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Befarcrve ot eiuor ovyypapéos avtig e epyooios kou oti kabe fonbeio tnv omoia eiyo. yio tpv
TPOETOIUOTIO THG EIVOL TANPOS OVOYVOPLOUEVH KOL OVOPEPETAL aTV Epyaoia. Emions Eywm
OVOPEPEL TIG OTOIES TNYES ATO TIG OTOIES EKOVO, XPHTH OEOOUEVV, 10V 1] AECEWV, EITE QVTES
avapépovial akpifag eite mopappoouéves. Exions fefaiova ot owty n epyacio mpoetoludotnke
OO EUEVA. TPOCWTIKG, ELOLKC, VIO, TN GUYKEKPIUEVT] EPYOTIAL.

H éyrpion ¢ dimdwuotixng epyaocios omo to Tunuo Hicktpoioywv Myyavikwv kar Myyovikdv
Yroloyiorav tov [avemotnuiov Ilelomovviaon dev vTOONADVEL OTOPOITHTWS KOL ATOOOYH TWV
OATOYEDY TOV GLYYPOPED. EK UEPOVS TOD TUNUOTOG.

H ropodoo epyacio amoteiel mvevuotixy 1010kxtnoio tov poitnty Ltépoavov Bagiloroviov mwov thv
EKTTOVNOE. 2TO TAOIOLO THS TOMTIKHG OVOIKTHG TPOCPATHS O GUYYPOPENS/ONUIOVPYOS EKYWPEL GTO
Hovemotnuio Ilelomovvioon, un omwoxielotiky Aoelo. ypHRons Tov JIKOLMDUOTOS AVOTOPAYWYHG,
TPOGOPUOYHGS, ONUOCLOD OOVELGLOD, TOPOVOIATHS TTO KOIVO KOl WHPLOKNG OLayDOHS TOVG d1edvag,
0€ NAEKTPOVIKI HOPPH KL GE OTOLOONTOTE UEGO, P10, OLOOKTIKODG KOl EPEVVHTIKOVS GKOTOVS, AVED
OVTOALGYUATOS KaL Y10, OLO TO YPOVO OIGPKEIOS TWV OIKOLWUCTOV TVEVUOTIKNG 1010KTHolag. H
OVOIKTH] TPOGLOasH GTO TANPES KEIUEVO Y10, UEAETN KO OVAyvwan Jev anuaivel kad’ oiovonmote
TPOTO TOPOYDOPHON OIKOIWUBTOV O1OVONTIKNG 1010KTHOLAS TOD GUYYPOPER/ONUIODPY0D 00TE
EMITPETEL TNV OVATOPOYWDVH, AVOONUOTIEDTY, AVTLYPOPH, OTOONKELGN, TWANGY, EUTOPIKN XPHOH,
ueradoon, drovoun, Ekdoon, extéleon, «uetapoptwony (downloading), «avdptnon» (uploading),
LETAPPOOH, TPOTOTOINGH UE OTOLOVONTOTE TPOTO, TUNUOTIKG. § TEPIANTTIKG THS EPYOTLOS, XWPIS TH
PHTH TPONYOVLUEV EYYPOPH TOVAIVETH TOV GVYYPaPea/onuiovpyod. O avyypopéos/onuiovpyog
o10TNpEL T0 aOVOL0 TV NOIKOV Kol TEPIODALAKDY TOV IKOIWUATWOV.



Evyopiotiec

Ba Nfera Vo EKPPAC® TIG ELYOPICTIEG OV KOl TNV EVYVOUOGUVI OV GTOV KOONyNT Hov
I'edpylo Aonuakodmovro yia v avédbeon tov Béuartoc. Emiong, o n0eia va gvyapiotiom v
OKOYEVELL LoV Yo TNV GTHPIEN TOVG OA OVTA T YPOVICL.



IHepiinyn

H mopovca wtvylokn epyocioc TPaypotedeTOl TNV KOTOOKELY €vOG Toryvidwoy 2
dwotdoswv (2D video game). ' v vAomoinon tov mayvidlod cap®s YPECTNKE N ‘Unyovy’
Unity, éva ypapiko meptBarlov pe 1epaotieg duvatdTnTeg 1060 o€ 2D poviéla 6o kot og 3D, pe
OPKETA TAEOVEKTNUATO OAAG Kot peovekTNuato. [0 Tov oYedloopd Kot v ovAamTuEn Tov
TPOYPAUUOTOC MOTE v dnpovpyndel Eva TANpwg AeTovpykd maryvidl ¥PEAGTNKE 1 YADGGO
npoypoppoticpod C#. M yA®GGO TPOYPUUUOTIGUOD TOL  YPNCILOTOLEITOL OPKETH OTO
Brvteomanyvida kat oyt povo. Me v for0sia g C# dnpuovpyodvton SCripts dote vo prmopécovue
Vo, OOCOVE PE HEYOADTEPN AETTOUEPELDL KO aKPIPELR SAPOPO YOPAKTNPIOTIKA TOV BEAOVLE VO
glodyovpue. H dnuiovpyia tov scripts emrvyydvetar pe to npdypappoe Visual Studio kabmng e
ovvovacpd pe v Unity vmdpyovv moArég Piprobnkes. Téhog yio v OAOKANP®OT TOL
TayVIolon ypnopomomdnkay wpoypdupoto 6mme to Audacity yuo v eneEepyacio Tov 1yov,

Photoshop yia v koTookevn LepIK®V SPrites Tpocaprocuévo 101K Y10 TIG 0VAYKES TOL oLy VioL.

Abstract

The present dissertation deals with the construction of a 2D video game. For the
implementation of the game clearly needed the ‘engine’ of Unity, a graphical environment with
huge potential in both 2D and 3D models, with several advantages but also disadvantages. For the
design and development of the program to create a fully functional game, C# was the needed
programming language. A programming language that is widely used in video games and more.
With the help of C#, scripts are created so that we can give more details and accuracy for various
features we want to import. The creation of scripts is achieved with the program Visual Studio,
combined with Unity can provide us many libraries. Finally, programs such as Audacity were used
to complete the game for editing the sound and Photoshop to create some sprites specially adapted

to the needs of the current video game.
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Kepairoro 1 — Evocayoyn
1.1 Ilpéroyog

Koatd tovg mpomyovpevoug awmdveg to pobictopniuata, to B€atpo kol apyodtepo o
KIVNUOTOYPAPOG, OTOTEAOVGAV TOV KUpilapyo TPOTo Stackédaons. Amd v dekaetio Tov “60 Kot
NV €PEVPEST TOV NAEKTPOVIKOD VITOAOYIGTH, O TPOTTOG dLOoKESAONC PaiveTOL VO AAAAEE Lo Yo
navta. O Eric Zimmerman , évag oyediaotc Video games, ce évo ToAUNPO HOVIPESTO dNADVEL
OTL VTOC 0 awvag Ba oprotel amd Ta maryvidw. OAo Kot TEPIGGOTEPO, O TPOTOL [LE TOVS OTTOI0VG
o1 avBpwmot Ba tepvohv 10 AeBePO TOLE YPOVO Bar etvan Ta mayvidia 1) epmepieg mov Ha poralovv
ue waryvidwa. And to Poker oto Pac-Man péypt kot to Warcraft ta moyvidia givar pnyavég elopomv
KOl EKPOMOV TOV KOTOWKOVVTOL, XEWPAY®YyouvTol Kot dtepguvavtol. Otav mailovpe, oKeEPTONOCTE

Kol pobaivoope va evepyovpe e VEOUS TPOTOVC.

Tao mouyvidw vanpyay amd TV apyodTNTO, TSI OAAL Kot EVIAIKES otV TpooTdOeld
TOVG VOl S100KEOACOVV KO VoL TEPAGOVV EVYEPLETO TOV EAEVOEPO TOVE YPOHVO, EPEVPICKOV O LAOTKE
OAAG KO OTOLUKG TTouyvidld, KATL TOV KOOoTO TNV Ovomapoymyr Tovg , HEPOG ™S (mNg Tov
avOpomov. To maryviol ikavomolel TOALEC avBpdTIvEG avaykes, OTMG 1 egpevdvnon, 1 ndnon, 1
KOWV®VIKOTOINGN , 0 €vOOLGI0oUOG, | Xapa TNG VIKNG, 0AAG Kot TV TpooTdOeia yio TNV enitevén
evog otdyov. To maryvidt dev amotedel Aomdv povo Evav TpoOTo Yuyaywyiog, oAl pobaivel otov
YPNOTN TG V. AOVEL TPOPANLLOTOL LLE TOYVTITO KO OITOTEAEGULATIKOTNTO, VO, EEACKEL TO LUAAO TOV,

Kol va, armoKTd 0e&10TNTeS Tov Bol TOV PavovV YpNotES otV (m1] ToV.

Ta Toudd otic puépeg pag, dev £xovv TV gukapio va TaiEovy Kot vo eEEPELVIIGOVY TOV
KOoUO pe TV erevbepia mov glyov KATOTE, LOG Kot TO, KTiplo Kot 01 dpOUot To KabioTovv 6Yedov
advvato. Ta video games amoteloOv 10 péco yo va (Roovv OAEC QWTEC TIG EUMELPiEg OV
advVVaTovV va £xovv otnv Tpaypatiky) {on. Ipoceépouvv v gumepia tov pickov, g Ldyne, Tov
KIVOUVOL Kot TG Ttpoomdfeilag, ywpig OLOS v puotkn katarndvnon. O kOGHOG TeTEVEL OTL GTA
videogames vmapyet o GAAN wpaypotikotnte. H odnfeia sivar ot dgv givar povo pio, oAld
ToAAEG. Mag divouv v duvatdtnta va dtoréEov e 6ot dtadpoun, Kot 0Toto povomdtt OEAovyLe,
emnpedalovtag pe avtd tov Tpodmo, TV EEMEN ™S 1oTopiag. Agv etvar pdvo HEGH SoKESUONG,

oAAG Ko pécm expadnong. Olo ko meplocdTepeg etanpeieg koAocool ovd Tov KOGUO,



EKTTAOEVOVV TO TPOGMOTIKO TOVG HEGH OO OAOPACTIKA oty vidta. AKOUa Kot 6To oYoAein, Exovv

apyiceL Vo To EVTIAGGOLV GTO TPOYPOLLLLL GTTOVOMV.

Yta video games , 6Tmg Kol 6T, TOPUSOGLOKA oy vidta, 0 Taiktng uropei va maifel pali
pe GALOVG TTaiKTES, £iTE AVTIMAAOGC, £(TE GLVEPYATIKA e GKOTO VO TETVYXOVV EVa KOO 6TOYO, ElTE
LE OVTITOAO TOV DTOAOYIOTH- TEXVNTN VONUOGUVT. AKOUO VTAPYOLVV Towyvidla, ota omoia dgv
vIapyEL opyT, LEOT) , Kl TEAOG, AAAG O ToUKTNG KaAgiTon Vo palEyel 0GOVG TEPIGGOTEPOVS TOVTOVG
umopel ,mpv gppaviotel oty 000vn Tov 0 uvopa game over. ‘Eva tétotov €idovg mayvior Ha
TOPOVCINOTEL 6 auth ™V gpyacia. o tov oyedaopd evog video game, amattovvTol
TPOYPOUUUOTIOTES, YPOPIOTES, KEYEVOYPAPOL, LOVGIKOT K.0L. TPAYLLOL TTOL TO KOO15TA TPOidV TEXVNG
Ko teyvoroyiag. Ta niektpovikd motyvidlo amotelovy v 8" téyvn (Manovich 2001) The Language
of New Media, MIT Press, .Exeivo Aoumdv mov oKePTOUAOTE TOPATNPOVTOS TO VAL OTL ATTOTEAOVV £Vl

€100¢ TéYVNG 10 0010 OMNPIOVPYEL KOGHOVE HEGH OO TNV OVAOTUIOVPYIL TOAMTICUMV.






Kepaioro 2

2.1 Opropog Prvreomaryviormv

Me 1o 6po Prvteomaryvidt (video game) evvoeitar kébe motyvidt oL TPAYUATOTOEITAL [IE
TNV YPNON OMOGONTOTE NAEKTPOVIKNG CLGKELNG, EITE KOVGOANC, £ITE NAEKTPOVIKOD VTOAOYIGTY,
eite kvntov miepmvov. Ola To MAEKTPOVIKA Toyvidlo €YovV KATOW GUOKELY] €GOS0V
JEOOUEVOV LE TNV HOPPN TANKTpOAOYioV, joystick, 006vn aeng k.a. , aAAG Kot pio popen e£660v
N omoia wavomotel Tig aucOnoelg Tov maiktn, dnwg 006vn N nyeia. [eprappdvovv aAinienidopaon
LE TNV SLETAPT] TOL XPNOTN Y10 TNV TOPOY®YN OTTIKNG 0vAdpaonS. AvapEpetol Oniodn otov Kabe

TOTOV GVGKELNC TOV UTOPEL VOL AVATOPACTIGEL H1IGOIAGTATO 1) TPICILAGTATO YPAUPIKAL.

O1 Salen ko Zimmerman (2004) oty Tpoonddeid Tovg Vo OGOV TOV KATAAANAO 0PIGUO
oTNV TEPITAOKT AAAA KO TOAVSLAGTATT £VVOL0 TOL NAEKTPOVIKOV TOLYVIO00, KAVOLV i IGTOPIKY|
BPBAMOYPOQIKT OVOGKOTNOT HE OKTMD OOPOPETIKES EVVOLES TOV TTayvidlov. 'Etol katairyovv 6to

oTL

70 WOy VIOl eivar Eva. aOOTHUO OOV Ol TAIKTEG COUUETEYOVY OE ULO. TEYVHTH GUYKPOLOY, 1 OTOIL0,

oprobeteital amo Kovoveg, Kol KoToinyel o€ Eva uetpnoyo arotéleouo” (oel. 80)

To ocbomuo ovTd amoTEAEITOL OO AVTIKEIHEVA, 1O10TNTEC, ECMTEPIKEG GYEGEIS AVAUESH
oTo avTikeipeva kot TéAog 10 mepPdrriov. Ot maikteg, eival To. ATOUO TOV TOUPVOLY HEPOG GTO
mayviol kol 1o Provovv. O 6pog TEYVNTY XPNOYLOTOLEITAL Y10 VO OITOUOVAGEL TO YEYOVOTO TOV
TOLVIO0V amtd aVTA TS TpayUaTiknG Cong. Q¢ o0yKpovot, KaAoOUE TNV d1adKacio otV omoia
0 évag maiktng mpoomadel va vePIoYHGEL EVOVTL TOV aVTITAA®Y ToVv. Mg ToV Opo Kavoves eivorn
TO 0 GNUOVTIKO GTOTXEL0 TOV T VIS0V, 01 0T0i01 0plofeTOVY TO TOUYVIdL divovTag pe avTdV TOV
TPOTO GTOV TOiKTn T Opla péca oto omoia Kveitat. TEAOC, G HETPNOUO OTOTELECA KAAOVLE
1OV TpOTO e ToV 0moio a&loroyeitat 1 Tpoomddeio Tov TOiKT 6TO TEAOS TOL TALYVIOLOV, UE TPOTO

EexdBopo Kot Goen.



2.2 TIotopia kon e£EMEN

First (1972-1980) :
Magnavm Odyssey, Pc{'lg. Cdleco Telstar
Second (1976-1992)
Fairchild Ghannel F, Atari 2600, Mattel Intgllivision
Third (1983-2003)
Saga hahstchysmri'l. Atari TRO0, Nintendo Entcrtain}'mr( System
Fourth {1987-2004)
NEC TurboGrafx-16, Sega Genesis, SFK NeaGeo, Super Nintendo Entertainment System
Fifth {1993-2008)
Sega Saturn, Sony|PlayStation, Nintendo 64
Sixth (1998-2013)
Saga Dreamcast, Sony PlayStation 2, Nintendo GameCube, Microspft Xbax
Seventh (2005-2017)
Microgoft Xbox 360, Sony PlayStation 3, Nintendo Wi
Eighth (2012-ongoing)
Nintendo Wii U, Sony Play Staticn 4, Microscft Xbox One, Ni|11mdu Switch
Ninth (2020-ongoing)
Mot Xoon Sas X'SSpry PiySiaions
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Ewodva 1 : «lotopikn eEEMEN TV Prvieomayvididv»

H 1otopio tov Pvteomayyviduov apyloe kotd to téAn ¢ oekoetiog tov 1950 oty
Apepikn, v 10100 TEP1000 TOV GPYIGOV VO UTAIVOLV Kol 01 NAEKTPOVIKOT VITOAOYIOTES TNV
kaBnuepwvn Lon Tov avOpdT@V. XNV apyn To Toyviolo GVTA LItopovcay Vo XPNCIHOTo 000V
amd TO KOO HOVO GE E10KA KOTOGTNUOTO, OALL 6TV TTopeia £Yve SuvaTn Kot 1 P1|oT TOVG
evioc Tov omtidv. Ta mpodta Prvteomaryvio Ekovoy TV EULPAVICT] TOVG GE KOVOOAES, GE
QAlmep, o€ VITOAOYIOTEG AL Kot 6€ QopNTEC KOVaOAes. Xwpilovtol oe 8 YeEVIEC oy VIOI®V,
AVOAOYO LLE TIC KOVOOAEG TTOV KUKAOQOPOVGAV KOl TNV KOVOTOUio Tov £lxe TO KAOE mouyvidl
OTm¢ Oa S0V E TOPOUKATE.

To npmdTo TOyVidt Yoo vToAoyioTh oyedidotnke o 1952 amd tov Alexander Douglas, wg
LEPOG NG OUTAMUATIKNG TOL SWITPPNG OV APOPOVSE TNV OAANAEmidpacn avOpomov —
vroAoyiot. To moryviol avtd Aeydtav 0X0 Ko ivar 1 yvwotn og 0Aovg Tpidla. To 1958 , 0
William Higinbotham dnpobpynoe to Tennis For Two , évag e€opotmwtng tévig N ITivyk movyk.
2KOTAC TOL TOLYVIOOV NTAV VO TEPACEL TO UTOAAKL 0td TNV pio HePd Tov GIAE GTNV GAAN.
‘Htav t0 mpdT10 MAeKTpovVIKO TOr)VIdl TOV GYEOUICTNKE Yo EUTOPKOVS okomovs. Tpelg
eoumtég amo 1o MIT dnpovpynoav éva dtuotnukd moryviol, To spacewar 1o 1961 to omoio
elye d1dpaon avduesa oe dVo maikteg. O maikteg Tpoomabodoay Vo KATASTPEYOLV O £VAG TO

SOCTNUOTAOL0 TOL GAAOV EVED TAVTOYPOVO EXPETE VO, ATOPLYOLV SLAPOPA EUTOSLAL.



H mpot yevid Bvteomayvididv apopovce ta £t 1972 émg kan 1975. H mpotn gpmopikn
KoveOAa Tov Pynke otnv ayopd ntav o Magnavox Odyssey, 1o £tog 1972, 6mov petétpene
mv Aedpoon, amd pio madntikn 00o6vn oe pio dwdpaoctiky ocvokevn. ‘Htav éva
EMOVOOTATIKO PriHo oV AAAOEE TNV OKLOKT Woyoyoyia yia mtavta. O yepicpog ywvotav pe
d00 podéleg TG omoieg 0 TaikTNng KaAoVTAY VO Yupioel, pio yio TV Kivnomn Tdvm-Kato Kot Tnv
GAAN Yo TNV Kivnon aplotepd-0e&ld . Mepikd amd ta maryvidlo mov KuKAo@Opnoay eKeivn TV

emoyn Nrav ta e€nc: Analogic, Baseball, Brain Wave, Cat & Mouse, Hockey, Tennis.
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Ewodva 2 : «H xovoora Magnavox Odyssey»
H devtepn yevid Eexivnoe 1o étoc 1976 o6mov n Fairchild kvkhoeopnoe to Fairchild Video
Entertainment System (VES) 6mov eixe v 01 Aettovpyio pe ktdmmuo S10KOTTn OT®S TO
Odyssey. To £tog 1980 1 Atari kukhopdpnoe pia mapailoyn tov Arcade, to Space Invaders mov
yvopioe tepdotia emtvyia. TToAhoi katavolmtég ayopalav tnv kovooro Atari 2600 udévo ko

puovo yu vo mtoiovv avtd to moryviot.
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Ewoéva 3 : «To maryvidt Space Invaders otnv kovodra Atari 2600»

Qo10600 10 €10 1983, N Prounyavia tov Pvteomoaryvioldv Npde avtipuéTmnn pe véeg mo eONVES
KOVOOAEG OV Tapei oV Toyvidta yaunAng mowdtntoc. 'Etol n Atari mov fitav péypt tote ny€mg
oTOV XOPO, &xoce TV aflomotio g g Kot To koo otpdonke mpog too Home Computers.

[ToAAég etanpeieg kNpvEAY TTOYEVON 1 HETOKWVIONKAY GE AAAES BLopUnyoVIKEG OPAGTNPLOTNTEC.



To 1983, n Nintendo kvkAoopei to Family Computer oty lorovia, mov onportodotel tnv
évapén g tpitng vevidg kovedimv. Ymootipile Sprites vyning availvong kot to vrdPabpo giye
UEYOADTEPN TOIKIAMO YPOUATOV TPAYHO TOV KOOIGTOVoE TNV KOVGOAO OLTH KAV Vo €)EL
KoADTEPO KO TTLO AemTopepn Ypapikd. To 1985 kdével kot TV peavion Tov 6TV AUEPIKN LE TNV
nopoen tov Nintendo Entertainment System (NES). Xpnowonotovoe pio umpootiviy vrodoyn yio
KOGETEG KOl 0TIV oLoKevacio mepleiye to maryviot Super Mario Brothers xotoagpépvovtog va

kabepwbei otV ayopd tov Hvopévov Tolteidv .
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Ewova 4 : «To maryvidt Super Mario Brothers (1985)»
H tétaptn yevid Bivteomayvididv Eexvdel tov OktoPplo tov 1988 dmov pia véa etoupeia,
n Sega, kdavel to viepnmovto ¢ Aavodpovtac to Mega Drive/Genesis. Abo ypovia apydtepa 1
Nintendo kvkho@opei pia avavempévn EKG0oT TNG LITAPYOVONS KOVGOAAG TOV TOPOOoKEVALEL, TNV
Super Nintendo Entertainment System (SNES). AMeg oNUOVTIKEG KOVOOLEG TOL OVIKOVV KL OVTEG

ue v oepd toug oty 4" yevid givon to TurboGrafx-16 tg NEC kot 1 oeypd Neo Geo g SNK.

Ewova 5: «H xovedra Super Nintendo» Ewova 6: «H kovedra TurboGrafx-16»



MeydAn kowvotopio arotélece to Game Boy g etoupeiag Nintendo. To pkpd tov
péyeboc kot 1 SvvaTOTNTO OV TOPELYE CTOV YPNOTY VO UTOPEL VO TO UETAPEPEL KOL VO TO
YPNOWOTOLEL KOl EKTOC OTLTION KATEGTNOAV QLTI TNV TOLYVIOO LY OVT] OPOCTLO Y10l TV ETOYN TNG.
Mo Tpd™ Popd pio kovedra dev ypetaldtay pedo Yo VoL AEITOVPYNGEL, OAAG UTATOPIES KOl TO

YEWPLOTNP0 KOOMOS Kol 1) 000VN NTaV EVOOUATOUEVO TTOVE® GTNV GLUGKELN.

Mio omd TIC TpdTEG KOVOOAEG NG WEUMTNG Yevidg, Mrtav to Atari Jaguar, pio
TOLVIOOUN YOV OPKETA MO 1oYLPN Omd TOLG TPOKATOYXOVS TNC. Eixe woAdtepn oamdooom
TOAVYDOVOV KOl APKETO LEYOADTEPT] YPOUOTIKT TOAETO, OEV UTOPECE TOTE OUMG VO OVTAYWOVIGTEL
v Nintendo kot tqv Sega Drive. I'o moAAovg n [Téum yevid Eekivnoe pe v KukAopopio Tov
Sega Saturn, Sony PlayStation kot Nintendo 64. To Sega Saturn kot to PlayStation
ypnowomowvcsov CD, kdtt mov NTav TpmToPaveg yio to uéxpt Tote dedopéva. Mepikd maryvidw
opdoNUO GVTAC TNG YEVIACS NTov To Super Mario 64, to Mario Kart, The Legend of Zelda, Donkey
Kong ka1 Tekken.

To €10¢ 1999 1 Sega , dev gival ikavomomuévn and v mopeio Tov Saturn kot piyvel otnv
ayopa to Dreamcast. 'Eva. ypovo apyotepo 1 Sony Byaler to PlayStation 2 mov yivetow n mo
gumopikn koveora g kg yeviac. H Nintendo Bydalel to Game Cube evd yio tpdTn @opd otov
YHPO TOV NAEKTPOVIK®V TOYVISIDV , KAveL TNV gupdvion g 1 Microsoft pe to Xbox. H yevia
T OPEPEL KATO TOAD OO TIC VITOAOINES, YTl TALOV €YEL OMOKTNGEL £VOV TOAD SUVOUIKO
AVTOY®OVIGTY], TOVG NAEKTPOVIKOVS VITOAOYIOTES Kol £T61 1) EEMEN TOVG OAAALEL KOTA TOAD (OC TTPOG
NV 00UN TOL AETOVPYIKOV, TO. HEGO amodnkevong apyeiov aAAd Kot TV TpdSPacn Tovg 6To

OL0OIKTLO.

H £Bdoun yevid Eexwvaer to 2005, dtov  Microsoft Aavoedper o Xbox 360, n mpodt
KOVGOAQ L€ OCVPLATO XEPLOTHPLO KOL [0 Gap®g KoAvTtepT anevbeiog chvdeon oto dtodikTvo.
Axbdpo, ETTPETEL GTOVG YPNOTEG VO, E16AYOLV povoikr and MP3 Player 1 kot dAheg mnyés. Eva
rpOvo apyodtepa, n Sony kvkiopopei to PlayStation 3 mov mapéyet 6Aa to Tpovope tov Xbox
aAAG €xel kKo TNV duvatdtta TpoPfoing tawvidv. To 2005 n Nintendo kawvotopet yior pior axdpo
eopd, havoapovtag o Nintendo Wii, pe acOppato y€PpIoTHPLo Kol EVOOUUTOUEVO a1eOnThpa

Kkivnong, mov divel v emloy” 610 ¥PNoTN Vo EAEYEEL TO o VidL ATAd KOVVAVTAG KOl GKpoL TOV.

To 2011 kvkhogopei otV ayopd oto PlayStation Vita kot to PlayStation 4 kot d0o ypovia

apyotepa to Xbox One kat to Nintendo Switch. ITAéov , dtavdovpe v 9" yevid KOVGOA®VY pE TO



PlayStation 5 va Bydvet o kukhoopio katd ta TéAn tov 2019 petd and apketd xpovio avoUOVIG
TV dovpast®v Tov. Alvel Ty duvatdtta 6Tov XpHotn O0Ttmg kat to PlayStation 4 oAAd Kot ot
NAEKTPOVIKOT VTTOAOYIGTEG OVTL VO TPOPOSOTOVV TOV YPNOTN UE TIG TANPOPOPIES KOt TIG EIKOVES
Tov wayvloy péca amd po 00ovn, va T divouv péco Omd  YLOALGL  EWKOVIKNG

npaypotikodtras,(VR) kavovtag Ty gumeipio Tov mayvidrod mo {ovtavny and ToTé.

oo

Ewoéva 7: «Oculus Rift S VR headset Ewova 8: «Nintendo Wii ue

(OnT100KOVOTIKO GET EIKOVIKNG TPAYLOTIKOTNTOC)>» aoOntpeg kivnong»

2.3 Teyvohoyieg mov eanpiacay v eEEMEN Tov Videogames

Ot teyvoroyikég eEeliéelc ocvpPaivouy pe paydaiovg pvBuovg ta tedevtaio ¥povia Kot Eovv
OO PPMOCEL VED OEOOEVA GTOV YDPO TV Prvteomatyvidudy. Ot Tapdyovieg Tov EXNPEAGUY AAAL
Kol cvuveyicovy va ennpealovy TV eEEMEN TV PvTeomaryvioldVv gival 01 TopaKiTo:
® H ovvdeon oto dwdiktvo: Ot peydieg ToaydTTEG KATEGTNOOV OLVATH TNV TOVTOYPOVN
GUUUETOYN TOAADV TOKTMOV G€ £val BvTeomatyviol Tpayo mov 10 KaboTtd cav Eva HEco
KOW®VIKNG OIKTOMOTG

® H teyvnm vonpooivn: umopet va mopatnpel erdyioto £va mouyviol, Kot vo mpoPAEREL TIg
LEALOVTIKEG KIVIIGELS (DOTE VO, KOTAPEPEL VO ONUIOVPYNGEL TPOTOVG Vo Umopel o kébe
naikng vo kepdicel v kdOe miota. 'Etor ta moyvidin xotdeepav vo yivouv mo
anpoPrento pe TV TPOGOHNKN KOWOVPYLIOV UNYOVIGU®OV BEATIOVOVTOG KATO TOAD TNV
eumepio Tov ALY VIO100.

® Néeg 1eqvoloyiec Nyov: umopoHv va SNUOVPYHGOLY TNV KATAAANAN ynTikn enévovon. Ot

BeAtiopéveg texvoloyieg Tov Tolvkavoikov fyov (w.y. Dolby Atmos) kot ta agcovdp

Headset kdvouv tovg Nyovg peailotikods Kot atnos@apikovs. Ot maikteg pmopodv vo



evtoyBobv TANP®G oto Toyvidy, va amopovoBodv amd TOV TPAYHOTIKO KOGHO Kol
avThappdvovtal pe v akon mov Ppicketal 0 avtitalog 1 Kol 0 GUUTOUKTNG TOV.

&R QopnromTa: 68 KOvedieg N Ko EEumva Kivntd o kabévag umopet va katePdcel gite emt
TANpouUN gite dopedv moALA a&ldAoya Taryvidlo

&® H Emavénuévn mpaypotikdétnto: propel va kdvel S06KoAo 610 va Eeympioet 0 TaikTng o
OplLoL TOV TPUYUOTIKOD Kol TOV €KOVIKOV. [Ipmtootdtng o avt TV T€)VOAOYia NTAV TO
Pokemon Go (2016) 6mov ekatoppvpia moikteg EexdONKav 6ToVg dSPOUOVG UE pio KIvNTh

GLOKEDT).

X0
Growlithe

- —

& Nidorand®
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&

Ewova 9: «Xprion exavénpévng mpaypatikotnrog oto Pokemon Go»

&R 3D Kdpepeg: umopovv va capmvouy S10popETIKE GNUEIR TOV TPOGMTOL MGTE VO, YiVOvTal
mo aAnBoeavn ta cuvalcHnpata, ot avTOPAGELS TOL TTaiKT, 1 Kiviion ToL Kot 1 avatopia

TOV.



Ewova 10: «H g&éMén tov yopaxtipa Lara Croft (Google Pictures)»

R Virtual Reality Headset: (cvokevég €1KOVIKNG TPAYUATIKOTNTOC) EXOVV KOTOPEPEL VO

KGvOLV TOVG OiKTEG Vo eVoOUaT®mOovv TAp®G 6T0 TTEPIPAALOV TOV TToY VIO Kot Vo
Bpiokovtat 6T0 KEVTPO TNG Opdons. Me avtd tov TpdTo £ivort TOAD SVGKOAO Y10 TOV ¥P1oTN

va, Eeympicet Ta GploL TOV TPAYUATIKOD OTd TO YNPLoKoO.

2.4 Katnyopieg prvreomaryviorov

Yndpyovv moArol kot dapopetikoi TOmOL Prvreomayvidldy Omov 1 KATNYOPOMoinct Tovg

yiveton cuvnBmg e PAon Ta YOPAKTNPICTIKE TOVS 1| TOV VIOKEIUEVOV GTOY®V TOV KOAEITOL VO

TAGEL 0 XPNOTNG, Kot Oyt amd ToV TOTO TOL TarYVIdL Tov omoio mepEyovv. H kdbe katnyopia

pmopet eniong va amotedeiton Kot amd GAAES vokatyopies. Avtég elvar o1 €&ng:

1
2
3.
4

IMowyvidwe Apdong ( Action Games)
IMawyvidio Apdong — Ieputéterag ( Action-Adventure Games)
IMawyvidio Iepuméteiag ( Adventure Games)

IMawyvidio POAwv (Role-Playing Games)



© o N o O

[ouyvidw [Tpocopoimong (Simulation Games)
[Moyvidw tpatnywkrg (Strategy Games)
[oyvidi AOAntiopov ( Sports Games)
Iouyvidr pe ypipovg (Puzzle Games)
IMoyvidw Adpavetog (Idle Games)

Q¢ maryvidla dpdiong, KAAOVLE ALTA 6T 0010 0 TAIKTNG £XEL OAO TOV EAEYYO Kot BpioKkeTan
010 enikevpo ¢ dpdomng. Kakeitan va metdyel otdyovg, va avtaneEEAdel oe TPoKANCELS
HEe 6KOTO Vo, EEKAEWDMOEL ENOUEVES OUTOGTOAES, TAVTO TPOGEXOVTAS TNV Udpa {ONG TOv
YOPOKTAPO TOV. X€ aVTN THV Kot yopio aviikovv Kot ta oy vidwo payng (Fighting games)
kabmg kot Too Shooting Games. Mepikd amd o, 7o YVOOTE Kot SNUOPIAT Toyvidlo ovThg
™ kanyopiag eivor o Mortal Kombat, Fortnite, Call of Duty, Halo, God of War ot to
Dishonored.

Ewéva 12: «Call of Duty» Ewovo, 13: «Halo»

Moyyviow epiételog - Apdong ivar avtd Tov amatovy UNYOVICHOVS Kot armd Tig 0VO
Katnyopieg Le amooToAEG, EPTOIIN KOt GTOYOVG TOL TPEMEL VAL EMTVYEL O TTaikTNG. TETo
moyviolo eivon to The Legend of Zelda kot to Link. Xe avt v katnyopio aviikovy kot

To oy viola emPioong (Survival) 6nmg kot Ta mayvidw Tpdpov (Horror games)



3. Ta moyyvidw paong mov aviKovV GE aVTN THY KATIyopio apopohv 6T0 GTLA TaLVIdL00
Kot Oyl TV 1oTopia N T0 TEPLEYOUEVO. XVVNOMG 0 TOUKTNG UTOPEL VO OVTIOPAGEL [LE TO
nepPaAlov Tov 1 Kot pe GAAovg maiktec. Etvan pio kotnyopio mov €xet eEehybet ediyiota
Kot dev givar Waitepa apestn ard Tovg Gilovg ToLv gaming.

4. H devtepn mo dnUoPiAng Karnyopia oy vididv givar ta mayvidw porlmv (Role Playing).
Eivar ovvnBmg moyvidw eavtociog 1 HecaoviKa moryvidlo 6mov o Taiktng SoAéyel pe
molov yopaktpa Ba maiel kot moleg wavotnteg Ba £xel avdpeca o pio Alota mboavov
emoynv. Tétoov ldovg mayyvida eivon kvping 3D 6mwg to Final Fantasy, World of
Warcraft , Lineage mov yvaopilovv peydin exttoyio oo v nUEPA KOKAOQOPIOG TOVG LEYXPL

KoL GY|LLEPQL.

! U \GE (%) %
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Ewova 15 : «Final Fantasy» Ewova 16 : «World of Warcraft»

5. Zav moyvidle mpocopoiwong avoaeépoviar OAo 6co 0 maiktng umopel va Pubcet
TPOYUOTIKES KOTAGTAGELS TNV KAONUEPIVOTNTAS TOV. X€ QLT TNV KATIYOPio aviiKovv Kot
TOAAG EKTOOEVTIKG TTOty VIO OTMG TPOGOUOIMOT TTHONS Yo TAOTOVS N YEPOLPYEL Yo
wtpove. To mo yvwotd matyvidl o€ avt TV Konyopio givat to Sims.

6. Ta moyvidww otpatywng eivar avtd mov Pacilovtor oto mopadoclokd emTpamélio

ToyVIOL GTPATNYIKNG. ATOITOVV TPOGEKTIKEG KOl OTPOTNYIKEG KIVIOE, (OOTE VA



avTomokpldel 0 ypnoTg otig TpokAnoels. AAAote mailel o kdBe maiktng evaAldE kot
dALote mailovv kat ot 5V TaVTOYPOV G€ TPAYUATIKO ¥pdvo. Ta kaAdtepa mayvidle oe
avtod 10 €idog givar to Age of Empires ka1 to Command and Conquer.

7. Ta Sport Games eivat oy vidla Tov TPOGOUOLDBVOLY afANUATO OTMG TO TOSOGPALPO, TO
UTAGKET, TO YKOAP 1] KO AYDVES TOYVTNTOG LE QVTOKIVITO, POPLOVAN 1) UNYAVES.

8. Zmv xatnyopio moryvididv pe ypipovg N mouyvidio AoyKNg aviKkovy OAd 0G0 ATOITOVY
amd Tov ypHotn va Aoetl kamoto TpoPAinua. ‘Eva and avtd ta moryvidia eivor kot to Tetris.

9. Toyvido adpdvelog KOAOVUE 0VTE TOL OO0 OToTOHV TNV AlydTEPT EVOGYOANGT Oltd TOV
YPNOTN OTmoil0¢ KOAeite avd KATOEC MPES Vo, TETVYEL EVOV YPNYOPO GTOYO (MGTE VO

avtopepdel YU aoutdv.

Kepaiaro 3 — Unity
3.1 Meprypa@i) Tov poypapportog Unity

H Unity givar o pmyavi-ntiateoppo moyvidiov 3D/2D kot VR (virtual reality) pe
oAokAnpouévo mepipdirov avartvéng IDE (Integrated Development Environment) moAlamimv
mAateopumv (cross platform) yuo npoypappatiotéc.H Unity Software Inc givar pio apepikdvikn
etarpeio ue £dpa to San Fransisco. 16pHonke otnv Aavia to 2004 pe ovopooio Over the Edge
Entertainment kot petovoudotnke éncra og Unity 1o 2007. Q¢ punyavn mayvidiov, n Unity eivor
o€ Béom va moapéyel TOALEC amd TIC ONUAVTIKEG EVEOUOUTOUEVEG AELTOVPYiEG OV YpetdleTal Eva
oy vidl yu va givor TAnpwg Aettovpyikd. Evoopatopéveg Asttovpyieg ommg physics, 3D
rendering kou collision detection. Amo tnv ontiky TAEVPE TOL TPOYPAUUATIOTY], AVTO CNUAIVEL OTL
dev yperaletar va ovokaAvyou e Eavd Tov Tpoyd kot va EeKiviicovpe amd To UNoEV Yo v Evapén

€vOg VEOL project.
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Ewoéva 17 : «IlgpipdAirov Unity»

Avtd ov kavel tnv Unity pio dvvarr punyavn oy vidiov sivol tog nepiéyet to “Asset Store”. To
‘Asset Store’ eival évog 10TOTOMOG OTTOL TPOYpappHoTIoTéG Kot graphic designers (ypogioteq)
umopovv va aveBdcovv (upload) tig dnuovpyieg Tovg dote va givan dueco dS1aBECIIES 6TO KOO
(community). T mopdderypa éva étowo ypoaewkod 3D mepifddlov 1 akdpo kou sprites 2D
(povtédha). Olo avtd onuaivouy OTL 0 TPOYPOULATIOTAG TOV TOLVIOoD eivar elevbepoc va
emKeVIpmOEl 0€ AVTO 7OV £YEL OLOIOCTIKY ONUOGCIOL GTO VO OMUIOVPYNOEL IO LOVAOTKY] KO

d1oKeESAOTIKY eumEpio evd TapdAinia poypaupotiler (coding) ko divet ‘Con’ 6To OpapLo. TOL.



Q) unityAssetStore  Assetsv  Toolsv  Servicesv By Unityv  Industries v

Q 2d
i Over 11,000 five-star assets © Rated by 85,000+ customers @ Supported by 100,000+ forum members
49-72 of 10065 results for 2d Price (Low to High) 24 =] Refine by
Smash Hit Summer Sale

New release discount
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2D i 3D (15)
MONSTER WIZARD 20 (ase8)
A Add-Ons (2)
2D Free Crystal Set Fantasy 2D Character: Free 2D Monster Wizard
Fdkkok (3| @024 *hkkk (1) @ *®73) v Audio (42)

FREE FREE FREE FREE
Essentials (3)

(0] Templates (561)
Tools (599)
VEX (125)
= o
- Pricing +
Pixel 2D Castle Tileset Tower 2D Sprite Pack 2D Terrain Deformation 2D Spine, Turner Set ) )
] P *kkkk (18) @ o v Unity Versions -
FREE FREE FREE FREE ®a

Ewova 18 : «Unity Asset Store»

3.2 Ta mAeovektipata thg Unity

Ta mheovektiuata g Unity Tapovcialoviol Topokato:

v’ Platform Support Flexible deployment

H pnyavn g Unity mpotiudran diaitepa yio thv eKTeTOpéEVN VITOGTAPIEN TNG OE TOAATAEG
mAateopues. H epapuoyn mov avamtdydnke péom g Unity umopei moAd evkoda vo tpé€et o

PC (niektpovikd vtoloylotn), 610 S1adiKTVO, KOVEGOLEG KOO KOl 6TO KIvNTO.

v Unity Environment easy to use

To meppdAiov dnpovpyiog Kot avamtuéng etvot apKeTd E0KOAO Kot TPOGITO Kot Uopel Kaveis

gbKkoA va paBet ko va melpapatiotel KaBmg 01 duVOTOTNTEG TOL TTAPEXEL EIVAL OTEPIOPICTEC.



v" Documentation

[Mapéyxet éva tepdoTio GYKO TANPOPOPLOV Y10l OAOVS TOVG TPOYPOUUOTIOTES OO APYAPLOVS EOG

Kot ETayyeApatiec meprrappavovtag v Asmtopepn| tekunpioon kot e€fqynon kabe Bépartoc.

v Zyeduwopdc 3D & 2D

[Mopéyel moALG epyoieia yio Katackevn Toyvidlov 10co o€ 3D mepipdirov déco kot og 2D.

Ocwpeitor av Oyl 1 KOAOTEPN TAATEOPUA (i 0T TIG KAAVTEPES TAATPOPLES

3.3 Ta petovektpata tng Unity

Ta petovekmpuota g tvon to ENG:

% Old Graphics

IMaporo mov 1 Unity givar po woAd KoAn pnyovi Totyvidlidv AETTOVPYEL € o, TaAOTEPY
UNYOVY YPOPIK®V OGOV aVOPOPA TNV OTTIKOTOINOT GE GUYKPLOT| LE TOVG AVTOYWOVIGTES TNG
omw¢ v Topadetypo . Unreal Engine. Avtd éxel og amotéleopa KOAMTEVES Kot game

developers mov B ovv peydAn ToOTNTO GTA OVTIKEILEVO TOVE VO, UMV TNV ETAEYOLV.

x  Memory Issues

Ta moyvidio mov avorticcovtal ot Uity katavoldvouy mepioedtepn uvnun, 1 omoio
ne v ogpd g dnpovpyei cedipoto OOM (out of memory) kot d1Gpopa Tpo AT

EVIOTUG OV GOOAUATOV GTIG EQAPUOYEC.



% License Cost

Ot poypoppatiotés e ypeldlovror 101K AOEW Yol TaL TNV KOADTEPT AmTOS0CYT TOV

TPOYPALLOTOS KO Y10 KAADTEPQ YPAPIKE 1) 0TToia £fvort apkeTA akpiPn TNV ayopd Tne.

% Terrain engine and Movie Textures

O unyoviopds €6apovg Kot to Movie textures dev eivorl apketd kold Kot ypetdlovot
TOAD TEPLOCOTEPT TPOOTADELD, GUYKPITIKA HE TOVG avTOy®OVIGTEG TG O0ntmg Unreal

Engine.

% Lags on world editing

Mepikég @opéc 10 mpdypappo g Unity dev avtamokpiveror moAd KoAd otnv
KOTOOKELT Kol ONpovpyio evOg TOAD HEYAAOD avolytoh KOGUOV KabmG avTipetomilet
npoPAnuata rendering oto terrain, dniadn omortel TOAD ¥pOVO HEXPL VO POPTOCOVY

OAOL TOL YPOPIKA GTOLYEID TOV TOLYVIO10D.

Kepalaro 4 — Ewcaymyn otnv C# kot o pérog g otnv Unity

4.1 Ewsayoyn oty C#

H C# elvor po omd] pHOVIEPVA  OVTIKEWEVOSTPAPNG KOl OCPOANG TOMOV  YADOOW
npoypappoticpov. H C# éyel tig pileg g oty owoyévewn yAwooav g C pe amotédecpa va,
etvon apketd oweleg pe v C, C++ kou v Java. H C# dmpovpynOnke kot avartdydnke to 2000

a6 v Microsoft og pépog g .NET initiative kot apyotepa eykpibnke wg d1e6vég TpdTLTTO TOL



ECMA (European Computer Manufacturers Association) to 2002 kot g I1SO ( International
Organization for Standardization) to 2003. O dwontNg T™¢ opdda mov dwyepiletar Ty YAdoo
ovopdletar Avtepg Xdloumepyk. Xt1c 15 Avyovotov 2012 kvkhopopnoe n €kdoon 5.0 n omoia

elvai n o TpdoeaTn HEXPL CIIUEPQL.

Ewo6va 19 : «Unity Logo»

4.2 C# o¢ Unity Engine

H Unity vroompilel tv yAdooco mpoypappaticpod C# kot pdiiota Bempeitor n koddtepn yuo
mv avantuén Pwvteomayvidiov. ‘Etot Aowdv pe v Pondeia g C# o xpnotg dnuovpyet va
oOVOAO omtd SCripts ta omoia Exovv TV duvatdTTo VoL IAANA0ETIEPOHY HETAED TOVG. AVTO £XEL MG
ATOTELEGLOL VO TPOYPALLILATICEL O ¥PNOTNG Lol GEPA OO EVTOAES TOV eKTEAOVVTAL OTOV KOl OTOTE
avtég kadeotovv. Ovolaotikd ta SCripts Aéve ota GameObjects va cupnepipepbodv pe d6molov

TPOTO OPIGEL O YPNOTNG.



Eva script givat g popong:

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

public class NewBehaviourScript : MonoBehaviour

{

/I Start is called before the first frame update
void Start()

{
k

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

{
k

Katd v eicaywyn evog script dnuovpyovviatl avtépata 600 GUVAPTHOELS OTME PAIVETOL TAV®

M void Start() Koi1 void Update() KaBdg kot Tpelg PifAtodnkec.

H ocvvdptmon void Start() kaAgitor poévo pio gopd Kotd v ekkivinomn tov SCript dtov dniadn

KoAgital yio TpdTn Qopda.

H ouvaptnon void Update() koleitan cuvéyeto yio kdOe frame per second (ewdva to
devtepdrento) Ko exel fpiokeTol To LeEYOADTEPO TOGOGTO TOV KMOKO KOOGS eKel
OAANAOETOPOVV GE TPAYLLATIKO XPOVO Ta avTIKEIpEVO LeTa& ToVg, 660 TO oLy viot eivat og
Aerrovpyia.



Kepalaro 5 - yedraopnog kot avamtoén tov video game

5.1 Epyaieio xon Interface of Unity

Kabng éxet yiver 1M 1 eykatdotacn g Unity avoiyovpe to mpdypappo emhéyovrag 2D project.
Me avtd tov Tpdmo Oa yivovve import katdAinia templates kot epyaieio mov o fondncovy ctov
oyedlooud tov mayvidov. To interface tng Unity amoteleitan and moAld kot dibpopa epyareio-
napdadvpa(tools-windows) ta onoia ivar avaykaio yio Ty cuvOesn Kat avamTTvEnN TOV TOLVISIOD.
‘Eva moAd onpavtikd gpyoreio mov Bonbdel otny daxeipion tov aviikepwéveoy mov PBpickovot
Tave otnv oknvi (scene*) eivar to Hierarchy. To cuykekpipévo gpyodeio ameikovilel To 6Ovoro
TOV aVTIKEWEVOY IOV £xovv MO ewoaybel yioo mapdderypa sprites, backgrounds, fyot, events,

colliders kot ToAAG axopa.

= Hierarchy

+ - ar

] < Game
7 Main Camera
N '

kGround
HEE

lountains

Ewodva 20 : «Hierarchy Window»



To pépog mov amodnkevovtar dAa ta assets yio va ypnoyorombodv apydtepa oTnv avanTuén TV
oy violoy ovopdleton project window. Xto cuykekpyévo mopabvpo o ypHotg dnuovpyel

QOKELOVC KOl EIGAYEL YPOPIKA/MYOVC/EKOVES/SCIIPLS Ko GAN.

I Project B Console = Animator © Animation
+~

* Favorites Assets

[ Assets

Stanas Soripts

Animatia... Audia Prafabs

I Packages

Ewova 21 : «Project Window»

IMa va yiver n ontikomoinon tov ewloayfévimv apyeiov 6to moryvidl edd Epyeton o Scene

window kot to Game Preview. To cuykekpipéva mapdbupa ivar o aEovag mov o

TPOYPOUUOTIOTNE N 0 KOAMTEYVNG doLALDEL Kot @épvel o€ ‘Cmn’ Ta ypapikd/avtikeipeva tov. O
YHPOC elvar KeVOG HOMG Eekivioet £va. project kabmg mepiéyetl Lovo v Kapepa 1 onoio
kaBopilel 1 Oa pag eppavicet Kot eivat yoPLopéEVog o€ AEOVES Yia va fondncet Tov ypniotn otV
gloaymyn aviikelwévov. To Scene window dev givat povadikod kabmg o ypHotng Uropet va,
dnovpynoet 6ca scenes Bélel. Avtd cuvnbwg yivetat yia va dmoet véa levels, pause menu n
£va E10aYOYIKO LEVOD TPV EEKIVIGEL TO ALY VIOl XTO CLYKEKPYLEVO O VIOl Exouv
dnovpyndei dvo scenes, Eva apykd Main menu pe v emhoyn play kot éva de0tEPO TOL

Eekwvael To maryviol. To Game Preview givat 1 telMkn anekovion mov Oa tpé€et 1o matyviot.



W & v g1 Y v ¥ B~ Gizmos v

Main Camera

© Animation

Ewova 22 : «Scene Manager, Game Preview»

To mapdBvpo 10 omoio delyvel 6Ao To. COMPONENES TOL TPOEMAEYUEVOD OVTIKEWEVOL Eivol O
Inspector. Ed® cdyovpe otoryeio Kot 1010TNTEG TOL BEAOVE VAL EVOOUOTDOGOVLE GTO EKAGTOTE
avtikeipevo. O Inspector epeaviCel OAEC TIC AETTOUEPEIEG/TANPOPOPIES CYETIKA LE TO EMAEYUEVO
GameObject (avtikeipevo) cvumepthopuBovopévmy OA®V TOV GUVNUUEVOV GTOLEI®V KOl TMV

WTATOV TOVG.



Player

g Player Layer Default

Transform

Rigidbody 2D

" Box Collider 2D

Mane (Phys Material 2D)

 Audio Source
" Animator

" Player (Script)

Add Component

Ewova 23 : «Inspector windows



To epyodeio mov mEPLYpAPEL KOTOOTACELS Kot 1 petdfaon (transitions) amd v po otnv GAAn

Aéyetan Animator.

Ewova 24 : «Zyedloopods katdotaong noiktn oto Animators

Me Baon tov Animator mov meptypdeel kataotdoec, to Animation tool katackevdlet ko
ene&epyaleton To animations (kvioeig) kapé kapé evog avtikelévon. Edd o ypnotg aplepavet
apKETO XPOVO OTIMS Y10, TOPAdELYUOL [t Kiviion yio Eva Sprite kabmg tpéyet, mddet 1 axdpo Kot

otav givon axivnro.



B console = Animator © Animation
an

14 > M M 22

¥ Samples &0 < o+ b

Add Property

Ewova 25 : «Animation window»

BonOntiko epyareio katd tnv viomoinon tov video game eivar o Debugger-Console. To

OLYKEKPUEVO Topabvpo givar Kupimg yia Tor SCrpts to omoio £xovpe dNUIOVPYHGEL GTO TTOLYVIOL.
Ed® o ypfiotng evromilel OAa. Ta €rrors kot Warnings mov £yovv TpokOyeL, Umopel emiong vo dgt
7O10 SCript Kot o€ Moo oelPd Vdpyel Aabog 1 TpOPANua otov Kmdiko CH.

2 Console = Animatot € Animation

se  Error Pause Editors @

cripts\Player.c

Ewova 26 : «Console window»



270 apylKd OTAS0 TOL GYESCUOV KOl OVATTLENG TOV TOLYVIOD, TPMTOG GTOXOC NTAV 1|

dnuovpyia Tov maiktn epdcov Ba ivatl 0 KHPLOG TPOTAYOVIGTNS TOV TOLYVIOLOV. TO GNUEID AVTO

&ywve 1 TApng ovvBeon tov maiktn ( KEPAAL, cmpa, aptotepd de&l TOdL Kot xEpt).

Ewova 27 : «ZHvBeon tov maikm»

Katd v dubpreta g ovvBeong tmv assets ypetdotnke va opiotel 0 kKevIpikog dEovag Eexmplotd
10V KAOe onueiov Tov CONTOS TOV TaikTN. ANAadT Le ooV TPOTTO Bol TEPITTPEPEL TO KEPAAL O
TatyTNG, TOL GTNV TEPIMTOOT VTN BEAOVE VO TEPIGTPEPETAL TO KEPAA OO TOV Add Kot Oyt
oo TO KEVIPO TOV KEPAAL0U Tov. Me v 1d10 @rhoco@ia £yvav Ta xEpLo TO GO Kot TEAOG TO
noow. ‘Enerta oto mapdBupo Hierarchy dnpovpyndnke éva véo object (avrtikeipevo) dote vo
ocoumephapPdver OAa ta onueios TOL COUATOS Gav €va eviaio ovTikeipevo. Avt) n péBodog
ovopdletal parenting, to véo object yivetar ‘yovéag® tov GAhmv game objects. Otav yuw
Topadetypa Eva game object éyetl yovéa, Ba ekTteAEcEL OMEG TIG AAANYEG LETATPOTNG TOV GE GYEGN

ue éva Ao GameObject avti yio ToV KOGHO TOV TOLYVISL0D.



Ymv ovvéyelrw oto mapdBvpo Tov Inspector S6Onkav To  amapoitmto  oToyeion Ko
Wt Teg(components) yio tov maiktn mov HOALG dNpovpyHONKe. Apyikad emAEXONKOV 01 CWGOTEG
SOGTAGELS Y10, TNV OVOTOPAGTOGT TOV TToikTY Kot eniong n B€om Tov og d&oveg (X,Y). 1o onueio
avtd 600NKe T0 TPMTO oTOLYEID/11OTNTO. 6TOV TTaKTN KAvovtag add component kot Tpootébnke
to Rigidbody2D. To cvykekpiévo component copBorilel Thy @LOIKY VIOGTAGY TOV TOUKTH.
Ovolotikd tov dfver palo akoAovBel pia cepd kvnoewv Pdon euowodv vouwv. Emetta
npocBécaue évo véo component to Box Collider 2D. To ovykekpyévo component diver tnv
dvvatdtnTo Vo OpicovpE TOV ¥MOPO TOV 0moio 0 maikTng KataAapuPdvel 6tov matyviol ko givort
TApwc customizable. Xto emdupevo PrAuo mpooHnkng véwv components otov  ToiKTN
dnuovpynnkav o Audio Source kot to Animator. To Audio Source ypesidotnke yio vao,
avamapdyst Mo o moiytng kot to Animator, yio i Kwvnoeig(animations) tov moiktn mov Oa
KOTAOKEVAGTOVV € 0g0TEPO Ypdvo. Téog mpootédnke Eva tedevtaio component to Script. To

script eivau o apyeio mov mepiéyel kadika C# mov opilel TV cvoumeplPopd tov.



Default

¢ Audio Source

/ Animator

Animate

# Player (Script)

Add Component

Ewova 28 : «IIpocOnkn Components ctov maiktn»



5.2 Animations kot Transitions

Y10 onueio avtd d6Onke kivinon otov maiktn pe to Animation Window. IMpootébnkav dvo
KIVAGELS Y10l TIG OVAYKES TOL ALY VIS0 dV0 TaPAUETPOL GUVONKAOV TTOV dtaxelpilovtal HECH TV
scripts C#. H mpdt xivnon ivar idle dnAadn dtav o maiktng eivar adpovig kai n d€dtepn running
O6tov OnAadT| 0 TOIKTNG TPEYEL. YEIACTNKE AETTOUEPDS OTO TAPABVPO OV TO GE GLVAPTNOT LE TOV
ypovo kapé kapé (frame per second) pio opadn} Kivion Tov Taiytn OTav TPEYEL GTOV XMPO Kot pio

otdoun otav Ppioketol adpavig.

8 Console = Animator © Animation

e 14 > M M

¥ Samples 60 G .

Add Property

Ewcova 29 : «Kotookev] OLoA®Y KIVAGE®V GE GUVAPTIGN LE TO YPOVO Y10 TOV TOIKTI

>to Animator Window dnuiovpynfnkav ot dvo petaforég(transitions) mov pmopei vo vwoAnoet
o maiktng run, idle. Ewdybnke po Boolean mapdpetpog (ISRunning)* mov pe v Pondeio tng C#
apydtepa Oo avtidapuPdveron animator v petafoAn e Kivinong amd Ty o Katdotacn oty

GAAN.



Enitry

Aty State

Ewova 30 : «Atdypappo HETEPAoNG KOTAGTOOT] TOV TOAKTN

5.3 Script Tov maikTn

Me v vAomoinon yio To SCript Tov maiktn, 6Aa doa avarntuyOnKay mapardve Oa sival TAPOG

AELITOVPYIKAL.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class Player : MonoBehaviour

{

public GameObject loseScreen;
public Text healthDisplay;

public float speed;
private float input;
Rigidbody2D rb;
Animator anim;
AudioSource source;

public int health;

public float startDashTime;



private float dashTime;
public float extraSpeed;

private bool isDashing;

// Start is called before the first frame update
void Start()

{
source = GetComponent<AudioSource>();
anim = GetComponent<Animator>();
rb = GetComponent<Rigidbody2D>();
healthDisplay.text = health.ToString();
}

private void Update()

{
if (input != 0) {
anim.SetBool("isRunning", true);

}

else

{

anim.SetBool("isRunning", false);
}
if (input > 0)
transform.eulerAngles = new Vector3(9, 0, 0);

else if (input < @)
{

transform.eulerAngles = new Vector3(0, 1890, 0);

}

if (Input.GetKeyDown(KeyCode.Space) && isDashing == false)
{
speed += extraSpeed;
isDashing = true;
dashTime = startDashTime;

}
if (dashTime <= @ && isDashing == true)
{
isDashing = false;
speed -= extraSpeed;
}
else
{
dashTime -= Time.deltaTime;
}

}

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

{
//Storing player's input



input = Input.GetAxisRaw("Horizontal");

//How to move the player
rb.velocity = new Vector2(input * speed, rb.velocity.y);
}
public void TakeDamage(int damagegAmount) {
source.Play();
health -= damagegAmount;
healthDisplay.text = health.ToString();
if (health <= 0) {
loseScreen.SetActive(true);
Destroy(gameObject);



System.Collections;
System.Collections.Generic;
UnityEngine;
UnityEngine.UT;

* : MonoBehaviour
GameObject loseScreen;
Text healthDisplay;
speed;
input;
Rigidbody2D rb;
Animator anim;
AudioSource source;
health;
startDashTime;
dashTime;

extraSpeed;

isDashing;

Start()

source
anim

= GetComponent<AudioSource>();
= GetComponent<Animator>();
= GetComponent<Rigidbody2D>();

healthDisplay.text = health.ToString();

Ewodva 31 : «Script tov naiktn 1/3»

Ipappéc 1-4 : Eivar ot Bacikég Pprobnkeg g Unity kabmg éxovpe mpocbicel oty té€taptn
ypoppn pio axoun mov Bo fondnoet yuo to Ul tov moyvidion.

Tpapun 7 : Ed® yiveton n dNAwon tov petafintdv mov Oa xpnoipomombovv 6to Script.



Ipoppég 8-27 : Anlwon petafAntodv g KAdong

I'papun 31 : Xpnowomotei to ototyeio AudioSource

I'papun 32: Xpnowomotgitotl to ototyeio Animator kot to amobnkevel oty petafinty anim
Ipapun 33 : Xpnowomnoteitat to ototyeio Rigidbody2D kot o avtictoyei oty petafinm rb
Ipappn 35 :AnewcoviCer v (1] ToL TTaiytn Katd TV €KKivnomn Tov moyvidlov.

Update()

it (input != ©@) {
anim.SetBool("isRunning”, );

anim.SetBool("isRunning”,

1
it (input > 8)
{

transform.eulerAngles = Vector3(6, @, 8);
1
else if (input < @)
{
transform.eulerAngles = Vector3(@, 180, 08);
1
J

it (Input.GetKeyDown(KeyCode.Space) && isDashing ==
{

speed += extraSpeed;
isDashing = H

dashTime = startDashTime;
1
if (dashTime <= ©® && isDashing ==
{

isDashing = ;

speed -= extraSpeed;

dashTime -= Time.deltaTime;

Ewdva 32 : «Script tov naiktn 2/3»

Ipoppn 40-47: Eivon n ovvOnkm mov opilet mote 0 maiktng Tpéxet 1 Oyt ®OTE 0 dMGEL TO COGTO

animation.



I'papun 48-56: ZovOnkn 6mov opilel v kivnon tov moiktn pe 1o aviioyo input amd tov ypiom.
OvclooTikd 0VTd TOV KAVEL Eival va TEPLETPEQPEL 6TOV GEova Y Tov aiktn katd 180 poipeg dote

va kortdlel oty KotevBuvorn oty omoia Tov Jivel GOV EVIOAN 0 ¥pNoTNG.

Tpoppn 57-72: Ed® 500nKe 6TOV TOUKTN LE TO TATNLOL TOV KOVUTIOV SPACe pio PPt EMTAYLVOT)

TPOG TOL UTPOGTE OOV GTNV GLVEXELN OPAPEITAL KO EXAVEPYETOL GTNV OPYIKT TOV TOYVTNTOL.

FixedUpdate()

input = Input.GetAxisRaw("Horizontal");

rb.velocity = Vector2(input * speed, rb.velocity.y);

TakeDamage( damagegAmount) {
source.Play();

health -= damagegAmount;

healthDisplay.text = health.ToString();

it (health <= 8) {
loseScreen.SetActive( );
Destroy(gameObject);

Ewodva 33 : «Script tov naiktn 3/3»

Ipoapun 76-81: Opiotnke M mpaypatiky kivnon tov maiktn. O Vector onimvel didvoouo e
KotevBuvon kiviiong. To input maipvel Twég -1 yuo kiviion aplotepd kat 1y kiviion mpog o

de&id.

Ipoppn 83-91: Edd opiletor n {nud wov mobaivel o maiktng, va Pyalet Nyo kot va PLELOVETOL M
Comn tov avdroya pe v Cnpid kot va avarypaeeton 1) véa Lo mov tov €xet amopeivet. Enerta 6tav
dev &xet alkeg Lmég vo eppoaviCetar véo screen(game over) kabmg o maiytng oev éxel ahheg (wég

KOl VO KOTOOTPEPETOL.



Onog mapotnpovpe ToAéS petaPintég niodnkav wg public oto script tov maiktn. Avtd €yve
Y0l VO LWITOPEGEL O TPOYPOUUATICTHS VO opicet Tig Tinég amd tov Inspector ywpig va yperaleton

Kabe popd va avoiyet To Script.

¥ Player (Script)

Lose Screen

Health Display

Health

Start Dash Time

Ewodva 34 : «MetafAntég Tyéc Tou maikny»



5.4 Aqmovpyia Tov e(0pdV kar Scripts

¥t0 onueio avtd mpémer va avaAivbei n évvowr Prefab. To prefab system emutpéner va
dnuovpyovuE, va dopopedvove kat va amodnkedovue éva GameObject pe 6io to otoygia,
TWEG o¢ emovaypnopomotoo Asset. To prefab Aettovpyel mg tpdTLIO OTd TO 0TOT0 PTOPOVLE
Vo ONUOVPYNGOVUE Kovoupla. XTIV ovcio £ivol To KaAoUTL VOGS OVTIKEWEVOL. KOOGS Elvol va
npocBécovle To 1010 avTiKeipevo oty oknvn ToAAEG PopEg pe custom puBuicelg KaBe popd ympig

VO YPEWCTEL VOL TO KATOOKEVALOVILE GLVEYELD OO TNV OPYT.

Me avtdv Tov TpOTO Aowmdv dnpiovpyovvtan T, prefabs yia toug tpetg exBpoug. Opifoupe pe Tov idLo
OKPLPWE TPOTO TLG SLOOTACELG OTWG £YLVE KOl UE Tov Ttaiktn. MpooBétoupe kat ota tpla prefabs to
otolxeio Box Collider 2D yla va oploBeTricou e TOV XwPO Tov exOpwv. TEAOC ELOAYOUE KoL OTOUG TPELG

£x6poug éva script.

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

public class Enemy : MonoBehaviour

{
public float minSpeed;

public float maxSpeed;

float speed;

Player playerScript;

public int damage;

public GameObject explosion;

// Start is called before the first frame update
void Start()
{
speed = Random.Range(minSpeed, maxSpeed);
playerScript =
GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();



}

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

transform.Translate(Vector2.down * speed * Time.deltaTime);
}
void OnTriggerEnter2D(Collider2D hitObject)
if(hitObject.tag == "Player"){
playerScript.TakeDamage(damage);

Instantiate(explosion, transform.position, Quaternion.identity);
Destroy(gameObject);

}

if (hitObject.tag == "Ground")

{
Instantiate(explosion, transform.position, Quaternion.identity);
Destroy(gameObject);

}

[ Miscellaneou & - %E”E"”}" - @ OnTriggerEnter2D(Colli
= System.Collection
System.Collections.Generic;
UnityEngine;

E : MonoBehaviour

minSpeed;
maxSpeed;

speed;
Player playerScript;
damage;

GameObject explosion;
Start()

speed = Random.Range(minSpeed, maxSpeed);
playerscript = GameObject.FindGameObjectWithTag r").GetComponent<Player>(};

Update()

transform.Translate(Vector2.down * speed * Time.deltaTime);

Ewdva 35 : «Script tov gx0pov 1/2»



Ipapun 1-3: Ov default BipAodnkec.

Ipapun 7-18: AfAoon tov petafAntdv mov 0o kokeotobv apydtepa oto SCript. Edd koleitan

oV ypapun 12 o “player” amo6 to script tov maikr.

Tpappn 19-21: Ot ovykekpuéveg ypoupég extehovvtan po eopd. Opiletor n taydTa te TUYOi0
(random) min & max. Wayvet and to SCript tov maiktn to tag pe dvoua player yua va Eekvicovv

va épyovtat ot gxfpoi. Xe mepintwon mov dev Ppet Tov maiktn To SCript TeEleidvel ekel.
I'pappn 28: H kivnon tov exfpov.

OnTriggerEnter2D{Collider2D hitObject)
if(hitObject.tag == " ar" ) {
playerScript.TakeDamage (damage);

Instantiate(explosion, transform.position, Quaternion.identity);
Destroy(gameObject);

}

if (hitObject.tag == "Ground")

{

Instantiate(explosion, transform.position, Quaternion.identity);
Destroy(gameObject);

Ewova 36 : «Script tov maiktn 2/2»

Ipoppn 32-46: Otav £pyetor og cHYKpOVOT HE TOV TOiKTY, 0 ToikTng va xavet {on Kot va yiveton
pia €kpnén ko va e&opaviCetal avtopato o ex0poc. Av dgv €pbel oe GUYKPOLOT| LE TOV TTOIKTN

TOTE OTOV AKOVUTAEL GTO £J0POG VO KAVEL TNV 0vOAOYN EKPNEN KO VO KATOGTPEPETOL.



Ot petaPintéc mov d0OnKav kot dNAdONKav g public éywvav pe avtd OV TPOTO OOTE VL
UTopovpE Vo aAAGEOVUE TIC TIHES OmoTe gueic BeAnoovpe yopig va yperdleton kKabe @opd va

avoiyovue o Script.

* Enemy (Script)

Ewodva 37 : «MetafAntég Tyéc Tov gxfpov»



5.5 Spawn Tov g0pav ko Explosion Effect

Y10 TPoNyoOUEVO GTAO0 £YvE 0 o)XeSOIOUOC Kat TO SCript tv exdpdv aAld dev opiotnKov To
spawn points (onueia ekkivnong). Ta spawn points kabopilovv to onpueio Evapéng 6mov amd exel
0o eppaviotel 0 £x0poc. X1 mepintmon Tov wayvidlov Exovv TomobetnOel 10 drapopeTicd Spawn

points wote va, unv givar TpoPAyipo o onueio ekkivnong tov x0poo.

Ewodva 38 : «Anuovpyio Spawn Points»

E@pocov tomoBetnOnkav o cuykekpiéva onpeio Kotd PRKoOS MGTE vo, KAAVTTEL OAN TV 006V™

evomomOnkav og éva véo GameObject(Spawner) kot d60nke and tov Inspector éva script.

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

public class Spawner : MonoBehaviour

{

public Transform[] spawnPoints;



public GameObject[] hazards;

private float timeBtwSpawns;
public float startTimeBtwSpawns;

public float minTimeBetweenSpawns;
public float decrease;

public GameObject player;

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

if (player != null)

{
if (timeBtwSpawns <= 0)

{
Transform randomSpawnPoint = spawnPoints[Random.Range(90,
spawnPoints.Length)];
GameObject randomHazard = hazards[Random.Range(@, hazards.Length)];

Instantiate(randomHazard, randomSpawnPoint.position,
Quaternion.identity);

if (startTimeBtwSpawns > minTimeBetweenSpawns)

{
}

timeBtwSpawns = startTimeBtwSpawns;

startTimeBtwSpawns -= decrease;

}

else

{
}

timeBtwSpawns -= Time.deltaTime;



.Generic;

: MonoBehaviour

Transform[] spawnPoints;
GameObject[] hazards;

timeBtwSpawns ;
startTimeBtwSpawns;

minTimeBetweenSpawns;
decrease;

GameDbject playe

Update()

if (player != )

r

L
if (timeBtwSpawns <
r
L

Transform randomSpawnPolnt = spawnPolnts[Random.Range(®, spawnPoints.Length)];
GameDbject randomHazard = hazards[Random.Range(®, hazards.Length)];

Instantiate(randomHazard, randomSpawnPoint.position, Quaternion.identity);

if (startTimeBtwSpawns > minTimeBetweenSpawns)
{
startTimeBtwSpawns -= decrease;

3
g

timeBtwSpawns = startTimeBtwSpawns;

timeBtwSpawns -= Time.deltaTime;

Ewova 39 : «Script dnpovpyiog exfpdvy»
I'papun 1-3: Default Libraries

Ipoppn 6-20: Andoon petafAntov(onioon yxpovov petald spawn, eidylotog ypovos, xpovog

ekkivnong kot o peimon(decrease) mov Oa dwoet Babud dvokoiog)

I'pappn 21-48: Ot cuvOnkeg 6T0 Pripa ovtd eAEyyeL apytkd OTL 0 TalyTng LITaPyEL OO ONANON
givar {ovtavog, énerta opilel éva toyoio spawn point[10] pe emiong tuyaio emdoyn €xOpov[3].
Téhog petd amd v euedvion Kot v ekkivnon tov €Bpov peldveL ToV ¥pdvo Spawn Ttov

EMOUEVOL £YOPOD Y1 VO ODGEL 1ol SUGKOALD.



Ot petaPintéc mov d0OnKav kot dnAdOnkov mg public éywvav pe avtd OV TPOTO OOTE VL
UTopovpE Vo aAAGEOVUE TIC TIHES OmoTe gueic BeAnoovpe yopig va yperdleton kKabe @opd va

avoiyovue o Script.

O Inspectar

Layer Default

wner (Script)

Spawn Points

Element O A SpawnPoint (Transform)
Element A SpawnPoint (1) (Transform)

Element 2 - t [Transform)

Hazards

Element O
Element

Element 2

t Time B

Min Time Bet

Add Component

Ewdva 40 : «Spawner Inspector windows



Eniong oyedidotnke oto onueio awtd éva véo object effect particle system ( cuotpo copoatidiov
emidpaong) yuo va dnuovpyndel n aicbnon e Ekpnéng. H éxpnén eicdybnke oto moyvidt pe v
o1 Aoyikn tov gxbpav dniadn cav Prefab. Tyedidomke otov Inspector yw va toiptélel oto

Ty ViotL.

v Layer Default

Particle System

Open Editor.

[ Explosion Q-
Duration 2
L

Ewova 41 : «Inspector window of Explosion» Ewodva 42 : «Particle Effects oto mayvidw



5.6 User Interface

To Ul eivar amapaitmto oe 6Aa to moryvidw 010Tt amelkovilel TANPoPopieg YPHOYLES Yo TOV
xpNnom ywo v e&EMEN tov Tayvidov kot Oyt uovo. ‘Etot Aoutdv dev Ba €demme kot amd to
ovykekpévo oyviol éva Ul to omoio va anekovilel Tig evamopeivavteg (még Tov maiktn Ko pio
oknvn 0tav o maiktng dev €xet dAleg (wég (lose screen) kabmg kot évo Main Menu. TTpocBétovue
Aowmov éva, Ul image 1o omoio va amewkovilel pio kapdid kot évo Ul text oto omoio va ypaeet

mooeg Lwég £xel 0 TaikTNG.

Ewova 43 : «Anekdvion (ong tov Toitn»

ITpooBécape oto SCript tov maiktn TV EVIOAN healthDisplay.text = health.ToString(); yio vo

BAémer o ypriotng TV {1 va avavemvete kGOe @opd mov tpéxet to script.

Ymv ovvéyela d60Onke Eva télog oto Taryvidl o €va Lose Screen pe button Game Over dote va

pmopet voL To TATNOEL 0 XPNOTNG KO VoL EEKIVIGEL TO Ty Viol AL amd TNV opyN.



Ewova 44 : «Game Over Scene»

Ytov Inspector éywve to Lose Screen dtav yavel o maiktng va aAldlel ypoua n oknvi. ‘Ersita
tomofetnOnke 10 Kovumi Game Over. EmAéybnke n avdroyn ootoypaio yio. T0 KOLUTL Kot
dnuovpynooue éva script tomov Game Manager dote 6Tav T0 TATHGEL O XPHOTNG TO TOL(VIOL Vo
Eexwvnoet omd Vv opyn.
Button
System.Collections;

System.Collections.Generic;
UnityEngine;

UnityEngine.SceneManagement;

: MonoBehaviour
0.1
PlayGame() Navigatio Automatic

Visualize

SceneManager . LoadScene( "Game" ) ;

GameManager.PlayGame

Ewova 45 : «Script doyeipiong oxknvic» Ewdva 46 : «Inspector Game Over Scene»



‘Emerta. dnuiovpyndnke éva véo scene oto mayvidl ywo vo do0el éva Starting Menu pe v
duvatotta o ypnotg va mathoet Play. Me tov id10 axpiBag tpoémo mov @tidytnke to Lose Screen
€ywve ko to Starting Menu. ToroBetOnke 1o 10go tov mayvidiov cav image kot Eva button Play
wote 6tav matnel va Eekvael To moyvidt amd v apyn 101G eriocoiag e To game over tov
lose screen. Etot tomofetOnke to 1610 SCript yio va kéver v petdfacn amd to Scene tov apyikon

pevov 6to Scene g dpdomng.



5.7 Moveikn Ko ymTika €€ SCripts

Tehkd 616010 TOL TALKVISIOD NTaV Vo dnuovpyndel pa wpaio atpdoseopa pe v fondewa
LOVGIKNG KO NYNTIKOV £QE. EEKIVOVTOC 0t TO apykd pevov dnuovpynoape éva script Music

Manager kot tomofetinke amd tov Inspector oe looping ( vo oavamapdyste o YOG

emovolopPoavopeva).

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

MusicManager : MonoBehaviour
MusicManager instance;
Awake()

if (instance ==

I
L

instance = :
DontDestroyOnlLoad(instance);

Destroy(gameObject);

Ewova 47 : «Script Music Manager»



‘Emerta. omv oknv) tov mayvidlov oto Prefab g éxpnéng mpootébnke éva script mote vo

AKOVYETOL SLOPOPETIKOS NX0G TVY L0 KABE popd Katd TV Ekpnén.
System.Collections;
System.Collections.Generic;
UnityEngine;

RandomSeffect : MonoBehaviour

AudioSource source;
AudioClip[] sounds;

Start()

source = GetComponent<AudioSource>();

randSound = Random.Range(®, sounds.lLength);
source.clip = sounds[randSound];
source.Play();

Update()

Ewova 48 : «Script tuyaiog dnpovpyiog nyov»

Y10 GUYKEKPEVO SCript dDoapLEe THY SuVATOTNTA VO EIGAYOVE OTTOTE OEAGOVLE TOPATAV® YOV

pe v Pondewa Tov Inspector.

+ Random Seffect (Script)

Sounds

Element O

Element 1

Ewoéva 49 : «Inspector Random sound effect»
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