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IHepiinyn

H mopovoo mtuyoky epyocio a@opd TIG TPLOOAOTOTEG TAATQOPLES
dnpovpyiog moyvidiov. ['vetan pia cvvToun 16Topiky S100popn| TV PvTeomotyvidumv
KOl OVOADOVTOL TO YOPOKTNPLOTIKE Kot 01 SLUVOTOTNTES UIOG TAUTPOPLOG ONLovpyiog
Brvteomayvididv. AvorOovpe ETTAEOV TO KOGTOG , TNV 1GTOPIN KOl TV TOALTIKY] TPUDV
OO TIG LEYAAVTEPES ETONPIEG GE AT TOV YMDPO.

Anpovpynoope pio epapuoyn / Pwvteomaryvidl dvo dactdacewv (2D Puzzle
Game) pe v ypnon g «Unity» kat tov mpoypappoticpd og yawooao C#. Eumvevon
Yo TV ONpovpyio pog £6mMoE VO YUYOAOYIKO QOIVOLEVO TOV TOPOTNPHONKE Ao TOV
John Ridley Stroop ka1 ovopdotnke Stroop Effect. Aoyoleiton pe tov ypdvo
avtiopaong avayvopong AéEewv  ypopdtov, Otav  avtég aAldlovv  ypoU
YPOUUOTOGELPES. AVOADOVLE OVTO TO POUVOUEVO Ao dNUOCIELIEVA ApBpa Baciopéva
o€ aVTd TO PAVOUEVO.

Téhog 0oV TAPOVGLAGOVE KOl EEOIKELDGOVIE TOV AVAYVAOGCTN TNG TTUYLOKNG
ue to mepPdirov e Unity aldd kot to @owvopevo Stroop, moapovctdlovpe v
EPAPLOYT, OAAG Kot TNV LAOTOinon Pripa frypo.

AéEeig KAedd: Tpiodidotateg [Miatedpueg Anpiovpyiog Bivteomaryvidiov, Unity,
®davopevo Xtpovm, Xpodvog avtidpaong, [Ipoypappatiopds, C#




Abstract

This thesis is about 3D game developer platforms. After a brief introduction of
video games history, we analyze the features and capabilities of game developer
platforms. We further analyze the cost, history and policy of three of the largest
companies in this field.

We created a 2D Puzzle Game using "Unity" and programming in C # language.
Inspiration for creation gave us a psychological phenomenon observed by John Ridley
Stroop and named Stroop Effect, after him. It deals with color-word recognition
reaction time when they change font color. We analyze this phenomenon from
published articles based on this phenomenon.

Finally, after introducing and familiarizing our reader with the Unity
environment and the Stroop effect, we present the application and the implementation
gradually.

Key Words: 3D Game developer platforms, Unity, C# Language, Stroop Effect,
Color Word Recognition Reaction Time
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1 Ewoayoyn

1.1 Iotopio TV Bivteomayvioi®yv

E&’opiopov, éva  Pvteomaryvidr eivar €va  mAekTpovikd Touyvidlt mov
TeEPAAUPEVEL AAANAETIOPOOT LE L0 OIETOLPT] TOV XPNOTH, YO TN ONLOVPYIC OTTIKNG
avadpasNG GE L0 GUGKEVT] OVATOPOYMYNG EKOVAG, OTMG Mo 000vn TmAedpaons 1
006vn vroloyiot. To TpdTo TTOLYKViIdL TOL dNUoVPYHONKE YTy To Tennis for Two oe
006vn Tapoypaeov, aro tov William Higginbotham to 1958 kou @tidytnke pe okomod
™V Topovciact] Tov Yo Tpelg nuépeg oto Brookhaven National Laboratory. "Yotepa
dpywoav va mpoypoaupatiCovral Prvteomaryvidln Yoo EUTOPIKOVS GKOTOVG, HECH
NAEKTPOVIKOV UNYOVOV OV Agltovpyovsav pe képpata. H mpdmn emruyio ftav 1o
Pong 1o 1972 mov exdo0nke omd v Atari .

Eixovo 1 : Pong!

"Etot dpyioe n ypvor| emoyr T@V NAEKTPOVIK®OV UNYAVAV LE TITAOVS YOPOKTNPIGTIKOVG
omwc Breakout(1976), Space Invaders(1978), Pac-Man(1980), Donkey Kong(1981) kat
to Tetris(1984). Mg v cuveyduevn avamtuén TV VITOAOYIGTOV Kol TNV abéENoT TV
npocoTik®v vroroylotmv (Personal Computers | PC) 6nwg to Apple 1l kot to IBM
PC, apyicav kot ot TpdTEC KOVGOLEG Prvteomaryvididv, pe mapdaderypo to Nintendo
Entertainment System (1} NES) to 1985, 6mov ékave peydin exttoyio pe tithovg 0mmg
Super Mario Bros.(1985), The Legend Of Zelda(1986) ka1 Final Fantasy(1987), kot
TpOT™ PopnTH Koveora Game Boy(1989) ue yopaktnpiotikovg tithovg Tetris(1989)
kot Pokémon Red & Blue(1996).

To 1990 pe v mopandve ernelepyaoctikny dvvoun tov 16-bit ko 32-bit tov
EMEEEPYOOTMOV KOl UE KOPTEC YPUPIKAOV Ol Omoieg VRWOSTAPLOV YPOUPIKA TPLDV
dwotdoewv (3D Graphics) kot poyrlodc mdvem 6T0 YEPIGTAPLO TOV VIOSTHPLAV
avaloyiko éleyyo axpifeiag, eTidymkav koveoleg ommg Sony PlayStation(1994),
Nintento 64(1996) kot enétpeyay TOV TEWPAUOTIGUO GE TOAAGA €101 PrvreomaryVididv
Kot TITAOLE OV NTOV APKETA KavoTtopol. Xvykekpyéva to GoldenEye 007(1997)
OVOQEPETOL HEYPL KO ONUEPA MG £VO. OO TO. CTOVOOIOTEPH  TOLYVIO TPMOTOV



npocmnov (FPS), nali pue to The Legend of Zelda: Ocarina of Time(1998) mov bswpeite
KoL QVTO €voL Ao To KOADTEPQ LA Vidl OA®MV TOV ETOYDV.

Ewcéva 2 : Apiotepd. o eldpvlo tov Goldeneye007 eva apiotepd oriyuidtomo amo to maryviol

Y1g apyxés tov 2000 xvkloedpnoav maryvidww mov emnpéacav oAdKANpO
gaming genres (gion Pwteomaryvidiov). To Grand Theft Auto 3 (2001) émov fTav amod
To o OMpo@iny Sandbox moaryvidia. Sandbox Bewpeite Eva 6TLA TOKVIOOD TO 0TOi0
aPnvel Tov moiytn elevbepo oe OAO TOV XAPTN YWPig TEPLOptopovg (open world),
Ihadn yopig enineda (levels), dniadn eite va aAra&erl Tov xaptn 1 To TEPPAALOV TOV
yapoktipa pe Owkid tov PovAnon. Tnv idwa ypovid m Microsoft pmaiver otnv
Bropnyavia woyvidiov Aavedpoviag Ty SiKid g moryvidounyavny Xbox, uali pe v
amokieiotikotnto tov Halo franchise (2001) kot to xawvovpylo PlayStation 2 (2000).
Booiopévo oto mayvidr Warcraft 3 (2002) kvkhogopei g modification(ev cuvtopio
mod kot onuaivel TNy HETATPOTNH £VOC PIVTEOTALYVIO0D MG TO TPOG GCUUTEPIPEPETOL KO
nog oeiyvet) to Defense of The Ancients(2003) kot dnuovpyel To dikd Tov game genre,
7ov glvar axdpo éva, omd ta o dnpoirég genre, to MOBA(Multiplayer Online Battle
Arena). Meydin emppon oto. MMORPG(Massive Multiplayer Online Role Playing
Game) onovpynoe to World Of Warcraft(2004) agov 1o 2010 éptoace tovg 12
EKATOUUOPLO GLVOPOUNTES O1vOVTAC TOV TOV TiTAO MG TO o dNpoPhég MMORPG amod
to Guinness World Record. H Valve Aavodapet nv 3D pnyov Brvteonaryvidiod Source
(2004) ko pali moryviow Paciopéva ot unyavny o6mog to Half life 2 (2004) kot
modifications tov Half Life 2 éywav emtoynuéva moyvidw cav to Counter
Strike:Source (2004), Portal (2007) kou Team Fortress 2 (2007).

PlayStation.2
IRaNL
e
g
Py
[}

Ewcdva 3 : Apiotepd. to Grand Theft Auto 3, ot uéon to Half Life 2 ko ota delid ro DotA



To 2006 ftav 1 xpovid wov n Nintendo emyeipei kdtt kKovotdpo, Aavodpovtag to Wii
nali pe to Wii Sports (2006), agnvoviog micw 10 Topadootakd YEPIGTHPIO Kot
EMTPENEL GTOV YPNOTN, COUPOVA LLE TIG KIVIOELG TTOL KAVEL, Vo YepileTan TNV KOVeOA
KOl Vo, TPOCOHOLMVEL abAfuato, Ommg TEVIS Kol YKOAP, Bdon tov yepiotnpiov pe
oévoopeg Kivnong. Eiye amotéheopa va avoamtuyBel pia kawvodpyla texvoroyia, v
omoia ypnoomolovpe péypt ko ofjuepo edkd o VR(Virtual Reality) tepipdArovra.

'Id1a mepiodog pe to Wii, kokhopopovv ot amavtioelg g Sony kat tg Microsoft, pe
to PlayStation 3 kot Xbox 360 avtictoyo. Kot ot tpeic etaupiec ekpetolhevovol v
avantoén tov internet kot dnpovPYOLV évo SIKTLO SLUGVVIESTC TMV SIKMDY TOVG
kovoorov kot éva online kotaotuato (Xbox live yu to Xbox 360, PlayStation
Network yiwo to Playstation 3, Wii Shop Channel yio to Wii).

Ewcéva 4 : Apiotepd. o Playstation 3, oty uéon o Xbox 360 xar ota deid ro Wii

Me tv peydln emrvyio tov Facebook, dpyicav vo ovamtdocovior kot To
Brvteomatyvidia pe Bacn TAATEOPES KOWVMVIKNG dkTO®onG 0ntwg to Farmville (2009)
To omoia €yovv pikpoTEPO Ypovo gameplay (oAiniemidpaocn pe tov ¥pNnotm) OAAG
YPNOUOTOIEL GAAEG TEYVIKEC YIOL VO KPATNGOLV TO KOWO TOVC, OMMG OVTOUOPES
(Topdonpo, TPOTOLN KOt ETITELYLOTA), dDPO GE PIAOVG TTOV £XO0VV GTA LEGO, KOWVMVIKNG
OIKTOMONG, OVTAYOVICUOS HETOED TOVG, OAAQL KOU TNV GLVEPYOGIO TOLG. Xav
amotédecpo vo, edpouwbei n Aettovpyio Tov gamification, dniadn moaryvidomoinon
Spopmv TEPPUAAOVTOV Yo TNV TPOGEAKLON OTOU®V KOODC Kol TV avénon
CUUUETOYNG TOVE, 0€ TOAMAEC VINpeoieg kat Sites cav To Samsung Nation (2011) ko
Foursquare (2009).

dtavovrag 6to 2010 kukAopopov N Oydong yevidg koveores. H Nintendo kukhogopei
70 Nintendo 3DS (2011) kou to Wii U (2011), n Sony xvkhoeopei to PlayStation
Vita(2011) ko To PlayStation 4(2013) ko ny Microsoft to Xbox One(2013).



Inuepa £xovv KukAo@opnoel, ol Pektiouéveg ekddoelg, Playstation 4 Pro (2016), Xbox
One X (2017), Nintendo Switch (2017). Kou to Playstation 4 Pro kot to Xbox One X
givor ot PEATIOOELS EKOOGELG TOV TPOKOTOX®V TOVG Yo TV vroothpiEn 4K gaming,
Kavovtdg ta moAd duvatéc moryvidopnyavéc. H  Nintendo mdlt xowvotdunoe,
QTIAYVOVTOG Mo QOPNTY] GLOKELN M omoio pmopel vo cuvoebel pe pio Pdon,
EVEPYOTIOLOVTAG OAT TNV 1oY0 TNG UnNxavng, etavovtag to. 1080p pe 60 fps (frames per
second).

Eiéva 5 : Apiotepd ro Nintento Switch, oy uéon to Playstation 4 xa: ota deid 7o Xbox One

[Miéov ot amoutnoelg tov Prvteomoryvidudyv, NG Kot 1 oyopd €xel peydio
VIOGTNPIKTIKO KOO E101KA e TNV TPocOKN TV e-SPOrts (Sloymvicpol pepovouévaov
EMOYYEALATIKOV TOLXTOV 1 OUAd®V YOp® amd Pivteomoaryvidwa), &xovv avéPet. g
amoTEAEG O 1] EMECEPYOASTIKN 10YD TOV TPOCSHOTIKMY VIOAOYIGTMOV KOl TMV KOVGOA®V
va xpelaletar va tpocappootei o€ avtd. To PlayStation 4 Pro £yetl dvo tetpomdpnvoug
enefepyaotég ota 2.13GHz, ue GPU (graphic processing unit) AMD Radeon GCN ota
911 MHz xa1 8gb RAM. To Xbox One diafétel oktomdpnvo enelepyaoti] ota
1.75GHz,ue GPU 853MHz kai 8gb RAM. Evd évog vtoloyiotig umopet va. pTéoet Tic
axkpaieg amoddoelg tov 4.2GHz pe tetpamvpivo emefepyooct,GPU 11GB ota
1531MHz xon téhoc 32gb RAM .
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2 Game Engines

2.1 Boaowd XopoKTpLoTIKG Huog pnyovis

Mo pnyovn oy vidolov tvar €va cOGTNUO AOYIGUIKOD GYEOUGUEVO Yol TN
onuovpyia kot v avamtuén Prvteomaryvidumv. Kavel Oheg Tic amapaitnreg diepyacieg
Kol €yl To  omapoitnTo  gpyoreio  yio v Ompovpyia  Pvteomoyvidldv.
Xpnoiponoobvtal omd €Taipieg 1 Yo TPOCHOTIKN XPNo™, Ol0TL dev yperaletal va
QTIAEELG amd TNV apyn ovtd Ta Pacikd epyaieion OTmg sivar 1 PopdtnTa Kot TG
OAANAOETIOPOVV S1APOPOL OVTIKEIEVO LE OLTNV, KOl ETIKEVIPOVOVIOL GTNV 10TOpPia,
TOVG YOPOKTNPES KO YEVIKE DAOTOLOUV TV 10€0. TOLG YWPIG VO GTATAAGOVV ETTAEOV
YPOVO Kol AEQPTAL.

Ta Paocikd epyareia yio Tig pnyovég Prvteomaryvidlov elvat:

1) Mnyovi e€ayoyng ypapwkov (Rendering Engine)

Xpnowonowwvtoag ta 3D poviého e O1QOPES HOPQES apyeiwv, TOL €Yovue
ayopdoel étolua 1 EYOVUE dNUovVPYHoEL pe Tpoypaupata Omwc Blender kor Maya,
emeepydletar avtd To apyelo kot to petagpdlel o €vo aviikeipevo péca GTO
nepaiiov tov mayvidov péom APl (Application Programming Interface 1y Atemagn
TPOYPAULOTIGHOV eQaproydv) omwe to OpenGL, Directx, Vulkan i nVidia VRworks.
Emiong 6tav onpovpynocovpe tov k6cuo yewpiletor ta edto (0KTiveg TOv MALOVL |,
SOLAGELS KOt TG OVTIOPE TO PG TAVMD 1| LEGA OTTO TO AVTIKEILEVO OVOAOY®OS TO VAIKO
TOVG), TIG OKLEG KABMG KOl SIAPOPES KIVIGELS TWV LOVTEAWMV.

2) Mnyavip ixov (Sound Engine)

Mnyavi mov avamapdyel apyeia nxov péca og Eva 3D mepiBdiiov kot mwg avtidpd
LE TOV YOPOKTNPO KOl TNV OTOGTACT] TOV OVALEGO GTOV YOPAKTIPO KoL TNV TTNYN TOL
Nyov. Mropel va Tpocapudcel To apyeiov Nyov TPocHEToVTaG EPE OTMS TV NY®, TO
eowvopevo Doppler kot e€icoppdnnon fyov.

3) Mnyavij ®voucig (Physics Engine)

H wopra Aertovpysio g unyaving Quotkng tvat n Tpocopoimon Twv VOU®V g
euvowkng. o mopdoetypa aviyvedel cLYKPOUGES OVTIKEIUEVOV KOl OVIIOPACEDV
SPOPETIKMOV CYNUATOV HETAED TOVG, LETPNON OTOCTACEMY, VTOAOYIGUO TOYVTNTOV,
SLVAUIKY] TOV VYPAOV Kol aepiwV.

4) Mnyoevi Tegvntig Nonpocsovng (Artificial Intelligence)

Ta frvreonayvida ypnoporotovy cuviBwc NPCs (Non-player Characters), onAadn
xopoakIpeg mov oev yepilovion amo maiyteg Kot aAinienndpovv pali tovg. ‘Exovv
CLUTEPLPOPES OTIMG piaL EniBeom oTov yapaktipa pog (ex0pdc) M va pag dumyndel Eva
HEPOG TNG 16TOPIaG HE SLOOPACTIKOVS OLIAOYOLS 1 TNV KIvoN T®V AVTIKEUEVOV HEGQ



otov yopo (Pathfinding). Avtég tic ocvumepipopés kaAeite va TG ODOEL O
TPOYPOUUOTIOTAG KOL 1) YOV HECH U0G POVTIVAG SIEPYOCIOV Y10 VO TIC OTOOMGCEL
OTOV £KO.GTO YOPOKTNPO.

5) Mnyavij Averapaoctoong Ateragpis Xpietn (Graphical User Interface)

Ot meplocoTEPES UNYAVES TAEOV £XOVV UNYAVIGHOVG V1o va, Kpatdve Badpoioyia, vo
enpovifouv mapdbvpa SOAOY®V Kot Vo ONUIOLPYODV HEVOD OTO OTolol EMAEYELS
Bacikég Aettovpyieg ToOL TPOYPAUUATOS, OTWG KOVUTLA, GTOiylon Kot gvBvypdupcn
OVTIKEWEVOV OTO TEPIPAALOV  OlEMOPNG YPNOTN KOl GLUTEPLPOPA OVTAOV TOV
OVTIKELEVOV LLE EQE.

2.2 T'vootéic Mnyavéic Bivteomaryvioiov

Yrapyovv opKetég pnyoaveg Pivreomoryvidudy ot omoieg €yxovv  didpopa
ovoTnuota Kot Kouvotopies. Mo v cwot) emioyn pog unyovig 0o mpémer va
dwcovpe Paon og TOALOHS TOPAYOVTEG SLOTL TEPA OO TOL EPYOAEID TTOL HOG TOPEXOVV,
TPEMEL Vo, YVOPILOVUE KOl TOL TVEVHOTIKA OIKOUMUATO Kol TS Gogleg Kabdg Kot To
KOGTOG TOVG, TOL £YOLV YL TNV XPNOT TOLS YO EUTOPIKOVS okomovc. H ayopd tav
unyovov givat peydn aAld 6o avaAdGovUE TIG ONUOPIAECTEPES EMAOYES, OO TAEVPA
HEYAA®V ETOPLOV GAAL KO LIKPOV TPOTLEKT.

Id Tech

Eivar m zmpod™ pnyovn Prvteomaryvidoudv mwov  KukAoedpnoe  dmudcia.
Avantoydnke ond téocepic mpoypappatiotég oto Dallas, pe tov John Carmack vo
yphopel Tov Pacikd kmddwa. Eekivnoe oapywd omd v oavintuén tov npdtov 3D
TOLYVIOUDV UE YOPAKTNPLOTIKO Toyvidl g emoyng va givar to Wolfenstein. H Id
Softwares movAnoe mopdrinia pe To Doom tov anycio kK®SKA TOV TOLYVISIOD GTO
Kowd. I'vmotd maryvidia Baciotkay tave oty unyavy 6mwg Wolfenstein franchise,
Doom franchise, Quake franchise kot Rage. Avt v otiyuqn n ld Tech 6
xopoktnpileTor cov WOKTNTO AOYIoUIKO, dNAad 1 €TOIPIEG TOV TO YPNCLOTOLOVV
EYOUV OAQ TOL TTVELHLOTIKG OIKOMUOTO, KoL OgV gival 100610 Yo 101DTEG TP LOVO
G€ GLYKEKPYEVO GTOVVTLO.

IDIT=CH

Value through Innovation

Eikéva 6 : To logo ¢ 1dTech



Unreal Engine

H Unreal Engine givat pia oyvidopnyavn mov £xet avamtuydel amd v Epic
Games. ITopovoidotnke pe o Unreal(1998) kot déytnke moAAéC emppoéc and v id
tech n omoio &iye dnuiovpyndei mpv Aiyo ypdvia. Xnuepa m Unreal Engine éxet
YOPOKTNPIOTEL MG M O EMTLYNUEVN TOLVIOOUNY VY, O10TL £xel ypnoipomoindel yio
TOAAG Kot emTuynpéva Toryvion (Aioto Bvteoratyvididv mov ypnoyomoovyv Unreal
Engine). ITAéov pue v Unreal Engine 4 va givar dtaBéoun dmpedv, ypnolpomroteitat
TEPAUOATIKA a0 ToUpieg N 1OIDTEG Yo TNV VAOTOINGN TNG WEng Toug. Edv oumg yivel
dnpocievon g epappoyng/maryvidrod kot Eemepdcet ta 3,000$ k€pdn avd tetpaunvo,
opeilovv otV Epic éva 1060616 Yyoug 5% Kkabe teTpaunvo oo ta KEPSN Tovg. AvTo
umopel va aALAEEL pe TPOCAPUOGUEVT GdEl Katdmy cuvevvonong pe v Epic. H
YADOOO  TPOYPOUUUOTIOHOD TOL  ypnotlponolel eivar m C++, pe oplopéveg
dapoponomoeis. Méow tov Unreal Marketplace ot ypnoteg pmopovv va. ayopdlovv,
Vo TOLAOLV 1 akOpa Kot vo, potpdlovtal assets (meplovclokd ynelokd ctotyeia),
oniadn €rowo “mpaypoata”’ mTOL YPNOIUOTOOVVTOL GTO Toyviol Om®mg MYol Kot
LLOVGIKES, LOVTELD KOl VOES VAIK®V (textures).

UNREAL

ENGINE

Ewévo 7 : To logo ¢ Unreal Engine

Unity

H Unity eivar o mouyvidopunyov 1 omoia dnpovpynbnke to 2005.
Kvxhopodpnoe €€ orlokinpov yio Mac OS X oty apyn. I[TAéov kukhopopel kot yio
Windows OS. Ot yA®GGEC TPOYPOUUATIONOD 7OV ypnoitomotel eivan 1 C# xon
Javascript. Xpnoiponoteite kot o€ 3D ko o€ 2D mepifdriov, pali pe tig ovtictoryeg
unyavég puotkng NVidia, physX kot Box2D. O petoylotiotig (compiler) mov éyet,
LETPATPENEL TOV KOOIKO GE OQPKETEG TAOTOOpUES mopodeiypotog yapn, Android,
Windows, Xbox, Facebook ywpic va. ypeidletol omo Tov Tpoypapuatioty aAAoyn 6Tov
KOOI Yol TNV HETOQOPA TNG EPAPUOYNG o€ GAAN mAateopua. AtatiBeton dmpedv
(Unity Personal) ywa mpocomikn ypfion Kot KukAo@opio Brvteomotyvidion / epoproync
uéypt ta 100.000$ etnoimg. Amo ekei ko mépa ypetdletor avapaduon oto Unity Plus
ue po cvvopoun 35%8/uMva. Eav ta képdn Eemepdoovv kat to 200.000$ Oa mpénet va
avoapaduicovpe 1o Aoyaplacuod og Unity Pro pe 1258/ufva. Ot ypedoelc apopovv ke
Aoyaplacpo Unity Eexopiotd kot yuo éva dropo. Kot 6e autiv v moyvidopunyovn


https://en.wikipedia.org/wiki/List_of_Unreal_Engine_games
https://en.wikipedia.org/wiki/List_of_Unreal_Engine_games

vrapyet to Unity Asset Store mov emttpénel v ayopammAncio kot avtadloyn asset.
Eneon owrtifeton dmpedv v Kavel O100€00UéEV GE YPNOTEG TOL ONUIOVPYOVV
Brvteomayvidlo yloo YOUTL, Yo EKTOOELTIKOVG AOYOLG OAAG Kol Yo UIKPGL Kot
nepopatikd studios. Avtd dev omotpémel peydieg kol yvwotég etoipieg AAA
(opodroyia Yo tepdotio ko axpBd studios) va ypnoipomorovv v Unity. Mepd
TOPASEIYLATO YVOOTOV BVTEOTOLYVIOIDV.

& unity

Eixéva 8 : To logo z5¢ Unity
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3  Stroop Effect

3.1 Ewoayoym

To Stroop Effect mpe to dvopd tov amo tov John Ridley Stroop. O John Ridley
Stroop Ntav évag ApepKAvog vELPOYLYOADYOG TTov dnuocicvce v Bewpio Tov pe
titho “Studies of Interference in Serial Verbal Reactions" oto Journal of Experimental
Psychology,Vol 18, 643-662 to 1935. H Oewpia tov vrootpile mmg vmapyet
mopeUPoA otov ¥pdvo ovTidpaong oG Sldkaciog. Xvykekpiuéva, Pacn twv
TEPAUATOV TOV, TO YPOUA TNG AEENG OEV AVTIGTOLXEL GTNV CNUAGIOAOYIKT £VVOLd TNG
(m.y. Kokkwvo) xou mopovctdlel kobuotépnon HE TNV TEPIMTOGN TOVL VINPYE
avtiotoyio (my. Kokkiwvo) omv avayvopion e Kobog kot 6t 1 cuveyduevn
e€aoknon ndvo 6e avtd T0 Pavouevo, Ba peiwve To pdvo mov ypeldleToL KATOL0G Yo
TNV VOYVAOPLoT] TNG GTNV TPAOTN TEPITTOOT.

O Stroop dev ftav 0 TPMOTOG OV acyoAOnKe pe avty v Bewpio. O McKeen
Cattell aoyolnOnke pe avti v Oewpia (Cattell, J.M.: The time it takes to see and name
objects. Mind 11, 63-65 (1886)) kot avagépel OTL 1 AVAYVEOOT €IVOL UKL CVTOUOTY
dadkacio, Tov TV ££0GKOVUE a0 TOAD [Kpn NALKio, dnAadn kATl pun eAeyyOUEVO,
un Bednuévo ko ypnyopo. Agv yivetol vo, «ameVEPYOTOIGOVUEY QLTI TNV AELTOVPYia
Kot yU ovtd mopepPdrer pe TV TPOoTABEl Vo OVOUAGOLUE TO YPOUO NG
ypoppotooepds. To o eime ko o Peterson (1925) eEnydvrog Ot ot AEEglS
TPOKOAOVGAV Hio LOVO amdKPLoN amdvTNOoNG, EVAO TO YPOUATO TOAAATALS, €500 Kol 1
kaBvotépnon.

"Yotepo amd mepinov 50 xpovia(1991) o Colin M. MacLeod exdidet To «Half a
Century of Research on the Stroop Effect: An Integrative Review», peletmvrag,
OLYKEVTPMOVOVTOG Ko opyavavovtag epimov 700 apBpa oyetikd pe v HEAETN TOV
Stroop. Kabmg kat véa svprjpoto and Epevveg kat mepdpota pe tov Dunbar(1988). O
t010¢ vrootpilel péoa amd 10 dpOHpPo Tov, OGO TEPIGGOTEPO EEACKEITOL L0 EKOOYT] TOV
TEPAATOG TOL Stroop, 1660 mePIGGOTEPO dNovpyel TpoPArLata o€ dALES EKOOYES.

3.2 Ta tplo facikd mewpapatao Tov Stroop

Méoo ond to “Studies of Interference in Serial Verbal Reactions" o Stroop
e&nynoe tpeic dadikacieg-mepdpata, Tov Tov fondnoav va katainéel oty Bewpia
TOV. APYIKA TO YPDOLOTO TOV YPNCUYLOTOINGE NTOV TO KOKKIVO, TO UITAE, TO TPAGLVO, TO
kaQe Kol 10 pof. Ta ypopota pvduiotnkay pe faon tpia Tpdyupata. [pdtov, kavéva
YPOUA OEV €lYe TO 1010 YPOUO YPOUUOTOCEIPAS He TNV AEEN TOL YPOUATOS, OAAL
ermavorapPovotay ioeg @Opég HE TO OAAOL TEGGEPO YPMOUATO YPOULUUATOCELPAGS.
Agbtepov, puOpicTKAY To YPOUOTO YPOUUATOGEPES Kol 01 AEEELS YPDOUATOG, LE TETOLO
TPOTO MOTE Vo, amo@eVyel 1 TOAVOTNTA SL0OOYIKNG EUPAVIONG O YPOUUY 1| OTAAN.
Tpitov, kéBe ypopa ypappatoselpds kot KOs AEEN YPOUATOG EPPAVICETOL GUVOAIKA
V0 Qopéc.



To mpwto meipapa tov Stroop eiyxe dVo okéAN. To TPDTO GKEAOG 0LPOPOVGE TNV
avayvmon duvatd Tov AEEEMV TOL EPEAVILOVTOVGOYV OTOV 01 AEEELS NTAV SLOPOPETIKO
ypopo (RCNd 6nwg to ovopace o 1010¢) kot T0 6gVTEPO GKEAOG TNV OQVTIGTPOPN
dwdwacia, OMAadN a@opodoe TNV avldyvoon Tov ALV OTOV TO  YPOUO
ypoppotocepdg Nrav povpo (RCNb). To meipopa gixe deiypo 70 atdoumv kol to
amotéAesd Tov frav dtapopd (D) pwovo 2,3 devteporéntmv avapecsa oto RCNd kot to
RCND, 6nwg paivetal kot 6NV TopoKato EKOVA.

TABLE 1
Tue Meax Tiue 1x Seconps ror Reapine One Hunoren Naues or CoLors PrINTED
18 Corors DiFrerent FrOM THAT NAMED BY THE WORD AND FOR
One Hunorep Names or Corors PrinTep 1v Brack

Sex , No. So., RCNd v RCNb . D PEg | DIPEy
Mule ..o ivaiavmaes 13 43.20 | 498 | 4081 | 4.97 | 2.41 | 1.27 | 1.89
Female, . alnis o anweisianinn 5 43.32 | 042 | 41.04 | 4.78 | 2.28| 72| 3.16
Male and Female........ 70 | 43.30 |65 | 41.00 [ 4.84 |2.30| 63| 3.64

Eixéva 9 : Amwoteléopara mpdrov meipduorog tov Stroop

To devtepo meipapa dnpovpyndnke and to tpdto okélog (RCNA) e v idwa
oelpd, aALd ovTi Yo AéEeic ypnotponoince yepdta tetpdymva(ll) kot to ovopace NC
(Naming color test). H diadikacio tov d£0Tepov TEPAUATOS NTAV VO, YIVEL AVOPOPE TOL
YPDUOTOC TNG YPUULOTOGEPAS TOL \Tav ypouuévn n AEEN (“Naming color or word test
where the color of the print and the word are different” 1 ev ouvtopioc. NCWd),
ovykpivovtog kot To amoterécpata Tov NC. To weipapa glye detypa 100 atdpmv kot
10 anotélecpa Tov NTav N daeopd (D) tov 47 devteporéntov avapeso 6to NC kot
oto NCWd. Hrav e adénon 74% otov ¥povo mov ypeldcTnKaY Y1 Vo TEAELOGOVY TO
neipapo. H ewova (Ewova 10) pog eppaviCet avtd ta anoteAéopata.

TABLE III

Tae Meax Tixe ror Namin Oxe Hunorep CoLors PReESENTED IN SQUARES AND
ix THE PrINT oF Wokps waice Naue Oruer CoLors

Sex No. Ss.| NCWd v NC - DINC D PE4 DIPEg

Made. . oovavaen 29 | 11,1 | 21.6 | 69.2 | 108 | .61 429 | 3.00 | 13.83

Female. ... .- 71 |107.5| 17.3 | 61.0 | 105§ .76 | 46.5 | 1.62 | 28.81
Male and Fe-

male........ 100 |110.3 | 18.8 | 63.3 10.8 74 470 1.50 31.38

Eixéva 10 : Amoteréouaza debtepov meipbuarog tov Stroop
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I"a 1o tpito meipapa o Stroop diiate to cHpuporo tov NC test and to yepdto
tetpdyovo([]) oe ofdotikca (rH), d161t chupmva pe tov id1o frav £va kovtvd cbuforo
LLE TOVG OAPOPIOUNTIKOVS YOPAKTIPES YIUTL EUTEPLEYEL KOL TO AEVKO YPDOLO EVOLAUEGH
amo 11§ ypoupés. H dwadikacio tov tpitov mepdpatog nrav £kbeon tov 32 ebeloviov
ota tponyovpeva mepdpata (RCNb, RCNd , NC, NCWd) ywo 14 cuveyoueveg uépeg,
ektOc amd TIg evatbpeses pépes 3 kot 4 6mmg 8 kot 9 dmov dev Eyvav T TEWPANATO,
OT™G delyVEL Kot 1 TOPOKATO EKOVAL.

Day I 2 3 4 5 6 7
Test RCNbD RCNd NC NCwd NCwWd NCwd NCwd
Day 8 9 10 I 12 13 14

Test NCWd NCwd NCWwd NCHd NC RCNd RCNd

Eixova 11 : I1avo tpitov meipdpuorog

Yxomdg NTav vo, pdbet edv vmdpyel KouUmOAN PEATIOONG OTO OTOTEAEGUOTA TMOV
ebedovtav and v Tpot nuépa péxpt v tedevtain. Ta amoteléouata Tov TpiTov
TEPALATOG E0E1EAV LA PLGIOAOYIKT KAUTOAN Bertiong, vrootnpilovtag v Bempia
Tov Peterson 61t “ta vmokeipeva LG PLUGIOAOYIKNG eTepoyévelng Oa e&edikevtohv
eVKOAOTEPA OE OmAEG Oodkaoieg 1N OPACTNPLOTNTES, OYECN WHE O GUVOETEC
dwadikaoies” (eAevBepn petappacn and Peterson and Barlow,1928, p. 228). Anlaon
v To Tewpapato. NCWd kot NC, ot ebehovtég £dei&av Pertimon 16.8 devteporéntmv
Kot 4 devteporémtov oviictorya, eved Yoo to meipopa RCNd peioon 15.4
OEVTEPOAEMTOV AO T APYIKA ATOTEAEGUATO TG TPOTNG Hépac. Ta amoteléopota
(OIVOVTOL GTNV TOPOKATO EKOVA.

TABLE VI

A Summary oF taE MEeans 1x Tasre V, Suowinc Tae ErFect or PracTicE IN THE
NCWd Test urox tae NCWHd, tue NC, axp t8E RCNd Tests

RRR (b o B Ay S e NCwWa NC RCN4

B o R S S e N M F M&F M F M&F M F M&F
P | 1 ] e e | e R e B
DR 4] By Bl d e I R T T

Minus sign shows loss

Eicova 12 : Arwotedéouora tpitov meipduarog tov Stroop
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3.3 Hopoirhoyic TOV UPYIKAOV TEPOINATOV TOL Stroop

[Maporiayés Tov apyikav mepapdtov tov Stroop &yvav mpv Kol HETd TV
Bewpla tov. Tlopokdte avagépovior kotnyopies TOV TAPOAAAYDV, OT®G TIC
opadomoinoe o McLeon oto dpbpo tov “Half a Century of Research on the Stroop
Effect: An Integrative Review” (1991).

1) AwgopeTiki BaOporoynon tov Teot

Mikpég TPOTOTOGELS TOV TPADTOV TEPAUOTOS EYIVOV OTO TOAAOVS EMIGTNOVEG,
£T0L MOTE VO TAPOVV OMOTEAEGUOTO GE GULYKEKPUYEVOVS TOUEIS TNG WLYOAOYiNG.
Tpomomomcels SlPEPOLV GTAL LAMKA TOL TEGT, TNV XOPNYNoN Tov TEGT, TO YPOHVO
Yopiynons, kabag kot oto okop. Ot Thurstone and Mellinger (1953) tporonoincav 1o
apyd meipapa Palovtag povpo eOVTo avTi Yo ACTPO Kol YPNGILOTOINCAY TEGGEPQ
ypopata. O Jensen(1956) ntpoondOnoe va peyaldoel I KApTEG-EpediopaTa yio va unyv
vrapyel kobvotépnon oy aAloyn kaptodv. Ot kapteg C(color) frav 10x10(othieg X
o€lp€cg), evo ot kapteg W kar CW 5x25.

2) Ta&vounon Kot avTieToiyion

Xe auT TV mopaAdayn], 0 eEETOLOUEVOC TPETEL VO OVTIGTOLYIGEL GE KOTIYOPiES TIG
Kapteg epebicpatoc. ITo ovykekpuéva, eppaviCoviar dvo gwodves/oyfuata ce 600
ypopata. H mtpot edon sivar 1 avtiotoiynon tov Kaptodv 6T COOTEG KATNYOPieg
CUUPOVA LLE TO GYNLLOL TOVG, EVOD 1) 0e0TEPT Pdom (avTioTpogn dtadikacio Stroop) eivat
1 OVTIOTOYNGON TOV KOPTAV GTIG KATNYOPIEG COLPOVA LLE TO YPDLLOL TOVG.

3) Awdwkacioa Ewovoc-Aégng

Amo Ti¢ TpdTEG Bempieg Yo To Pavopevo Stroop, mapatnprOnke Kabvotépnon Kot
otav vmapyovv €oveg Ko AEEels. Xvykekpluévo AEEEC eppaviloviav péco oe
Loypagiéc. [TapatnprOnke peyorvtepn kabvotépnon oty dadikacio 0tav ot AEEelg
elyav aueon oyéomn pe v edva Kot dgv nTav o ave&aptnt AéEn. H ewdva pmopel
va gtvar ko puo AEEN 1 moAAEG 101eg AEENG TOL AglTOVPYOVV cav EIKOVA. ALTN M
dwdkacio Tpaypatoroleital kot pe BEAN pe popd aplotepd-oe&id pe tov e&etaldpevo
va avayvopilet v @opd tov Péhovg. AAAG Kol pE YEOUETPKE COUPBOAX OOV

Left ) 0
You should say "Up" b g‘ C_ow ' g
I‘ :l\\\. .In/

Left| You should say "Right'

Y

bt
 Spider )

Left You should say "Left" (k:‘:ﬁ'w‘ ))“
(B o &

Ewxova 13 : Hopallayy Hepauarog ue v diodikaoio Eikovag-Aeng



epneoviCotav 1 AEEN kot votepa Empeme Vo EMAEEOVV TO COGTO YEOMUETPIKO GYN LA,
Kdémnow dAla mapadetypata paivovior oty ikova 13.

4) Hyntun dwdikacio Stroop

Mud mapariroayn n omoia e€etdletl v avtidpaon katl v wapepPpoin oe nyove. M
dwdkacio elvar 1 avomapay®yn MYOL YUUNADV 1] VYNADV GLYVOTHTOV, Kol TNV
avtiopaon amo tov e€etalduevo oV avayvopnor] tovs. AAAN dwdikacio eival
avayvopnon tov euAov (dvopag 1 yovaika), 0tav mpoeépovv AéEels. H dadikacia
umopel v TpoypotomomOel Kot Pe avoyvapnon Tng TovTNTOC, TG £VINONG KOl TNG
SLAPKELNG TOV AEEEMV TTOV AKOVVE.



4 Unity

4.1 Ewayoyq etyv Unity

H Unity givar eva epyadeio yioo TpoypopOTIOTES, KOAMTEYVES GALG Kot yiol
oxedotés. Mmopel va ypnowomomBel yio moryviola, kwvovpeva Pivieo kot e@E,
ewovikn] mpaypotikoémra (VR), aAdd kot yio emavénuévn npoypatikotnto. (AR).
Xpnoyonoteite amo peydro kot pikpd studios kot amd moAlvebvikég ce dapopovg
Topeig g Teyvoroyiag onmg Windows, Apple, Android, Xbox, Nintendo, Playstation,
Steam, Facebook, Toyota, Audi, Disney.

63 unity Solutions ~ Made with Unity ~ Learn  Community GetUnity AssetStore Q a

Release Notes  Roadmap  Demos  Beta Program

The world’s leading
real-time engine

Unity is used to create half of the world's games. Our flexible real-
time tools offer incredible possibilities for game developers, and
creators across industries and applications.

Pro Plus Personal
$125/month ~$25/month with 1 year, prepaid Free
For professionals and studios For hobbyists free ver

Eixéva 14 : Apyixi iotocelioa the Unity

H npom emapn pe v Unity yiveton péoom tov 1otdétomod g H mlextpoviky
devBuvon g eivon « https://unity3d.com/ » . Ztnv apyikn celido cav emAoYEC ExEL:

Products

Y& aut TV evvotnTa, PAETOLLE KATOL0 07T TO, YopakTnplotikd thg Unity kot
Tt uopei va tpoo@épet o editor tne. Me tnv evvotra «Explore Unity» pog eényel yori
amoTEAEL OL OO TNG EMTUYNUEVEG UNYXOVES TOLYVIOU®V OAAG Kol Oyt povo. Av
nepmyn0el Kaveic Kot 6TIg aAleg evvoTNTEG Uopel va LdBet Yo OAEC TIG TPON YOO UEVES
evnuepmoelg (Release notes), to épapa kot to péAAov ya tqv Unity (Roadmap), v
£YKOTAOTAON SOKILAGTIKNG £kdoon (demo) kdmolwv Tpoldvimy pe v xpron g Unity
Kot TEAOG TNV €yypoen otV O0KIHOoTIKY ékdoon tng Unity, 6mov upmopeic va
JOKIUAGELS €6V 1 EPOPLOYN GOV TOPOVGLALEL TPOPANUATA GTNV Kavovpylo EKS00T),


https://unity3d.com/

aAAaYEG otV emepyOUEVN €KO0GT, KOODS Kol avaTpo@oddHTNOoN Yo TNV KAvoOpylo
£Kd00M UECH TNG KOWVATNTAG TNG.

Solution

2V GUYKEKPEVT]  EVWOTNTO, TOPOKOAOVOOVUE TG UTOPOVUE VO
ypnowonomoovpe v Unity. Onwg mpoavapépnke, dev mepropiletar povo otnv
Katookev] morvidwwv. TToAlol oyednotés Kataokevalovv OAOKANPES TOUvieg Kot
Touvieg pKpovs pnKovs. Moabaivoule emiong 0Tt Kot £TOPIES KATAGKELNG CVTOKIVITOV
ypnowonowovv v Unity yw v Kotaokev] avtaAloktik®v, kofd¢ Kot tnv
TPOGOUOI®OT VOGS KOVODPYLOU CLTOKLIVIITOV, TPV KOV KOTOGKELAGTEL. Mmopohv va
EKUETOAELTOOV TN UNYOVI] QUOIKNG Kol Vo SNUIOVPYNGOLV eva 10avViKO TepBdAlov,
Y®PIg TEPLOPIGLOVE aro TNV VO™ Ko vo. doKipdoovy vea mpoidvta. H Unity uropei va
TPOCOUOIDGEL KO GYEODL OPYLTEKTOVIKTG, LUNYOVIKOV KOl KOTUGKELOGTOV WE L0
EIKOVIKT] HOKETO, UEIDVOVTIOG TO KOOTOG KOl TO YPOVOG KOTOUOCKELNG TNG HOKETAG.
[MapdAinia, etoipieg v ¥PMNOLUOTOOVV KOl Y10 KOTOUOKELT] TLUYEPDOV TALYVIOUDV,
KaODS Ko Yo SNUovPYio EIKOVIKNG KOt ETOLENUEVNG TPAYLLOTIKOTNTOG.

Made with unity

Me 10 matmpo o€ ovtd TOV CLVOEGHO, umopel kavelg va pdbet yoo Tig
emrtuynuévee epapuoyéc Pactouéveg oty Unity, kabdc kot T1¢ 10T0pieg miow amo
OVTEG TIG EQAPLOYEC OO TOVG 1010VG TOVG TPOYPOUUOTIOTEG KO TIG OVOKOMEG TOL
AVTIHETOTIOOV PEYPL TV emttvyio tovg. Kdmoteg ano avtég eivar to Hollow Knight
(Platform), Cuphead (Platform), Escape from Tarkov (Survival FPS), Rick and
Morty:Virtual Rick-ality (VR Baciopévo oto metuynuévo animation Rick and Morty),
Sonder (Animated towio pikpod pikovg), Trinity (Toawia VR). Onwg PAEmovpe kot
OTOV 16TOTOTO, N VKA TPOIOVTOV £Vl OPKETA LLEYUAN.

Learn

Avti n ewotnta givon agiepouévny oty ekuddnon g Unity. Xopic va
VILAPYEL KOl TPOOTAUTOVUEVT] YADGGO 1) EUTEPIO GTOV TOUEN, UTOPEL OTOLOGONTOTE
LE VTN TNV evvoTnTO, va ypnoponomoet v Unity émog embopei. Bdon padnudtov,
oomydv, Coviavov UETOOMCE®Y UOONUATOV, TNC AVIOAAUYNG TANPOPOPLOV Kol
BonOetag amo ta vepyd LEAN TNG KOWVOTNTOG AALA KOl OAOKANp®V KOKA®V patnudtov
ue v motomoinon tg Unity, umopel vo e&elybel kdmolog amo 10 6Téd10 TOL
apYAPLOV, GTO GTASLO TOL EMAYYEALOTIO.

Community

e aUTO TO KOUUATL, £VOG XPNoTNG Uropel va £pbet og emkovavia pe OAN TV
Kowotnta tov Unity. Anladr uropei va prei oto «Forumy kat vo dtopdost apOpa otig
avtiotoyyeg Oepotikég evvotnteg péoa oto forum. Mmopei va potioet, GAAOVG YPNOTES
Kot Tovg i610v¢ tovg developers, amopieg 1 Moelg oe epmtoelg GALmV peAdv. No del
OVOKOWVMGELS KOl EVIIUEPDOELS OTO TOVG EMIOTLOVE avTipdommovg g Unity kat va
nel TV yvoun tov téve og avtd. H vrogvvotnta «Answersy divet dpeceg Aoelg oe
npoPAiuate amo v Unity, uéom g evepyng tov kowotntag. To0 «Feedback»
YPNOUOTOIEITE Y10 VO, OMDGEL 10EEC, TPOPANUATO Kol AVGELG GTNV 1010, TNV ETOUPiO OOTE
va PBertiowbel mpog to kaAvtepo. To «Issue Trackery» diver Aoelg oe Kowd Kot



avayVOPIGHEVE TPOPAN AT TTOL £X0VV ETAVOEL, OOTE LE AMyeg Kivoels va. Bpet Kaveig
TNV OAVTNOT| 6TO TPOPANLE TOV Yp1yopa.

Get Unity

O topéag avTdg aVaPEPETOL GTNV EMAOYT TOKETOV Y10 TV £YKOTAGTOCT] TOV
Aoyiopkov. BAémovpe ta dtobéoipa mAdva e OAeg TIC AETTOUEPIEG Kol TPOVTOOETELS.
Y10 téhog ¢ oehidac vmdpyer evo. FAQ (Frequently Asked Questions = Xuyvég
EPMTNOELS) TOV ALPOPOVV TNV GLVOIPOUN. AoV Yivel 1 ETAOYY| Kol 1 Aod0y] Op®V,
umopovue va Katefdoovpe v €yKatdotact). Ot amapaitnTeg amoiTnGES GUGTIILATOG
givon to Aettovpywkd va eivon : Windows 7 SP1+, 8, 10, ot gkddoeig 64-bit poévo kat
macOS 10.11+. Kot pa kapto ypaeikdv mov vrootipilel DirectX10. Mag dievkpvilet
OUMC, 0TL 0O €KEL KOl TEPA O1 ATOUTNOELS OAAALOVY AVAAOY®G TNV TEPITAOKATITO TOV
project pog.

Asset Store

‘Eva amo ta peyolvtepa mheovekthypata tng Unity eivar to Asset Store. Me
avtd, pog olvel v wKavotnto vo mepmyndodue oe pia tepdotia PipAodnkn amd
dwpedv N eni mAnpoun asset Tov Exovv dnuovpyndei amo v Unity Technologies &ite
amo pEAN ¢ kowotntag. Tao assets kaAdmTouy pPeYdAn ykdpo OT®mg HOVIEAD, LOY|
VA0V, Kivion povtéhwv, encktdoelg Tov editor kot ToAAd dAla. Ot yprioteg umopodv
va ta katefdoovy ano tov idto tov editor amevbeiag, aAld ko amo tov explorer Tovc.
Ta assets eni TAnpopq propov va ypnoyoronfodv Kat yio TpomdOnon, apob pe v
ayopd €€l Kol TO. TVELHOTIKA Otkoudpota. To dmpedv assets avikovv ce 600
KATNYyopleg € avTd Tov £0VV TEPLOPLGHOVS KL VT TTOL JEV £XOVV TEPLOPIGLOVS. Tal
TPMTO, YPNCLOTOLOVVTOL HOVO Y10 EKTOOEVTIKOVS KOl TPOSMOTIKOVS AOYOVS, EVOD TO.
devTEP UITOPoHV Vo, XPNGHOTOIM OOV EMTAEOV KOl Y10, EUTOPIKOVG GKOTOVG,.



4.2 H mnpotn eroen pe Tov editor tng Unity

e Edit_Assets_GameObject Component Window Help

&1 -+ EIEANENS) 2

= Herarchy

Ewcéva 15 : To kevipixd mapavpo g Unity

AoV katefdoovpe Kot Kavovpe gykotdotacn v Unity, cdpoova pe tig
odnyieg, avoiyovtdc v Kot dnuovpydvtag eve kKovovpyto project, BAémovue v
mopakat® 006vn. Na onueiwdel 011 kdbe mapdBupo pumopel va petakivnBel ko va
dropopeobei dmwg embBopet o ypnoTNG.

Ta mopakdTom voduepa avTioToyoby Kot nesnyolv To KOKKIVO Ttedio e o
avTioToryo VOOUEPQ.
1) I'pappn Menu Tov editor
2) Mrapa Epyaleiov tov editor
3) Mapabupo Iepapyiog (Hierarchy)
4) Kopro mapabupo
5) Mapadvpo EmOsdpnong (Inspector)
6) IMapaBvpo Tov project
Avolvtikotepa

H ypoupn menu tov editor amoteleite omo Sidopa pEPN TO OO0 MOG
EMTOYYOVOLV KATOEC O1epynoies. TvyKekpuéva, anoteheite amo to «Filey, mov pog
emTpEmeL va. dweptotodue to project pog oty Unity. Anladr va apyicovue, va
avoifovpe éva project kot vo to cdcovpe. Mmopodue emiong va mpocbécovue pia

KOWoOpylo «oKnviy Kot va eEyoupe o TeAKO anotéAecpio Tov Project pog, o tov
LETAPPOOTY|, OTIG TAATOOPLES TTOV EMBVUOVLLE.
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"Yotepa, 10 «Edity pog emitpénet vo, xpnoiplonocovpe KAmoleg factkés ETAOYES TOV
editor. Onwg yio Topadetypa, vo eTeEEPYAOTOVUE U0 KIVNGT TTOV KAVOUE UECH TOV
redo ka1 undo, va tpé&ovpe Ko vor SOKILAGOVLLE TO Project pog oto mapdbopo «Gamey,
YOPig va xperdletal va 10 £QYOVUE PE TOV HETAPPACT KAOE popd Tov doKIUAlovLE
o oAdloyn M TpocBétovpe KAt Mmopovpe va eneEepyacTOVE £V OVTIKEILEVO N
OVTIKEIIEVO, GTNV OKNVI KOG He TOAAOVS TPOTOLG. AnAadr], vo emAéEovpe OO TO
OVTIKEILEVO, OV OKNMVA, VO QTIONEOLHE oL VAU ETAOYNG  GLYKEKPIUEVDV
OVTIKEILEVOV TTOV UTOPOVUE VO AVOKOAEGOVE VOTEPO, VO PTIAEOVUE TO OTAOTLTTO
EVOG AVTIKELUEVOD 1) VO O10YPAYOVLE TO ETAEYUEVOL OVTIKEILEVAL.

To «Assety, 0Tmg To TPOOIdEL TO OVOLA TOV, ACYOAEITE e TNV Yp1oN T®V asset. AnAaon
TNV €160ymYN £vOg asset 1 evog makETov Tov eumeptEyel ToAAG asset, v dnovpyia
€vOG Kavovpylov, TNV petovopacio kot tnv e&aymyn Tov asset otnv popoen *.asset .

To «Gameobjecty avagépetar oty ypfon g ueyoing Piaodnkne avikepuévoy.
Avtd to aviikeipeva umopet va givar va YEOUETPIKO GO GTOV TPLGOLIGTATO 1)
dwodldotato ympo, pio myn Myov, pio myn eowtodg, pio kapepa. Olo avta
enpaviCovion oto «Hierarchy» (BAéne mapakdtm) Kot 6to KHplo mapdbvpo. ITALov ta
avtikeipevo avtd Bewpovvie ovtotteg oty oknviy poc. Télog, pumopovpe va
ONUOVPYNGOLLE IOl KKEVIPY OVTOTNTO 1] OTTOL0L LE TOV OVAAOYO KMOOKN UTopel var £xel
L0 GUYKEKPIUEVT GUUTEPLPOPEL, TOV Ba ExEl AVOOEGEL O TPOYPOUUUATIGTS.

H xoptéla «Componentsy sivor kot avty pia ftpAtodnkn 1810thtev Kot HEToPANTOV
nmov yapokmnpifovv ta avtikeipeva omv oknvi. Kdébe po emloyn mpoceépet
CLYKEKPLUEVO YOPAKTNPLOTIKA 6ToV «Inspectorn (PAéme mapoKaT®) TOV AVTIKEUEVOL
pali pe medio mov HITopovpE Vo OAAAEOVUE TIG LETAPANTEG TPOTOTOIDOVTAG QLT TNV
0T,

Y10 «Window» pmopovue va emdéEovue emMAOYEG OYETIKA pe Ta mapdbupa Tov
«Hierarchyy, «Inspector», «Scene» kot «Projecty. Eipacte wavol vo ardd&ovpe v
dpvOUIGN TOVG, TNV EVOALOYN METOED TOVG Kol TNV dnpovpyia vémv mopdbupwv,
Ommg 10 «Animator yio TapadELy L. TOV YPNGLLOTOLEITE Y10, TNV AVTOHOTY KivoT £VOG
OVTIKEWEVOL GTNV OKNV LOG.

Télog to «Help» apopd v emkowvovio pag pe v Unity Technologies. O emhoyég
aVTNG NG KOPTEANG, MOG EVNUEPAOVEL Yo TNV €kdoon Aoylouwkoy Unity mov
YPNOLOTOOVUE, TOV EAEYXO KOWVOVPYLOG KOl TNV EMAOYN YO €£YKATAGTAOT NG
JOKIHOOTIKNG €KkdOoons. Méowm GA®V EMAOY®V, UTOPOVUE VO UETAPOVUE OTIC
avTioTolyEG 16T0GEAMSEC TNC KowvoTnTag TG Unity pe svkoAia.

E1 + BRI

Eixéva 16 : H umapo. epyaleiomv tov editor

Onwg BAémovpe oty mapandve ewwovo (Ewdva 16), n urdpa epyodeiov tov editor
amoteAeite amo €1 kovpmid. To mpidto (Hand tool) pmopovpe vo chpovpe v Kapepa,




KpOT®VTOG T 0ptotepd kovumi oto movtikt. Kpatdvrog o Alt kat o aptotepd kovpui,
UTOPOVUE VO TEPIOTPEYOLUE TNV KAEPA YOP® OO TOV €0TO TNG. TELOC KpATOVTOG
10 Alt ko to de&i mAfkTpo pmopovpe va Covudpovue péca kot EEm. Ta vroroura
KOLUTTIOL LG EMLTPETOVY VO YEPICTOVUE £VOL OVTIKEILEVO HEGO GTNV CKMVY|, 0oV TO
&xovpe emAaéetl. Tote mbvo 610 avtikeipevo ppaviCovrar fondntikés emloyés, Onmg
BAémovpe otV TOPOKAT® EKOVA Kot AEITovpyoHV MG €ENG.

Eixéva 17 : Ta diapopo. epyaleio tov editor mdvw oto aviikeiuevo

Me 10 0e0TEPO KOLUML UTOPOVUE VO PETAKIVAGOLUE €va. ovTikeipevo (Move Tool)
KPOTOVTOS TNV LOTN €VOG Ao Ta Tpio BEAN Kol GEPVOVTOG TO TOVTIKL 6TV Katevhuvon
mov BéAovpe Kot 6TIG TPELG O106TACELS. AV OU®G StaAéEovE piol amo TG TPElg TAEVPEG,
ekel mov epdmrovral To PEAN, TOTE emTpémovTol KIVAGES UOVO OTIG GAAEG OVO
dloTdoelg, dNAadN ekTdG amd TNV TAEVPA oL £xovue emhécel. Me 1o Tpito Kovumi
(Rotate Tool) propodyie va TePIoTPEYOVLE TO OVTIKEILEVO TAAL TTPOG OO0 KaTEHOVVGN
Béhovpe. To tétapto kovpni (Scale Tool) pag emrpénet va aArd&ovpe o péyebog tov
aVTIKEWEVOL. Me TO GOTPO KOLTL GTO KEVTIPO TO UEYOAMVOLUE N TO UIKPOIVOLUE
KPOTOVTOS TO 1010 oynuo. Me ta dAha tpia, T0 oAAdlovpe TPog Tov AEovVa TOL
emé€ape. To méumto kovumni (Rect Tool) peyaddvet 1o kovti 6TV £1KOVO MG TPOG TV
axpn tov kOPov. Térog, To TeElevTaio kovpmi epmepiéyel to Move Tool, to Rotate Tool
kat o Scale Tool ola o€ éva yio Tov TANPN EAEYXO TOL AVTIKEUEVOL UE EVOL KOVWUTI.

N — To mapdBupo Iepapyiac (Hierarchy), 6nmg PAémove
v € _Complete-Game = , y ’ ’
Floor LE TO TOPAdEYHO TG EIKOVAS, €ival (o AMoTa Tov
MainCamera , , , ,
» Environment TEPLEYEL TO OVTIKEIUEVO OTNV GUYKEKPIUEVT] GKNVN.
EnemyManager ’ ’ , .
Zombie1SpawnPoint Mmopel vo elvor assets 1 TPOKATACKEVAGUEVES
Zombie2SpawnPoint Je /. , r

v Player OVTOTNTEG, GUVOAO TOAAMV OVTIKEWWEVOV UE TNV

¢ 7 , H )
e ovopacio prefab. M emhoyn oto Hierarchy eivou n
e yoveikdta. Ta avrikeipeva dnAadn pmopet va Exovv
TR oxéon  yovéo-modov Kot va  potpdlovon
Bl yopoakpiotikd. [apdaderypa yovéa-tatdiov eaivetot
» MenuCanvas omv ewova. To «Player» eivor o yovéag kot

» Lighting , , ’ s
Aertovpyel cov PAKELOG Yol TAL EMOUEVOL AVTIKEILEVAL,

10 «Player», to «Gun» xou to «GunBarrelEnd» to
omoio eivan yovéag tov «Facelight», xkdvovtac 1o
«Facelighty» moudi Tov «GunBarrelEnd» aALd kot Tov

Eiova 18 : HopaBopo lepopyiog «Player»'
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To xVpo mapdBuvpo Aertovpyel yo TNV YPOEIKY avomopdotocsn OAOL Tov
project. Xtmv kaptélo «Scene» pmopovpe va dayeiplotovpe to. GameObjects,
QTIAYVOVTOG TO EMITENN, GTNVAOVTOS TIG KAUEPES TOL PAETEL O YPNOTNG, CTIVOVTOS TO
QMG Tov emmédov. ['evikd, gival To Tapabvpo mov oknvobetei o Game Designer, mmg
Ba deiyvel to el mpoidv otov maiytn. H dAin kaptéla «Gamey Aettovpyet yio va
nog deiket o tehkd TPoiodv, ywpig vo To kKavovpe compile péom tov petappaoty. Apa
umopovue va dokudlovue aAlayéc 1) vo fpovpe bugs(=npofAnuata 6Tov KOSIKA Log)
ypryopa. Ot oAhayég pmopel va SoKIaeTobV Kot Kata TV dtdpketa Tov «Playy, d1ott
amofnkevel TNy Kotdotoon Tpy To «Play» kot otav mathoovpe «Stopy pog exavapépet
oTIG TTpoNyoUuEVEG puOuicels. To HEOVEKTNUO OE OVTAYV TNV TEYVIKN €lval 0Tl TPEMEL
VO OTUEWOGOVE 1 V. Bupdpaote TIg oAAayEC S1OTL PeTd To «Stopy, ydvovtal OAEG Ot
pvOuiocec.

" © Inspector | &=
i ¥ Player _J Static ¥ -
> Tag | Player + | Layer | Default 3
’ I I H Prefab | Select | Revert | Apply J
¥ . Transform "R
Position X 0 YO Zo
Exova 19 : Kovuma, évapln kot wadons oxnvig Rotation X0 Y0 z'o
Scale X1 Y1 Z|1
) ) , i v §¢ ¥ Animator Q=
Kd&Be avtikeipevo mov emAéyovpe 6To KOPLO | Controler EIFlayerAnimatorContrd ©
’ 9 r , 8 r s y Avatar & PlayerAvatar (0]
Tapdbvpo £xel KATOLEG 1010TNTEG £ITE UTOPOVUE VO | appiy oot Motion | |
npocOécovpe kdmotec. To mapdbuvpo embedpnong | Update Mode (Normal 2
; ; . p Culling Mode | cull update Transforms ¢
(Inspector) BonBdetr e awtd. AnAaodn propovue vo clip Counts 3
, , , , Curves Pos: 48 Quat: 135 Euler: 0 Scale: 135
npocbécovpe  petafintés, omd TV KOPTEAQ L) Clrees Coms 1659 Conmants 696 (63.9%)
, , Dense: 0 (0.0%) Stream: 393 (36.1%)
«Componentsy  (BAéne T'pauun Menu), oto )
, % v . [¥Player Health (Script) Q=
avTikeipeva yo va to. ghéyEoope. Too components | * o % e
elvar script otv  Piprodnkn g Unity pe | Strtnghealth 100
, ., , , Current Health 0
uetafintés. Kab' dvto tov tpémo UTOPOOUE VO | Healthsiider - Heaithsiider (Siider ©
4 4 H r Damage Image *«DamageImage (Imi ©
ONpLovpyNGovpE S1Kd pog SCript Kot va gpgaviCovpe | 2o o P D o
otov Inspector 6ti Béhovpe va petafdiovpe, yopic | Fash speed 5
. Aoyt S scriot. O Flash Colour T
va yperaletor oAlayn amo to 1o To pt. Omag | iabedy HZe
PAémovpe xor oty €wkOvo, KAOe LOVAOIKO | Mass -
, , , Drag | Infinity
YOPAKTNPOTIKO eivor por evvotnta otov INSPector | anguiarorag TRy
r ’ 7 Use Gravity 4
Kol EYEL TIG O1KEG TOV UETAPANTEG. . =
Interpolate [ None ¢J
Collision Detection | Discrete i
» Constraints
v . |¥/Player Movement (Script) (-8
Script 7Plé\,/er‘M'ovément e
Speed (3 v

Eixéva 20 : IlapdBopo Embewmpnong

Mze 10 mapdBupo tov project (Project Window), éxovpe tpocPacn oto asset pog. Kabde
@opd mov kdvovpe import (= Ewsaywyn oty Unity) éva asset epeaviletor kot o€ autod
10 apdBupo. Agv glvar avaykaio va TO ¥PNGLOTOIOVUE KOl GTNV GKNVY| LOC, OTOTE
Aertovpyel kat cav «Piprodnkny. Edv 0élovpe va to falovpe otnv oknvy, evo drag
and drop apkei. Avto pe v oglpd tov Ba eppaviotei oto Hierarchy dote vo 1o
Tpomonomcovpe Onws BEAovLE. Ioyvel dpwmg Kot to avamodo. Edv €xovpe dnpiovpynoet
éva object péoa otnv oxknvn kot BEAOVE VoL TO ¥PNGIULOTOTGOVUE EQVA 1] VOL TO EYOVUE



dwbéoyo vy GAlo project, pmopovue va onpovpynoovue évo prefab pe ta
YOPOKTNPLOTIKG TOV Object v otiyun mov 10 dNUIOVPYNGOLLE.

@ Project .
) | &% x|

Create |
4 Assets » Materials

[
vﬁaum - 1
» & _Complete-Game A
ArchesMat... BatMaterial BloxMaterial ClockGlas... Dollhe % i icl... ﬂnm’lnid,.
-Enwment m . D . .

¥ i Models
| Characters

» i Audio
» i Fonts

» @ PostProcessing . D .
i Prefabs GunMaterial  HearseMat..  Hellephant..  LineRende.. =

i Profiles
» il Scripts

—

@ Textures
by

Ewcéva 21 : HapdBOvpo Project ko ta didpopa asset otov pdrelo Materials
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> HEgappoym
5.1 Ewoayoy

Mo v gpoppoyn tov Stroop Effect anopacicope va dnpovpynoovpe o
epapuoyn 2D puzzle game pe v Pondeia g Unity. Xt6x0¢ ¢ epaproyng oy va.
vmofdlovpe TOV YpNoTN ©TO Stroop Téotr pe €vav  GOYYPOVO TPOTO KO
TOLYVIOOTOLOVTOG TO TPOTO dle&aywyns tov teot. H ékdoon mov Paciotnke to matyviot
nrav 1 ékdoon tov Charles J. Golden, nepinov o 1978. H dagopd BéPora pe to 1610
10 10T €lval 0Tt To mopadeiypota AéEemv kol ypopdTov gival Ol Tuyoia, yio vo
Aertovpynoet cav £va Toyviol ymopic éva eravorappavopevo potifo. Emeldn ta assets
yperalovtal yvooelg amo eneéepyacio Nyov, enetepyacia sikdvoc og 2D 1 3D, kdmowa
assets dmuovpyndnkayv, eneepyacTiKoy Kol ¥PNCLULOTOMONKAY 00 ELAC, EVO KATOL
dAla ypnoonoidvtag o Unity Asset Store ta ypnoiponocope oto mayvidl. H Alota
v asset mov ypnoponombnkay Ppickeror oto téAog. No onpeimbel ot To o vio
etvat oto AyyAkd.

5.2 Xyedloopnog

ZOUQOVA e TO TOPUKAT® SLAYPOLULO PONG, LTOPOVLE VO SOVUE EIKOVIKA OAEG
TIG EMAOYEG TTOL pmopel vo kévetl o ypnotng pe to mpdypappa. [Hoapakdto avarvovue
avoALTIKOTEPA KAOE ETAOYY.

Informations Player's Option menu
Choice

Golden Stroop
Modi

Endless Mode

Quit Game

Eiova 22 : Aicypopuo pong tov ooetiuatog

28



ApyKé pevov

[Ma 10 apykod pevov, £yovpe kamoto Bactkd Kovumio, Tov apopoHv TV Pacikn
Aertovpyio TOL TPOYPALUATOG, KOl KATOL0 OEVTEPEVOVTA, Y10, TANPOPOpies. Mmopolie
Vo O0VLE TO APYIKO LEVOD GTNV TOPUKATO POTOYPAPia

Golden Stroop @
Endless Mode @

Eixova 23 : To apyixo puevod g epapuoyng

Baoikd xovpmio:

[Golden Stroop / Endless Mode] Avtd ta 600 kovumio pog odnyodv otnv 006vn Tov
ToVId100, 1| aAMOG «Zknvip. Eival d0o dtapopetikég Aettovpyieg / tpodmot Toryvidion
HE AALOVG KaVOVEC.

[Options] To kovuni pag emttpénetl va, dodue T pvouicelc, OTmG ylo Tapdderypo v
gvepyomoinom / amevepyomoton Tov Nyov Kat Ty dlaypapr| Temv amodnkevuévov High

Score.

[Exit] To xovumi pog emtpénel va KAEIGOVUE TV EPAPUOYT.

Agvtepevovta Kovumio:

[Information] Xe avtd to Kovumi pag divovtal Kamoleg PaciKEG TANPOPOPIES Y10, TOV
Stroop kot to meipapd Tov, yio vo LTopel 0 ¥poTIG VAL KOTOVONGEL TO TOLYVidL.

[High Score] To kovuni pag petapépet o€ Eva Kavovpylo Topabvpo Kot pog deiyvet
70 KoAOTEPN Pabpoloyia TOv £YOVE KATAPEPEL OTIG OVO AEITOVPYIES TNG EPOPHOYNG.



[?] Mag eppaviCouv po odvioun emeEnynon Tov Kovovev yio kdbe pio omo Tig
Aertovpyieg TG EPOPLOYNG, LLE EVOL AVaOLOUEVO TTapddupo.

006vn PvOpicsov

Sound Enable / Disable

) @

Clear Data

Endless Mode

Exova 24 : O06vn poBuicewv tne epapuoyns

Onwg BAEmovpE TNV TOPATAVE® EKOVA, £XOVUE OVO KOVUTIO EVEPYOTOMOT|G /
amevepyomomong Myov. Idve apiotepd o aptBuog «1.0.0» dnAdvel v €kdoomn TG
epapuoyns. Téhoc 1o kovuni «Clear Data» dtoypden omo Ty Lviun Tov LTOAOYIOTN
v Padporoyia Tov.



006vn BaOBpoiroyiag

H 006vn Babuoroyiag pog detyvetl v vymAdtepn amodnkevpévn fabpoioyia
yuoL TG 000 SAPOPETIKEG AelTovpYieg TG epapproyns. Na onueiwdei ott o apBpoi 35
kot 18 elvar mapadeiypata Aettovpyiog Tov GLGTHUOTOG.

High Score

Golden Stroop Endless
Highscore Highscore

Can you beat them?

Endless Mode

Eixova 25 : O8ovy Babuoloyiog tns epapuoyns

Agrrovpyia Golden Stroop

Eivai n Pacikn Aettovpyia Tov mayvidov. [ave de&id ot apBpoi pog deiyvouv
xPOVO mov poag amopével. Almia, 1o kovumi [X] elval 1o kovumi €£0d0v, mOL pOG
EMGTPEPEL GTO aPYIKO pevoD. v péon epeaviletal £va Aompo TAAicLo Tov pHiKpaivel
oLVEXELD PEXPL VO, EEAPOVICTEL, AEITOVPYDVTOS GOV YPOPIKT OTEIKOVIOT] TOV YPOVOUL.
[Tdvo oto mhducio epgaviCetoar to teot, mov Ba avaivcovpe mapokdto. Télog,
VILAPYOVV TPio KOVUTLE GE XPOUA KOKKIVO, TPAGIVO Kot UTAE, Tov eEumnpeTohv Tov
YPNOTN VO OTTAVINOEL GTO TECT.

To moyvidr amoteleite amo Tpeig yopovs. Kabe evog dapkel émg kot eikoot (20)
devtepdienta Ko gppaviCovral péxpt ko capdvta (40) Aé€eig-ypopoata. Kabe cwot
anavinon pog divel éva (1) mOvTo kot dgv VILAPYEL EMATOGELS 6TV AdBog amdvTnon.
>Hvoro 1o téot drapkel Eva (1) Aemtd kol 0 ¥pNoTNG UTopel va PTAGEL TOV PEYIGTO
apOuod tov ekatov gikoot (120) movimv.

Y1ov Tp®TO YOHPO TO O Vidl mapovotdlel pe Toyaio cepd tig AéEeig «Redy, «Greeny,
«Bluey kot o maiyme mpémet vo S1odéEeL TO avTIoTOLO XPDLO 0TTO TO KOVUTTIO GTO KATM
népPog TG 006vNG. Ltov 0e0TEPO YUPO, O TOUYTNG KAAEITE VO ATOVTGEL GOOTA TAAL
OOUPOVA HE TO YPOU, OU®G TOpo eueoaviCovior n AEEn «XXXX» pe ypouo
YPOUUOTOGEIPAG KOKKIVT), TPAGIV Kot UTAE.



Eixévo. 26 Apiatepd. o mpdrog yopog kar delid o detrepog yipog e lertovpyiag Golden Stroop

Ytov Tpito Kot TeEAELTAiO YOPO, eppavilovtar Tuyaio ot AéEelg «Redy, «Greeny,
«Blue» xor emmAéov £xovv VYOI YPOUUATOCEIPA YPOUATOS KOKKIVY, TPAGIVI Kot
umié. O maiytng ywo va BewpnBei 1 amdvTnot| Tov cwGTH TPEMEL VO TATHGEL TO COGTO
Kovumi ocopeova pe vV AEEN Kol Oxl UE TO YPOUO YPOUUOTOCEPAS TG AEENG.
[Mopaxdtom PAETOLUE Eva TAPASELYLLO, GTO OO0 1) GOGTN amdvtnon gival to Mme!

Eixéva 27 Tpitog yopog e lerrovpyiag Golden Stroop

Agrrovpyia Endless Mode

Ovopdleton Endless, 1§ ota eAAnvikd yopig 1€hog, 010Tt o1 AéEeic-ypdpota dev
oTopatdve va gpgaviCovrol, péxpt 0Tov o maiyng kével Adbog 1 o xpdvog undevicet.
Ye autn ™V Asrtovpyio £YOVUE TAV® OPIOTEPH Lo VTEVOOLIGT] TOV TPONYOVLEVOL
High Score, 10 onoio npoonabovue va Eemepdoovpe. Eniong tdpa £xovpe povo d0o
kovumd. To cwotd, Tpdoivo kKovumi, Kot 10 AAB0S, KOKKIVO KoL,

Edv n AéEn-ypodpa mov epgaviCetat, £xet 010 YpMOUL YPUUUATOGEPAS TOTE O
moyTNG MPEMEL VAL TATNGEL TO TPACIVO «ZMOTO» KOLUTI. X& OmOldNTOTE GAAN



TEPIMTOON, 0 ToiyTNG MPEMEL Vo TOTHGEL TO KOKKIVO «AdBogy kovumi, ®ote v
OTOVTNGEL COOTH. LTO TAPAOELYHO TNG EKOVOG O ¥PNOTNG KOAEITOL VO TOTHGEL TO
TPACIVO «Z®oTd» Kovumi pidg kot 1o «Greeny aviiotolel 610 TPAGIVO YPOUA TNG

YPOUUATOGELPAC.

Ewéva 28 : H Aeirovpyio. Endless

006vn Game Over

EpgaviCetar 6tav tedeudvel eva maryviolr. Ot emloyég Tov ypnotn eivor pdvo
dvo.

[Retry] TMotmdvtag 10 kovumi 0 ¥pPNOTNG KAVEL EMAVEKKIVIION TNG AErTovpyiog,
TPOoTAODVTOG TAAL A0 TNV apyn.

[Quit] MatdvTog To KOLUTE 0 ¥PNOTNG HETAPEPETAL GTO UPYIKO LEVOD.



Game Over

Eixova 29 : H 006vy Game Over

Xepropog

O ypnong umopel va mepuyndei e OA0 10 TPHYpPOUUO LE TNV XPNON TOV
novtikiov. [IpocBécape OUOC Kot YEPIGUO TOV TPOYPAUUATOS UE TO TANKTPOAOY1O.
Av10 BerTiddvel TV amOO0GN GTO TEGT, SLOTL O YPNOTNG OEV XAVEL YPOVO LETAPEPOVTAG
TO TOVTIKL aVAPESH OTO KOLUMIA €AEYYOL amavinons. [’avtd Kot o YEPopog
nAnktpoloyiov etvar amAdg.

Apiotepd/AcEi/Katm Beddxt : EmAéyet o kovuni andvinong tov téot.

Space Bar : Aeitovpyei cav «OK» kot yio emhoyn tov «Retryy.

= Escape : Asrtovpyel cav «ITicw» 1 £€£060¢ ToL AL VIO10V.

5.3 Mehhovtikég AvafaOuioerc

H gpappoyn €xet moArég mpoomtikés yio avapaduon. H petapopd tov og dAreg
mhoteopueg oOmwe Android kot 10S givor ToAd mhov kot Oa ival mo gvydplot UG
KOl TOL TO. KOLUMLA Oa EVEPYOTO100VTOL UE TO OAKTVAO TMV YPNOTAOV GE O LIKPTY
006vn. Avtd pmopet vo avENon Ko TNV amodoTIKOTNTA GTO TECT.

SOpewva pe to kepdiato 3.3, ot duvatdtntec avoPaduicemv TowiAovy 10Tt LITAPYOVY
TOALEG TPOTOTOGELS TOV OPYLKOL TEGT TOV Stroop. Mid dueor avafaduion mov Oa
TOPOKIVIGEL TOVG YPNOTEC TNG EPAPUOYNG Vo Kbvovv koAvtepn Pabuoroyia, eivor
etioyvovtag éva mivaka katdtaéng, eite moyKOouo gite oxéon pe Tovg GIAOVG TOVG.



Axopa 0o propovcae Vo £XOVLE [ ETIAOYT YAMGGOOG 6TO Tapdbupo Twv puluicewny
pe Kamoleg Pacikég YAMGoES, YTl To ayyAkd pmopel vo unv givol kotovontd omo
OAOVG N Vo €yovUE OAAAYY] OTNV TOXVTNTO OVOYVAPIONG TG AEEEMS OTNV UNTPIKY
YADGGO TPOG TO KAADTEPO 1) TPOG TO YEPOTEPO.



6 Ylomoinon Ilavyviorov

6.1 Ewayoyn

Yav Baon PBpnkape €va asset to omoio kol TPOTOTOMGAUE Y10 TO EMBLUNTA
aroteléopato. O kmOKag mov ypnowonoteitol ivar 1 C#, mov dnuovpynonke amo
v Microsoft ywo 1o .Net Framework. T'a tv tpomomoinon Tov KMIKO
ypnowonomOnke to Visual Studio 2019. Tw v enefepyacio  EKOVOV
ypnouonomdnke to Aoyiopkd Gimp, evd yio v eneéepyacia nyov to Audacity.

e autd 10 KePAAO0 Ba yivel Teptypap] TOL kMO Kot Bo ypnoiponombovy
Koppdtio Kodka, kKuping oo thv Asttovpyia «Golden Stroop».

4 4 = Hierarchy =
6.2 Apyko6 pevov T
v € MainMenu =
|__/Main Camera
v | Canvas
| Background
, , , , . b | GamelButton
T'o to OPYIKO UEVOL YPTNCIUOTOLOVUE TNV OKNVN «MainMenuy » || Game2Button
H s , ’ ’ > Game3Button
omv Unity. dtidEapne v oknvi Balovtag oty lepapyia >
» () Exit

Game Objects, ta omoio. @aivovtar otnv ewova. Ta Game Co e

.| Options

i 7 e A » ) Infos

Objects mov Ppiockovtar otnv kotnyopio. Canvas, Oia e ore

Aertovpyolv ontikd otov ypnot g Ul, evd ta vtdoroma Eyovv > (J Optianpanc|

ocvvnuuéva C# script, mov fonBovv 6ty couneppopd Kot v > HighScorePanel

, , / » |l Info Pop-up Window 2

)\«O'YU(T] TOV (XleKOD HSVOD. » | Info Pop-up Window 1
|| EventSystem
_'MenuManager

[Mapaxdto avadétovpe kot Tov kddko Tov OptionManager.cs D8 o neManager
|| OptionsManager

TOV EAEYYEL TNV GLUTEPLPOPA TOV OPYLKOV HEVOD. W GameAudioSource >

Eixéva 30 : Ta. game objects zoo MainMenu
Omws paivovtar atny lepapyio

public class OptionsManager : MonoBehaviour {

public GameObject m_OptionsMenu; //The options menu canvas object

public GameObject m_Info; //The info canvas object

public GameObject m_Highscore; //The info canvas object

public GameObject m_Lights; //The Lights object

public Text m_VersionNumberText; //Our version number to display

private int highScore; //Our highscore for endless mode from local files

private int GhighScore; //Our highscore for Golden Stroop mode from local files
public Text m_HighScoreText; //The variable that saves Highscore for Endless Mode

public Text m_GHighScoreText; //The variable that saves Highscore for Golden
Stroop Mode

/// <summary>

Kddikag 1 Option Manager



O1 Aettovpyieg tv kovpumiav yivovrat amo ta Ul Buttons oto Canvas. Kabe Ul Button
EXEL OLOPOPETIKY) CLUTEPIPOPE Ko €wkoOva, MIbG kot mov kdbe €va eSummpetel
drapopetikd okomd. O OptionManager €xet cuvaptioelg kot peBdd0vg ToL KAAOVVTOL
otav o ypnotng méoel £va kovumni. [Tapadeiyporog yapn, yo va avoilel to mapabupo
«High Scorey, koleitar amo to kovuni «HighScore» n puébodog ShowHS() péow tov
Inspector tng Unity oo v mapakdtm eKOva.

on Click ()

ar
S

[Runﬂwm only *][ OptionsManager.ShowHS
- OptionsManage ©|

Ewcova 31 Emidoyi OnClick() uéow tov Editor

"Yotepo exteleite amo to OptionManager.cs n mopokdto pébodoc. o va kieioet
ypnouonoteitatl to kovuni [X] ndvm de&1d ko kareiton ) péBodog CloseHS().

public void ShowHS()

{
m_OptionsMenu.SetActive(false); //Closes Option menu if it is open
m_Info.SetActive(false); //Closes information if it is open
highScore = PlayerPrefs.GetInt("HighScorel"); //Gets the highscore for Endless Mode from local
files

GhighScore = PlayerPrefs.GetInt("GoldenHighScore"); //Gets the highscore for Golden Stroop
from local files

m_HighScoreText.text = "" + highScore; //Changes the text of UI.Button.text to show highscore
of Endless mode

m_GHighScoreText.text = "" + GhighScore; //Changes the text of UI.Button.text to show
highscore of Golden Stroop mode

m_Highscore.SetActive(true); //Set highscore screen ON

m_Lights.SetActive(true); //Set Lights ON

Kaowag 2 O kawdwag yio. v evepyomoinon / amevepyomoinon tov High score window




H enhoyn tov dvo dwpopetikdv Game Modes yivetat amo to MenuManager.cs . Otav
natn0el éva amo ta dHo kovumid kaAeitar  LoadGame(), n omoio opTdvel Kat TV
emopevn oknvn «Gamey.

public class MenuManager : MonoBehaviour {

/// <summary>
/// Loads the game.
/// Give a game type number to load the correct linked game scene
/// </summary>
public void LoadGame(int gameType) {
switch (gameType) {
case 0:

Globalvariables.GameToPlay

0; ///Endless Mode

break;

///case 1:

L}
=

/// GlobalVariables.GameToPlay ; Reserved For Future Game Mode
/1] break;
case 2:

GlobalVariables.GameToPlay

L[}
N

; ///Golden Stroop
break;
default:

break;

SceneManager.LoadScene (GlobalVariables.GameScene); //Loads the game scene given

Kadwag 3 O1 mepimtaroeis yio oAdayn te Aertovpyiog




6.3 Xknvi] «Game»

H oxnvi} «Game» ypnotponoteiton kot yio to ¥ € Game* '

dvo Game Modes. Tw vo emtevyfei  avtod
ypnowonowovvtor Game Objects tov Canvas, ta
omoiol  EvEPYOTMOLOVVTOL KOl OTEVEPYOTOLOVVTOL
avaAOYmG TNV ETAOYY TOL ¥pNoth. H dumhavn eikdva
elvar n Iepapyio g oknvig ko PAEmovpe 0Tl TOL
Game Objects pe ykpt ypopa, eivol avevepyd.

[Ma va kaBopicovpe ta ypodpaTo, £(OVUE pi
kAdon  ColorObject.cs mn  omola éyet 10
YOPOKTNPLOTIKE TOL OVOUATOG TOV YPDUOTOC, KOOMG
Kot o ypodpo kobovtd, o 32-bit popen. Yotepa o
ColorManager.cs dwayepiler ta  YpOUOTO TOV
0éhovpe ovykevripotikd. ITo ocvykekpyévo, gueic
0éhovpue Tplo YpOUATO, HE TO YOPOUKTNPIOTIKA TNG
KAdong ColorObject.cs (6vopa kot ypoua oe 32-bit
HopeY]), TO KOKKIVO, TO LITAE KOl TO TPAGIVO.

OAn n Aoywn tov oy vidlov Ppioketal 6To
GameManager.cs . Ztv eikova(Ewova 33) frénovpe
tov Game Manager otov Inspector. Ed® kdvooue
Ohec TG avogopés mov dlayelpiletoar TOo  SCript
GameManager.cs . ['a va eLeaviGovpE TIC aVaPOPES
otov Inspector ypsialetat va TG apyIKOTO|GOVUE DG

L JMain Camera
|| ColorManager
> by Colors
¥ | JCanvas
|| Background
I Button
|| Colorwheel
|| ColorTextBackground
|| ColorText
> MextColorButton
b | | Golden Buttons
» | | True/False Buttons
L Timer
Colorimage
|| HighScore
GameOverPanel
CountdownPanel
FinalGoldenPanel
InfoGoldenPanel
| |EventSystem
Ly GameManager >
Iy GameALUdioSource >
Iy GameAudioSource (Music)s

L

yYvyYyY vy

Ewxéva 33 : Ta avtikeiueva tng oknvig

Game oty Iepopyio

pUbliC OoTO C# SCfipt ZUYKSKleé\)a éXOUHS ¥ ¥ Game Manager (Script) @ %
4 4 4 , Script GameManager (o]
avaPopéG o€ UETAPANTES, EIKOVES KOL KOVUTTIOL  Round Timer 5
4 1 4 7 Lowest Time 2
tov Ul, kelpeva, Game objects kot téhog yovg. s 2
AVTO oG O1EVKOAVVEL E101KE OTIG LETOPANTES Gane sart Timer: - [3_
olden Timer
YTt pmopovpe Gpesa vo OAAGEOVIE LI T | Wrong Golden 0
Max Golden Size 40

Yo SoKWES, yopic  vo va

enelepyoalopaote To SCript.

yperdletan
Shape

Button 1
Button 2
Button 3
Button 4
Button 5

O Game manager pag Ponbaest va
vmoAoyiloope  tov  ypdvo  pHEo®  TNG
FixedUpdate(). Avnketr otig Biprodnkeg g
Unity kot eivar por pébodog mov €xovpe
KaAéoel, Kot Tpéxel 50 popég 10 devtepOAETTO.
Emedn «kadeite 1000 ovyvd, ypnoiponocite
OTOKAEIOTIKA Y100 LETPNGT YPOVOL, Y10 VO UV
Kéver to mpoypappo «Papv». Emiong dev
emmpedletar amo  koBLOTEPNOES  TOV
GUGTNLOTOG TTOV TPEYEL TO TPOYPOLLLLLOL.

Color Text

Timer Text

High Score Text
New High Score Text
Golden Info Text
Golden Score Text
Countdown Text
Game Over Screen
High Score Screen
Gold Result Screen
Gold Info Screen
Count Down Screen
Correct Answer Clip
Wrong Answer Clip
Game Over Clip

ColorText (Text)

"sColorImage (Image)

* TrueButton (Button)

« FalseButton (Button)

* RedButton (Button)

< GreenButton (Button)

* BlueButton (Button)
Timer ( Text)
HighScore (Text)
HighScoreText (Text)
MessageText (Text)
GoldenHighScoreText (Text)
CountdownText ( Text)
GameOverPanel
HighScorePanel
FinalGoldenPanel

InfoGoldenPanel

CountdownPanel
& correct
“wrongl
GameOver

G 0 60 o600 0000 a0 o0 0oa0

Eixéva 32 :0 Game Manager otov Inspector




void FixedUpdate() {

if (gameType == GameType.ColorWord)
if (gameType == GameType.ColorShape)
if (gameType == GameType.GoldenStroop)

{
//Check to see if the game has just started so that we can run the initial countdown until start
if (gameStartCountdown)
{
m_GameStartTimer -= Time.deltaTime; //Start decreasing time towards ©
m_CountdownText.text = "" + m_GameStartTimer.ToString("F1");
if (m_GameStartTimer <= 0.0f)
{
m_CountDownScreen.SetActive(false); //Disable the countdown timer screen
gameStartCountdown = false; //The countdown has ended, so toggle this off
isPaused = false; //The game will start now
spinner.StartRotation();
this.NewGolden();
X
X
//Check to see if the game is paused right now, if not, do the countdown
if (!isPaused)
{
m_GoldenTimer -= Time.deltaTime; //Delta time will help prevent time loss or skipping
m_TimerText.text = "" + m_GoldenTimer.ToString("F1");
//Check if the sample was given to Player
if (GoldenSize >= maxGoldenSize)
{
isPaused = true;
this.NextGoldenStage();
}
//Check for a out of time count on the answer
if (m_GoldenTimer <= 0.0f)
{
isPaused = true; //Pause the game as it is now over
m_TimerText.text = "0.0"; //Set the time to lock at ©
//Show results and enter next stage
this.NextGoldenStage();
¥
}
}

Kadwag 4 H FixedUpdate() uédodog




Y10V mopamdve Kodwka @aivovtal dvo pébodotl Pacukol yuo to moyviol. O
npdtog ivar o NewGolden() kot NextGoldenStage().

NewGolden()

XPNOIUOTTOLEITOL Y10, VO OIS ODGEL TOV ETOUEVO GLUVOLAGHO YPDOLATOS, ONAST] OVOLQ
KO YPOUO YPOUUATOGEPAC. AVOAOY®OC G€ TO10 GTAO10 PPIOKOUICTE ETAEYEL EVAV
Tuyaio cuvdlacud Kot pog tov epgaviCet. Emiong vmapyet po petafintm
«GoldenColory», | onoia. fondaet tov Edeyyo T™C OmAVINONG TOL XPNOTH TNV
CheckAnser() g onpaio.

public void NewGolden()
{
//We need a color and word and don't want them to be the same, so we get two random references
//in the array which will be used to determine the question and answer
int randomWord = Random.Range(®, colorManager.m_GameColors.Length);
int randomColor = Random.Range(®, colorManager.m_GameColors.Length);
if (GoldenStage == 1)
{

m_ColorText.text = colorManager.m_GameColors[randomWord].m_ColorName; //Gets a random color's
name and shows on screen

m_ColorText.color = Color.black; //Sets the font's color to black

GoldenColor = randomWord; //Flag for Check answer

}
else if (GoldenStage == 2)
{
m_ColorText.text = "XXXX"; //The text that appears instead of color's name

m_ColorText.color = colorManager.m_GameColors[randomColor].m_Color; //Gets a random font color
and shows on screen along with text

GoldenColor = randomColor; //Flag for Check answer

else

m_ColorText.text = colorManager.m_GameColors[randomWord].m_ColorName; //Gets a random color's
name and shows on screen

m_ColorText.color = colorManager.m_GameColors[randomColor].m_Color; //Gets a random font color
and shows on screen along color's name

GoldenColor = randomWord; //Flag for Check answer

Kddikag 5 : H ué6odoc NewGolden()




NextGoldenStage()

Eivow n pébodog mov pog emtpénet va adld&ovpe 1o otadio tov Golden Stroop téor.
Koakeite 6tav tedeidcovy o1 AEEeLS (To Opro AéEemv €xel oplotel oTIC capavta) 1 dtav
TEAEUDGEL 0 YPOVOG (TO YPpoVIKO TtepBdplo elvar ikoot devteporenta). EAEyyet apyucd
oe mowd othdo ipaocte kol gpeavilel to mapdBvpo pe TIC 0dMYieg Yoo TO EMOUEVO
o10d10. Aoviedel cuvdlaotikd pe v péBodo CloseGoldenResultScreen(), n omoia
KoAgitar 0ty 0 ypiotg Kheioel to mapdbvpo mov eppaviler n NextGoldenStage().
[Moapakdrto mopadéTovpe Tov KOOK Ko Yia, TG 000 peBOd0LG.

public void NextGoldenStage()
{
//Checks which stage we are on and make transition between stages.
if (GoldenStage == 1 )
{
GoldenStage=2;

m_GoldenInfoText.text = "For the " + GoldenStage + "nd Round, you have to choose \r\n the
correct color based on font color! \r\n You can do it!";

m_GoldInfoScreen.SetActive(true); //Shows info and prepares for the next level
}else if(GoldenStage == 2)
{

GoldenStage = 3;

m_GoldenInfoText.text = "The fun starts now! \r\nFor the " + GoldenStage + "rd Round, you
have to press \r\n the correct color based on font color! \r\n Be careful, because the color's name \r\n
can trick you and make you choose wrong! \r\n Do you see a difference?";

m_GoldInfoScreen.SetActive(true); //Shows info and prepares for the next level
}else if (GoldenStage == 3)
{

//Handle the game over

GoldenStage = 4;

gameOver = true;

isPaused = true;

m_GoldenScoreText.text = + Gscore; //Shows the score of the round

m_GoldResultScreen.SetActive(true); //Shows the result and prepares for the next level

Kadwag 6 : H uéodog NextGoldenStage()




public void CloseGoldenResultScreen()

{
if (GoldenStage==1)
{
m_GoldInfoScreen.SetActive(false); //Set the high score screen to inactive as it is closed
now
spinner.ResetRotation(); //Reset the white UI's rotation to match the time
gameStartCountdown = true; //Starts the countdown for the game to start
¥
else if (GoldenStage <= 3)
{
m_GoldenTimer = 20.0f; //Restart timer and resets it to 20 seconds
GoldenSize = @; //Resets the color's counter to © ! (Max = 40)
spinner.ResetRotation(); //Reset the white UI's rotation to match the time
m_GoldInfoScreen.SetActive(false); //Set the high score screen to inactive as it is closed
now
isPaused = false; //The game will start now
this.NewGolden(); //Next word
}
else
{
m_GoldResultScreen.SetActive(false); //Set the high score screen to inactive as it is closed
now
m_TimerText.text = "0.0"; //Set the time to lock at ©
this.GameOver(); //Game Over
¥
}

Kadikag 7: H uéhodog CloseGoldenResultScreen()

6.4 BaOuoioyio

o v Boabuoroyia ypnowomoteitor o kKAdon amo v Unity, mov ovoudletot
PlayerPrefs. ZuvnBwg ypnoyomoteiton yio amodnkevon pvbuicewv e epoproyne M
v Badporoyia. O Adyog eivar ott amobnkevovtal TANPoEopieg TOmKA 6€ apyeio Kot
etvat TpoosPacipo GTov XPNoTN MGTE VA TO ENEEEPYAUOTEL KOl VO «KAEWEDY TO TTOYVIOL.
Mmopei va  amofnkevoel HOVO OKEPOIOVG, Ogkadtkovg apBuovg M éva String
(=axorovBio adeaplBuntikdv yopaxtpwv). Emiong ypeialetal kot éva kAedi mov
arevBoveTton otV amodnkevpuévn peTaPAnTh. XV €@appoyn v OKio poG oTo
GameManager.cs Bpiockovtat 500 pedodot amobrkevong kat avakinong Padpoioyiog.




private void UpdateHighScore() {

//Saves the high score to a local file

if (gameType == GameType.GoldenStroop)
{
PlayerPrefs.SetInt("GoldenHighScore", GhighScore); //saves golden stroop highscore
}
else
{
PlayerPrefs.SetInt("HighScorel", highScore);//saves endless mode high score
}

/// <summary>
/// Gets the high score.
/// Hanlde and logic here that you want to retrieve the players high score.
/// </summary>
private void GetHighScore() {
if (PlayerPrefs.HasKey ("HighScorel")) {
//Gets the high score from a local file
highScore = PlayerPrefs.GetInt ("HighScorel"); //Get endless mode high score
GhighScore = PlayerPrefs.GetInt("GoldenHighScore"); //Get golden stroop highscore

m_HighScoreText.text = "Previous HighScore: \r\n" + "" + highScore; //Display the
exisiting high score

}

Kadikag 8 : O kadikag yro. tny evuépwon kot ovdxinon tov High Score




[ Xvoumépoopo

Oleg o tprodibotateg TAATPOPUES AVATTUENG TOYVIOUDY TPOCPEPOVY OUETPNTES
JUVATOTNTEG GTOV TPOYPOULLUATIGTH VO ONUIOVPYNGEL LE TOV O1KO TOL HOVOIIKO TPOTO
éva Prvteomonyviol OTwg 10 £YEL 6TO LLOAO TOV. O YPECTEL KOl AALX TPOYPALLLOTOL
emeepyaciog €woOvVag, MNYOL, TPOYPOUUATIGHOD YPOVOSIOYPAUUATOV Kol GAA®V
TPOYPOUUATOV, 0ALA TO KOPLO TPOYPaLpLa TOL B vAOTOMoEL TO oy vidt Oa eivort ovTég
01 TPLGOLAGTATEG TAAUTOOPLLES.

Yvykekpipéva epeic epyootnkope move oty Unity kot yépng oto vAkd pEcm
Youtube, Stack Overflow, Reddit koar Unity Community propécope va Eemepdoovpe
TpoPAnpaTa, Vo LABOVUE KOVOUPYLEG TEXVIKEG Kol TPOTOVG TPOYPUULOTIGHOD KOt
TéN0G va pTidEovpe éva mpdypappa dnwg to Bélape. Oco eotkeudveTOl KATO0G LE TO
nepariov e Unity 1660 mo g0koAn gival 1 Snuiovpyia Kot 1) TPOyUATOTOINon TG
10£€0G TOV.

To @awvdpevo Stroop eivar éva evoloQEPOV UIVOLEVO TO OTO10 TO YPNGULOTOLOVV
TOALOl JPNUIOTEG ONUEPA, HE TO TOAAG AOYOTUTO TMOV ETAPUDY TOVS TTOV
epnpoavifovron urpootd pog. Me mepattépom avoPaduicsic oto Tpdypappo o propovoe
va yivel po dtuokedactikn epappoyn oto Google Play v g éva epyaleio yopnynong
TE0T € £va KEVTPO TEPAUATIKNG YLYOLOYIOC.

Téhog Ba BéLaLe v KAEIGOVLE VTN TNV TVYLOKT EPYOCIN LE TIG EVIVITOGELS LLOG, TAV®
oTIC TAATEOPLES avanTuéng Kot Wiaitepa oty Unity, mov ftav paviactikés. Ziyovpa
Ba. yeprotodue v Unity dueoca oto péALov yio v dnuiovpyio Kot TV EKTOidEVON
nog méve o€ GAla project kat dev eivor kaBoAov amifavo va dodue Kot 6NV TPaén Tic
SVVATOTNTEG KOl TOV GALDV UNYOvVOV BVTEOTOLYVIOIDV.

Ewdva 34 : O Cuphead kot 0 adeppoc rov o Mugman,

TPOTOYOVIOTES TTO OUOVOUO TOAVPPafeviévo maiyviol

«Cupheady , wov éyer dnuiovpynet oy Unity.
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AudioSourceManager.cs

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

/// <summary>

/// Audio source manager.

/// Attach to an audio source in the scene to update the volume levels.
/// Any additional logic for volume control can go in here.

/// </summary>

public class AudioSourceManager : MonoBehaviour {

private AudioSource audioSource; //The scenes audio source

/// <summary>

/// Awake this instance.
/// </summary>

void Awake() {

audioSource = GetComponent<AudioSource> (); //Find the audio
source in the scene to use

//Update the volume level for the scene
audioSource.volume = GlobalVariables.Volumelevel;

}
private void Update()
{
//Update the volume level for the scene
audioSource.volume = GlobalVariables.VolumelLevel;
¥

/// <summary>

/// Plays the audio clip given.

/// </summary>

/// <param name="clipToPlay">Clip to play.</param>

nithld- vAaiA DTAuALATACTIi R/ AASACrTS A ATSATADT AV S

ColorManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

/// <summary>

/// Color manager.

/// Basic version of the color manager for the game.
/// Uses a simple color and name of a color.

/// </summary>

public class ColorManager : MonoBehaviour {

public ColorObject[] m_GameColors; //The color objects to be used in the game
public Text m_ColorText; //Text of the color in the game

private int currentColorIndex; //Stored the current color index selected
private int maxIndexSize; //Stores the maximum size of the index to prevent

multiple lookups

/// <summary>

48



/// Start this instance.
/// </summary>
void Start() {
maxIndexSize = m_GameColors.Length; //Set the max size reference

this.GetNextColor (); //Get the next color to update the scene
}

/// <summary>
/// Gets the next color object
/// </summary>
public void GetNextColor() {
//We want to check for out of bounds in the index and prevent it
if (currentColorIndex >= maxIndexSize -1) {
currentColorIndex = @; //If the index would be out of bounds,
it to the first index
} else {
currentColorIndex++; //Otherwise we can go to the next index

}

//Set the color and text to the correct values
m_ColorText.text = m_GameColors [currentColorIndex].m_ColorName;
m_ColorText.color = m_GameColors [currentColorIndex].m_Color;

set

ColorObject.cs

using System.Collections;
using UnityEngine;

/// <summary>

/// Color object.

/// Stores the basic info for building our color choices
/// </summary>

[System.Serializable]

public class ColorObject : MonoBehaviour {

public Color32 m_Color; //The actually visible color to use
public string m_ColorName; //The name of the color
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MenuManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

/// <summary>

/// Menu manager.

/// Manages the menu flow for the main menu
/// </summary>

public class MenuManager : MonoBehaviour {

/// <summary>
/// Loads the game.
/// Give a game type number to load the correct linked game scene
/// </summary>
/// <param name="gameType">Game type.</param>
public void LoadGame(int gameType) {
switch (gameType) {

case 0:
Globalvariables.GameToPlay = ©; ///Endless Mode
break;
///case 1:
/// GlobalVariables.GameToPlay = 1; Reserved For Future Game Mode
/17 break;
case 2:
Globalvariables.GameToPlay = 2; ///Golden Stroop
break;
default:
break;
}
SceneManager.LoadScene (GlobalVariables.GameScene); //Loads the game scene
given
}
}

InfoPopup.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class InfoPopup : MonoBehaviour

{
public GameObject InfoUI;

public void Start()

{
InfoUI.SetActive(false);

public void OnMouseOver()

{
InfoUI.SetActive(true);

public void OnMouseExit()

{
InfoUI.SetActive(false);




OptionManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

/// <summary>

/// Options manager.

/// Controls the options menu in the main scene.
/// </summary>

public class OptionsManager : MonoBehaviour {

public GameObject m_OptionsMenu; //The options menu canvas object

public GameObject m_Info; //The info canvas object

public GameObject m_Highscore; //The info canvas object

public GameObject m_Lights; //The Lights object

public Text m_VersionNumberText; //Our version number to display

private int highScore; //Our highscore for endless mode from local files

private int GhighScore; //Our highscore for Golden Stroop mode from local files

public Text m_HighScoreText; //The variable that saves Highscore for Endless Mode

public Text m_GHighScoreText; //The variable that saves Highscore for Golden Stroop
Mode

/// <summary>

/// Start this instance.

/// </summary>

void Start() {

m_OptionsMenu.SetActive (false); //Option menu will not display by
default, so disable it to start
m_Info.SetActive(false); //Option menu will not display by default, so disable it

to start

}

/// <summary>

/// Shows the options menu.

/// </summary>

public void ShowOptionsMenu() {

m_Info.SetActive(false); //Closes Info if it is open
m_Highscore.SetActive(false); //Closes high score screen if it is open
m_OptionsMenu.SetActive (true); //Set the options menu to enabled

m_VersionNumberText.text = GlobalVariables.VersionNumber; //Update our
version number from the global variables

}

/// <summary>

/// Closes the options menu.

/// </summary>

public void CloseOptionsMenu() {

m_OptionsMenu.SetActive (false); //Disable the options menu
}
/// <summary>
/// Shows the infos.
/// </summary>
public void ShowInfos()

{
m_OptionsMenu.SetActive(false); //Closes Option menu if it is open
m_Highscore.SetActive(false); //Closes high score screen if it is open
m_Info.SetActive(true); //Set informations to enabled

}

/// <summary>

/// Closes the infos

/// </summary>

public void CloseInfos()

{

o1



m_Info.SetActive(false); //Disable informations

public void ShowHS()
{
m_OptionsMenu.SetActive(false); //Closes Option menu if it is open
m_Info.SetActive(false); //Closes informations if it is open
highScore = PlayerPrefs.GetInt("HighScorel"); //Gets the highscore for Endless
Mode from local files
GhighScore = PlayerPrefs.GetInt("GoldenHighScore"); //Gets the highscore for
Golden Stroop from local files

m_HighScoreText.text = "" + highScore; //Changes the text of UI.Button.text to
show highscore of Endless mode
m_GHighScoreText.text = "" + GhighScore; //Changes the text of UI.Button.text to

show highscore of Golden Stroop mode
m_Highscore.SetActive(true); //Set highscore screen ON
///<summary>
///Here is the logic for animated Lights! Tevvnéritw ¢wg !
///</summary>
m_Lights.SetActive(true); //Set Lights ON

}

/// <summary>
/// Closes the infos
/// </summary>
public void CloseHS()

{
}

m_Highscore.SetActive(false); //Disable High Score Screen

/// <summary>

/// Clears the saved data.

/// </summary>

public void ClearSavedData() {
//Clear all the player pref data and save it
PlayerPrefs.DeleteAll ();
PlayerPrefs.Save ();

/// <summary>

/// Exits the game.

/// </summary>

public void doExit() {
//Exits the game
Application.Quit();
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SoundManager.cs

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

/// <summary>

/// Sound manager.

/// Controls the sound volume levels for the game and menu
/// </summary>

public class SoundManager : MonoBehaviour {

private float volumelLevel = 1.0f; //The current volume level

private float maxVolumeLevel = 1.0f; //The max volume level
private float minVolumeLevel = 0.0f; //The minimum volume level

/// <summary>

/// Raises the awake event.

/// </summary>

void OnAwake() {
//The sound manager will persist across all scenes in this project
DontDestroyOnLoad (this);

}

/// <summary>
/// Toggles the volume.
/// </summary>
public void VolumeToggle(bool volumeEnabled) {
//If the volume is enables, disable it, and vice-versa
if (volumeEnabled) {
volumelLevel = maxVolumelLevel;
} else {
volumelLevel = minVolumelevel;
}

this.UpdateVolume(); //Update the global variable for the sound level
}

/// <summary>
/// Updates the volume level.
/// </summary>
private void UpdateVolume() {
Globalvariables.VolumelLevel = volumeLevel; //Set the global variable to

reflect the volume level to use

}

}
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Spinner.cs

using UnityEngine;
using System.Collections;

/// <summary>

/// Spinner.

/// Rotates and object at given rotation number, axis (X,Y,Z) and forward or backward
motion

/// </summary>

public class Spinner : MonoBehaviour {

public float m_RotationsPerMin = 3.0f; //The number of full rotations to do per
minute
public bool isPaused;
public Quaternion originalRotationValue;
public enum RotationAngle { X, Y, Z }; //What axis to rotate on
public RotationAngle m_RotationWay;

public enum Direction { Forward, Backward }; //Do you want to go clockwise or
counter-clockwise
public Direction m_RotationDirection;

private float directionModifier; //Modifier for controlling the rotation way

void Start()

{
originalRotationValue = transform.rotation; // save the initial rotation
isPaused = true;

}

/// <summary>

/// Update this instance.

/// </summary>

void Update () {

//Check to see which direction has been given and update the modifier
if (m_RotationDirection == Direction.Backward) {
directionModifier = -1;

else {
directionModifier = 1;

if (isPaused==false)

//This switch will rotate the object on the correct axis depending on the
inputs given in the inspector
switch (m_RotationWay)
{
case RotationAngle.X:
this.transform.Rotate(6.0f * m_RotationsPerMin * Time.deltaTime *
directionModifier, ©.0f, 0.0f);
break;
case RotationAngle.Y:
this.transform.Rotate(0.0f, 6.0f * m_RotationsPerMin * Time.deltaTime
* directionModifier, ©.0f);
break;
case RotationAngle.Z:
this.transform.Rotate(0.0f, 0.0f, 6.0f * m_RotationsPerMin *
Time.deltaTime * directionModifier);
break;

}

}
}
/// <summary>
/// A method to set the rotation to the best value for Golden Test.
/// (Needs testing)
/// </summary>
public void GoldenRotation()

{
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m_RotationsPerMin = 0.75f;
}
/// <summary>
/// A method that resets rotations to gameobject.
/// </summary>
public void ResetRotation()
{
this.transform.rotation = Quaternion.Lerp(transform.rotation,
originalRotationValue, Time.time * 200.0f);
}
/// <summary>
/// A method that decreases the rotation everytime.
/// </summary>
public void DecreaseRotation(float _decreaseRotation)

{
}

m_RotationsPerMin = m_RotationsPerMin + _decreaseRotation;

/// <summary>

/// A method that stops the rotation.
/// </summary>

public void StopRotation()

{

}

/// <summary>

/// A method that starts the rotation.
/// </summary>

public void StartRotation()

{
}

isPaused = true;

isPaused = false;

KeyPressButton.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class KeypressButton : MonoBehaviour

{
public KeyCode _key;
private Button _button;

private void Awake()

{
}

// Update is called once per frame
void Update()

_button = GetComponent<Button>();

if (Input.GetKeyDown(_key))
{

}

_button.onClick.Invoke();




GameManager.cs

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

/// <summary>

/// Game manager.

/// Handles the logic to play the Stroop quick selection game.
/// </summary>

public class GameManager : MonoBehaviour {

private int score; //Current score
private int Gscore; //Current score
private int highScore; //Save (local) high score
private int GhighScore; //Save (local) high score for golden stroop

public float m_RoundTimer = 3.0f; //The timer for each question
public float m_LowestTime = 2.0f; //The minimum time to give the player to answer
public float m_TimeDecreasePerAnswer = 0.05f; //Time to decrease upon right answer
private float m_RotationDecreasePerAnswer = 0.033f; //A variable to slow rotation
private float currentTimer; //To track the time remaining in the round

private bool isPaused; //Control for pausing the game or going to the menu
private bool gameOver; //Control for the game over flag

private bool gameStartCountdown; //Startup for start of new game

public float m_GameStartTimer = 5.0f; //Timer shown before the game starts
public float m_GoldenTimer = 20.0f; //Timer shown before the Golden Stroop starts
public float m_wrongGolden = ©.5f; //The decreasing amount of time per wrong answer

private ColorManager colorManager; //The instance of the color manager in the scene
private ColorShapeManager colorShapeManager; //The instance of the color shape
manager in the scene
private AudioSourceManager audioSourceManager; //The instance of the audio manager
in the scene
private Spinner spinner; //The instance of spinner in the scene

private bool isColorMatch; //Flag for knowing when the color and word match

private int GoldenColor = @; //The Random word

private int GoldenStage ; //The stage counter for the 3 stages if Stroop experiment
private int GoldenSize; //The amount of examples the program provides to user
public int maxGoldenSize; // Max amount for examples

//Enumerator for determining the game type.
//Add any new game types here once the logic has been established.
private enum GameType

{
ColorWord,
ColorShape,
GoldenStroop,
Menu
}

private GameType gameType; //Initialize the instance of our enumerator for use in
logic

#region UI Elements
public Text m_ColorText; //The text to show for determining the right answer

public Image m_Shape; //The shape to show for determining the correct answer

public Button m_Buttonl; //Button choice 1

public Button m_Button2; //Button choice 2
public Button m_Button3; //Button choice 3
public Button m_Button4; //Button choice 4
public Button m_Button5; //Button choice 5

public Text m_TimerText; //The game timer
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public Text m_HighScoreText; //The text display for the high score

public Text m_NewHighScoreText; //New high score to show on the high score screen
public Text m_GoldenInfoText; //The text that shows instruction for the next round
public Text m_GoldenScoreText; //New high score to show on the high score screen
public Text m_CountdownText; //The text display for the countdown

public GameObject m_GameOverScreen; //The screen to show on a game over
public GameObject m_HighScoreScreen; //The screen to show on a new high score
public GameObject m_GoldResultScreen; //The screen to show on Golden Stroop test
completion
public GameObject m_GoldInfoScreen; //The screen to show on Golden stage completion and
info for the next round

public GameObject m_CountDownScreen; //The screen to show for the initial countdown
#endregion

public AudioClip m_CorrectAnswerClip; //Sound to play on the correct answer given
public AudioClip m_WrongAnswerClip; //Sound to play on the correct answer given
public AudioClip m_GameOverClip; //Sound to play on a game over

/// <summary>
/// Start this instance.
/// All things that need to be assigned on the scene start can go in here.
/// </summary>
void Start() {
this.SetupGame ();
this.GetHighScore (); //Get the high score for comparison later

m_GameOverScreen.SetActive (false); //Disable the game over screen for now

m_CountDownScreen.SetActive (true); //Show the countdown screen to start

}

/// <summary>

/// Fixed update is used in this project to keep the timing the same across all
scripts.

/// This is especially important for our timers so that they do not stutter or lose
count.

/// </summary>

void FixedUpdate() {

if (gameType == GameType.ColorWord) {

//Check to see if the game has just started so that we can run the
initial countdown until start
if (gameStartCountdown) {
m_GameStartTimer -= Time.deltaTime; //Start decreasing time
towards ©

m_CountdownText.text = + m_GameStartTimer.ToString

("F1");3

if (m_GameStartTimer <= 0.0f) {

m_CountDownScreen.SetActive (false); //Disable the
countdown timer screen

gameStartCountdown = false; //The countdown has
ended, so toggle this off

isPaused = false; //The game will start now

spinner.StartRotation();
this.NewWord ();

}

//Check to see if the game is paused right now, if not, do the
countdown
if (!isPaused) {
currentTimer -= Time.deltaTime; //Delta time will help
prevent time loss or skipping

m_TimerText.text = + currentTimer.ToString ("F1");

//Check for a out of time count on the answer
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if (currentTimer <= 0.0f) {
isPaused = true; //Pause the game as it is now
over

m_TimerText.text = "0.0"; //Set the time to lock
at o

//Handle the game over
gameOver = true;
isPaused = true;

spinner.StopRotation();

this.GameOver ();

}
}
}

if (gameType == GameType.ColorShape) {

//Check to see if the game has just started so that we can run the
initial countdown until start
if (gameStartCountdown) {
m_GameStartTimer -= Time.deltaTime; //Start decreasing time
towards ©

m_CountdownText.text = + m_GameStartTimer.ToString

("FL");

if (m_GameStartTimer <= 0.0f) {
m_CountDownScreen.SetActive (false); //Disable the
countdown timer screen
gameStartCountdown = false; //The countdown has
ended, so toggle this off
isPaused = false; //The game will start now
this.NewShape ();

}

//Check to see if the game is paused right now, if not, do the
countdown
if (!isPaused) {
currentTimer -= Time.deltaTime; //Delta time will help
prevent time loss or skipping

m_TimerText.text = + currentTimer.ToString ("F1");
//Check for a out of time count on the answer
if (currentTimer <= 0.0f) {
isPaused = true; //Pause the game as it is now
over

m_TimerText.text = "0.0"; //Set the time to lock
at o

//Handle the game over
gameOver = true;
isPaused = true;

this.GameOver ();
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if (gameType == GameType.GoldenStroop)

//Check to see if the game has just started so that we can run the initial
countdown until start
if (gameStartCountdown)

{
m_GameStartTimer -= Time.deltaTime; //Start decreasing time towards ©
m_CountdownText.text = "" + m_GameStartTimer.ToString("F1");
if (m_GameStartTimer <= 0.0f)
{
m_CountDownScreen.SetActive(false); //Disable the countdown timer
screen
gameStartCountdown = false; //The countdown has ended, so toggle this
off
isPaused = false; //The game will start now
spinner.StartRotation();
this.NewGolden();
}
}

//Check to see if the game is paused right now, if not, do the countdown
if (!isPaused)

{
m_GoldenTimer -= Time.deltaTime; //Delta time will help prevent time loss
or skipping
m_TimerText.text = "" + m_GoldenTimer.ToString("F1");
//Check if the sample was given to Player
if (GoldenSize >= maxGoldenSize)
{
isPaused = true;
this.NextGoldenStage();
}
//Check for a out of time count on the answer
if (m_GoldenTimer <= 0.0f)
{
isPaused = true; //Pause the game as it is now over
m_TimerText.text = "0.0"; //Set the time to lock at @
//Show results and enter next stage
this.NextGoldenStage();
}
¥

}

public void SetupGame() {

colorManager = FindObjectOfType<ColorManager>() as ColorManager; //Get the
Color Manager instance for the scene to reference

colorShapeManager = FindObjectOfType<ColorShapeManager>() as
ColorShapeManager; //Get the instance of the manager

audioSourceManager = FindObjectOfType<AudioSourceManager>() as
AudioSourceManager; //Get the only instance of the audio source manager in the scene

spinner = FindObjectOfType<Spinner>() as Spinner; //Get the only instance of the

audio source manager in the scene

currentTimer = m_RoundTimer; //Assign the total time available per answer as it
will be decreasing

isPaused = true; //The game will need to do a countdown before starting so

pause it
gameStartCountdown = true; //Game will start so load the countdown timer
gameOver = false; //We just started the game so it will not be over yet
this.SetGameType (GlobalVariables.GameToPlay);
}

public void LeaveGame() {
//Remove the reference to the managers as we are leaving the scene
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colorManager = null;
colorShapeManager = null;

currentTimer = m_RoundTimer; //Assign the total time available per answer
as it will be decreasing

isPaused = true; //The game will need to do a countdown before starting so
pause it

gameStartCountdown = false; //We want to wait for the player to select the
game type before starting the countdown

gameOver = true; //The game is now over

gameType = GameType.Menu;

SceneManager.LoadScene ("MainMenu"); //Load which will be the main menu

scene

}

/// <summary>

/// Sets the type of the game.

/// </summary>

/// <param name="gameNumber">Game number.</param>

public void SetGameType(int gameNumber) {

//Using a switch statement will allow for streamlined setting of the game

type

//from outside the class.
switch (gameNumber) {

case 0:
gameType = GameType.ColorWord;
m_Shape.enabled = false;
break;

case 1:

gameType = GameType.ColorShape;
m_Shape.enabled = true;
break;
case 2:
gameType = GameType.GoldenStroop;
m_Shape.enabled = false;
GoldenSize = 0;
GoldenStage = 1;
Gscore = 0;
spinner.GoldenRotation();
m_Buttonl.gameObject.SetActive(false); //Hides Endless Mode UI and shows
Golden stroop's UI
m_Button2.gameObject.SetActive(false); //Hides Endless Mode UI and shows
Golden stroop's UI
m_HighScoreText.gameObject.SetActive(false); //Hides Endless Mode UI and
shows Golden stroop's UI
m_Button3.gameObject.SetActive(true); //Hides Endless Mode UI and shows
Golden stroop's UI
m_Button4.gameObject.SetActive(true); //Hides Endless Mode UI and shows
Golden stroop's UI
m_Button5.gameObject.SetActive(true); //Hides Endless Mode UI and shows
Golden stroop's UI
m_GoldenInfoText.text = "For the " + GoldenStage + "st Round you have to
choose \r\n the correct color based on name! \r\n Easy right?";
m_GoldInfoScreen.SetActive(true); //Shows info and prepares for the next
level
gameStartCountdown = false;
isPaused = true;
break;
default:
gameType = GameType.ColorWord;
break;

}

/// <summary>
/// Gets a new word, color, and shape.
/// </summary>
public void NewShape() {
//We need a color and word and don't want them to be the same, so we get
two random references
//in the array which will be used to determine the question and answer
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int randomWord = Random.Range (@, colorShapeManager.m_GameColors.Length);

int randomColor = Random.Range (@, colorShapeManager.m_GameColors.Length);

int randomShape = Random.Range (@, colorShapeManager.m_Shapes.Length);

int randomDisplayShape = Random.Range (O,
colorShapeManager.m_Shapes.Length);

* If random word matches the random color

* If random shape matches random display shape
* Match

*/

//Set the text to be the word and the random shape
m_ColorText.text = colorShapeManager.m_GameColors [randomWord].m_ColorName

+ +
colorShapeManager.m_Shapes[randomShape].name;
//Set the color to be the random color
m_ColorText.color = colorShapeManager.m_GameColors [randomColor].m_Color;
//Set the display shape to the random display shape
m_Shape.sprite = colorShapeManager.m_Shapes [randomDisplayShape];
m_Shape.color = colorShapeManager.m_GameColors [randomColor].m_Color;
if (randomWord == randomColor && randomShape == randomDisplayShape) {
isColorMatch = true;
} else {
isColorMatch = false;
}
}

/// <summary>

/// Gets a new word and color.

/// </summary>

public void NewWord() {

//We need a color and word and don't want them to be the same, so we get two random
references

//in the array which will be used to determine the question and answer

int randomWord = Random.Range (@, colorManager.m_GameColors.Length);

int randomColor = Random.Range (@, colorManager.m_GameColors.Length);

//Set the color and text accordingly
m_ColorText.text = colorManager.m_GameColors [randomWord].m_ColorName;
m_ColorText.color = colorManager.m_GameColors [randomColor].m_Color;

//Check to see if the chosen array is the same result for a mtach
if (randomWord == randomColor) {
isColorMatch = true;

} else {
//No match, so set the flag to false
isColorMatch = false;
}
}

/// <summary>

/// Gets a new Golden Stroop test

/// </summary>

public void NewGolden()

{
//We need a color and word and don't want them to be the same, so we get two random

references

//in the array which will be used to determine the question and answer
int randomWord = Random.Range(®, colorManager.m_GameColors.Length);
int randomColor = Random.Range(@, colorManager.m_GameColors.Length);
if (GoldenStage == 1)

{
m_ColorText.text = colorManager.m_GameColors[randomWord].m_ColorName; //Gets a
random color's name and shows on screen
m_ColorText.color = Color.black; //Sets the font's color to black
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GoldenColor = randomWord; //Flag for Check answer

}

else if (GoldenStage == 2)

{
m_ColorText.text = "XXXX"; //The text that appears instead of color's name
m_ColorText.color = colorManager.m_GameColors[randomColor].m_Color; //Gets a

random font color and shows on screen along with text

GoldenColor = randomColor; //Flag for Check answer

}

else
{
m_ColorText.text = colorManager.m_GameColors[randomWord].m_ColorName; //Gets a
random color's name and shows on screen
m_ColorText.color = colorManager.m_GameColors[randomColor].m_Color; //Gets a
random font color and shows on screen along color's name
GoldenColor = randomWord; //Flag for Check answer

}

/// <summary>

/// Checks the answer.

/// Button sending "©" will be true.

/// Button sending "1" will be false.

/// Compare the answer to a match, which will be true.
/// Otherwise the answer will be false.

/// </summary>

/// <param name="buttonResult">Button result.</param>
public void CheckAnswer(int buttonResult) {

bool IsCorrect = false;
if (gameType == GameType.GoldenStroop) {
//Check to ensure that the game is not paused as this would allow cheating
if (!isPaused)
{
/// <summary>
/// @ = Red , 1 = Blue , 2 = Green
/// </summary>

GoldenSize++;

//Is match and "@" = right

//Is not a match and "1" = right
//Otherwise = wrong

if (GoldenColor==0 &% buttonResult == 0)
{

IsCorrect = true;

else if (GoldenColor == 1 && buttonResult == 1)

{
IsCorrect = true;
}
else if (GoldenColor == 2 && buttonResult == 2)
{
IsCorrect = true;
}
else
{
IsCorrect = false;
}
//If the player got the answer correct add to their Golden score
if (IsCorrect == true)
{

Gscore++;

audioSourceManager.PlayAudioClip(m_CorrectAnswerClip); //Play the
correct answer clip

this.NewGolden();

IsCorrect = false;

}

else

//Player got it wrong, so decrease (x)'' from Golden timer
m_GoldenTimer = m_GoldenTimer - m_wrongGolden;
audioSourceManager.PlayAudioClip(m_WrongAnswerClip);
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this.NewGolden();

}
}
¥
//Here if-statement is to check the gametype and the corresponding checkAnser
else{

//Check to ensure that the game is not paused as this would allow cheating
if (!isPaused)
{

//Is match and "@" = right

//Is not a match and "1" = right

//0therwise = wrong

if (isColorMatch & buttonResult == 0)

{

IsCorrect = true;

else if (!isColorMatch & buttonResult == 1)

{

IsCorrect = true;
}
else
{

IsCorrect = false;
}

//If the player got the answer correct add to their score and decrease the
timer
if (IsCorrect)
{
score++;
spinner.ResetRotation();
spinner.StartRotation();
audioSourceManager.PlayAudioClip(m_CorrectAnswerClip); //Play the
correct answer clip

//Check to make sure that we aren't going below the minimum time given

to answer
if (m_RoundTimer - (m_TimeDecreasePerAnswer * score) > 1.5)
¢ currentTimer = m_RoundTimer - (m_TimeDecreasePerAnswer * score);
}
else
{

currentTimer = m_LowestTime; //Set to the lowest time if below or
at the limite of reduction

}
if (gameType == GameType.ColorWord)

this.NewWord();
if (currentTimer != m_LowestTime)

{
}

spinner.StartRotation();

spinner.DecreaseRotation(m_RotationDecreasePerAnswer);

}

else

{
this.NewShape();

//Player got it wrong, so go to the game over handling
gameOver = true;

isPaused = true;

spinner.StopRotation();

this.GameOver();
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///<summary>

///Move to the next Golden Stroop scene

///</summary>

public void NextGoldenStage()

{
//Checks which stage we are on and make transition between stages.
if (GoldenStage == 1)

GoldenStage=2;
m_GoldenInfoText.text = "For the " + GoldenStage + "nd Round, you have to
choose \r\n the correct color based on font color! \r\n You can do it!";
m_GoldInfoScreen.SetActive(true); //Shows info and prepares for the next level
}else if(GoldenStage == 2)
{
GoldenStage = 3;
m_GoldenInfoText.text = "The fun starts now! \r\nFor the " + GoldenStage + "rd
Round, you have to press \r\n the correct color based on font color! \r\n Be careful,
because the color's name \r\n can trick you and make you choose wrong! \r\n Do you see a
difference?";
m_GoldInfoScreen.SetActive(true); //Shows info and prepares for the next level
}else if (GoldenStage == 3)

{
//Handle the game over
GoldenStage = 4;
gameOver = true;
isPaused = true;
m_GoldenScoreText.text = "" + Gscore; //Shows the score of the round
m_GoldResultScreen.SetActive(true); //Shows the result and prepares for the
next level
¥

/// <summary>

/// Game over handling.

/// Any updates to the game logic can be done here when the player loses.
/// </summary>

public void GameOver() {

//Check again for game over
if (gameOver) {

audioSourceManager.PlayAudioClip (m_GameOverClip); //Play the game
over sound clip

//If the current score is larger than the high score we want to
update the high score
if (score > highScore) {
highScore = score; //Set the high score
this.UpdateHighScore (); //Update it to save file
m_HighScoreScreen.SetActive (true); //Set the high score
screen to active so we can see it
m_NewHighScoreText.text =

+ highScore; //Display the new
high score

if (Gscore > GhighScore)
{

GhighScore = Gscore; //Set the high score

this.UpdateHighScore(); //Update it to save file
}
spinner.StopRotation();

this.m_GameOverScreen.SetActive (true); //Enable the game over
screen

}

/// <summary>
/// Retry the current game.
/// </summary>
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public void Retry() {
SceneManager.LoadScene (SceneManager.GetActiveScene ().buildIndex);
//Reload the current scene

}

/// <summary>
/// Returns to main menu.
/// </summary>
public void ReturnToMainMenu() {
SceneManager.LoadScene (Globalvariables.MenuScene); //Return to the main
menu scene by loading it

}

/// <summary>

/// Updates the high score.

/// Handle any logic here that you want to update scores.
/// </summary>

private void UpdateHighScore() {

//Saves the high score to a local file

if (gameType == GameType.GoldenStroop)

PlayerPrefs.SetInt("GoldenHighScore", GhighScore); //saves golden stroop

highscore
¥
else
{
PlayerPrefs.SetInt("HighScorel”, highScore);//saves endless mode high score
}
}

/// <summary>
/// Gets the high score.
/// Hanlde and logic here that you want to retrieve the players high score.
/// </summary>
private void GetHighScore() {
if (PlayerPrefs.HasKey ("HighScorel")) {
//Gets the high score from a local file
highScore = PlayerPrefs.GetInt ("HighScorel"); //Get endless mode
high score
GhighScore = PlayerPrefs.GetInt("GoldenHighScore"); //Get golden stroop
highscore

m_HighScoreText.text = "Previous HighScore: \r\n" + "" + highScore; //Display
the exisiting high score
}
}

/// <summary>
/// Closes the high score screen.
/// </summary>
public void CloseHighScoreScreen() {
m_HighScoreScreen.SetActive (false); //Set the high score screen to
inactive as it is closed now
}
/// <summary>
/// Closes the score screen and moves to next stage.
/// </summary>
public void CloseGoldenResultScreen()

{
if (GoldenStage==1)

m_GoldInfoScreen.SetActive(false); //Set the high score screen to inactive as
it is closed now

spinner.ResetRotation(); //Reset the white UI's rotation to match the time

gameStartCountdown = true; //Starts the countdown for the game to start

else if (GoldenStage <= 3)

{
m_GoldenTimer = 20.0f; //Restart timer and resets it to 20 seconds
GoldenSize = ©; //Resets the color's counter to @ ! (Max = 40)
spinner.ResetRotation(); //Reset the white UI's rotation to match the time
m_GoldInfoScreen.SetActive(false); //Set the high score screen to inactive as

it is closed now

isPaused = false; //The game will start now
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this.NewGolden(); //Next word
¥

else

m_GoldResultScreen.SetActive(false); //Set the high score screen to inactive as
it is closed now

m_TimerText.text = "0.0"; //Set the time to lock at @

this.GameOver(); //Game Over




