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14
Evyoaplotieg
Qg évdelén evyvopooHvng yo v fondeta tov, Ba NBeha vo evyapIGTHC® TOV KO
2OTPN XPLoTOO0VA0L OV [LE EUTIGTEVONKE GTNV dNUIoLPYio TOVG BEHATOG TNG
TTUYLOKNG Epyaciog. Oa NOeAa va EVYOPIGTHC® TNV OIKOYEVELX LLOV Y10 TNV
YUYOAOYIKN VTOGTHPIEN TTOL OV TTOPELYE.
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[Tepiinyn
H nopodoa mtuylakn epyacio acyoreital pe tnv avamtuén 2D Fighting mayvidion pe
Téyvn Kot Animation dnpovpynuéva amd Pixel sprites, ypnoiomoldvog Ty unyavn
Unity kou oG YAdooo Tpoypappaticpov v C#. Xxondg e epyaciog eivorn
dnuovpyia evog fighting waryvidiod ue Pixel sprites, 0 61081kTLOKOC
TPOYPAUUOTIGUOG Kot 1] Tapovaiaot e unyovig “Unity” kabmg kot 1 dnpovpyia
10V 2D moyvidod omd o undév. Iivetan avapopd yio to meptPdArov g, Tig
JUVaATOTNTEG Kot TIG AdLVAIES TG, KaBdg kot tnv fondeta mov mapéyet. TELOg
TapoLGLALOVTOL ETTAEOV EPYOAELD TOV XPNOLUOTOMONKAY Yot TNV avATTLEN TOV
AL VIO100.

AéEeic khedrd: 2D, Unity, Fighting, Pixel, Sprites

Abstract

The aim of this thesis was to develop a 2D Fighting game with art and animations
created with the help of pixel sprites, using the Unity engine and C# as the
programming language. The purpose of this work is to create a fighting game with
pixel sprites, online programming and to make a presentation of the “Unity” game
engine as well to create this 2D game from scratch. Reference is made to its
environment, its strengths, and weaknesses, as well as the assistance it provides.
Finally, additional tools for the development of the game are presented.

Keywords: 2D, Unity, Fighting, Pixel, Sprites
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1 Ewcaymyn

Ocov agopd to Prvteomaryviota £xet yivel aApatmong eEEMEN Ta TedevTaio XPOVIKL
1060 670 KOopUdTL Tov Animation, 660 Kol 6TO KOUUATL TOV YPAPIKDV KOl TOV
YEPIGLOD.

ZUYKEKPUEVE EVOC TAPAYOVTOG TOV KOOIGTOVOE TNV OVATTUEY TOV TPOTOV
Bvteomayvididv Wiaitepa 0HoKOAN glvar 6Tl yia T dnUovpyict TOVG YvOTaY YPNom
TéYvNG Kot Animation og Pixel, dnladn ta povréda kot 1o meptBAAAov Tovg fTov
Loypapiopéva og kKovtakia. BéBoata  peyadvtepn svoyépeta oty dnovpyio Toug
Nrav Ot eKEIVES TIG EMOYES OV VINPYOAV OOOECIUEG TOALES UINYOAVES OVATTVLENG
Bteomayvidiov.

Zfuepa xbpn oV TPO0d0 TG TEXVOAOYiaG Kot TV DIapEn TANOdpaS unyavav
avamtuEng N onpovpyia TV Prvreomaryvidudy kobictatol E0KOAOTEPT TOGO GTO
Koppdtt tng téxvng pe Pixel 1 models, 660 kot 610 KOPWUATL TOL TPOYPAUUOTIGHOD.
AVTO €yl OG AMOTELEGHO VO SIVETOL OVEUTOIIGTA 1] SVVATOTNTO ONULOVPYIOG EVOG
Bvteomaryvidiov and to undév.

1.1 Unity game engine

To Unity game engine ival éva gpyoleio Topaywyng Toryvidldy mov KUKAOQOPNGE
10 2005 ko elye ®g okomd M TPOGPaoT GE AVTO va gfvan QKT amd OAOL TNV
KOWOTNTO TOV TPOYPUUUATICTOV, MGTE VA YIVEL OLVATO TO «AVOLYLLO» TNG 0yOPdG TOL
game development. To Unity vrootpilet tnv dnpovpyia toéco 2D 660 kar 3D
Bvteomayvidlmv.

H xvickogopia Tov Unity éywve apycd yio MAC OS X kot apydtepa Tpoctédnie n
duvatdTo VTOSTHPIENS Kot amd AAAEC TAATPOPUES OTT™G Yo Tapdderypo, Windows,
Linux, Android, iOS. To 2006 1o v Adym gpyareio avadeiybnke devtepo otnv
kotnyopio Best Use of Mac OS X Graphics ota. Apple Design Awards tg Apple Inc.

To 2007 mpoctébnke oto Unity minbmpa duvatotitmv yio Tnv dnuiovpyio
Brvteomayvidldv Onwg SLVOUIKES OKIEG G TPAYHOTIKO YpOVO, KaTELOLVGT TOV
Q®TOG, PeAtioTonomoelg oto mepPdirov evog 3D Prvteomaryvidion k.o. Apydtepa
KATEGTN G€ 0VTO duvatn 1 dNUovpyio PvTeoTOLYVISUDVY Y10 TOAAOVS TOHKTES KOOMG
eniong sonyOn n Aettovpyia drag and drop, dnradn n duvatdnTa dnpovpyiag evog
Bvteomatyvidolon pe KOUUATIO ETOYLOV KMOTKA.

Téhog amd to 2018 puéypt kar onjpepa to Unity €xet ypnotpomomet yio v
dNuovpyia TEPITOL TOV LIGOV PIVTEOTALYVIOIDV Y10 KIVITA TOV KLKAOQPOPN OOV GTNV
ayopd Kabmg Kot Yo TV dnpovpyio Tave an’ Tov He®V PVTEOTULVIOIDV
EMOVENUEVIG TPOYLLOTIKOTNTOG KO EIKOVIKNG Tpaypatikotntag. [lopadelypata
Brvteomatyvididv mov dnpovpyndnkav pe to Unity eivon to Cuphead, Hearthstone,
Pokémon GO, RUST o dALo TOAAG.
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& unity

Ewodva 1: To Logo tov unity

1.2 Emloyn kot €iom Téyvng

Yndpyet mAn00g emAoydv 66ov apopd to 100G TG TEXVNS oL Uropet va emhey el
YL TOV XSG O €VOG PrvteomatyvioloD. Ztnv mapovca pyacia, avaueso oTig
dabéopeg emhoyég Pixel,Vector ko Raster mov vrootpilet éva 2D Pivteomaryvidt,
npotiunOnke n téxvn Pixel. H tpoavapepbeico emhoyn &yve kupimg AOym tov retro
YOPOKTNPO TOV OTTOI0V 0 VITOPAVOLEVOG NOELE VO ODGEL GTO T Vi, KabmG M
emdimén tov Nrav n avamtuén evog Retro Emulation Brvteomayvidiod. O 6pog Retro
Emulation ypnowonoteitat yio cOyypova mayvidio Tov £Xovv, OU®S, oXESIOTIKA
YOPOUKTNPLOTIKA TOPOHOLN [LE EKEIVOL TOV TAANOTEPWV YEVEDV, KATOW0 Ot TOL OTTOLN
£XOVV QPN OEL ETOYN OTNV 16TOPI0 TOV PIVTEOTALYVIOUDV.

[Mapaxdto Oa avarvBel n kdbe TéxvN Eexwprotd KaBDS KoL TO TAEOVEKTILOTO KOl
LLELOVEKTNLOLTOL OLVTYG.

1.2.1 Vector té&yvn

H Vector téyvn 11 aAMdg 1 S1o0vuspatiky] Téxvn, amodnkedte o¢ Lo GEPE Ypopumy
Kol oYNUaTov. Ag dovpE aVOALTIKA pe Eva TaPAdELY O TOV TPOTO AElTovpyiog TG
CLYKEKPIULEVNC TEXVNG e TNV PonBeta evog Tpoypappatog eneEepyaciog ewovag: O
OoYEOOGLLOG £VOG KOKAOV GE SLOVUGHLOTIKT LOPON eV amottel TNV TopaKoAoLONGEL
KaOe pixel mov oynuariCel Tov kKOKA0. AvtifeTo 6TV SLVOGHOTIKT TEXVN
avayvopiletol povo mov Ppicketal To KEVIPO TOL KUKAOL, TOGO HeYAN etvou M
axtiva Tov Kot To1o givat 1o ypapo Tov. Katd avtdv tov tpodmo oe Eva Prvreomaryvidt
oL SoPALEL OIUVLGLOTIKY TEXVT Y10 TNV dNUIOLPYIN KIVOUUEV®V YPOPIK®OV apKoHV
01 TANPOPOPIEG CYETIKA LE TO STOVUCLATIKA YOPOKTNPLOTIKE KOOMDS KOl TO YPOUO TOV
OYNUATOV TO OTTOT0L LETATPETOVTIOL GE EIKOVOOTOLYEID EV KIVIGEL.
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Ewcova 2: KOKAOG [Le O10vOGLOTIKTY TEXVT

1.2.2 Raster t&yvn

H Raster téyvn amoOnkevte o¢ o oepd TIHdV Kot Ypopdtov o€ éva TAEYIa, dnAadn
®¢ po cVALoyN and pixel. T Topdderypa og Evo Tpdypappo eneEepyaciog ElKOVag
n emhoyn t€xvng Raster ya v dnovpyio evog khkdov Ba elyxe 10 €Ng amotérecyia
H gwkdva tov KiKAov Ba amobnkevovtay e T€T010V TPOTO MGTE Vo PoaiveTal KAbe
pepovmpévo pixel tov oynuatdg tov KHKAOV.

Ewova 3: Kokhoc pe Raster téyvn
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1.2.3 Pixel téyvn

H Pixel téyvn eivon évo vtosvvolo tng téxvng raster. e avtv v t€xvn
ONUIOVPYOVVTOL TTOAD HUKPES GE AVAALGT EIKOVEG LLE GLUVETELD Y10, TNV oo KELON
TOVG Vo, ypnotporotovvot erdyiota pixel. IToAloi dvOpwmot yvepilovv v pixel
€YV oo ToMd Prvteomaryvidia 6To OOl NTOV ATAPAiTTN 1) YPNOT| MKPOCKOTIKMV
o€ avAAVOT) EKOVOV AOY® TOV 1O10HTEPA TEPLOPICUEVAOV SVVATOTHTOV TOV TOALOV
TOLLYVIOO UM YOVAV.

Ewova 4: Xapoktipag Brvteomaryvidiod e pixel téyvn
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1.3 Ta mAeoveEKTUOTO TOV ELOOV TEXVNG

[TAeovekThuoTO:

R A
acter Tévvmn:

Vector

H raster t€yvn divel peydin ehevbépra. Zoykekpiuéva Pe v ev Adym® TéXVN
UTOPOVLLE VO, GYEIACOVUE YOV OTL elkdVa emBLOVUE Y®PIg Va
neplopllOLOOTE GE GTLA YEPOC.

To oyéd10 TévNC raster sivoar evoikd, SNAAON Yo T0 oXESAGUO TNG
YPNOLOTOIOVVTOL O1 101EG TEYVIKEG e T OYESN e LOAVPT KOBMS Kot GTVAD 1)
HeAGVL. AVTO €xEl OG OMOTEAEGLOL Ol KOAATEYVES VO Eivat WtaiTepa
eEOIKEIMUEVOL e TO OYESAGLO TNG TEYVNG raster.

14
oA

H vector t€yvn kafiotd edkoAn v enitevén pog Kabapng ePEaviongs, 1
omoia ywo va wpaypotornomel pe 1o xépt Ba amortovce ToAd peyaddtepn
TpoomadeLaL.

Ta apyeio o omoia elvan amodnkevpuéva oe vector téxvn eival wiaitepa pikpd
og néyebog, MG K TOVTOV dEV YPELALETAL VO OVI|GLYOVLLE Y10l TO YMDPO TOV
OKANPOY pog SioKov 1) TNV HETAPOPE TV amodnkevuévov apyeiov 6 oAAd
dropa.

H vector téyvn pnopet va kKipoxmbel aneipwg.

Pivel vévm:

H avélvon ko epunveia g pixel téyvng sivar ebxoro va enttevydei petd mv
onpovpyia g. Xvykekpipéva og £va fvteomotyviol auTn 1 LVILOAGTIKN
ekdoyM NG ewovag fonda Tovg maikteg 610 KOAVTEPO YEPIoUo. To mapamdve
ovpPaivel kabmg o1 aAlayEg 6To YpaPko TePPAALOV TOL TTatyVidloL yivovTal
EVKOAOTEPA OLOKPLTEG OE GYECT LLE TIG EVEPYELEG YEPIGUOV TOV TPEMEL VAL
yivouv and tov maiktn. Me dAla Adya 1 pixel téyvn givan pio. apketd
KOVOTTOUTIKT AVoM Yo T PrvTeomatyvidio, oTo 0ol 01 TOUKTEG KOAOVVTOL
VoL EPUNVEVLGOLV KIVOVLEVEG EIKOVESG TOAD YPNYOPA KOt GLYVA.

H pixel téyvn xatalapfavel EAdyioto x®po, YeYovos mTov TV KabloTd 10avikn
Yo TV avantuén Prvteonatyvidudy 6 KIVTEG CLOKEVEG.

10
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1.4 To PEIOVEKTNLATO TOV EOWOV TEYVNG

MelovekTnuoTo.

,
Racter 7évvm:

e H raster téyvn katorlapupdvet Wwaitepa avéEnpévo xmdpo. Avtd eivat omdvia
Mua omd v TAELPE TG TOPAYOYNG ONUEPD, SEGOUEVNG TG TEPAOTIOG
YOPNTIKOTNTOG TOV CNUEPIVAV CKANP®V diokwv. Opwg, amd v TAevpd Tov
POt TO popel va givan éva tepdotio TpdPinua. [opadeiypotog yopv
o€ €va Prvteomayvidt ylo Kivntd M yio o€ Eva TPOYPOULO TEPUYNONGS, OAEG
eKkelveg o1 e1KOVeG Bl TPETEL VO YOPEGOVY GE UaL 1O10UTEPOL LLIKPT) TOGHTNTAL
pvnung, n omoia givar gvkoro va eEavtinbet

e H raster téyvn cuvNn0Bmg 0ev oG EMTPETEL VOL XPTGLOTO|GOVUE GTA
Bvteomayvidia £va amdd GTUA, S1OTL 1) TEYVN LT vl TOAVTAOKT Kot
AemTOUEPTG.

e H raster téyvn dev umopet vo kKApokmOel Tépa TG opyIkng e oviAvong v
omoia &yovue opioet.

Vector Tévvn:

e H vector t€yvn dev cuvictdrol yio TV avaTTuén KP®V AETTOUEPELDV
e Eniong pmopel va yivel 1d1aitepa TEPUTAOKT KO YOLOTIKT).

Pixel 1évvn:

o Xtmv pixel téyvn pepikés opég ta. EIKoVooTot Ein, UITOPEl va gival o
TEPLOPIOTIKA arrd ATt emBLUOVUE. AVTO Kab1oTh eopeTiKd SVGKOAN TNV
EVOOUATOGEL AETTOUEPELDV, OTMG Y10 TOPAIELY LA TIC EKPPUGTS TOV
TPOGMOTOV EVOG YOPOKTIPOL

e H pixel téyvn dgv givar evéhktn kabdG yio va aALGEeL i Tapadeiypatt To
PO VOGS OPOKTIPO OTTOLTEITAL 1] ALY YPOUATOG OE KABE KivoOeEVO
o(£010 TOV YOPOKTIPOL.

11 Ale&avdpOdmovAoc ATOGTOANG
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1.5 Emhoyn Unity

210V Y®PO NG AvATTLENS PrvTEoTaLVIOUDY VILAPYEL TANODPO ETAOYDV GHUEPO,
onw¢ v tapdderypo to Godot, GameMaker Studio, Stencyl, Construct2, Unreal
Engine kot dAlo toALA. O 6KOTOG TNE TaPOVGAS EPYOGIaG NTavV 1 dSnuovpyio evOg
Bvteomatyvidlon d00 S10TAGEMY KOl Y10 LTOV TOV OKOTO 01 KATOAANAOTEPES
unyavég avamtuéng Bempnoape 6tt eivan to GameMaker Studio kot to Unity. To
GameMaker Studio edikeveton e Prvteomaryvidla dVo dactdoewy, evd oto Unity
YPNOLOTOLOVVTOL YADOOESG TTpoypappatiopov énwg n C# pe v omoia vpye
HeyoAvTEPT| £E01KEIOT TOV VITOPALVOUEVOV. AVTiOeT 01 VTTOAOTEG PUNYOVEG
avantuéng Tpoopilovtat €iTe Yo apYAPLOVE TPOYPUUUOTIOTESG, EXOVTOG EMAOYES
TOTOV GKPATS, 01 OTOIEG OEV KAADTTOVV TNG OVAYKES TNG TOPOVCAG EpYAciag, eite dev
VIAPYEL Y10 AVTEG OPKETO SLOBEGIO VAIKO KpdOnomng 0mme Yo Tapadetypa forum,
tutorials k.Ax.

Metd amd TV KOTOUETPNON TOV LELOVEKTIUATOV KOl TOV TAEOVEKTLATOV TOV £YOVV
avtég o1 80 unyavég emdéydnke to Unity og 1 KatoAAnAotepn unyavn yio thv
avamtuEn ™G ev AOY® gpyaciog kabng !

» Yrootmpilel 25 mhotpopues kot péoa o avtég eivar Xbox One, Nintendo
Switch, PlayStation 4, PlayStation Vita, Windows, Linux, Mac OS, Android
Kot GAAES.

» H yA®GG0 TPOYPAUUATIOHOD TOV YPNCULOTOLEL ExEl EEQPETIKH TOALEG
SVVOTOTNTEG.

» Ymootmpilet to drag and drop ctoyeiov pe moAd Kakn opydvmon

» 'Eyxeistore oto omoio pmopel €0KOA0 KATOLOG VO, TAPEL ETOLUA Kol SPEAY
templates yio tnv dnpovpyio Tov Prvteomotyvidion Tov.

» 'Eyxel tepdotio Koot To Kot 1010{TEP VITOCTNPIKTIKY.

» Eivol dwpedv.

GameMaker
Studio
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2 To nep1pdirov tov Unity

To Unity nepiéyet évav enelepyaoty (Editor) o onoiog givat to onpovtikdtepo
Koppatt g pnyoavne. O Eneéepyaotc, Aomdv, mepiéyet Oha ta assets tov
Bvteomayvidron, dniadr| to TepPAALoV, TO £30POG, TOVG YUPAKTPES K.AT.. Méca
otov enefepyaotn yivetar 1 kataokevn tov emmédwv(levels) mov 0éhovpe va £xetl to
Brvteomaryvidl, YPNOLOTOUBVTAG OV, PMTICHOVS Kat aAla. H avémtuén tov
oTolKEl®V TOL Prvteomayvidloy yivetal HEC® TOL KMOKE 0 0oi0g ival YPORLUEVOC
o€ SCripts o€ ouvdvooud pe tov eneéepyactn. Ta SCripts ypapovtor oe C#
ypnoonowwvtag tov IDE tov Visual Studio kot dtapopovg drrovg IDE. BéBoua, o
w0 dtdonpog IDE tov Unity eivan o Visual Studio. O Unity Editor pucukd
amoteieiton omd TANO®pa yopakploTik®dv. Emtypappatikd ta kupidtepa amd autd
givar to Scene, Game, Assets/Project, Inspector, Animator - Animation, Hierarchy,
Debug Console kat to Asset Store ta onoia Oo avaivbodv mapakdto.

2.1 Kopo yopaktnprotikd Unity

2.1.1 Scene

Y10 mapaBvpo Tov SCene yivetat 1 ToToHETNON TOV GTOEI®V TOV PVTEOTOLYVIOION
OV BELOLLE VO YPTCIULOTOGOVE KOl VoL OAANAOETIOPAGOVIE PE QVTA OTTMG Yo
TOPASELY LA YOPAKTAPES, OGTEDO K.AT.. MTopoUe ENIONG VAL OPIGOVLLE TNV OTTIKY
YOVIA TV BrvTeomatyvidlon Kol TV andeTaoT TG KAUEPaS. e £va Prvteomanyvio
TEPLEXOVTAL TOMEG OKNVEG TIG 0moieg Tig ovopdlovpe kan enineda(levels). IMapakdtm
Ba dovE KATOEG OO TIG GKNVEG TTOL TTEPLEYEL TO TOPHV PrvTeomatyviot.

-ﬁi Scene
Shaded

13 Ale&avdpOdmovAoc ATOGTOANG
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FScene | € Game  fi Asset Store 98 Animator
| Shaded 2D || ® |2 | a2 |z B3

i

| % | Wt | Gizmos '~ | (GrAll

'ﬁng Fbr Players

Vegedibe Drake

-

Ewova 5: Zxknvn 2

2.1.2 Game

Ed® pmopel va ehéyEet kot va aAANAOETIOPACEL O TPOYPAUUATIOTNG LE TO
Bvteomayvidtl o€ Tpaypatikd xpovo. ['eyovdg mov elvar wraitepa yxpnotpo kabmg
Kobiotatatl Suvatog o Eleyyog Tuydv bugs kabmg emiong kot 1 10pbwaon tovg. Avtd
yiveton eved Pprokdpacte otov eneepyaotr, yopic OnAadr| va xpetdletor va yivet
build yio va to doxipdoovpe v Aettovpyia Tov Prvteomoryvidov. o v ekkivinon
TOL TTOYVISI00 amAd motdpe to Pl utton
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Me 1o matnua tov Play Button o eneepyaotc pog petapépel oto Game Preview yuo
va EEKIVINGEL | OAANAETIOPOIOT) OTOC POIVETOL TOPAKAT.

2.1.3 Debug Console

YV mopaKaTo KOVGOAN UITOPOVLE VO SOVLE ToL Warnings kat to errors mwov
eupaviovtal oy TePITTOGON KATOLS OVGAELTOVPYIOG GTOV KOJKO KAODS Kot T
Debug.log Tov kddko. H gpedvion yivetatl Onmg Qaivetal 610 KOKKIVO TEPTYPOLLLAL.
Eniong umopodue vo. dovpe kot tov aptOpuod twv warnings kot errors mov pumopei va
VILaPYOLVY OTMG PUIVETAL GTO TPAGIVO TEPTYPOLLLLLAL.

B Console

Clear on Play | Clear on Build |Error Pausa |

1) [14:22:14] We are o lve ot/ *server
UnltyEnqm:.[Ehuq:an{ﬂh):rz{)
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2.1.4 Inspector

To mapdabvpo inspector deiyvel OAQ To GTOYEIN TOV AVTIKEWUEVOD TOV EYOVUE EMAEEEL.
Yuykekpléva epeavilel OAeg TIC AETTOUEPELES KO TTANPOPOPIEG TOV EMAEYUEVOL
Game Object cupnepthapfovopévev OAmV ToV HETOPANTOV TOL Exovue Balet va
eaivovtar Public péoa ota Scripts tov avtikeypévov. Eniong pog emtpénet vo
€LGGYOVLE KO VO, TPOTTOTOIGOVLE TIG TIHEG TV petaPintav tov Game Object tov
&yovpe emAEEeL.

8 Inspector
© Tag [PhotwsnPlayerRight  ¢|Layer [RightPlayer %]
Prefab | open | Select | |Overides -]

Sprites-Default

Shader | Sprites/Default
|  addcomponent |
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2.1.5 Hierarchy

To Hierarchy 6mmg vTodnAdVEL Kot TO GVOLLOL TOV GTOTEAEL L0l LEPOPYIO OAVTIKEIUEVDV
7OV VIAPYOLVV GE [0, 6KV 6TV ozoia epeig opilovpe v cepd tov Game Objects.
Apycd ta Game Objects and avtopotn emhoyn o enelepyactg to falet pe mv
oglpa mov gwonydnocav. To mapdbvpo ™ epapyiog, Aourdv, pag divet Tnv duvatdtnta
va Toug aAAGEove BEoelg, va TpocBEcovple Katvovpylo Kot v apotpEGOVLE OTL OEV
ypewldpaote. ‘Etol 10 mapdbupo g iepapyiog meptéyet OAM TO. AVTIKEIUEVA [IE TNV
oelpb mov ta £yovpe eledyetl epeic. Kabe popd mov mpocsbitovue éva Game Object
otV epapyio avtd epeaviletal apéows otnv 000vn TG GKNVIAG TOL ENEEEPYACTY.
2V mopakdTm 000vn pe 10 Tpdoivo Beddit PAETOVLE TV OVOUAGTIL TG OKNVIG
otV omoia €{HOGTE KO 6TO KOKKIVO KOVTAKL TNV 1EPAPYI TOV OVTIKELEV®V TOV
VILAPYOVY GTNV GUYKEKPLLEVT] GKNVT).

= Hierarchy

Ewoéva 6: [TapdaBupo epapyiog.
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Eniong otV ewcdva 4 mapatnpodpe 0t vadpyovv kdmoio Game Objects to omoia
Exouv kat £vo, BeAakt SImAG Tovc. Om¢ PoaiveTon TUPUKATO.

‘I- . Canvas

mmm)  EventSystem

Av momoovue Tave oto Canva o tapatnprcovpe ta eppoievpéva Game Object
nov €yovpe mepdoetl g child otov Canva pe drag and drop. Eziong mapatnpovpe 6t
uwopovuE va. £xovpe Ko GAlo epemisvpévo Game Objects 6mmg yio Topadetypa
uéoa otov Canva éyovpe wg child To Options Button mov éyet ko awtd child to
Options Game object

¥ /Canvas
P Canvas I SettingsMenu

. SettingsMenu \JBackground
| ¥ . MainMenu
. Background b PlayButton
: ¥ byl OptionsButton
| MainMenu ( Options
B OptionsMenu > | QuitButton
b | InputField
l,#,lLﬂlgﬂ B OptionsMenu
f L /Loge
. TipForPlay S Tararniay
., EventSystem . EventSystem

Yndapyovv ko kamota. Game Objects 6mmg @aiveTotl Topokatom ta oroin ival umAe.

Avtd ovoudlovtan prefabs. Xty cvvéyeia Oa eEnynBei Tt ovopdlovpe pe tov 6po
prefabs.

b Ll SceneFader 1
byl MetworkContoller
byl QuickStartLobbyContoller
byl DelayRoom
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2.1.6 Assets/Project

Y10 @drelo assets Ppickovral OAa ta apyeio Tov Prvreomaryvidrod Ta omoia BEAovE
va eneEepyaoToOUE. ATO TOV GUYKEKPIUEVO PAKEAO UTOPOVLE VO TAPOVIE OTIONTOTE
YPEWOLOUAOTE KOl VO TO EIGAYOVLE GTNV 1EPUP)i0 DOTE VO WITOPEGOVIE VOL TO
ene€epyonotodue mepetaipo . Emiong umopodue vo stodyovpue textures, materials,
animation, yevikd dniadn olo o, assets to omoia pmwopei va yperactovue. Edm Oa
Bpovpe emiong kot Tov KK OV Eyovpe Ypayel(dnAadr ta SCripts).

@ Project =
|Create' (a ﬂl‘l‘l*
b | ;Favorites  Assets > Animation

T cpppoo
b 53 AnimazD

Player “ege.. ‘ege. wege.. ‘ege.. wvege. wege..

b G5 Auto Letter
=M o I o [l o I o B ol o | o
&5 Fighting An

P%Free - D E ‘“Vege.. \ege.. wege.. vege.. vage.. vege.. vege..

b G5l FreefAssets
53 Gizmos E E
&3 hits

P%LufﬂPng Vege.. wege..
&3 Music

b 55 Photon
&5 photonSer

&3 Prefab

&5 Scenes
&5 sprites
b G5 TextMesh F
&3 VegetaPng
I 55/ Packages

Ewova 7: Project assets

21V mponyoOUEVT] EIKOVO UTOPOVE VO TOPATNPTICOVLE EVOL PAKEAO O OTTOT0G
ovopdletar Prefab. Méoa o€ avtdv tov pdrero vapyovv 6ia ta Game Objects ta
omoia &yovue QTIAEEL otV 1Epapyia kat Exovpe kavel drag and drop otov Prefab
eakelo. Avtd ta Game Objects uropodpe TAéov va ta Tapovpe amd Tov
OLYKEKPIULEVO PAKELO KOl VOL TOL ETOVOLYPTCLLOTOCOVE OGEG POpEG BELOLE BTNV
OKTVT] TOL EIHOCTE N Kol 6€ AAAEC GKNVEC.

&5 Music

r@rheon | N N N

&5 photonSer

Roo.. Scen.. Scen..

Ewova 8: Prefab apyeio pe prefab Game Objects
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2.1.7 Animator — Animation

210 gv AOY® TtopdBupo pumopolie va SOCOVLE Kivon 6T GTOLYELN TOV
Brvteomaiyvidrod. Tvykekpyéva 6to mapddvpo tov Animation propovue va
€1GAYOVLLE TOL SPrites pag, SNAadn TIC PMTOYPAPIES TOV EYOVUE KOWYEL KOPE - KOPE KO
va. ONILIOVPYNCOVLE KivNoT OTwe GaiveTol 6TV TOPOKAT® EIKOVAL.

Ewova 9: Kivnon yapaxtipa Kapé — Kapé.

210 mapondve topddstypa entBopodpe péca oto Prvreomaryvidl vo onpovpynei n
aicOnon g kivnong , oniadn n aicOnon Ot 0 YapaKTNPOG TEPTATAEL £ITE UTPOCTA
eite Tiow. Ag onuewwbel 011 N TéYVN OV YpNCIOTOLEiTE 0 givar pixel kot o
YOPOKTNPOG EIVOL OYESIAGUEVOG G «TETPOYOVAKLOY. [0 va Snpovpyncovpe ovtnv
™mv aicbnon g kivnong, Aowmdv, npénel oto mapddvpo Tov animation va elodyovpe
ue drag and drop Tig e1kOveg pe TV 6EpA TNV omoia OELOLLE.

@ Animation O Consale i Audio Mixer
[Praview | @ [ W4 [ 14 | > [ b |ohi | 0
idle

s samples 5| %] 0s|

» [iVegetaleft : Sprite -

add Property

Ewova 10: TTapdOupo animation.

Ot popufot Tov eaivovtat otny €1kdVe, 0TOTEAOVV TO. SPrites mov €xovv sloaybel. Xto
OLYKEKPLUEVO TTapddetyo BE OV LE va KiveiTtal EAa@PA O YOPOKTNPAG AKOUT KOl GTHV
TEPIMTOON 7OV Elvar adpavNS, MOTE Vo dnNUovpyeitan n yevdaicOnon 0Tt eivan
«CovTavooy. LTV TopoKdTm eikOva QoivETOL 1] OVOUAGIN TOL GUYKEKPLUEVOD
Animation ka1 tov Samples mov dniavet Ta fps tov yapaktipa, dniadn tov aplOud
TV ekovov(kapé) Ta omoia PAémovpe otny 000vn pag ava devteporento. Katd
QVTOV TOV TPOTO EMLTLYYAVETAL 1 Kivnom).

(D Animation El Console 4 Audio Mixer
Pl'E\riEW|.|H1|H|b'|H|H'I| 0
Vegeta_idle =| Samples |5 | | [+ |
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Eniong motdvtog To TANKTPO TOL POiVETOL TNV TOPUKAT® EIKOVO, LITOPOVLLE VO,
«onkmcovpey Eva cvppav(event) péca o évo cuykekpipévo kapé. IMapadeiyporog
Yapv glvar SuvaTod va OMOVPYNCOVUE HEGOH GTOV KMOWKO VoL LAY dTov O
yapaktnpag metdel projectiles(BAnpota). Zvvenmg to cvpPay mpénet va «onkwOe»
povo dtav o yopaktipag Ppicketal 6To Kapé 6TO OTOI0 ONKMOVEL TO XEPL TOV. Ag
Tovicoupe AoV OTL G€ EKEIVO TO KOPE AMOKAEIGTIK OTOLTEITAL 1) ELGOYWYT] TOL
ouupévroc.

CH
T G || D rmm—

Y10 mapdOvpo tov Animator uropovE Vo, INADGOVE TIG SIAPOPES KATAGTAGELS,
onAadn v Katdotoon akwvnoiog, kKivnong K.Am.

#% Animator
|Liylr§ H Paramse! ters | - Base Layer

= isJumping
= punch1l
— punch2
= punch3
= kick

= hurt

= defence
= dead

= win

CLOLOOC OO oL

= blast

Ewoéva 11: TTapaBopo Animator pe kdmoteg and Tig KoTooTAGEL.

2T1C KATOOTAGELG TOV PAVOVTOL GTNV £1KOVO 9 LTOPOVLE VOl E1GAYOVLLE KOt
TAPOUETPOVG 01 0Ttoieg Tpocdlopilovv moHTe BEAOVUE o KoTAGTOON VO EEKvhiel 1] va
GTOLOTHOEL.

2.1.8 Asset Store

To niextpovikod katdotnua tov Unity to omoio ovopdalete Asset Store drabétet
mAN0og amd ypnotpa assets ta omoia £xovv 6TdHYO VO KATAGTHGOVY TNV dNovpyio
TV Brvteomaryvioldv wiaitepa eKOAOTEPT OGOV 0pOopd TO YPaP1KO Koppdtt. To
KOTAGTNLO TEPLEYEL YIALAOEG dpeAV assets ta omoia eivon eopetikd, kabmS emiong
mePLEYEL Ko assets mov eivan wiaitepa otkovopukd. To asset store Bpiocketor otV
gpyorelobnkn tov eneéepyaotn tov Unity, dniadn Bpioketar oto window g
TOPOKATO EKOVOG.
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Window Help
AnimaD >
Photon Unity Metworking *
Mext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts *

Asset Store Ctrl+9
|’\‘? Package Manager

TextMeshPro »
General ]
Rendering -]
Animation »
Audio H]
Sequencing ¥
Analysis -]
Asset Management >
20 »
Al »
R »

Emniong to Unity asset store givat dtabéotpo kar otny enionun 1otooceiido tov Unity.
Y& TV TEPIEYEL OPKETA TTEPIOGOTEPQ aSSELS amd OtL oToV eme€epyaot| Tov Unity.
Unity asset cuv0mg anotelel omotodnmote apyeio Exet dnpovpyndei ektdg TOL
Unity, 6mwg yio Topadetypa £vo povtéro 3D, Eva apyeio fyov, o eikova 1
onotodnTote aAlov THTOL apyEio To omoio vroopileton and To Unity. Ymdpyovv
EMIONG OPIGUEVOL TOTTOL SSELS TOoV PUITOPOVUE VO SNULOVPYAGOLLE EVTOG Tov Unity.

«[r]c - Categories - | Sell Assets | Feedback | FAQ © My Assets Open in Browser | English ~ usnl

Ends soon: Up to 95% savings on Mega Bundles to chart your course

Q unityAssetStore Assets~ Toolsv Servicesv~ By Unityv Industriesv Salev

= MEGA BUNDLES =
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2.2 Anovpyia apyeiov moryvidlon

Mo v dnuovpyia tov apyeiov Ba ypelaotel vo KAVOLLE KATOLES pLOLUGEIS TPAOTA.
Apykd Oo Tpémetl va EMAEEOVILE AVALESH GTIC EMAOYEC TTOL VITAPYOLY GTOV
ene€epyonotnc Tov Unity oyetikd pe v embount mAateopuo. péca oty onoio Oa
nai&el to exteléotpo. Téroleg mAateopueg yia Tapdaderyua givar To Windows, Mac,
Xbox, PlayStation k.Ax.

Bnua 1°) Iotaue oty emhoyn file/pdxerog petd Build Settings

File Edit Assets GameObject Compe

Mew Scene Ctrl+M
Open Scene Ctrl+0
Save Ctrl+5
Save As... Ctrl+Shift+5
Mew Project...
Open Project...
Save Project

mmm)  Build Seftings..  Ctrl+Shift+B
Build And Run Ctrl+B
Exit

Emumhéov pmopovpe vo dtoré€ovpe v emhoyn| Tov Build And Run yia va tpééet to
ekteréouo apsoms. Mpota dpmg Ba npémet va pria&ovpe ta Build Settings.

(Enueioon: T'o to TopOV Project dev ypnoiuomodnKoy mapamdve omd TPelg oKNVEG
Kobmg givon Brvreomoryvidl pdyng).
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Bnua 2°) AwaAéyovpe v mAat@opua oty omoio BEAovue va mai&el To EKTEAEGUO
Bvteomonyviot.

Build Settings

#. PC, Mac & Linux Standalone gy ™

| -
] Universal Windows Platform

Xbox One

WebGL
1

Ewoéva 12: TTapabvpo Build Settings.
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Bnua 3°) IMatdue oty emhoyn Player Settings dote va pog epeoviotel £va véo
TopAbvPo 6TO 0TTO10 EYOLLE TNV SVVATOTNTO VAL ELGAYOVLE TO OVOLLO TOL
Brvteomayvidlon kabmg Kot TNV eTapeio TOPAy®YNS TOV, EOGOV OVTN VITAPYEL.
Eniong pmopodyie va g1oéryovpe Kot To £1KOVIOI0 TOV EKTEAEGILOV OTIMG PAIVETAL GTNV
ewova 10.

(a )

Player & 3 %

F
Company Name |DefauItCnmpan? |
Product Name |MortalFighter |
Version 0.1 |

Default Icon

Select
Default Cursor

Cursor Hotspot K|U |Y |U |

4=

Settings for PC, Mac & Linux Standalone

| Icon |

| Resolution and Presentation |

Splash Image
Application Cenfig Dialog Banner

‘ & Application Config Dialog Banner is deprecated and will be removed in future versions. ‘

Virtual Reality Splash Imaage -

Ewova 13: TTapabvpo Player Settings.

0
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3 Bonbntikd epyareia mov ypnoipomombnkov

3.1 Epyaieio enetepyociag ewovog (GIMP)

Mo v dnuovpyio KAToIwV YpopIK®V oToyEi®V Tov Brvteomatyvidiod £ytve ypron
Tov gpyoreiov eneepyaciog ewdvog GIMP. To Gimp givar Eva Tpdypappo
ene€epyooiag eikovag ToALUTAGV TAatPopudv dabéotuo ko yio GNU/Linux, OS X,
Windows kabmg kat yro. GAla oAAd Aettovpyikd cvothuata. Artotelel dopedy
Aoylopuko, éva open source. IIpdypo to omoio onpaivel 0Tt WtopovUE va.
EMEEEPYACTOVLLE TOV KMOTKO TOL KoL VO SLOVEILOVLE TIG TUYOV OAAAYES GE AVTOV.
Emiong to GIMP mapéyet eEopetikd eEelrypéva epyodeio yio Ty 0AOKAP®GON
0mo10dNTOTE €160V YPOUPIKNG EPYACTIOG EMBVUOVUE VO TPOYLLATOTO|GOVUE EITE 1
WBOTNTA pog Elvat YpagioTas, @OTOYPAPOS, EIKOVOYPAPOC 1] EMGTHLOVAG. MTOpovLLE
va BeEATIOGOVE TEPALTEP® TNV Topay®YKOTNTO pHoG pe To GIMP ydpn otic moALEC
eMA0YEG TPOGOPLOYNG, Kabmg emiong kat ota Tpocbetd tpitwv(Third Party Plugins)
OV TTAPEYEL.

Ewova 14: GIMP Logo.

s

)JRTALFIGHTE

Ewova 15: Anuovpyia Splash image tov Bvteomatyvidiov.
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3.2 A0OIKTLOKOC TPOYPOLULATICUOC

To gpyaieio mov ypnoyorombnke dote To Toyvidl va givar dtadtktvaxo (online)
ovoualete Photon. Me tov 6po dtadtktvako Brvteomotyvidl poyme, Omwe avtd g
TOPOVCAG EPYOCIOG, EVVOOVUE £VOL TOLY VIOl GTO OO0 UTOPOVV 01 S1APOPOL TATKTES VOl
moiEovV amopakpLGHEVA MG avTitaiol. Emiong to ev Aoy Prvteomaryvidtl orabétel Ko
chat dote va givon duvatn 1 cvvopdia pe tov avtiralo mpiy dieEaydei n péym. o
v dnovpyia Tov chat ypnoworomOnke o vokotnyopia tov photon n omoia
ovopalete photon chat. Ta dvo mpoavapepBévta epyadeia Oo avarlvBoldv mopaKdTm.

3.2.1 Photon

To Photon Unity Networking(PUN) givot éva makéto tov Unity mov vrootpilet tnv
VTOPEN TOALDY OTOUOKPVOUEVOV TOUKTMV 6Ta BrvTeomatyvidta, Oniadn eivor g
TAOTEOPLLOL TTOV LG TPOSPEPEL TOAAEG OLVOTOTNTES Y10 SLUSIKTVAKO
TPOYPUUUOTICUO. ZVYKeKPIUEVA TapéyeL To d1ko Tov cloud kot server, étol ®ote va
umopel 0 TPOYPUUUATIOTHG VL aoy0ANOEl Le TNV Taparywyn Tov Pvteomatyvidton Kot
povov. Apyikd dnpovpynnke SIANULO GYETIKA LLE T YPTCLLOTTOINGT TOL epyareion
nov Topeiye o id1o To Unity,dniadn| to epyareio Unity Multiplayer, otn 6éon tov
Photon. Xt cuvéyeia, Opmg, kpibnke to Photon kataAinidtepo. H cuykekpiuévn
amoeacn Tapdnke KabmOG To GALO vVITOYNPL0 Epyaieio eivar VO KATAPYNON Kot
evogyetar vo addaéel apketd ovvtopa. To Photon eniong amotelel éva olokAnpopévo
TPOYPOLLLO GTNV KATNYOPia TOL TapEYovTag OAa Ta epyaieia mov ypetdlovtat yio va
KaTaoTel dSuvath 1 avamTuEn evoc SladiktvakoL Prvteomaryvidrod. Ta onuaviikodTepa
gpyaleia Tov Photon mov ypnoporombnkay givan to €€NG:

» Photon View

» Photon RigidBody2D View

» Photon Transform View Classic (Yrdpyet kot To Photon Transform View mov
givar véa ékdoom yia owto divetar Epgacn oto classic)

» Photon Animator View

[Mopakdto Ba yivel n avéivon yio Kabéva epyaleio mov avapépOnke.

Ewova 16: Photon And Unity Logos
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Photon View

Amd 6Aa Ta gpyareio Tov ypnotporomnOnkay to Photon View eivot to
ONUOVTIKOTEPO, KOOGS LECH avTOV TOV gpyaleiov yivetan 1| epedvion tov Game
Objects oe 6AovG TOVC TTaiKTEG GLYYPOVIGUEVA. Me dAla Adylo TomobeTdvTag T0
ovykekpuévo component oe éva Game Object propovpe va kdvovpe opotn Tv
Kivnon tov yapaktnpmv, o Physics tov fvreomatyvidion 1 0mo10dnToTe GALO
avtikeipevo BEAov e va Yivel opatd o€ GAOVE TOVG TOUKTEG TNV 1010 GTIYUN. ZTNV
Tapakdto ewdvo eaiveton ) torobétmon evog Photon View og éva amnd tovg
YOPOKTAPES TOL PrvTEomaLyVIdLov.

LA Photon View (Script) 3 %

| View ID Set at runtime

Ownership

Ownership Transfer | Fixed sl

Observables

Synchronization | Unreliable ©@n Change ¢ |
Observable Search [ Manual i
¥ Observed Components (4)
— = VegetalLeft (PhotonAnimatorview) [
— = Vegetaleft (PhotonTransformViewClassic) D -
— = VegetalLeft (PlayerHealth) [/
—  « VegetalLeft (PhotonRigidbodyZDView) [
L+ |

[Mapatnpodue emiong 6TL Egovue Tonobetnoel oo mapdHvpo Tov observed
components ta Photon Animator View, Photon Transform View Classic, Player
Health, Photon Rigid body2D View. Mg avtov tov 1pOmo 10 GUYKEKPIUEVE, GTOLYELN

yivovtol opatd Kot 6Tovg dArovg maiktes. [apakdto Bo avaivBovv kabéva amd ta
otouyeia.

To Player Health eivau éva script otnv kildomn tov omoiov £xet eicoybel to
IPunObservable. Etot to cuykekpuuévo script kabiotatat opatd o€ 6lovg. H
Lertovpyia Tov Player Health 6o avaAvBei tepetaipo mapakdtom.

Photon Rigidbody2D View

To Photon Rigid Body2D napaxoiovfei to Rigid Body tov avtikeiuévov. Katd
aVTOV TOV TPOTO UTOPOVLLE VO GLYYPOVIGOVLE GE OAOVG TOVL TOTKTES TNV TOYVTNTA
evog avtikepévov. Tapadetypatog yapv pmopet va yiver opatn 1 kivinon evog
YOPOKTNPO TOV PIVTEOTOLYVIOOV.
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Photon Transform View Classic

To Photon transform view classic mapaxoiovdei Oreg Tig aAlayég mov pmopel va
TPOKOHWYOLV GTA SLAPOPO OVTIKEIEVA LEGA 6TO PrvTeomaryvidl, OnNAadt) OToldNToTE

TEPLOTPOPT], KMUAKOCN 1) LETAKIVIGT| TOVG.
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Photon Animator View

To Photon Animator View ypnoytomombnke yio v topakorohnon orotovdnmote
animation kafmg Kot TOV TapapETPOV OV EYOLV Ta. animation .

¥ = ¥ Photon Animator View (Script) g '
Script Photon&nimatoriisw @
¥ Synchronize Layer Weights
Layer 0 | Continuous ¢ |
¥ Synchronize Parameters
Speed (0) | Discrete i ]
islumping (False) | Diserete sl
punchl (False) | Discrete :
punchz (False) | Diserete sl
punchz (False) | Discrete i
kick (False) | Diserete ™
hurt (False) | Discrete i
defence (False) | Diserete ™
dead (False) | Continuous ™
win (False) | Continuous ™
blast (False) | Continuous ™

To TPOYPOULOTIGTIKO KOUUATL TG EXKOWVOVIOGS £YIVE LE

> RPCs
» Custom Properties

[Mapakdtm yivetal po chvioun avapopa oxetikd pe to RPC kot Custom Properties.
Photon RPC

To RPC 1 ahid¢ Remote Procedure Calls amoteAei pia péBodo mov koleite yio va
EVNUEPDGEL OAOVE TOVG omopakpvuopévovg clients ot oroiol Bpickovtal 6o 1610
dwparo. Eva Photon RPC umopei va kAnOei uoévo omd avrtikeipeva wov égovv Photon
View. Emiong uropodue vo emAié&ovpe o€ motovg client 0éhovpe va oteidovpe 1o
RPC, pe v evtoAn RpcTarget 6mwg aivetal otnv tapakdto eikdva. Ievikd vmapyet
mAN00og emAoymv mapadeiypatog xdptv pia and avtég eivan va oteilovpe o RPC og
6Aovg tovg clients dnAadn| kot o awTovg TOL Bl LITOVY APYOTEPH GTO PrvTeoTaLyViotL.
Ewdwca pe v eviodn AllBufferd, yopic v AéEn Buffered yiveton n kAfnon tov
clients mov Bpickovtol aVTAY TV GTLYUR 6TO PvTeomoryviot.
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if (GameController.gameController.isGameFinished && GameController.gameController.isPlayeriin)

animator.SetBoo . N
ersMame”, RpcTarget.AllBuffered);
.gameController. AddWinleft(Ph twork.PlayerList[e], 1);

Ewova 18: H pébodog tov RPC

Custom Properties

Ta Custom Properties ypnowomodnkav dote va umopodiE vo Kpatdpe ta. Wins tov
Kd@0e maiktn Sadiktvokd kabmg kot va ta dayepiiopacte. [a mapdderypa dtav o
Playerl undevioer nv {on tov Player2 ot pdyn 0a npémnet va mpocbécovpe pio vikn
(win) vép tov Playerl kon mopdlinia avth n emmAéov vikn Bo mpénet va givan
opatn ®¢ TAnpopopia yio Kabe xpnotn mov embupel va det ta otatioTikd Tétoteg
HKkpég aAAayég pmopovv va, emttevyBovv yapn otnv Custom Properties.

3.2.2 Photon Chat

To Photon Chat givau éva gpyaieio dtadiktvakng cuvophiog. Mropel kabe maiktng
nov &yl ovvoebel oTo Tayvidl divovtog £va GVOLLO VoL EMKOVMVIGEL e
omotlovonmote aAlov maiytn PpiokeTon 6to 1010 dwpdtio. e va Asrtovpynoet to
Photon Chat ypelalopaote kdmoteg pebddovg mov pog divel to Photon. H
avomapaymyn Tov OAov Tov uedddmv tov Photon Chat yiveton dtav eicdyovue 10
interface IChatClientListener otov k®diko ditAd amd v MonoBehaviour kldon.
[Mapaxdto Oo avarvcove kamoteg and TG avtopateg LeBodovg Tov
YPNOYLOTOUWGOLE Y10, VO YIVEL OUVOTH 1] EMKOVOVIN LETOED TOV TOUKTMV.

» OnConnected

» OnSubscribed

» OnGetMessages
» OnPrivateMessage

OnConnected

Xpnowonowwvtag tnv péBodo OnConnected yivetat dvvatn 1 xpnon tov Chat and
TOVG YPNOTEG TOV OWUATION. TNV HEHOSO 0T GTO TUPAKAT® TAPAOELYLLOL ELGAYOVLLE
Ko KOmoleg eviorég omme v Subscribe kot tnv SetOnlineStatus. Me v evtoln
Subscribe &yovpe v duvOTOTNTO VO EYYPAWOVLLE TOV XPYOTH GE OTOVONTOTE KOVOAL
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tov chat 6élovpe to omoio givat SNUOGLO Kot TO £YOVUE SNULOVPYHGEL GTOV KOOTKO.
Emiong pe v evtoln SetOnlineStatus eicdyovpe Tov ypiiot TV S1SIKTLOKY
Katdotoon oty onoia Bpioketal, OnAadn EvepyOs 1| avevePYOS.

OnSubscribed

H pébodog OnSubscribed kaieiton dtav Evag xpnote eYYPAPETE GTO SNUOGIO KOVOAL
nov givar evepyod. Zvvnbwoc otnv OnSubscribed ypnowyomolodue v evroAr Publish
Message 1o vo V@G TOTo|GOVUE GTOV XPNGTN OTL GLVOEONKE GTO KAVAAL.

OnSubscribed( [1 channels, [1 results)

if (channels.Length == 1 && results[@] && channels[@].Equals(channelName, StringComparison.OrdinalIgnoreCase))
{
channel in channels)

chatClient.PublishMessage(channel, "

OnGetMessages

Me v pébodo OnGetMessages pmopolpe vo amobnkedcovpe GAo To UNVOLLOTO TOV
&xovv otaAbel 6TO KAV 6TO 0Toi0 gival cLVEEdEUEVOG 0 YpNotnS. Etol 6tav Evag
véog ypiotc ouvdebei oto chat pmopei va et Tar pnvOLOTO KoL TIG GLUVOLUALES TOV
&xovv Tponynel 610 GLYKEKPIUEVO KavAAL EpOGOV avTd givorl dNUOC1O.

OnGetMessages channelName , []1 senders,

i < senders.Length; it+)

msghArea.text += senders[i] +

+ messages[i] +"\n";

OnPrivateMessage

Yy mepintoon evog xpnotng mov BeAncel va oTellel Eva pivopa TO 0Ttoio Vo umv
givor opatd oto dNudclo kavarl, Tpémetl va ypnolporomdei n OnPrivateMessage. Mg
aVTOV TOV TPOTO UTOPOVLLE VO KATOYPEWOVLE TOV TOUTO KOl TO Pivopa tov 0EAeL va
oteidel kaBm¢ emiong kot Tov dektn Tov Bo TapordPet To pvipa. o TV amooTodn
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EVOC TPOCOTIKOV UNVOLOTOG B0 TPEMEL 0 amooTOAENS VA YVmpilel TO GVOLLO TOV
ATOOEKTT OTMG O TEAELTOLOG TO £XEL ONAMGEL KATH TNV EYYPAPT] TOV GTO KOVOAL.

public class MyChatListner : IChatClientListener

I
8
public void OnPrivateMessage( string sender, object message, string channelName )
I
L
Console.Writeline( "OnPrivateMessage: {0} ({1}) » {2}", channelName, sender, message );

(Enueioon: Ta unvopoto yuo 660 givat evepyd évo kavait amobnkebovton oto cloud
nov Topéxel To Photon)
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4 Avamtocn moyviolon

To mapoév Prvteomaryvidt eivar Stadiktvokd Kabdg OempnOnke 6T dev vTdpyeL N
avaykn yuo Ty onpovpyio evog moyvidorod mov Ba Asttovpyel poévo Tomikd. AAA®oTE
N ovATTVEN £VOG TOTIKOV oY VIO100 amoteAel Eva BEpa To omoio €xel kaAvEOel
TOALEG PopE 610 TaperBOV. TTapaxdtm Oo avaivOel d1E£001Kd 0 TPOTOC OMpoVPYiag
TOV oLy Vo0V, Apyikd Oa avaAvBel 0 KMOOKOG e TIC KAAONG TTOV XpNGILoTomOnKay
®ote vo ouvoebel To Taryvidt StadkTLaK(, KOOMG ETIONG Kot TO TPOPANLULATO TTOV
npoékuyav kot Tog Eemepdotnkay. 'Emeita Oo teptypagei 10 KOUUATL TOL KOJIKA Kot
TOV KAAGE®V TOV YPNGHOTOONKAV Yio TNV KiVON TOV TUKTOV, TNV LAY K.AT.

(Enueioon: O koK dev glvat TELELOC KoL VITAPYOVY OPKETEG UETAPANTEG OL OTTOIES
uopel var umv Exovv Adyo voapéng Kabmg dev ypeldoTnKay v TEAEL).

4.1 Awayeipton Kot onuiovpyio S1001KTLAKOV TALY VIS0

I'o v 6vvdeon tov Photon pe to Unity oto kopudtt tov mpoypoupaticpod Enpene
va dnuovpynBovv Kamoleg KAAoNG, OTwS TapovstalovTal TUPUKATO.

» NetworkController.cs

» QuickStartLobbyController.cs

» DelayRoom.cs

» DelayStartWaitingRoomController.cs

NetworkController.cs

I va emtevybei n odvdeon e tovg server tov Photon mpénet va arddEovpe v
KAGon omd MonoBehaviour e MonoBehaviourPunCallbacks. Katd avtoév tov tpdmo
umopovv ot Photon server va dnpovpyncovy Tig amapaitnteg kAnong neboddwv mov
amortovvTol and to SCript otov server. ‘Eneita npénet va ypnoipomomOei n eviorr tov
Photon ov ovopalete ConnectUsingSettings. Mg avtiv thv €vioAn yivetol n
oOVdEGN TOL PrvTeomatyvidloy pag L Tov Server tov Photon dwatnpdvrag tig
puOuicelg mov £xet amd emhoyn To Photon. ‘Enetta yio va dtoye1ptotodpe v ohvoeon
Hog Tpémel va xpnoponotovpe thv uébodo OnConnectedToMaster oty omoia
éyovpe glodyel v evroAn Join Lobby. Avto sivan anapaitmto dote va pmopei o
ypnog va eloaydei oe Lobby petd v gicodo tov otovg server. Tavtdypova ce
TNV TNV KAGom dayelpt{OpacTe Kot 1o Ovopa mov Oa elcaydyel o moiktng, £Tot
(MOOTE VO WTOPOVUE OPYOTEPO VO TEPAGOVLE GTNV KAAGT TO CUStOM property tov
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ToiKTn. XNV TapakaTo sikova eaivetal  kKAaon Network Controller.

Photon. Pun;
UnityEngine;
UnityEngine.UT;

1d UserNameInput;
ct PlayButton;

twork .. Connectusingsettings();

onConnectedToMaster()
nietwork . InLobby )
hotondetwork . JoinLobby () ;

.OnConnectedToMaster();

ChangelserNameInput()

if{userNameInput.text.Length >= 3)

PlayButton.SetActive( 'H

SEe

PlayButton. setactive(

Setuserdame()

letwork .NickName = UserdameInput.text;

QuickStartLobbyController.cs

Y& outnv TV KAGon dnpovpyovpue Eva doudtio pe v pébodo CreateRoom kot
opifovpe o0t maikteg BELOLLLE VO UTOVV 6TO d®IATIO. DVGIKE amd TV GTIYUT| TOV
t0 oyviot eivan fighting game 0élovpe va cuvdebovv povo dvo maikteg. Emiong
Om®OC paivetal 6TV Topakdto eikdvo Snpovpyodpe éva serialized field(to Serialized
field pag diver v dvvatodtta vo enelepyacTodpe TV TR TG LETAPANTAG Ao TOV
ene€epyootn Tov Unity. Av yuo mopddetypo 0EAape va TepAGOVUIE OVTHY TV TIUY OF
GAleg kKAGong Oa opilape v petaPAnty g Public). H dnuovpyia tov serialized
field pag ponda dote va drayeipiotovpe and tov eneéepyaotn tov Unity v tun g
uetaPAntng roomSize. Eniong KoAOTTOOUE KO TO EVOEYOUEVO TTPMOTOV TNG LT COGTHG
dnovpyiag tov dwpatiov pe v uéBodo OnCreateRoomFailed kot devtepov v
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nepintoon dnpovpyiog Kamoov cedApartog pe v uébodo OnJoinRoomFailed kot
MV €16000 TOL YPNOTN.

Photon.Pun;
Photo altime;
unityEngine;

onConnectedToMaster ()

ctonietwork. AutomaticallysyncScene =

Quickstart(}

JoinRandomRoom( ) ;

OnJoinRandomFalled( returnCode, mESSTZE )

d to join a room™);

i}

{ Isvisible - » IsOpen = , MaxPlayers = ( Jroomsize };
Nubmer, roomsOps);

onCreateRoomFailed( Lode, MESSTZE )

DelayRoom.cs

Tnv khdon DelayRoom tmv kadovpe égoviog okond dtav dnpovpyeite o doudtio
Vo LEVEL avoLyTO PEYPL TNV oknvi Tov BEAovpe gpelc. ALOPOPETIKA av dEV LINPYE N
DelayRoom kotd v gkkivion TOL Tavidlon Kot THG GOVIESNC TOV TaLyTdV dev Oa
VINPYE TAEOV TO OWUATIO GTNV ENOUEVT] oKNVI. Me avtdv Tov TpdTo AomdV HEG® TNG
OLYKEKPILEVNG GCLVAPTNONG SLTPOVLE TO dWUATIO EvePYO. [l va emttevyBel avtd
&ywve 1 KAGom singleton ®ote Kot ot dVo TOIKTES VoL EYOVV TOV 1510 KOSIKO Kot Le TNV
BonBeta g néBodog OnJoinedRoom pévet avorytd 10 SOUATIO LEYPL KO TNV ETOUEVT
oknvn. Ot puébodot OnEnable, OnDisable eivon tov Photon. H OnEnable koleitot
OTaV KATO10G TOUKTNG EIGEAOEL Y10l TPAOTN POPA GTO TALYVIdL GUVETMS ATOTEAEL TOV
Master Client, dnAadn eivat o dnpiovpydg tov dopdtiov. I'o Tov ETOUEVO TAIKTY TOV
Ba e10éABeL 6T0 TTOY ViDL, 0 omoiog Oa eivan évag amAdg client, n OnEnable dev
evepyomoteitat. Ko téhog 1 OnDisable kaAgitat 6tav 6TOHOTHOEL 0 KOSIKO Y10
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omo100Mmote AOY® VoL EKTEAELTAL.

Photon. Pum;
unityEngine;
unityEngine . SceneManagement ;

waitingRoomsceneIndex;

.room 1= b

Destroy( .room. gameObject);

ﬁuntnestrDyGnLﬁad( -game0bject);

0

hotonMetwork . AddCallbackTarget(

nietwork . RemoveCal lbackTarget( b H

onJoinedrRoom( )

sceneManager. Loadscene (waltingRoomSceneIndex) ;

DelayStartWaitingRoomController.cs

Avt 1 KAdon €xetl Baphvovsa onpacia Yo dlayeiplon TV ToKTOV 6To moyviot. H
TOPOVCO, KAGOT) EVEPYOTOIEITOL OTAV EIGEPYETAL EVOG TOAKTNG OTNV 0e0TEPN
oknv.(PAéne ewcova 5). Eniong mepiéyet kamoteg pebodovg. Apyikd eicdyovpe 6A0VG
TOV YPNOTEC UE OAEG TIC TANPOPOPieC TOVG, OnAadn To id, To nickname k.Axn. o€ o
Mota, pe v Bondeia tig uebddov AddPlayerListing. ‘Enetta pe v
OnPlayerLeftRoom diayeiptllopacte Ty TEPITTOON TOL O TAIKTNG PVYEL OO TO
dopdario. Me v OnDisconected av évag maiktng OeAnoet vo mathHoEL TO KOV
leave(PAéne wcova 5) dote va OYEL 4O TO SOUATIO TOV EXIGTPEPOVLLE GTNV APYLKN
006vn pe v Pondeta g evioing LoadLevel. Ty khdon avty doyeprlopacte v
apifunon TOV TUKTOV Kol TNV KKV TOV ¥pOvoL OTaV 6TO dWUATIO EIGEADOLV
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VO TTOUKTEC. XTIC TAPOKAT® EIKOVEG Etvar 1) KAGOM
DelayStartWaitingRoomController.

m.Collecti

notFullGameTim
fullGameTimer;
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myPhao

fullGameTimer =
notFullGameTimer
timer tartGame =

PlayerCountUpda
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timeln;
timeln;

- otherPlay

Pl

eltaTime;
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e =

[: I Photonhe

k. LoadLevel(multiplayerSceneIndex);

com( )

¢.Disconnect();

4.2 Avaivon Toyviolo

To mayvidt 6Tm¢ TpoavaeEpOnke amoteAdeital and TPES CKNVES. TNV TPATN GKNVA O
TOIKTNG €16AYEL TO USErname mov 0éAel ko pumopet va mathoel To kovpmi Play mov tov
eneavilete.

‘Eneita e16épyetor oty d0TEPT GKNVI OOV TEPUEVEL EVOV SEVTEPO TTAIKTT VL
ovvoebel. O maiktng pmopel va emAEéEeL Evav amd TOLG SLO YOPAKTIPES TOV VILAPYOVY
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010 moryvidl. Otav o maiktng emAEEEL TOV YOPAKTPA TOL BEAEL TOTE TO AVAAOYO
gwovidlo mpacvilet.

‘ting For Players

Vegedibe Drake

Tolis : says 'hi'.

Otav 0 devtepog maiktng cvvdebei Eekvdet 0 xpOVOS aVTIGTPOPO. XTO HECOIAGTNILO
VO UtopovV Ol TOHYTEG VoL EMKOWV®OVAGOLV Hetaé&d toug péow tov Photon chat ommg
QOIVETOL GTNV TAPAKATO EIKOVO GTO TPAGIVO TETPAYWOVIKL.

Tolis Versus Swthrhs
=
Vegedibe Drake

O1av 0 xpdvoc TeLeldSEL TOTE KOl 01 OLO TOUKTEG EICEPYOVTOL TNV TEAEVTAIO GKN VN
01OV yivetal 1 povopoyio OTmg GOIVETHL GTNV TAPAKAT® EWKOVO.
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Wins: 0 Mixalis
60
-~

-

B
n

MF

210 téhog ™G povopoyiog epgaviCete To dvoua tov viknty. 'Exovv kot ot dvo maikteg
™V EMA0YT Va povopoyfcovy Eava tatdvog To kovpri Rematch i va gvyouvv. Ot
TaiKTEG £YOVV OEKA OEVTEPOLETTA VO TAPOLV TNV ATOPAGT] OLTY| . TNV TEPITTMOON
oV Ogv EMAEEOLV TIMOTO EMGTPEPOLV GTNV OPYIKT 000V TOV TaLYVISLOD.

Swiiris

Game Controller

O Game Controller givow n o onpavikny kKAaomn tov Toryvidon. Mécsa amd oty Thv
KAGom OloyelpllONACTE TIC VIKEG TV TOKTAV, TO TEAOG TOL Ty VIO0, KOl TOVG
YPOVOLS TTOL VITAPYOLY GTNV GKNVI TNG LAYMS KaB®G emiong Kot TV omdPacn TV
TOKTMOV Y10 ELOVIANYN TIS LAYNS N TNV EMGTPOPY| TOLG GTNV OPYIKT 000V1).
[Mapaxdtm Oa yiver avaldoel too Game Controller.
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Apywcd 6éhovpe o Game Controller va givar £vag kot yio Tovg dvo TaikTeS, 0TOTE TOV
uetatpémovpe o€ singleton

Orav to maryvidt eivar oo va Eekvioet o Game Controller emieyei éva tuyaio
YGpTN Kot avalnTdet Tig VIKEG TV ToyTdv. TNV apyr] ol TOIKTEG OEV £YOVV VIKES
OTOTE MEPVAEL TNV TIUN UNOEV.
()
StartingTimer
if (Ph
[

random = Rz
randomBackgr

[Ma va teleidoel | péyn mTpEnel KATOL0G omd TOLE TOPAKATO EAEYYOLS va 1oyvoeL. Ot
Eleyyotl avtol yivovton ava devteporento kabmg 1 update tpéyel kKaOe devTeEpOLENTO
o€ TPAYHOTIKO Ypdvo. Znv ekova 19 o kddKag ivat yio v TepinTmon Tov
TEAELDOEL 0 YPOVOC. Me dAda Adyla opiletl motog Ba etvat 0 VIKNTNG OTOV TEAEUDGEL O
xpOvog e Baom tovug tévtoug Long Tov kdbe maiytn. Evd oty ewdva 20 epavileton
KOOIKOG Y10 TNV TEPIMTMOT TOV KATOL0G YapaKTpag nTtTnodei , dndaodn n Lon Tov
unodevioTel.
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if({currentGameTimer <
{
isGameFinished = -
if (PlayerHealth > EnemyHealth)

{

TimeToStartTextObj.SetActive(
isEnemyDead =
isPlayerWin H
RematchMenu.SetActive( ):

else if (PlayerHealth < EnemyHealth)

TimeToStartTextObj.SetActive(
isPlayerDead = B
isEnemyWin = :
RematchMenu.SetActive( };

¥

else if (PlayerHealth == EnemyHealth)

TimeToStartTextObj.SetActive(
TextForDraw.text ' "
isDraw = E
RematchMenu.SetActive(

Ewova 19: TIpotmoBéceic yio To téAog TG povopoviag 6To TEA0S ToV YpOVoU.
else if (isEnemyDead)
I
L

won = ;

if (PlayerHealth »= 1f)

{
TimeToStartTextObj.SetActive( );
timerToStartText.text = "PERFECT!";

}

TimeToStartTextObj.SetActive( );

isGameFinished = H
isPlayerWin = ;
RematchMenu.SetActive( );

}

else if (isPlayerDead)

I
L

won = H
if (EnemyHealth »>= 1f)
{
TimeToStartTextObj.SetActive(
timerToStartText.text = "PE
}
TimeToStartTextObj.SetActive(
isGameFinished =
isEnemyWin = H
RematchMenu.SetActive( );

]

Ewova 20: TIpotmoBéaelc yio To T€A0g TG povopaviog 0Tov vag amd Toug dvo
TOUKTES MTTNOEL
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H mapaxdto pébodog kadeite yio v €AoY Tov TUYaiov XAPTN.

randomBackground( random)

if(random == @)

.GetComponent -RPC("RPC_| , Rpc Al1Buffered);

2ty pébodo randomBackground erniong yiveton ko éva RPC yia v povoikr mov
noilete Katd v ddpketa g pnayns. O Kabe xaptng £xel TNV S1KT TOL LOVGIKY.

.audioController

.audioCaontroller.Pla
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O1 pébodor GetScoreLeft kat GetScoreRight eléyyovv av mepi€yovv ot ToikTeS

Custom Properties pe tnv ovopocio wins.

Ot mopaxdrom péBodot ivar yio v TpocsOnkmn g vikng otov maiktn mov Katdpbmwaoe
VoL TNV TPUYUOTOTOMGEL.

if (won)
I
L

current = { .CustomProperties["Wins"];

¥

ashtable();

current;

Yvvovaopos kivipeewv(Combo)

O k@O yapoxtipag pmopel vo kavel Eva combo apkel 0 maikg vo Totnoet Ta
KATOAANAG KOVUTLE GTOV 6MGTO YPOHVO. AV dEV TATNGEL TO COGTA KOLUTLA TOTE TO
combo otapatdet. Ta combo ypeldlovior doTe vo UTopEGEL 0 TAIKTNG VO OPULPECEL
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TEPLOCOTEPOVS TOVTOVS LONG HECH aVTOV TOPA pe Eva amhd yTommua. Katd v
ddpkelo, Tov COMDO o avtinaAog maikng dev pmopet va apvvOel pe amotéleso va
YAvEL 0pKETOVG TOVTOLG (mNg. Kdbe popd mov o maiktng matdet £va amd To KOLUTLE
TOV UTOVVIOV EITE TO KOV TNG KAMTOIAG TOTE UTAIVEL GE Lol KOTAoTooT COMbO.
IMapoxdTm paiverol 0 KOIKAG UE TIC KATACTAGELS TV COmbo.

combottack()

r_ganeController.isGameFinished)

== ComboState.Pun | CurrentCombostate == Combostate. kick ) I y("left” Input .GetKeyDown Input .GetKeyDown(“doun”))

CurrentComboSta
activateTimeToReset 2
currentComboTim -faultComboTimer;

if (CurrentComboState -- ComboState.Punchl)

audioController.PlaySound("Pun

ate.kick || Input.GetKey( || Input.Get | Input.Get

if (Currentc
U Aud
animat:

) || Input.Ge

ameFinished)

unch3 | | CurrentCon

48 Ale&avdpOdmovAoc ATOGTOANG



[Ttuyoxn epyacio Unity 2D Game Development

H mapaxdto pébodog eival oyxedoopuévn mate OTav 0 TOiKTNG TATHOEL EITE KATO10
AaBog kovpmi gite dev 10 TATHGEL 6TO 6MGTO XPOVO va yivete reset to combo,dniadn
va undevilete 1 katdotacn Tov cOmbo wov Bpickete Kot va EEKIVAEL Amd TV opy.

ResetComboState()

if (activateTimeToReset)

{

currentComboTimer -= Time.deltaTime;

if(currentComboTimer <= of)

{

CurrentComboState = ComboState.None;
activateTimeToReset = H
currentComboTimer = defaultComboTimer;

Xapoaxtypeg
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Kivnon yopoxtypov

Ot yapaxtipeg pmopovv va enttebovv, va apvviovv, va Kivndovv, vo Kavouv GApa
Kot Suthd dApa

O «d0Oe yapoxtipag éxel o khaon mov ovopdlete PlayerController kou avt eivon n
KAdom mov evbvvetal yio v kivnon tov yapaktnpov. [Hapakdtom Oa dovue kot Oa
avaivoovpe v kAdomn PlayerController.

IMa va Eekvinoet o yopaxtnpog va Kveite yivete EAeyyog pe v fondeta g pebooov
update, av o yapaktnpog givat vekpog 1 BpiokeTe 6TO TATMLLO TNG TGTOS.

if (PV.IsMine 2& isGroundedCheck())

I
L

DeadChecker();
rightside = 5
FacingToTarget();

DoubleJump 5
basicMovementToRight();
}
if (!PV.IsMine)
I
L
return;

Mébodog DeadCheker

Yty uébodo DeadCheker 8éhape 6tav n {on Tov maikt @Tacel 6To UNdév va
yivovtal ot omapoitnTn EAEYYOL Y10 TO TO10G TAKTNG VIKNOE, av 0 TaikTng elval
vekpdg 1 av To TTayviol TEAEWMGE e 1GOTOALA.

DeadChecker()

meController.isPlayerWin)

ork.PlayerList[8], 1);
return;

.gameController.isDraw)

er.gameController.isDraw =
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Mé0Bodog iIsGroundedCheck

Me v pébodo isGroundedCheck 0éhaype va yivetar o EAeyyoc Y1 TO oV 0 TOIKTNG
Bplokete 610 TATOUO £TCL OCTE VO OTEVEPYOTOLOVLLE TNV KOTAGTAGT TOV AALATOG TOL
animator.

isGroundedCheck()

extraHeightText = 8.1f;
Raycas 3oxCast(capsule2d.bounds. center,
capsule2d.bounds.size, @ ctor2.down, extraHeightText, GroundLayer);
Color rayColor;
if (raycastHit.collider != )

1

animator.SetBool ("isJumping"”,

= Color.green;

etBool("isJumping", );
Color.red;

return raycastHit.collider !=

Mébodog basicMovementToRight Or basicMovementToLeft

O «@0Oe yapaxtipag avaroya v Thevpd mov Ppickete £xel TNV avtiotoryn basic
Movement omAadn o yopoaktmpag Tov PpioKeTe 6TV APLoTEPA TAEVPA £XEL TNV
uébodo basicMovementToLeft. T'a va emttevydel owtd Eyovpe dnuiovpynoet Tov
YOPAKTAPA VO POpES, Yo mapdderypa Exovpe tov Vegeta Left prefab kot tov Vegeta
Right prefab, ondte av o maiktng Bpicketor oty de&1d TAevpd £xel TOV EAEYYXO TOV
yapaxtipa Vegeta Left. Avto yiveran kaBdg OE ape vo Eyovpe KahdTEPO ELEYYO TV
physics a6 omowadnmote TAELPA Kot vo. Bpicketal o maiktng. Eniong ot kAdong mov
YPNOLOTOLOVVTOL ElVaL TAPOLOLES KOl Y10 TOVG dVo yapakTnpes. H dtapopd Ppicketat
OTIG OVOHOGIEG KO GTNV Kivnon pumpog Kot Tiow. O Tapamive EAEYYO0S ETITVYYAVETE
ue ¢ kKAdong PhotonPlayer, Avatarsetup. Mg tnv kAdon Photon Player opilovpue yia
TOV TOUKTN Kot 6€ ot mhevupd Ba Ppioketat, dnAadn av o maiktng ivor o master
client tov divovpe v apiotepn mrevpd pe v left Flag petafinty . Avrifeta otov
client ivovpe v de&ud pe v right Flag petafint. Xy khdorn Avatar setup
deyxopaote to flag dSniadn to left Flag 1 To right Flag kot divovpe otovg maikteg Toug
OVTIGTOTYOVS YOPAKTNPES Y10 TNV TAEVPA GTNV omoia Ppickovral.
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0

PV = GetComponent<! ;
if (PV.IsMine && P k.IsMasterClient)
{
Log("eimai o master client");
spawnPicker);
hoto Instantiate(Path.Combine("Pt
GS.spawnPoints[8].position,

leftFlag H
}else if (!PV.IsMine)
r
t

return;
1
b
if (PV.IsMine && !PhotonNetwork.IsMasterClient)
{
Log("DEN eimai o master client");
Log( nPicker);
myAvatar Instantiate(Path.Combine("Ph r " Y,
G GS.spawnPoints[1].position, G tu GS.spawnPoints[1].rotation, 8)
rightFlag

1
h
else if (!PV.IsMine)
€
return;

1
¥

Ewova 21: KAdon Photon Player

PV = GetComponent<Pho
if (PV.IsMine)

PP.rightFlag== )

ntiate(Path.Combine("PhotonPrefabs™, "), transform.position, transform.rotation, B);
!
;lse if (PlayerInfo.PI.mySelectedCharacter == @ && Photon yer.PP.leftFlag == )
! myCharacter = Photonh rk.Instantiate(Path.Combine("PhotonPrefabs Left"), transform.position, transform.rotation, 0);
1
;lse if (PlayerInfo.PI.mySelectedCharacter == 1 && Photon er.PP.leftFlag == )
b myCharacter = Photc rk.Instantiate(Path.Combine( "PhotonPrefabs”, "luffyleft"), transform.position, transform.rotation, 8);
1
-Jalse if (PlayerInfo.PI.mySelectedCharacter == 1 && Photorn er .PP.rightFlag == )]
b myCharacter = Photonl rk.Instantiate(Path.Combine("PhotonPrefabs”, "luff ht"), transform.position, transform.rotation, @);

1
s

Ewova 22: Khdon Avatar Setup

AoV enenyndnke o tpdmog mov opilete o mola wAevpd Ba Ppiokete o kdOe maikTng
KoL 0 EAEYYOG TOL YOPUKTNPA TOL Bl Exel TNV avdAoyn TV TAgvpd, Ba avarlvcovpe
Kot TV 1é€B0do g Kivnong. O®érape oTov maikTn vo dMGOVUE TV dSVVATOTUTA TOV
dash dniadn va propei o TaikTNE TATOVTAC SVO POPES TO 1610 TANKTPO GE
GLYKEKPLUEVO YPOVO VO, EMTAYVVETE Y10, EVOL YPOVIKO dtdoTno. Avtd 10
EMTVYYAVOVUE YPNOYLOTOLDOVTOS TIG TOPOKAT® HETAPANTEG OV Ppiokovtal otV
KAGon tov PlayerController.

ForwardVel = 5f;

BackVel = 3f;

RTotal = 8;
RtimeDelay

LTotal = ©;
LtimeDelay =
xMovement = 9;

DashDuration =
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Me v petapint ForwardVel ko BackVel divovpe v taydmro tov maiktn
avaloya pe v katevbuven tov dash. Me tig petafintég RTotal ko LTotal kpatdpe
TIG POPEC TOV TATNGE O ¥PNOTNG TO 1010 TANKTPO Yo TV kivnon. Enerta pe v
RtimeDelay kou pe tnv LtimeDelay gAéyyovpue tov xpovo mov mtdtnoe 1o id10
TAMKTPO O TOIKTNG, MOTE AV O TOLKTNG OPYNOEL VA EAVATUTIOEL TO KOV VoL UV
Eexwvnoet to dash. Télog éxovue v XMovement wov gival 1 GLVOALKT TaVTNTO TOL
naiktn kot tnv DashDuration pe tnv omoia cupPolriletar o ypdvog 6tov omoio o
naiktng Oa £xel TNV avEnpévn TtoyvTTo. Ot TOPUKAT® EIKOVEG EIVOL KOIKAG TNG
basicMovementToRight

basicMovementToRight()
I

L
if (Ga ler.gameController.isGameFinished)

return;

if (isDefence == && !Input.GetKeyDown("down"))
{
if (Input.GetKey("right"))
{
rgb2d.velocity = r2(ForwardVel + xMovement, rgb2d.velocity.y);
animator.SetFloat("s , ForwardVel);

1
I

if (Input.GetKeyDown("right"))
{
RTotal = RTotal + 1;

1
T

if (Input.GetKeyUp("right"))

{
xMovement = O;
rgb2d.velocity = or2(0, 8);
animator.SetFloat(" . 9);
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((RTota
RtimeDelay =

((RTotal ==

RtimeDelay
RTotal = 8;

((RTotal ==

xMovement
RTotal = 8;

((RTotal ==

¥Movement
RTotal = @;
RtimeDelay =

(xMovement ==

DashDuration

(DashDuration

¥Movement
DashDuration
RTotal = @;

RtimeDelay =

{
animator.SetFloat(
rgh2d.velocity

"y

if (Input.GetKeyDown("left")

{

LTotal = LTotal + 1;
¥

if (Input.GetKeyUp(
{

xMovement
rgb2d.velocity =

animator.SetFloat(

a;

(RtimeDelay < .5))
imeDelay + Time.deltaTime;

.5)

(RtimeDelay

(RtimeDelay <

7;

.5)

(RtimeDelay

0;

7)

= DashDuration + Ti

.deltaTime;

» 1)

e;

» -Backvel);
-BackVel - xMovement, rgb2d.velocity.

)
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({LTotal == 1) && (LtimeDelay <
LtimeDelay = LtimeDelay + Ti

((LTotal == 1) &8

LtimeDelay = @;
LTotal = @;

({LTotal == 2

*Movement = 7;
LTotal = 8;

({LTotal == 2) && (LtimeDelay >
»Movement

LTotal = @;

LtimeDelay = @;

(xMovement == 7]

DashDuration = Time.deltaTime;

(DashDuration »

*Movement = @;
DashDuration
LTotal = @;
LtimeDelay = @;

(4

Zon

O xdBe maikng €xel mOvToLg (NG Kot fio UTdpa OTov YIVETE 1) OVOTAPAGTACT) TOV
noévtov (g Tov.

L i

"Evag maikng yuo va xacet Tdviovg (oG, TPEMEL O OVTITAAOG TOV VAL TOV YTUTNGEL LUE
Lo a7t TIG UITOVVIES, KAWTOIEG | e éva, COMbO To omoio avaAdoape Topamdve. Avtd
emtvyyavete pe colliders omov Aertovpyovv cav triggers. Anladn £yovpe dMoEL 6T
YePLa Kot oTa oSG TV Yapaktpmv colliders ot onoiot ivar adpator kot
EVEPYOTOLOVVTOL OTOV O TOUKTNG TOTOEL TO TANKTPO TNG UTOLVIAS 1] TG KA®To1ag. O
Kodwag tov collider Bpioketon oty Khdon Tov Player Controller omov ekei kaAeiton
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Kot 1 KAdon tig Long Tov maikTn Kot yiveton 1 agaipeotn tov Tévtov {ong Tov.
Eniong 6tav o avtitalog maiktng ¥TumMoeL ToV moikTn TOTE EvEPYOTOLlEiTaL KOt Eval
prefab to onoio pog deiyvel 6Tt o YTOANUA TETVYE.

(C ider2D collision)

troller.gameController.isGameFinished)

[-X-)

& isDefenc && !Input.GetKeyDown("d
3(transform.position.x, transform.position.y, 3f),

11 1troller.audioController.PlaySound("Punch™);
if (PV.IsMine)
{

animator.SetTrigger(“hurt”);

myHealth.ReduceHealthPlayer(punchDamage);
h

1
J
if (collision.tag == ' \ttack && isDefence == ! Input.GetKeyDown(

I
L

Instantiate( F Vi r3(transform.position.x, transform.position.y, 3f),

1a .

i 1troller.audioController.PlaySound("Kick™);
if (PV.IsMine)

{

animator.SetTrigger(“hurt”);

myHealth.ReduceHealthPlayer(kickDamage);

Ewova 22: Player Controller khdon omov yivetau trigger o collider 6tav o maiktng
yromnOet.

"o v agaipgon tov toviev (ong kaiovvtal dvo RPC oto script tov PlayerHealth
T0L OTTO10L EVIUEPDOVOLV OAOVG TOVS TTATKTES GTO OMUATLO Yol TNV evamopeivovsa {omn
tov maiktr. Eniong yivetan kot o €Aeyyog yio tov av o maiktng givotl vekpog 6to
Tayviol Baoet v Toviov (ong tov. Mg v Borfsia g pebddov tov Photon v
OnPhotonSerializeView pmopoipe vo. ovamapacToovpe Kot ypaptkd v {mn tov
naiktn. Mag BonBdet, dniadn|, va oteilovie GTOV aVTITOAO TOUKTN TOLG TOVTOLG
Comg mov pog £xovv amopeivel Kot n purdpa Long vo peumvete ovtiotoya. o va
ypnoponomoovpe v puéBodo OnPhotonSerializeView npénet vo ddcovpe thv
IPunObservable otnv KLdon €161 dote va umopei to Photon View pog va v
avarapaotiosl. Ot Tapakdto eikdveg eivor o kmdkog tov PlayerHealth.
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Photon.Pun;
UnityEngine;
UnityEngine.UI;

pt |
rPun, IPunObservable

P1 ealth health;
PlayerHealthAmount
isPlayerDead =
playerHealthBar;
t PlayerCanvas;

playerHealthBar
if (photonView.IsMine)

I
L

tent”) .GetComponent<I

roller.gameController.PC2D = .gameObject;

OnPhotonSerializeView(Ph am stream, Phc 5 nfo info)

if (stream.IsWriting)

{
stream.SendNext(playerHealthBar.fillAmount);
stream.SendNext(isPlayerDead);

1

else if (stream.IsReading)

{
playerHealthBar.fillAmount = ( )stream.ReceiveNext();
isPlayerDead = ( )stream.ReceiveNext();

CheckHealthRemaining()

playerHealthBar.fillAmount = PlayerHealthAmount;
GameCont =i . gameController.PlayerHealth = PlayerHealthAmount;
if (photonView.IsMine PlayerHealthAmount B5f)

I
L

.GetComponent<Ph >().RPC{"Player d”, RpcTarget.AllBuffered});

ReduceHealthPlayer( damage)

.GetComponent<Phot: () .RPC(" ) 1thPlayer”,RpcTarget.All,damage);
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ModifyHealthPlayer( GED ETLY

if (photonView.IsMine)

I
L

PlayerHealthAmount -

= damage;

playerHealthBar.fillAmount -= damage;

PlayerHealthAmount -

= damage;

playerHealthBar.fillAmount -= damage;

1
|

CheckHealthRemaining();

4.3 IpoBAinuata mov onuovpyndnkay Kotd tnv

AVATTTUEN TOV TTOLY VOOV

[Mopakdto Ba yivel po cuvToun aviAvon KATOI®V GNUAVTIKOV TPORANUATOV TOV
onpovpynnkay kotd avémtuén Tov matyvioov. [pota Oa avoaepepOel to TpdPAN L
Ko émetta 1 Avon tov. (Enueioon: Agv yivetor TAnpng aviivon AoV Tov
TPOPANUATOV TOL TPOEKLYAV HOVO TOV CTUOVIIKOTEPOV).

4.3.1 Anpovpyla mawktwy — Client

poBinpa

[Na va onpovpynoovpe éva maiktn 6tav Eekivdet 1o Taryvidl Tpénet vo TiaEovpe
prefab to onoio Oa eivan 0 dradiktvokog ToikTng. Xtnv dnuovpyio tov prefab
TPOoEKLYE TO €ENG TPOPANUA OTOV dVO TAIKTES GLVOEAGVTOVGOV GTO Ty VidL Kol
EMELEYOV OLOUPOPETIKOVG YOPOKTNPES. AVTO GUVEPN AOY® TOL OTL KOl 01 OLO TTOAKTEG
ypnoonotovoay to idto prefab dtav Eekivovoe 1 paym. Me amotélecpio, Kot ot SV
naikTeg va £xovv Tov 1010 apaKTnpa otV W1 TAevpd. Eniong yovotav o

GLYYPOVIGHLOC.

Avon

To mopoandve Tpofinuoe emAbOnke Eeympilovtag tovg clients. Aniaon
dnuovpynoaue dvo if. v mpot if eléyyaue av o Taiktng mov cuvoEdnke fTav o
master client ka1 tov divope KATOLEG GLYKEKPIUEVES TANPOPOPIES, OTMS TNV TAEVPA.
nov Oa Ppiokete kat tov avtiotoyo yopaktipa. H devtepn if Ereyye av o client dev
etvor o master client kot tov €dwve T1g avtictoyeg TANpopopiec. Avtd pog fondnoe

o1o vo Eeyopicovpe ta prefab tov naktov.
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4.3.2 N{KEC TWV TMAULKTWY

Hpofinpa

"Enpene KAnwg vo KPOTALE TIG VIKEG TOV TOKTOV MG O1KN TOLG TANPOPOPia Kot ETELTO
va TG eppaviCovpe.

Avon

Ta custom properties tov Photon fonncav otnv exilvon 1o0v GLYKEKPLUEVOD
npofAquatog. Me v evtoAr] SetCustomProperties propéoaype kabe opd mov o
naiktng EPyove vikntig vo avEAvovTan ot VIKES TOV KOl VAL TIG KPOTAUE LEYPL O EVag
amtd TOVG VO TOIKTEG VO, ATOYMPICEL.

4.3.3 2UyXPOVIOPOC fXoU
Hpofinpa

Kotd v eicaymyn tov fxov 6to moyvidt dnpovpyndnke éva tpdPAnua to oroio
aPOPOVGE TOV GLYYPOVIGHO TOV. Mg dAAa A0y dTav TELE®VE 1 LOVOLLOLYIOL KOl OL
TOUKTEG GLUE®VODGAVY Vo Lovopoyfoovy Eava otov master client o yoc dAiale oe
avtifeon pe tov anko client wov dkovye dvo MOV, TOV YO TOL TPAOTOL YEPTN Ko
€Kelvo TOV VEO.

Avon

YV enilvon tov Topamdve TPoPAnratog rai&ay ToAd onuavikd poid to RPC.
Ytov Game Controller dnuovpynoape kémota RPC kat ta kahésape 6tav dAlale o
xépts. Ta RPC avtd otapatdve 6A0VE TOUG X006 Kot EEKIVIIGOVV TOVG YOV TOV
Katvovpylov xaptn.

4.3.4 Aviyveuon Game Object
poBinpa

2NV avATTTUEN TOL SAOIKTVAKOV ToyVIOo0 Tapatnpnonke Eva moAd onuavTiKo
npofAnua. ‘Evag yapoktipog yia va £xet oAlnienidpaon pe éva Game Object mov
Bpiokete oV 1014 oKV He aLTOV G€ £val Toyviol un dtadikTvokd apket va Bpet to
Le TV ovopasio Tov. 1o dtadkTuakd moryviol avtifeta avtd dev yivete kKabmG dev
umopovv va dwafactodv to. Game Objects mov dev gival ota components tov

YOPOAKTIPA.
Avon

To npdPAnua awtd Aonke ypnoonowdvtag tnv evtodn find mov mapéyetl to Unity pe
TNV omoia. UTOPEGALE VA YPAWOoVE OAOKAN PN TNV 01e¥BVVGN TG Tomobesiog Tov
Game Object mg topapetpo. ‘Etol kdbe opd mov maiktng EIGEPYETOL GTNV GKNVN TNG
novopoyiog Bpiokel to Game Object mov Ppickete otV GuYKeEKPIEVT TOTOOEGTO KOt
TO TTOIPVEL GTNV KATOYY| TOV.
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4.3.5 Zuyxpoviopog pumapac (wng
Hpofinpa

To kvpro TpoPAna Tov dnovpyYNONKe KoTd TV avamtvén Tov SCript yio toug
novTovg {ong Ntav 6Tov cuyyxpovicpod tov client kabog otav évag maiktmg Eyave {on
eowotav udvo otov client tov idiov. Me dhha Aoywo apywcd to Fill amount g kéOe
UTAPOC OEGUEVOTAV GTOV TOLKTN O 0T010¢ PPIoKOTOV TNV 1018 TAELPE LLE TV UTAPOL
Cong Mo mapddetypo av o waiktng 1 ytuomnoet tov moikt 2, o moaiktng 2 yavetr {on
Kol 1 puapa CoNg oiveTal va LELOVETE 0TOV TTaiKTn 2, VO 0 Ttaiktng 1 v PAEner
YEUATN.

Avon

I"o v eniAvon avtod Tov TpofAnuata ypelaothikaue v uébodo tov Photon,
OnPhotonSerializeView. Avtf n pé0odog givat ToAH oNUAVTIKY Y10 TOV GLYYPOVIGUO
onotovdnmote Game Object éyovv ot maikteg kat BEAovpE Vo PaiveTal To 1610 6€
6Lovg tovg client.. Ot evtolég mov yperaotiKape eniong yio vo enttevydei o
ovyypoviopdg ivar ) Stream.SendNext, n omoia fonbdet va oteilovpe v
TAnpoopia otovg dAhovg client kabdg ko Tnv evroin Stream.ReceiveNext , n omoia
Bonbdé va drtafalovpe TNV TANPOPOPIo TOL HOC OTOGTEALETE.
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14 /4
Eniloyoc — Xvunepdcuata
To Unity givat pio oAokANpmUEVT Kot SmPERV UNYOVH OVATTUENG TOLYVIOLDV TOV
diver v dvvarotnto otovg Game Developers va. dnuovpynocovy kat vo, avoarthEovy
éva oy viol amd o undév. e avtnVv TV Tpocnddeio Papivovsa onuacio £xovv Kot
T dwpedv assets mov mapéyel | cvykekpipévn unyavn . Eriong to Unity €yet pa
TEPAGTLOL KOl DITOGTNPIKTIKY Koot Ta Kkafd¢ ko TodAa tutorials ta omoia eivon
wwaitepa fondntikd. Xtov dtadiktvako mtpoypoupaticpd to Unity vetepei, aldd yépn
070 TOAD YpNoipo epyaieio tov Photon kabictaton duvaty 1 dnuiovpyia evog
dradikTvako oy vidt Yo vo maifovpe pe Toug eidovg pac. To Photon ektdg omd o
Photon chat to onoio amodeiyOnke 1Wd1aitepa ¥PHGILO Y10 TV ETKOVOVIO TOV
TOUKTAOV PLEGO 0TO Prvteomaryviol, pog mapéyet kat €vo dAro e&icov yproluo epyareio,
10 omoio ovoudleton Photon voice chat kot fondd oty entkovovio ToV TOKTOV pe
NV XPNON HIKPOYDOVOV. TNV TopoDoa TTUYLOKN eV LAPYE 1 avdykn tov Photon
voice chat kafdg To Prvteomaryvidt mov avartuyOnKe omotelet Toryvidl uayng. Ev
KOTOKAELSL 1 dnpovpyia Kot 1 avamTuén evog S1adKTLAKOD BrvTeomaryvidtod piyng
vnpée o eKTANKTIKY epmelpio kabdc eniong Kot 1 dnpovpyio twv animations pe
Pixel téyvn.
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