®PedY aAAQ ko ent mAnpoun assets, and to Unity asset store
https:/assetstore.unity.com/ KOl OV YPEWAOTNKE M YPNOYN KAmowov Aoyiopkol emefepyaciog 3d
modeling.
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2.3.2 Aoywopikd enegepyaciog 0yov

https://www.audacityteam.org/wp-content/themes/wp audacity/img/logo.pn

INo v enelepyocio tov Nyov, emiésape To Audacity hitps:/www.audacityteam.org/ KAO®OG
etvar dmpedv Kol 0 KOSKAG 0VOIKTOG. LVYKEKPIUEVD, oG BoNONGE VO TOPOUETPOTO|GOVUE TIG
ouyvotnteg TV footsteps tov KOHPLOV YapoKTHPa 0ALG Kol Tov zombies. H yprion emiong tov
Bondnoe apKeTd GTNV TEPIKOM KATOU®V CNUEIMV GTOVG NYOLG OV £lyOV UNOEVIKY] CLYVOTNTA
®ote vao. akovyovtal kKabapotepa Kot xwpig kamowo kabduotépnon. A&loonpueimteg eVOAAKTIKES

Mboelg etvon Ko to:

e FMOD - https://www.fmod.com/

e Steinberg nuendo - https://www.steinberg.net/de/nuendo/game-audio/
e Audiokinetic wwise - https://www.audiokinetic.com/en/products/wwise/

& Footsteps_MetalV'l_Walk_12 — u] X
File Edit Select View Transport Tracks Generste Effect Analyze Tools Help
n > ® K M © O 3O LR E °
4
Qk KDIE | «~ alalalqle

\!,a; 84 48 42 CickloStariMontorng 18 12 B 19; 54 48 42 3 0 24 18 :iz 5 0
MME ~ & Microphone (Reattek(R) Audio) 2 (Stereo) Recording Chann ~ #(}) Headphones (LE_WH-1000XM3) v
v oo 0.10 0.20 0.30 0.40

A N " "
| Footsteps_tr| Footsteps_MetalVi_walk_12
Mute Solo 1.0
= B
oy || @3
L R 1
SRS ] , -
WMono, 48000Hz
32-bt float 05

Project Rate (Hz) | Snap-To | | Start and End of Selection v l—
[awo0 ]| or - |[o0mO0mMO0000SY [00R00MO00/0008Y 00h00mOO0s

Stanned Click and rran tn move rinkt celartinn hanndans
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2.3.3 Aoywopikd emeCepyaciog EKOVOG

https://www.gimp.org/images/frontpage/wilber-big.pn

Méoa 610 mAaiclo avdmtuéng tov video game, vINPYE N AVAYKT ONUOLPYING CTOTIKMV
EIKOVOV OTMG Yo Topaderypo To ending scene, yio T0 0oio a&loTOMGAE TIG SOLVATOTNTESG EVOG

GAAOL OWPEAV Ko OVOIKTOU KOOWKo Aoyispkov, to GIMP https:/www.gimp.org/, éva amd T Mo

onuoe\n ko user-friendly epyoieio emefepyaciog swovag ko Oyt povo. Iapdpoov tHmov

Aoylopikd glvar:

e Kirita - https:/krita.org/en/

e Adobe Photoshop - https://www.adobe.com/gr_en/products/photoshop.html

e Microsoft Paint - https://apps.microsoft.com/store/detail/paint/9PCFS5B6T72H

HED THEM ALL
IME TO GO HOME
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3. Take’ Em Down

3.1 To mayyvion

To game ovopdletar Take’ Em Down ko givon éva 3rd person, zombie action hack n’
slash game vlomompuévo pe Unity 2021.3.4f1. Apopd évav kametdvio, tov Effwan (xvpiog
yopaxtnpog pe Katoymynq v Kopéa), o omoiog petd ™ cvvipin tov aepomidvov, Bpioketal
puovog Tov evavtio o€ Zombies To omoio TPEMEL Vo E0VOETEPMGEL PE UTOVVIES, omaf1d 1| d6pv,
Yo Vo, TPOY®PNoEL otV emduevn miota, pExpt vo Ppebel avtipétonog pe tov Azrarg (kbplo

boss). To 6vopa tov kKbprov yopaxtipa, Effwan, tpoépyetar amd to Prefab pe titho “FO1”.

AwAéEape va eTidEovpe avtd 10 €100¢ maKvidoD 0Tl Bewproape OTL KATEXEL TO
KatdAAnLo eminedo dvokoiiag yio évav apydplo oto Unity Engine aArd kot yevikag oto Game
Development. Xvykekpiéva, vroBécape mmwg n ypnon €vog 3rd Person controller Oa peidoet to
¥POVO LAOTOINGNG ™G TPOG TNV AAANAETIOPOACT TOV XOPOUKTAP®V He GAAQ ovTikeipeva. Q¢ €va
melee-based mayviol, cvykpltikd pe dAlec katnyopieg maryvidiwv (shooting, racing, sports,
KAT.), mapé€xel To PIKpOTEPO PaBd TOALTAOKOTNTOG Kol OVGKOAING MG TPOG TNV LAOTOINGT TOL.
Emunpdobeta, xatd ) onpuovpyior Tov moryvidlol, TopatnpdvIog TV TAEOYNeio TV dmpedy
assets mov mopéyel to Unity Assets Store https://assetstore.unity.com pog €kove oxOpo 7o
Glyovpovg ylo TNV EMA0YN TOV €i00VG TOL game Kabmg Bl LG ETETPETE VO TO TPOTOTOMGOVE
o€ OAN TN SLapKELN TG LAOTTOINGNS YwpPic va Eepedyovpe amd TOV 6TOXO HOG.

Mo 1o rendering, éyer ypnowomombel 1o URP pipeline kabBdg elvar 1o poé6vo mov aenve

neplBdplo cupuPaTdTNTOC LLE TO assets Tov £Yove BPEL Kot XPNGYLOTOMGEL 6€ OAO TO oY ViOL.
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3.2 Baowi) oop] myaiov KOOWKa

[Ipotov meprypapovv ta it ta scripts, a&ilel va TovioTel N TPAKTIKN Olo®PIoNG TOV
scripts mov akolovdnOnke, og 600 (2) katnyopies. Ta kowd, Tov ypNGILOTOOVVTAL 1] £TOVTOL VO
ypnooromBovv 6to PEALOV omd TOAAG avTikeipeva 1| ToTeC, Kot To. map-specific scripts mov
aPOPOVV AEITOVPYIEG CVYKEKPIUEVES Y10 KATTOLN TGTA 1] OKNVY. X TepinTmon mov o Behcovpe
Vo KOADTEPEDCOVLE KOl VO EUmAoLTIcOVpHE TO Toyvidlt 6To HEAAOV, M TOKTIKY avt Oo pog

BonBnoetl apKeETA WG TPOS TNV KATOVONGT Kot TNV dloElpLon TOAADV scripts.

« i Scrpts

~ @ Dock Thing
Cthulu.cs
FenceGate.cs
HealthBar.cs

~ @ Menu
DropDownHandler.cs
Flex.cs
MenuManager.cs

~ il Revil

ZombieHead.cs

DestroyAfter.cs

Enemy.cs
GameManager.cs
Outfitter.cs
PlayerController.cs
Potion.cs
SelfDestruct.cs

ZombieMaviMesh.cs
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To ka0¢ script oto Unity Engine, amd mpoemiloyr|, amotereital omd €vo Paocikd GKEAETO, pia
KAdon pe 1o O6voua Tov sciprt wov kdver extend to MonoBehavior (Unity Technologies, 2022) kot

meplEyel 000 Paocikéc cuvaptioels, v Start() kot Tnv Update():

using

i
1sing

I
L

Méca oty KAGom ovTh, UTOPEl KATO0G Vo OMUOLPYNOEL SIKEG TOL GUVOPTNGELS N V.
YPTOUYLOTOIGEL OVTEG TOV TTAPEYEL 1 1010 1) POV Y10 GUYKEKPIUEVES AEITOVPYIEC OTG Y10 TAPASELY AL
v OnTriggerEnter() 1 v OnCollisionEnter(). Onwg oe kabe avTiKeevooTpapn YADCOH
TPOYPOUUOATIOUOV €161 Kou 6T CH#, pumopolie vo. opicovpe YopaKTNPIoTIKG/HeTaPANTEG TG KAAONG Yol
va meprypayovpe To ovtikeipevo. Emiong, éxet onpacio o tpdnog mov ektifeton pio petafinti (public 1
private) ywti éxer avtiktvmo oto Unity Editor, ov public kot ot serialized petafintéc pmopovv va

aArha&ovv pécsa amd to Unity Editor evd ot private oxu:

public class Hello : MonoBehaviour

1
[Header("Visible™)]
public int ThisCan itedTl ghEditor
[SerializeField] private string IAmSpecial

[Header("Hidden™)]

private g ICannotBeEditedThroughEditor = "xtonousou";
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B\ ~ Hello (Seript)

Visible
This Can Be Edited Through Editor 0

:cial And Can Be Edited Throu »~_*

H ovvéptnon Start() kaAeitor poévo pio popd katd tnv exkivion tov script 6tav onioadn
KOAETOL Y10 TPDTN QOPA.

public void Start() {
Vector3 localScale = transform.localScale;
thirdPersonCamera = GameObject.Find("ThirdPersonCamera”).GetComponent<Transform=
animator = GetComponentInChildren<Animator>();
rb = GetComponent<Rigidbody=()
col = GetComponent<Collider>
gameManager = GameObject.FindGameObjectwithTag("GameController").GetComponent<GameManager:

reactions.Add(reactShockedClips);
reactions.Add(reactGaspClips);
reactions.Add(reactLaughClips
reactions.Add(reactSighClips

distToGround = col.bounds.extents.y

H ocvvapton Update() kareitar cuvéyeta yio kdOe frame per second (gikdva to
devtepPOAETTO) Kot ekel PpiokeTol TO HEYAADTEPO TOGOGTO TOL KMOOKN KABMG eKel

OAANAETIOPOVY GE TPAYUATIKO Y¥POVO TO OVTIKEIPEVH PETOED TOVG, OGO TO TouyVviol eival og
opdo

public void Update() {
if (gameManager.gameIsPaused || isDead || PlayerPrefs.GetInt("wonGame™) == 1) return;

distToGround = col.bounds.extents.y+8.3f;

HandleWeapons

PlayerAttack

PlayerMove

HandleFootsteps

HandleReactions

GUIUpdate
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Emiong vrdpyer xor n ocvvaptnon FixedUpdate(), mapopowa pe v Update(), ardd kaieiton kébe 0.02
devtepdienta (50 KAnoelg To devtepdAento) Yiati ypnoonotel 1o cvotnra eucikig tov Unity Engine.
Kvpiwg, ypnoponoleitor yio va eneepyactodpe 1 TOPAUETPOTOU|CGOVHE TO YOPOKTINPLOTIKA TOV

RigidBody components ta omoio £yovpe opicel oto aviikeipeva (T). QUOIKEG OLVAUES OT®G T

Bapvtnta).

public void Fixedupdate() {
if (gameManager.gameIsPaused || 1sDead) return;

layerMask = 1 << 26;
layerMask = ~LayerMask;
CheckLife();
CheckGround

lwasFalling && 1sFalling) startOfFall = transform.position.y
(!wasGrounded &5 i1sGrounded

float fallDistance = startOfFall - transform.position.y;

if (fallDistance >= minimumFall) PlayerTakeDamage("fall®”, fallDistance)
if (fallbistance >= minimumJump) StartCoroutine(PLlaySound("jump/Land"));

wasGrounded = 1sGrounded;
wasFalling = 1isFalling;

rb.AddForce(Physics.gravity = gravityScale , ForceMode.Acceleration

[Mponyovpéveg, avapépbnkav otr cvvaptioelg OnTriggerEnter() kot OnCollisionEnter() ot omoieg
KOAOVVTOL QLTOUOTO OTOV “KATU 1oYVEL, OTOV 1 AEEN “KATL” TTEPLYPAPETAL AO TO OVOUO TNG 10106 TNG
ocuvaptnorg (trigger, collision, kAx.). Onmg ko1 6€ GAAEG YADOOEG TPOYPOLUATIGHOD LITAPYOV Ol Opol

events 1 listeners ov Teptypapovy T Agttovpyio aVTN.

210 oy vidl, EKUETOAAELTHKOUE TN AEITOVPYIO TOVG YO VO TPOYPAUUOTIGOVUE TOV unxavicpo “ladder”,

dnAadn to Tt cvpPaivel oTov KOPLO YapoKTipa Otav o id1og o yapaktipag Ppioketal 610 TAAIGIO TG

oKAaAag, 1| 6tav Ppicketol KOvid 610 XEPUTAOKAUL ToL Azrarg (boss).

36



void OnCollisionEnter(Collision col) {

if (gameManager.gameIsPaused || isDead) return;

vitch (col.gameObject.tag) {
ase "Ladder":
canJump =

canChangelle

AxolovBdvtag Tnv Aoyikn Tov listeners, umopel KATOL0G VoL VAOTOUCEL TO input TOL TALYVIS100, OTMG Y10
Topddeypo to Tl cvpPaivel 6tav o ypNoTNg TATHGEL TO TANKTPO “W”. Avti 1 pébodog €xer mAéov

KatapynOel aArd eEarxolovbel va vtapyet Yo A0yove cuuPatdTnTog.
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3.3 Ilgprparrov

To meppdAriov Tov Toyvidlov aeopd oTdNmote avtikeipeva (terrain, walls, lights, grass,
trees) to omoia cupPoArilovv v KGO TioTa Eeymplotd. XTo Moy viol avtd, dev ypnoLomomOnke
KAmOl0 1010{TEPO terrain 1 YEVIKMG 1 AEITOVPYIKOTNTA TOL terrain Gov OVTIKEIPEVO, dAAE o1
0éon tov ypnoomomOnkay avrikeipeva tomov Plane yio va peudoovpe v molvmAokotTnTo
kabhg Eexvnoape og apyaplot. 'Evag axopa Adyog yia tov omoio StohéEape To amdd avTikeipeva
Plane, sivon yloti to mouyvidl dev mepiéyel mioteg pe peydan éktaomn kot eivon static. Emiong, to
avtikeipeva tomov Plane éyovv apketd kaAvtepo collision detection kot yeEVIKOG KOADTEPO
rendering.

To terrain object BonBdel ce TepTTdGELG TOL VILAPYEL dvvapikn PAGoTnon (vegetation)
kot mov ypnlert v ovaykn toyoioag Oomuovpyiag motdv (dynamic map generation).
EminpocBeta, dtav n miota dev mpénetl va eivan flat ko O mpémer va Exel axapyieg (.. fouvo),
N xpnon Tov aviikelévou TOmov Terrain eivor KOADTEPN EMAOYN amd TN YPNON TOV
avtikeypévaov Plane.

Y k0Pe mioTa, VTAPYOLV TEPLOYES OTIC OTOie OTAV PPIOKETOL O TOUKTNG AKOVYETOL KOl O
avédloyog Nxos. Avto €xel emitevyBel pe ™ ypnom oweopwv Plane objects kot AudioSource
objects. ['a mapddetypa, 6tov o maiktng Ppicketar mveo o pio Aakovfa pe vepd kol vdpyet
ypaciol tote Bo akovyETAL 0 1X0G TOV VEPOL Kot OTL KATL petakiveital oto ypasidl. Me tov idto

TPOTO £YovLLE LAOTOMGEL kot To. Footsteps tov kdbe “Cwvtavov” object.

3.3.1 Ilicteg/Maps

2V ovykekplpuévn viomoinor, vapyovv dVo (2) maps oto omoia Exovv avomTuydel
povadtkég Asttovpyieg ko Egxwpilovv peta&d tovg. Otav 1o moyvidr Eekvd, o xpnotng PAETEL
TO HeVOL oT0 omoio umopel var dtoAécel ouykekpluévn miota yuoo va moiel. Otav o ypnotng
oAoKANpdGoEL TV Tiota TNV omoio €xel emAEEEL, €EOVOETEPMVOVTIOG TOVG €XOpOVG Kot
akoAovbmvtag TV mopeia ¢ kdbe miotoc, petafaivel otny enduevn (progression). Avtd eivar

ONUOVTIKO Y10 VO VTTAPYEL EEEMEN oTNV 16TOPia EVOS O VOO0 aAAG KO VO KPOTAEL TOV YPNOTN
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o€ TMEPEPYELD Y10l TIG EMOUEVEG TIGTEG OAAL KOl YEVIKMG Y10 TNV 1GTOPIR TOV O VIS0 Kol TG
nepluével va teleidoet (game ending).

To Take” Em Down, éyel ¢ okomd v emiotpo@n| tov Effwan 6to onitt Tov apod npmdta
oKOT®GEL OA0 To. Zombies kot Tov apynyo otnv televtaio miota. Ot dvo (2) mioteg umopodv va
YOPOKTNPIoTOVV ¢ bare minimum Yo va VILAPYEL £VAL GYETIKO progression 6e £vol Toryviot.

Kotd ™ dupreta tov development aAld kot ot petémetta Ao tov moryvidros (apov
&xel oAokAnpwbel) PprKope OPKETA oNUOVTIK TN ¥pon Tov debug messages Yoo vo HOG
Bontnoet va e&iyyvidoovpe bugs oe eminedo KMOOWKA. XVYKEKPIUEVA, £YOVUE ONUOVPYNGEL EVa
emmAéov Ul mov eivan cav éva overlay/hud to onoio pog arotvndvet tig boolean petafintéc tov
yopoktpa pog (.. Eqv emtibeton, edv Ppioketon otov aépa, kAn.). To debug Ul dev Oa mpémet

va vapyel o€ public release £ékdoom, eivat Yo Adyoug testing.

HEALTH! 76, SB269%

VELOCITY: (B.06, 8.08, 8.688)
HORIZONTAL :

VERTICAL:8

MOUSEX: B

MOUSEY: B

LAST FALL DISTAMCE:Z2.564364
PLAYERDAMAGE: 22. 5
ISGROUNDED: TRUE

ISMOYING: FALSE

CANJUMP: TRUE

CANRUM: FALSE

CANCLINMB: FALSE
CANCHANGEWEAPDNS: TRUE
CANATTACK: TRUE

UL Debug hud

H Juwyelpion tov motodv, yivetow omd 1o script GameManager.cs kol TO

MenuManager.cs. To mog Ba petafel o ypnotg ommv enduevn micto, 1 oIV TOTO TOVL EYEL
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emAégel 0 pMoTNG amd 10 HevoD Kol ¢ KAEIveL 1) 1oTopia pag wiotog Kot yivetar n petdfoon

otV enopevn, ta dwxelpiletar to GameManager.cs.
A&ilel va toviotel, Tog 1 petdfacn oty emouevn Tiota yivetal pe Bdon tov apluo twov

Covtavov zombies, dnAadn 0 xpNnog Ba mpémel TPOTA VoL GKOTMOGEL OA0. ToL Zombies Yo v

TEPAGEL GTO ENOLEVO MaAp 1) 16TOPiaL.
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GameManager.cs X

Assets » 5 t GameManager.cs

29 public void CheckFceme(} i
if (PlayerPrefs.GetInt("wonGame") == 1) return;

switch (SceneManager.GetActiveScene().name) {

case "Revil":
RevilProgression();
break;

case "Dock Thing":
DockThingProgression();
DockThingBoss();
break;

public void RevilProgression() {
if (GameObject.FindGameObjectsWithTag("Enemy/Zombie").Length == 8) {
LoadScene("Dock Thing");

public void DockThingProgression() {
if (GameObject.FindGameObjectsWithTag("Enemy/Zombie").Length == 8) {
FenceGate fenceGate2 = GameObject.Find("fence_gate 2").GetComponent<FenceGate>();
if (!fenceGate2.open) {

fenceGate2.0penFenceGate();
if (Mathf.Abs(fenceGate2.GetZRotation()) < 0.005f) fenceGate2.open = true;

FenceGate fenceGate3 = GameObject.Find("fence_gate 3").GetComponent<FenceGate>();
if (!fenceGate3.open) {

fenceGate3.0penFenceGate();

if (Mathf.Abs(fenceGate3.GetZRotation()) < 0.005f) fenceGate3.open = true;

public void DockThingBoss() {
if (player.bossBattle) {
BossHud.SetActive(true);

if (GameObject.Find("Human_Mutant").GetComponent<Cthulu>().isDead) {
BossHud.SetActive(false);
PlayerPrefs.SetInt("wonGame", 1);
StartCoroutine(WaitForWin());

Progression. Game Manager script




public void Update() {}

public void ExitGame() {
#if UNITY_EDITOR
UnityEditor.EditorApplication.isPlaying = false;
#else
Application.Quit();
#endif

public void LoadScene() {
SceneManager.LoadScene(selectedScene);

Time.timeScale = 1;

public void LoadCredits() {
creditsMenuCanvas.SetActive(true);
mainMenuCanvas.SetActive(false);

public void ExitCredits() {
mainMenuCanvas.SetActive(true);
creditsMenuCanvas.SetActive(false);

Scenes. Menu Manager script

3.3.1.1 To pevod “Menu”

To pevov givarl amd ta mo Packd otoyeio oe Eva maryviol kabag eivar and ta TpoTo
TPAYUOTO LE TO OTO10 OAANAETOPA O YpNoTNG. Mmopel va unv 10 £(0VUE GTO HVOAO LG MG
“mlota”, aAAG ot AoyiKr] TV omoio akoAovOnoape, To pevov eivor axkopa pio miota. Edv
aKOAOLOGEL KATO10G T TNV TEYVIKT Ot TOV £lval o EVKOAO VO GUVOEGEL, TPOYPOLLLUATICTIKA,
TO HEVOL E TIG BAAES THOTEC KO TIG TOTEG TOW GTO UEVOD.

| Par

~ REVIL
Dock THING

-

[ CReas ]
I 1T

Menu. Map selection
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s% DEVELOPED BY *™

SoTIirIOS Roussis (xToONOUSOU? &% MIikoLaos PETROPOULDS CALTAIRET)
¥ Uwl s~

#Maps: #F¥ & SHaDERS:
OLp SEa PORT — EWvIROMMENT | BY [CFamTAUZZ0] SIMPLE WaTER SHADER URFP | By L[IeMITECODERS]
FPS SHOOTING MOBILE GaME OPTIMIZED EMvIROMMENT | By [MuBasHER AmER] Broop GusH | By [RRFREELANCE - PIXELBURHER]
HIT & SLasHES YoL.3 | By [SIMESTESIA STUDIO]
H#CHARACTERS AhD MODELS: CarTOOM FX FREE | By [JeaM Morewol
FREE Low PoLy HumaM — RPE CHeracTER | By [BLINK] ALLSKY FREE — 18 Sky ~ SkvBox SET | By [RPEWHITELOCK]
HumaN_MuTaNT | By [VapIn ZIAMBETOV]
Sc1 F1 OFFICER CePTaIN | By LALL * STaR CHARACTERS]
ZOMBIE | By [PXLTIGER] #Music & Sounp EFFECTS:
SEVERAL SWORDS WITH ScaBBARDS RAB | By [ANDREY Bvykovl CREDITS MUSIC BY [SEVELIAN GJYZELII
PoTions | By [GaMEPLAN VFH] Sworps Sounps Pro 1By [SipEarM STUDIOS]
BLooD SPLaTs SF¥ — PLaTvPus PaTROL | By [PLATYPUS PaTROL]
#FoMTSE FieHTiNg SFX | By [PLatvPus PaTroL]
BLoooy | By [Javes FoOrDvcE] HORROR AMBIENT ALBUM — BEB319 | By [GWRITERSTUDIO]
Voices — Essewtiais | By [Hox_Sou
SHRPEFORMS AUDIO FRee Sounp EFFecTs | By [SHaPEFORMS]
Free ZomBIE CHARACTER Sounps | By [Ipia SoFTwere LLCI
FooTsTEPS — ESSENTIALS | By [HOX_SoUND]

Menu. Credits showcase

3.3.1.2 H niota “Revil”

Revil. Map overview

Tnv miota avty v Ppnkape oyeddv éroyun oto Unity assets store. o vo kaAvyovpe Tig
avayKeg Tov TayvidwoL TpocHicape mapamdve PAdctnor, tomobetnoope to zombies, &va
potion mov divel otov yapaktipa health kol kavape interactive to avtikeipevo mov Ppickoviot

oe vt (m.y. ladders).
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‘Exovv tomoBetnbeil emumiéov Plane objects yio va kévovpe Agttovpywkd to movement Tov

YOpoKTNpo ALY Kol Twv Zzombies (navmesh agent).

Revil. Helpful plane for movement

AOY® kdmolwv bugs mov Pprkape otnv T0mo0bETNoN TV objects TOL map, AVOYKAGTNKOUE VO
onuovpynoovpe emmAéov avrikeipeva tomov Plane ywpic to Renderer evepyomomuévo, yia va

TEPLOPICOVIE TOV XOPAKTAPO OO TO VoL Pyaivel EKTOC amd o OpLol TOL €Vl QTIYUEVO TO map
(OutOfMapProtection).

Revil. Out of map protection mechanism
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Mmnopet va avapotdel kKamoog, ti akpiPag ivol to zombie KePAAL, TAV®O 0PIOTEPA TG TOTOC.
Mo v depedivnon tov triggers (unyoviopnog tov Unity yia callbacks €dv pia cuvOnikn sivot
aAnOng) tomoBenoape to KedAl tov prefab amd To zombies kot Otav Ko pudévo OtavV O
Yopokmpag Ppioketol 610 TAMIGIO TOL €(oVUE OPIcEL, TOTE TO KEPAAL PETAKIVEITOL ATOTOLLO

TPOG TNV HEPLA TOL TTAKTY Y10 VoL TOV TPOAEEL (e Nx0).

Revil. ZombieHead jump scare

Yy 01 miota éxel tomoBenOel éva pkpd prop, pe tn Aertovpyio Tov potion OGTE OTAV O
yopaxtnpog Ppicketon oe avtd, ondet (epeaviCoviag mpaciva particles), kot tov diver +10 HP
o10 health tov. Avtd Ponbdel apketd Tov maiktn kabhg €xel apkerd zombies N wioTo Kot etvan

OYETIKA SVOKOAO VoL TNV OAOKANPMGEL.

Revil. Green health potion
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Potion.cs X

System.Collections;
System.Collections.Generic;
UnityEngine;
Potion : MonoBehaviour {
PlayerController player;
potionHealthBoost 33
L potionSuccess =

id Start() {
yer = GameObject.FindGameObjectWithTag("Player").GetComponent<PlayerController>();

id Update() {}

onTriggerEnter(Collider col) {
(potionSuccess) :

player.health += potionHealthBoost;
potionSuccess ue;
StartCoroutine(player.PlaySound("react/reflexion"));

transform.GetChild(@) .gameObject.SetActive(f
transform.GetChild(1) .gameObject.SetActive(
transform.GetChild(2) .gameObject.SetActive(
transform.GetChild(3) .gameObject.SetActive(tru
Destroy(gameObject, 5);

Potion. Green health potion script

‘Eva axopo onpoviikd pépog g mictag ovtng, €ivor o unyoviopog tov ladders mov éyet
avantuydel, o omoiog divel T duvatdHTTO GTOV TOIKTN Vo oveRaivel OKAAES Katl Vo Tyoivel
Tévo ce GAAL OVTIKEILEVA.

Revil. Ladder support
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3.3.1.3 H niota “Dock Thing”

Dock Thing. Map overview

Tn devtepn kol tedevtaio ToTA TOL TOLYVIOWD, PpPNKaUE €mioNg oYedOV £TOUN OTO
Unity assets store. I'evikmg, dev €yovv yivel moAAEg aAlayég cvykpltikd pe v “Revil”. Ztnv
mioTo ovTr, HTopel 0 MOIKTNG Vo TATAEL TAVD OTIS EOAVES TAATQOPUEG OAAG KOl VO UTTEL GTO

Kkbotpo. Otav mécel 6To vepPO, 0 TOUKTNG XAVEL KOt EEKIVAEL TO progress amd TNV apyr| TG TioTos.

Dock Thing. Water instant death

Ta zombies &yovv TomoBetnBel oTatiKA O GLYKEKPEVO onpeio TG Tiotag To omoia

ATOPEVLYOLV Ta OpLaL TNG EOAVNG TAATPOPLOG Kot OEV TEPTOVV GTO VEPOD.
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IMa v vAomoinon kot gpedvion tov vepol, £xovv ypnoyrorotnel moArd blocks/squares

oTo omoia Tovg £xovpe opicel kamoto shader.

Shader Shader Graphs/WaterShader

Dock Thing. Water Shader graph

Dock Thing. Water Blocks of shaders

210V QApo €yovpe TOMOBETNGEL PMOC TO OMOI0 TEPICTPEPETAL Y10 VO OIVEL TNV EUPAVIoT €VOG

(@APOV, TO OTOI0 PMG OEV TEPVAEL LEGA OO EMPAVELES.

Dock Thing. Lighthouse overview
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['a to progression otnv miota avtn, £xovpe mPocshicel Evav unyovicpd oty KHplo TOAN TOL
yopilel 1o map, n omoia avoiyel 0TavV Kot HOVO OTOV 0 TTAUKTNG OKOTMGEL OAQ TO, Zombies €101
wote vo. mpoympnoel 6to boss (Azrarg). I'lo 10 cLYKEKPYEVO, EXOVUE YPNOUOTOGEL Uiat

ovuvOnkn mov eAéyyel Tov aplBud Tov evepymv Zombies prefabs avalntovrog ta “Tags”.

Dock Thing. Fence gate open to boss

FenceGate.cs X

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

public class FenceGate : MonoBehaviour {
[SerializeField] public bool open = false;
private float speed = 0.33f;

public void OpenFenceGate() {
Quaternion target = Quaternion.Euler(-9e, 0, 0);

transform.rotation = Quaternion.Slerp(transform.rotation, target, speed * Time.deltaTime);

}

public float GetZRotation() {
return transform.rotation.z;

Dock Thing. Fence gate script
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Ortov 0 maiktng mepdoet v TOAN, epeaviletar to health bar tov Azrarg mov onpaivel Tmg o

oK TNG TPEMEL VO GKOTAOGEL TO bOSS.

AZRARG THE FORBIDDEN SEA MONSTER

Dock Thing. Azrarg health bar

> péom mepinov g miotag, £xel tomobetnOel éva pukpd campfire.

Dock Thing. Campre
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3.4 Player
3.4.1 Input

To input cvotnua mov akoAovBel to moyvidt givar to legacy. 1o Unity3D omd v
éxooon 2019.1, vmépyer karvovpro cvotnua ywo to Input (Unity Technologies, 2019) 1o omoio
TapEXEL OPKETE TTOPATAvVD duvatdTNTEG Kol glvarl Mo gOKoA0 ot Olayeipion. AwAélape vo
akolovOncovpe 10 Legacy System kabdg, wg apydplor, oxeddv OA0L ot 0dnyoi Ko to tutorials
pog kabodnyovoav oe avto. [apdria avtd, to Legacy System Oo eEaxoiovbel va vdpyel 6to
HEALOV YlOL VO UTTOPECOLV T LITAPYOVTO ToyViole va. PeTaPidoovy Tov KMOOIKA TOVS GTO

KOvoOPlo GUGTI AL

if (Input.GetKeyDown(KeyCode.LeftControl)) {
transform.localScale -= scaleChange;
Instantiate(magicPoof,transform.position,transform.rotation);

1
3

if (Input.GetKeyUp(KeyCode.LeftControl)) {
transform.localScale += scaleChange;
Instantiate(magicPoof,transform.position, transform.rotation);

Input. Legacy system on PlayerMove

Ot dvvatdtnTeg oL Oivel To mayVidl oTov KOplo yopoktinpa, tov Effwan, givan va kwveiton, va
TpEYEL, Vo mOAEL, va okVPel, va emtiBetar, va aAAdlel Omho (Umovviég, omabid, d0pv) Kol v
oAhGlel epeavion ota onabid (skins). Me to movtiki, pmopel o maiktng va yopiler v Kduepa

360 poipec.

e Kivnon pe tatmpo tAnktpov WASD

o Tpé&ipo pe mapatetapévo matnua tanktpov LEFT SHIFT 1 RIGHT SHIFT

o [Indnua pe matmua tAnktpov SPACE

o Yxuywo pe mdtnua tinktpov LEFT CONTROL  RIGHT CONTROL

e Emnifeon pe mdtnua apiotepov click

e Allayn OTAOL G€ UTOVVIEG PE TO TTatnpa TAnKTpov NUM 0

e Allayn omiov og omabi (mov ypnoomoteiton e T0 €va XEPL) UE TO TATNO TANKTPOV

NUM 1
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o Allayn 6mhov og omabi (Tov ypNoIoTOoLEiTOL HE To dVO YEPLOL) UE TO TATNUO TANKTPOV
NUM 2

e Alhayn 6mAhov o€ dOPL pe To TaTNHo TAKTpov NUM 3

o Allayn epeaviong onabiod pe 1o WHEEL tov movtikion

o Allayn xauepag 360 polp®dv pe TV Kivnon Tov TOVIIKIOD, TAV®, KAT®, aploTeEPE Kot
oe&1d

3.4.2 Controller

private void PlayerMove() {
if (isDead) return;

horizontalInput = Input.GetAxis("Horizontal");
verticalInput = Input.GetAxis("Vertical®);

if (Mathf.Abs(horizontalInput) + Mathf.Abs(verticalInput) != @
isMoving = true;
else {
isMoving = false;

animator.SetFloat("Speed_h", horizontalInput
animator.SetFloat("Speed_v", verticalInput);

transform.Rotate(Vector3.up, horizontalMouseSpeed * Input.GetAxis("Mouse X"));

thirdPersonCamera.transform.Rotate(Vector3.left, horizontalMouseSpeed * Input.GetAxis("Mouse Y"));

Input.GetKeyDown(KeyCode.LeftControl)
transform.localScale -= scaleChange
Instantiate(magicPoof, transform.position, transform.rotation);

(Input.GetKeyUp(KeyCode.LeftControl))
transform.localScale += scaleChange;
Instantiate(magicPoof, transform.position, transform.rotation);

float currentSpeed = moveSpeed;
if (Input.GetKey(KeyCode.LeftShift) || Input.GetKey(KeyCode.RightShift)
currentSpeed = runningSpeed;
canRun = false;
else
currentSpeed = moveSpeed,;
canRun = true;

rb.AddForce(transform.right * horizontalInput * currentSpeed, ForceMode.VelocityChange);

rb.AddForce(transform. forward * verticalInput # currentSpeed, ForceMode.VelocityChange);

HandleJump
HandleSpeed();
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Y10 mopamdve Function PlayerMove() yeipilopocte v katevbovvon tnv omoia 0
naiktng 0éhel va kivnBel maipvovtag v €16080 amd to TANKTPoAOYo(WASD) kot va kovvioet
TOV YOPOKTNPO 6TOV GEova X-Z Kot ToipvovTag TNV 16050 amd TO TOVTIKL Y10 VO TEPIGTPEYOLLLE
mv kauepa 360 poipec. Kpatdvrag matmpévo 1o Shift n taydtnta tov yapaktpa avePaivel

ONAadN TPEYEL TTO YPIYOPOL.

Enicelg og avtd 1o function kpatdue v petafint isMoving 6mov abpoilovpe g amdAvTteg
TIWES TV inputs yia va EEpovpe mOTé 0 ¥PNOTNG oTapatdel va divel EvoAn kivnong, v onoio

Ba TNV ¥PNOYLOTOUGOVLLE Y10, TOLS NYOVS TOV PNUATOV KOl TOCO TPEMEL VO, TTOLYTOVV

private voild HandleFootsteps() {
if (!isGrounded) return
if (lisMoving) return

footstepTimer —= Time.deltaTime
1f (footstepTimer <= 8
StartCoroutine(PlaySound("footsteps®))

if (isMoving) {
if (canRun) footstepTimer = baseStepSpeed
else footstepTimer = baseStepSpeed * sprintStepMultiplier

kabBdg Kot yio to HandleSpeed() oto 1éhog Tov function 1o omoio onpovpyndnke yio va eréyyet

TNV ToYOTNTO TOL YOPOKTNPO OTOV OTApATdEL Vo Kiveital. Ady® Tov TpOTOV LAOTOINONG TNG
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Kivnong pe  SuvAUES TopOTL OTL €IVOL O PEQAICTIKO £YEL MG OMOTEAEGHO VO KAVEL TOV
YOPOKTNPO Vo, YMoTpdegl 0tav mpoomafel vo akitvnromonbel petd and kivnon. Me oavtd 10

function UmToOpoOVLE VO LELOGOLVLE TNV TOYVTNTO TOL YOPUKTNPA OUAANL KOL YPTYOPO.

private void HandleSpeed() {
Vector3 flatVelocity = new Vector3(rb.velocity.x, ©, rb.velocity.z);
1f (flatvelocity.magnitude > moveSpeedLimit
Vector3 limitedVelocity = flatVelocity.normalized * moveSpeedLimit
rb.velocity = new Vector3(limitedVelocity.x, rb.velocity.y, limitedvelocity.z);

if (lisMoving) rb.velocity = new Vector3(®, rb.velocity.y, @

Téhog éxovpe to HandleJump() to omoio eA&yyetl yio GALO Kot TPOGTATEVEL MO KATAYPNON TOV
dipatog (dmepo dAparta). Ilepuéver input to kopPio (space) kol o YopoKTHPOS Vo givat

1sGrounded

private vold HandleJump() {
if (!isGrounded || canClimb) return

if (Input.GetKeyDown(KeyCode.Space) && canJump) StartCoroutine(Jump());

v va Eexvnoet to Coroutine Jump() kot va TpocBécet pia SOVapN GTOV YopaKTHPO ord KAT®
TPOG TO. TAVM Kol vo. Tov Kével va tonéetl. (Xpnowomotovpe 1o Coroutine ywoti pog divel
KOADTEPT 0mdGOOGN KOt TNV dLVATOTITA VA PNV KAEWOGOLE TO KOplo thread dote va propovpe

va kévovpe wait £va timer.)
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public IEnumerator Jump() {
canJump = false;

JumpTimer —= Time.deltaTime;

1f (JjumpTimer == 8) {
StartCoroutine(PlaySound(" jump/start®));
if (canJump) jumpTimer = baseJumpSpeed;

animator.SetTrigger( " Jump"”);
rb.AddForce(Vector3.up * jumpAmount, ForceMode.Impulse

yleld return new WaitForSeconds(8.5f);

JumpTimer —= Time.deltaTime;

if (JumpTimer <= @]
StartCoroutine(PlaySound (" jump/land"));
if (canJump) jumpTimer = baseJumpSpeed;

canJump = true;

Metd va tpééet éva timer Yo va TpoAdPet o yapaktipog va mepacet to isGrounded()
To omolo eréyEete amd o axtiva(Raycast) 6mov Eexvaetl amd To KEVIPO TOL YOPAKTIPO TPOG TO
£001POG KO LETPALLE TNV ATOCTOGCT] Y10 VO, OOVLE OV AKOVUTAEL OVIMG GTO £50POC.

private vold CheckGround() {
isGrounded = Physics.Raycast(transform.position + Vector3.up, —Vector3.up, distToGround);

55



3.5 Ex0pot

210 oy viol 1 cuUTEPIPOPA TV exBpdV kabopiletarl and kdmota scrpits Kot wiAL, Kabdg Kot Eval
mAéypo mAonynong(navigation mesh 1| NavMesh)wote va opiler mov pmopovv ot gxfpoi va

KivnBovv avdAioya e TV AOYIKY| TOV TOVG £XOVUE ODOEL.

3.5.1 NavMesh A.IL.

To NavMesh eival éva kabBopiopévo maéypa(mesh), to omoio kabopilel meployéc pe
duvaTdTNTO. TAOYNONG OTO TEPPAALOV, GLUTEPIAUUPOVOUEVOV TTEPLOYMY OTOV UTOPOVV VO,
TEPTOTHCOVY O1 YOPUKTNPES, KAODS Kot vo dtafovdv eumodia. Avtd sivor ypioyLo Yo cevapilo
OV EVOOUATMOVOLV EVPECT] UOVOTOTIOV Kol mAonynorn eieyyopevn ond Al To otoyyeio
NavMesh Agent Bon0d tovg YopokINPEG Vo ATOPEDYOLV O €vaG TOV GAAOV, VO LETAKIVOUVTOL

GTY] GKNVN TPOG EVAV KOO GTOYO 1) OTOL00NTOTE AALO €100G GEVOPIOV TOV TEPIAAUPAVEL YOPIKN

GLALOYIGTIKY| 1} EVTOTMIGUO [LOVOTOTUDYV.

To NavMesh oavto onpovpyeiton kot tpomonoleiton whvew oto Unity Editor 6mov pmopeic va

OLOAEEELS TOL AVTIKELLEVA TTOL YpELdleTaL Kat Vo papprocelg To NavMesh :
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& Hierard | el Scene 1

w
Crase =| (GET Shaded ||z

v ) samplescene* - Agents

SN 3 Mavigabon

Bake |

Lreas

Scene Filter:
v L Jai | (Mesh Renderers g Terraing

2. Check the Navigation Static box,
under the Object tab of the Navigation
Window, to mark the GameObjects
that you selected to be used in the
NavMesh baking process.

’ ponent workRow
. 'Door (Mesh Renderer) and 6 others
Navigation Static

Generate OffMeshiinks

_Nnmuonm- Walk abie

1. Select the Scene geometry
that should affect the navigation.

https://docs.unity3d.com/Manual

210 NavMesh Bdalovpe Toug Agents ot 0oiot lvat ot YopaKTiPEG TOV Oa TO YPNGUYLOTOCOVV.

Baked Agent Size

Jump Distance

Advanced

Height Mesh

https://docs.unity3d.com/Manual
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[Mave og avtd pmopodpe va aArdEovpe 11 O00TdoElg Tov Agent Kot TNV HEYIOTN YOVIE TNV
omoia umopet va avéPel kabmg, to péyebog Tov PrpaTog KabMG Kot TNV andoTacn TV omoid

umopet o yopoaktpag va avéPel (va kdvet dApa) n Katéfet amd vynAn yeopuetpio
#* Scene | € Game .= @ Inspector 8 Navigation | .=

Textured *|| 20| % | 4D | & |*|| Gizmaos = | (ErAl i m e
ke TN

Agent radius controls how far a Baked Agent Size
drop down link can reach, and

Drop Heightcontrols how lang

drops are connection.

H=2
0.4
I 45°
Agent Radius 0.5
e Agent Height 2

Jump Distancecontrols how P Max Slope ——| 45
jump-across links are calculated. B Step Height 0.4
Mote that the destination has to be | - ~
at the same level as start. Generated Off Mesh Links

Drop Height 4.1

‘Jump Distance 4

> Advanced

https://docs.unity3d.com/Manual

Elvar duvatdv eniceig va ptidéovpe kat dtapopeticd NavMeshes yio 610popeTikovg yopakTnpes
omwg v mapddetypo to Final Boss enedn eivor oto vepd kon yperdletor va €xet d10popetikd
NavMesh:
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3.5.2 Zombies

O xvpilwg exBpog oto Take” Em Down eivon ta Zombies ta omoio eA&yyovtal amd to

scripts Enemy.cs kot 10 ZombieNavMesh.cs.

ayer Default

Cull Upd

& Rigidbody
ollider

Enemy (Script)
Agent
lesh (Script)

Add Gomponent

Me 10 ZombieNavMesh.cs ypnoyomrotovpe tov Agent ond to NavMesh yia va kdvovpe
t0 Zombie vo pmopel kol vo Ppiokel Tov moiKTn Vo TOV 0KOAOVONGEL LE U0l GUYKEKPIUEVT

EMTAYVVOT OOTE VA TOV €MTEHOVV.

public class

tionTransform

shAgent.destination = playerPosition.position

shAgent.acceleration = 168f
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>10 Enemy.cs apyikd oapyikomooOue HepkEg MeTOPANTEG oxeTkd [e 1O Zombie,
ypnowonowovpue 2 petafintég kor Pyalovpe pwo toyoion T HETaED OLTAOV OOTE Vo
dlopopomomcovpe to Zombies peTa&l TOVg He SLOPOPETIKA YOPAKTNPIOTIK, £TG1 KOs zombie
evo glvan To 1010 prefab kot €yel 1o 1010 script TAvm Tov, £xel O1POPETIKOVG TOHVTOLS (MG Ko

dwpopetikn (nud otnv eniBeomn Tovg.

SerializeField] private fleat zHealthRange = 158.8f
rializeField] pr Float zHealthRa ax = 4ga.af
erializeField] pr zDam L.ef
orializeField] priva zDa ax
rializeField] public
erlalizeField] public
rializeField] public
erializeField] public bool
public void 5t f
audioSource =
rb = GetComponent<R
col = GetComponent
animator = GetComponent<Animator=
a y yEngine.AI.NavMeshAgent>
5 .FindGameObjactWithTag("Player®).GotComponent<Tran

Random.Range(

Eniong oto Enemy.cs kdvovpe 6Aovg toug EAEYYOVG OYETIKA pe TV {on Tov Zombie KabOdS Kot
collision detection (éAeyyog clhykpovonc) pe Tov ToikTn Yo vo agoipécovpe moviovg Lone. To
Zombie £&yet éva Capsule Collider to omoio 10 ¥pNOCILOTOOVUE YO VO OVIXVEDCOVLUE OV
Bpioketat o€ KATAAANAN 0mdGTACT) OO TOV TOAKTY OCTE VO LTOPECEL VAL KAVEL EMifeon

Animator

Cull Update Transforms

Rigidbody
+ Capsule Collider

« Enemy (Script)
« Nav Mesh Agent

¥ Zombie Nav Mesh (Script)

¥ Audio Source
¥ Audio Source

Add Companent
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otov owtod cvykpovotel pe tov Collider tov maiktn péow tov OnCollisionEnter 1dte 660 ivan

exel péoa 1o zCanDamage 0o eivar ainBég

private void OnCellislonEnter(Collision col) {
if (!player.isDead && col.gameObject.tag — "Player"
zCanDamage = true;

StartCoroutine(damagePlayer());

kot tote pmopel va Egkvnoet to Coroutine damagePlayer()

private IEnumerator damagePlayer() {
while (zCanDamage
animator.SetTrigger("Attack")
StartCoroutine(playSound("attack™, loop: false))
yleld return new WaitForSeconds(8.8f)

if (!zCanDamage) {
Debug.Log("Player escaped before attack was finished, Dodged.™)
yleld break

¥

StartCoroutine(player.PlaySound("zomble/hit"})
player.health — Random.Range(zDamageRangeMin

o610 omoio Eexwvdpe to animation yio emifeon wor mepuévoope 0.8 dgvtepdrento dOTE TO
animation vo @TAGEL 6TO KATAAANAO Kapé mov givor opdto OtL ¥TOMNoE TOV TaikTn 1 emifeon,
exel Eava eléyyel to zCanDamage, 10 omoio yivetal Yevdég GTALATIGOVY VO GLYKPOVOVTOL TOL

collider oto OnTriggerExit

private void OnTriggerExit(Collider col) f{

if (col.gameObject.tag — "Hitbox"

0€ TEPIMTMOT TOL Kol TOUKTNG PVYEL OO TO TNV 0mOGTACT EMOEGELS TPV OAOKANP®OOLV avTd
ta 0.8 devteporenta 10TE ekTLVITOVOLUE 6TO0 Debug Log o1t anépuye v enibeon kot 10
damagePlayer() teheudvel Tpéwpa. Av 0 TaikTNg 0V TO amoevyet TotE B oy Tel 0 MY0G
YTUTLOTOG Kot B apapedel and tov maiktn Eva Tvyaio mocd Tovimv (mNg netald

zDamageRangeMin kot zDamageRangeMax.
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[Hopopota o Taiktng €xet éva Box Collider pnpootd tov 6mov eivan Trigger ko pe ta
OnTriggerEnter/OnTriggerStay/OnTriggerExit functions to Zombie katalafoivel Otav

Bpioketon péoa o€ g QLTO.

t.tag = "Hitbox") zCanBeDamaged = true

Input . GetMouseButtonDown (8)

).position, bloodspray.transform.

animator.SetBool{"Pain"

rb.AddForce(transform. forward # —18 * 5 * Time.deltaTime, Fc

i OnTriggerexit(Collider
col.gameObject. tag Hitbo

OnCollisionEnter
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Oco 10 zombie Bpioketar péoa oto Triggerbox tov player tote av matnbel oto moyviol To
apotepd click tov moviikioy 1OTE gvepyomowovvtal T animations Yy tov  “mdvo’.
Anpiovpyovpe TICELS TO EPE OLUATOG KO GTPAOYVOVLE TO Zzombie TPOg T TIG® Y10 VoL EYEL TNV
aiocBnon tov 01Tt YTV ONKe amd kdtl. Me kdbe ymInua tpéyetl ko to function dismember 1o
omoio €yel pa toyoio mhovotnTa vo KON KATOolo HEAOG TOLG COUOTOS amd To zombie, duo

Komel To kel Tov 1M TOVTOL (NG Tov Zombie kOPovtal 6TV péEDN, YvoTo kot wg Critical Hit.

private vold dismember(int bodypart) {
switch (bodypart
case 1
transform.GetChild(5).game0bject. SetActive(false)
transform.GetChild(6).game0bject. SetActive(false)
transform.GetChild(7).game0bject. SetActive(false)
break

transform.GetChild(7).game0bject. SetActive(false)
break

transform.GetChild(6).gamelbject. SetActive(false)
transform.GetChild(7).game0bject. SetActive(false)
break
case 0
transform.GetChild(8).gamelbject. SetActive(fal
transFurm.GetChlld[Q}.gangﬂbj@ct.SetActlun[Fal
al

L
L

transform. GetChild(18).game0bject. SetActive(f
break
e 5

transform.GetChild(18).game0bject. SetActive(false
break

case 6
transform.GetChild(9).game0bject. SotActive(false)
transform.GetChild(18).game0bject. SetActive(false
break

case 18
transform.GetChild(1).gameObject. SotActive(false)
zHealth /= 2f
break

default
break

)
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H emioyn tov cvykekpipévov poviélov Yoo To zombie NtV TPOGYESOGUEVT] YIOL ALTHV TNV
Aertovpyio kaBmg mpooeépel kdbe PEAOG TOVG CAOUATOG EEXWPIOTO KOl TO EVMOVEL GE £€vol
OVTIKEIPEVO “Zombie”, €161 glelc LTOPOVIE VO, ATEVEPYOTOLOVUE KOUUATIO opKel va ExEL KATOLL
GLVOYN MOTE VO KOUUATLO YOPIG ELPAVIG EVAOGT] GTO VITOAOUTO GOMUA (OTTWS Y10 TOPBEOELY LA GTNV

TPAOTN KOV TTO KATW)

‘Evag @Alov €idovg unyovicpog ivoar n dvvatdtrta vo praivouv oe “Rage Mode” dnAadr va
opyilovtar, 6mov Kdévelr to. zombies vo TPEYOLV pHE TNV OWAAGCIO TOYVTINTO APOV TPOTO
OTOUOTCOLV KAVOUV &va MynTIkO €p€ Kot €va animation Yo Vo TPoidedicovy TOV TOUKTY Kol
petd Ba avomapdyovy cuveydueva Evay “rage’” Nyo 060 KuVNYOVE TOV TOIKTY).

handleRage() {
sDead !ZRageMode && zHealth <= zHealthRangeMin / 3

agent.isStopped = true
imator.SetBool("1sMoving", false)

or.SetBool("Attack"™ true)
oroutine(playSound("idle", loop: fal
Cor. SotBool("Attack", false)

.Speed == 2
.1s5topped = false

true)
loop: truel)
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3.5.3 Final Boss

AZRARG THE FORMDDEN $EA MONSTER

To final boss Tov mayvid10H Ypnolponolel TapOOoLES Aettovpyieg e Ta zombies aAAd BEAape va
dnuovpynoovpe KATL MO SPOPETIKO oG Kot 1 eOCT TOL TEPATOS &ival OlOPOPETIKY amd TO
avOpomopoppo zombie, ka1 €16l emBécelg Tov eivar Paciopéveg ota animations yuo Vo KGADYOULV
YTUTAUOTO UE TO TAOKQUIM To omoio. 7wpaypotomotel. [Iépa omd avtd ypnowwomolel 10 1010
ZombieNavMesh.cs script yio va nnyoivel mpog tov maiktn aAld €ovpe dAlo Agent Type yiati €yxet
SLOLPOPETIKT TEPLOYN OTNV OTOi0, UTopel Vo Kovvnoel To Tépac.

Seript) @ i + v Na
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Xprnoyonotel Opmg dopopeTikd script yio TNV cupmepteopd tov, to Cthulu.cs. Otav o maiktng épbel og
amootootn Ayotepn amd 20 pétpa to tépag Oa Korraletl povipa tov maiktn, 6tov N andeTaon TEGEL KAT®
arnd 15 pétpa tote Ba Eexvnoel va kdvel enifeon. Otav copPel avtd mailel évo animation yio ¥TLUmNGEL

TOV TOKTY).

private IEnumerator Attack

Ka0e mhoxaut tov tépatog £xet moAld Sphere Colliders ote Vo TPOGOUOIDGOVY £V KOVOVIKO YTOTN O

GTOV TTOKTY).
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Me avtdv tov Tpdmo yivetor mo pealotikn 1 enifeon kabdg kot mo emikivovvn yiati vhpyet
mBavotnto va og tethyyovv moArd Sphere Colliders pe pio poévo enibeon ko o maiktng vo yaoet
HEeYOAO HEPOG TV TOVI®MV [oNe Tov. AAAG ovtdg eivor o okomdc tov Final Boss. Emiong pe

OVTOV TOV TPOTO 0 TOIKTING EYEL TNV OLVATOTNTA VO TOPLYN TNV eMifeoT e TO va KAvel dAp

™V KOTAAANAN oTLyun.
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4. Xovunepacuato

‘Enerta and v 0AOKANP®GN TOV oy Vidloh KATAQEPUUE VO KATOANEOVE GE OPIGUEVQL
CLUTEPAOUATO OV APOPOVY otV Onovpyioc tov video games. Apywd, 0o mpémer va
emonuévovre TO¢ elval apkeTd OVGKOAO Yo 6V0 TPOYPUUUOTIOTEG VO SNUIOVPYNGOLV Eval
oy viol yopic vo &govv eTdEEL ToL OKA TOLG assets, OmWG Ol YOPUKTPEG KOl TO Odpopo
OVTIKEIPEVO TOL TToyvidlov. Avtd cvufaivel dlOTL EMEWDN TO. GTOXEID TOV YPNOLLOTOMONKAY
TPOEPYOVTOL OO SLUPOPETIKOVS ONUIOLPYOVS KOl TOALES POPEC Oev Tapldlovv petalh toug pe
OTOTEAEG O, VO UMV Elvol ETOPK®OG 1 Kot KaBOAOL Agttovpyikd ko aucOnTikd mpaio 6 optopéveg
nepmtooels. o mapddetypa, ommv apyn g oadikociog onpovpyiog Tov Pvteomaryvidion
dvokolevtnikope va Bpodue assets mwov va gival cvuPoatd peta&d tovg Kabdg opiopéva MTay

otwoypéva yio URP, dAda yio HDRP kot kémowo yio Standard.
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EmmAéov, ywo va pmopéoovpe vo ypnowyomomcovpe v unyovr Unity ypedotnke va
cuppovievtodpe apketa tutorials ta mePLocOTEPO €K TV OMOI®V TPOEPOAaV Aertovpyieg NG
UNYOVNG Ol 0Ttoieg eV VITAPYOLY TAEOV 1 OEV AEITOLPYOVV LE TOV 1010 TPOTO OTIC KOLVOVPYIES
eKo0yEg ™e. Adyov ybpn, ta meplocoTepa tutorials avapépovtav oto Legacy Input System to
omoio &yet avavembel amd v ékdoon 2019 kot givor apketd dtapopetikd. o MV KOTOCKELT
OV oy vdoL glelg motodco, emhéSope o Legacy Input System d10TL mpooeépel KaAvTEPN
expadnon tov kmotka ¢ Unity. Xe éva Kavovpylo Touyvidl OUMC HE TNG YVAOOELS avTES Oa

YPNOUOTOIOVGALE TO KAVOVPYLO0 GOGTNLLOL.

Eniong mopdtt to moryvidr elvon 2 emineda kol oiveror pikpd o€ SLUPKELR YPELACTNKE TOAD
TPoomadelo. 6TV OAOKANP®ON OA®MV TOV UNXOVIGU®OV Kol 0VTO €lval oL oG TNPE Kol TOV
neplocdtepo ypodvo. Ilpémer va Anebel vmoyn OtL emedn elpaoctav 2 Atopa ETTPETTE VO
YPNOHOTOGoLVHE 0oV dOev £Pyale mOAN vonuo Kot xpealdTay TOPAUETPOTOINGN Yo, GMOTN
Aertovpyio kaBmG mpoomafohoe va cuyypovicel TOAAEG POpEG mpocwpvd apyeia. Avaioyo
howmdv pe to péyebog g ouddag Ba ypelaotel oiyovpa kmolo TETO0 epyareio kKabmG Kot
Kémowo git yuo TV opoAn Asttovpyio. Ko avdmruén tov €pyov kabmg kdbe wkoppdtt oTnv

onpovpyia evog maryvidrov £xet peyaio Oyko kat ypraleTotl Guvepyacia.
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* https://unity.com

* https://www.audacityteam.org

* https://www.gimp.org

* https://www.blender.org

* https://forum.unity.com

* https://www.youtube.com/c/unity
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