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YXYNOYH

2TV TopoVGH SUTAMUATIKN EpYOcio ONIOVPYNONKE o TPIGOIAGTATN TPOGOUOIMGT), TOV LoV TOPEYEL TNV
evkapio va e£0kelmB® pe 10 TEPPAAiov To 0moio B cuvavTGm Kab’ GAN TN JSIIPKELN TOV AKOOUATKOV
pov omovdmv. Katd v avamtuén g, emiéydnie n Unity 3D ¢ game engine yio T1 0KOAEG TOV
TPOGPEPEL OTNV EKUAONGN, TO ATAOTOMUEVO GVGTNLO EIGAYMYNG VAIKOD Kol TOUKETMV, TO, EVIVTOCIOKA
TEYVIKA YPAPIKA, TOV TPONYUEVO POTIGUO Kot cOGTHO particles, kabmg Kot GAAeg Aettovpyieg mov tvat
TPOoSPAcIES akOuUN Kot e Pacikn ekpadnon.

EYXAPIXTIEX

H oloxipwon ¢ mapodcoog TTuylaKnG EpYOciog amattovse apkeTtd ypovo, oyt AOY® dVGKOAMY 6TV
viomoinon, oA eEantiog TV avapiBuntov tpocmabeidv yia ) Pertioon kdbe ypappng TOV KOJKA,
EMOLOKOVTOS TNV Ap1oTn amddoon Tov. Emmpdcheta, ot moAlamAéc dokipués dtapdpav pebdomv yio v
EMITEVEN GLYKEKPIUEVAOV AEITOVPYIDV EVioyvoav TNV eveMéia Kot epmelpio pag otn xpnon tov Unity Kot
™me YA®GGog Tpoypappoticpon CH.

OEA® Vo EKQPACH TNV EVYVOLOGHVN LOL TTPOG ekElVOLE OV O1aBéTovy oyeTikd apBpa kKot Bivieo oo
O1diKTLO, TOPEXOVTOS GAPTVELD KOt KaBodynom, ot omoieg GuVEROAAY GTNV EMITEVEN TOV GTOYOV LOV.
Ewdum evyapiotio a&ilel kot otov kabnynt) pov OepiotokAng [avayiowtdémovdo yia Tic apng 0dnyieg tov.

1.LEIZATQI'H

H avantoén Pvteomayvidiov avapépeton 6t dtodkascio dnpovpyiog evog nAeKTpovikol Tatyvidlov, eite
Y10 VTOAOYLIGTEG, KOVGOAES, 1| POPNTES GVOKEVES. AVTN 1 dradikacia pmopel va dteEdyetan amd OTOUIKOVG
TPOYPOUUUOTIOTEG, LIKPES OLAOES 1 HeYAAES eTatpeiec. ZuvNBms, Ta PvTeomanyvidia xpnUatodoToHVTOL Amd
€KO0TEC Kol omantoOV apKeTd XpOVIa Y10, TNV OAOKANP®GT ToVS. 26TdG0, VLA oLV Kot To Aeydpeva Indie
Games, onAaodmn Toyvidolo Tov avamTOGGOVTOL Al aveEAPTNTES OUAOES | LELOVOUEVA ATOLLO, TO OTTOTN
GLYVA ATOLTOVV A1YOTEPO YPOHVO KO XPNUATOSOTNON).

Ot mpddteg unyovég yia Prvteomaryvidto epeavictnkay oTig apyés e dekaetiog Tov '90, dtav Eekivnoav va,
avartoocovtot Ta 3D ypagikd, divovtag dbnon ot Popnyovia. Tov péso g dexaetiog, o 6pog "game
engine" edpomOnke, pe to Taryvidwn "Doom" kot "Quake" va anoteAodV Tp@TOTOPO GTOV TOUEN TG
avamtuéng mayviduwv. AkolovOncsav moAroi developers mov dpyisav va ayopalovv Pacikd ctotyeia tmv
ALY VIOV KOl Vo, TPOSBETOVY d1KA TOVG GToLYEln, OTWS OTAN KO YPOPIKE, OVOTTUGGOVTOG KOl O1a0£TOVTOG
o ¢ Eeymplotd Prvteomonyvioa.

O oyed1oHOC TOLYVIOOV ATOTEAEL [ia ONILIOVPYIKT S1ad1KaGT10 TOL GLVOVALEL GYESOGHO Ko s Tk,
TPOKEWEVOD va. dnpovpyn et Eva oy viot yio yoyoymykoHs, EKTOLOEVLTIKOVS, YUUVAGTIKOVG N
TEPALATIKOVG 6KOTTOVG. OL0EvVa Kol TEPLEGATEPO, Ol APYES OYEOACUOD TOLYVIOIDV EVODUATMOVOVTAL GE
GAAeg popeég arlnieniopaonc péow g gamification. Av ko ) Unity 3D elvan po unyovn avémtoéng
TOLVIOLOV, 1 €V AOY® SITA®UATIKY €6TIALEL GTOV GYEOIAGUO EMTEOWV, PN CLULOTOIDOVTOS TV
TPOYPOUUATIOTIKN YA®GGo CH.
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Me v avénuévn emeEepyacTik Kot YPAPIKY| IKAVOTNTO TOV GVYYPOVAOV KOVGOAMY Kol VITOAOYICTIKOV
CLOTNUATOV, GE GLVOVOAGHO LE TIG AVENUEVEC TPOGOOKIES TV YPNOTMV, O CYESOCUOC ETTEOWDV GTO
Bvteomayvidia €xet eEeAyBel mépa amd v amAr] dSnpovpyia vOg TPoidvtog amd Evay HEPOVOUEVO
TPOYPOUUUOTIOTH], OONYDVTOS GTNV OVAYKT Yo avAmTuén omd opddeC.

H mapaxdto sumhopotikny eitvat éva [oyviol tpocopoimong vrepnpwa o€ avorytd KOGHO, OTOV glcat £VOg
VIEPNPOOG KOl TPETEL VO TOPAKOALOVOEIS TNV TOAN GOV Y10 VO, GLAAGPELS EYKANUATIES KOl VO GOGELG
abmovc avOpamove. Apyilelg evromilovtag 1o onueio 0mov dompattetal 1 £yl dompaybel Eva EykAnuo Ko
Tt exel yio vo, GLAAGPELS Tov eykAnpatio, va molepunoelg poll Tov Kot va tov avtipetoniosts. 'Etot,
UTOPELG VO 0DGELS TOVG alBDOVG avOPDTOVG.

2JIAAT®OPMEX ANAIITYZHX BINTEOITAIXNIAIQN

Ot mhoT@Oppes Yo TNV avanTuén Pvteomoryvidldy, YVOCTES EMIONG O EPYAAELN APYLTEKTOVIKNG TOY VIS0V
1N frameworks moryvidumv, 0ToTEAOVV GLGTHLATA OVATTLENG AOYIGHIKOD TTOV SIELKOAVVOVV TOVG
ONUIOVPYOVG GTNV TTaPAy®YT| PrvTeomoryvidudv. AVTEG o1 TAATPOPLES Elvar ¥PGULES Yo T dnpovpyio

T VIOIDOV TOL TPOoPIlovTal Y100 KOVOOAES, POPNTEC GUOKEVES KOl VTTOAOYIGTEC.

Ta Pacikd ototyeio TOV TOPEYOVTOL GLVNOMG Ao Lo TETOLO TAATOOPLLO TEPIAAUPBAVOVY UNYOVES YPOPIKDV
vw 2D 1 3D mapovcioomn, GLGTUATO QLGIKNG 1] OVIYVELGTG Kol ATOKPIGNS GE GUYKPOVGELS, NYNTIKA £QE,
avipgeon, TexvnTy VONUocHVN, SIKTLOKT] AEITOVPYIKOTNTA, POT| EPYACIOV, dloyEiplon LvIUNG, S1AA0YOC,
EVTOMIGLOG BEonG, oknvobecia Kot pmopel va TposEPOLV Kot VITOGTNPLEN Y10 KIVILOTOYPaPIKA Pivteo.

Ot dnpovpyol cuyvd e£0tKOVOpROLY YPOVO KOTA TN SadKAGio OVATTLENG ETAVOYPTGLULOTOUDVTOG 1)
TPocapUOlovTag TiG 101EC TAATQOPLES Y10l TN dNUOVPYIN SIAPOP®Y TOLYVIOIDV 1] Y10 VO SIEVKOAVVOLV TN
LETAPOPA TOLYVIOUDY G dLapopes TAaTOOpLeS. H texvoroyia otov topéa Tmv Prvteomaryvidumy £xet
eEeMyBel onuavtikd, pe arotélecua va vdpyovy ofjuepa teplocotepeg amd 400 Tétoteg mAATEOPLES.

Q61000, 01 OAEG TPOGPEPOLY TIC 101€G duvaTdTNTEG 1) dtkaidpata. Kdbe mAatpoppa £xetl ta dtkd g
TAEOVEKTNLOTO KOLL LELOVEKTTLLOTOL.

Ot 1o INPOPILElG TAATPOPLES OTIC NUEPES LG TEPIAAUPAVOLV:
* Unity3D

* UDK - Unreal Engine

* Godot

* Gamemaker

3.TA IIAEONEKTHMATA THX UNITY;

Ka0e mhatedpuo avamtuéng moyvidoimy TpocPEPEL TO OUKA TNG TPOTEPUATO KOl TPOKANCELS, LE EOIKN
TPOCOYN CTNV KOWOTNTA KoL TV VIOSTNPLEN TPOS TOVG TPoypappatiotés. EmAaéydnike n Unity 3D, Aoym
G dfec1dTNTOG oG dmpedy eKOOONGS, TS VTTAPENG EVOC EVEPYOD (POPOVL LITOCTHPIENS OTO
forum.unity3d.com, 6mov givar duvatn n vpeon Acewv o€ TBaveg duokohries. [IpootiBetar emiong n
TAnOdpa 0dnydv oto YouTube kot 1 mpdcPaocm oe £va asset store mov TPoSPEPEL SWPEAV YPAPIK(,
LOVTEAQ Kol KOOLKO, TTPOYPOLLLULOTICLOD.
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4. EEEAIZH THX UNITY GAME ENGINE

H avéntuén g Unity Game Engine Eekivnoe amd tpia rddo&a poaid, tovg David Helgason, Joachim
Ante ka1 Nicholas Francis, ot omoiot, pe meplopiopéva otkovopkd PEGH, GUVEPYASTNKAY GE £VOL VTTOYELD
YPAPELO Y10 VO SNUIOVPYHGOLY £val AOYIGLUKO OV Bal €lye TEPAGTIN ETIOPOCT GTOV YDPO TOV
Bvteomayvididv. Avti n Tprada cuvébeoe v Over the Edge Entertainment (OTEE), mov apydtepa
petovoudotnke o Unity Technologies, Kot dpyioe va TposelkhEL TOANVTOVYOVG UNXOVIKOVS AOYIGUIKOV.
Koatd v mepiodo tov mpodipwyv dokipudv g unyovie, 1 OTEE a&lomoinoce v Unity yuo v avamntuén tov
Bwrteomaryvidiov GooBall To 2005, amodewkvvovtag Tic tkavottég g (Nicoll, B., Keogh, B. &
Springerlink, 2019).

H mapovcioon e Unity oto kowvd €ytve emionuo katd ) odpkela g [aykoouog uvotdokeyng
[Ipoypappatioctav g Apple. Ao tote, 1 Unity €xel mpokoreésel dpacTikéG HeTaoAEG TOV KAADO TV
Bvteomayvididv kat £xet yivel dtubéoiun oe TAn0dpa mhatpopumdy onwg Windows (PC), Mac, Universal
Windows Platform (UWP), Linux Standalone, 10S, Android, ARKit, ARCore, Microsoft HoloLens,
Windows Mixed Reality, Magic Leap (Lumin), Oculus, PlayStation VR, PS5, PS4, Xbox One, Xbox X|S,
Nintendo Switch, Google Stadia, kot Linux QNX (Unity, 2022).

f_'_-f:;: P | == EI t} @GL
| drrs epore NS a androadty

tv0S - € ancen = g i -

https://unity.com/solutions/multiplatform

4.1 UNITY HUB

To Unity Hub &ivon pio aveEdptnn epappoyn mov guyepel ) dadikacio 0peonS, ANYNG Kot dlayeiptong
TV épywv Unity Kot TV oXETIKOV gyKatactdoewv. Méow tov Hub, propeite emniong va counepiddfete un
avtopatomomuéves ekdooelg Tov Unity Editor mov £xete 1101 £YKOTOGTIGEL GTOV VTOAOYLIGT GOG.

Xpnoworomote to Unity Hub yu va:

* Alyeproteite Tig ddeteg ypnong tov Aoyopracpod Unity kon tov Unity Editor.

* Avantoete To £pyo Gag, cLVOEOVTAG o TPOEMAEYLEVT] €kdoom Tov Unity Editor pe 1o épyo cag, Ko
dwyelproteite moAlomAég eykataotaoelg Tov Editor.

* Exkivioete duapopeg ekd6oelg Tov Unity amevBeiog amd v emokonnon tov £pyov (Project View).

* Aloyelproteite kot eMAEETE GTOYOVG KATAGKELNG Yol TO £pYaL Gog Ypig va ekkivioete tov Editor.

» Tpé€te mapaiinia 600 dtopopeTikég ek0OGELS Tov Unity, TpocEyovtas va Unv avoiyete éva £pyo
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TapdAANAa g dV0 dapopeTikég Tapovasieg Tov Editor yio va amopvyete TuxOV GUYKPOVGELS.

* Eykotaotiote emnpoceta ototyeia o€ vprotapeveg eykataotaoels tov Editor. Otav xatefalete po
ékdoon tov Editor péow tov Unity Hub, propeite va Bpeite kot va mpocOécete emmiéov otoryeia (6mmg
eedtkevpuévn vmootpiEn mAateoppog, Visual Studio, offline yypaga kot facikd cvotatikd) ite kotd ™)
JLIPKELD TNG APYIKNG EYKATACTOONG ElTE apYOTEPQL.

* XpNoomoote TPoKaBOPIGUEVO TPOTLTO. EPY®V Y10 VO EEKIVIGETE T SL0OIKOGT0 OVATTUENG KOWVADV
tonev épyov. Ta tpdtura Epywv g Unity Tpoc@épouvy Tpoemleyéveg puBIIcELS Yio KOVA GEVAPLL
avamTuéng otav dnuovpyeite £va véo £pyo.

Unity Hub 3.5.2

& ~ “  Projects | T

@ Projects
Search...
& Installs
x NAME MODIFIED A EDITOR VERSION
® Learn
L SRR SUFerher‘_j Cha.mevl.ognmenos Gemglés a few seconds ago 2021.221M1
= Community Di\Desktop\Chatzieviegimenos Georgios Amhwpa...
4.2 UNITY EDITOR

O Unity Editor d1o0éte1 moAhamAd tavel, ta omoio d1evkoAvVoLV TV dlayeipton tov Epyov. O xpnong
umopet va 1pocsapprdcel To teptBaArov epyaciog Tov, KoM EMTPEMETAL 1] LETAKIVIOT KOl ETILOYY| TOV
nhvel mov embBopet va epeaviCovroat. AVAUESH OTO TO ONUAVTIKA TAVEA, Ta ool Oa eEetdoovpe
TEPOULTEP®, TEPAAUPAVOVTOL:

* [IpoBoAn Zknvng (Scene View)

* [IpoBoin Hoyvidiov (Game View)

* lepapyio (Hierarchy)

*'Epyo (Project)

* EmBewpnrig (Inspector)

4.2.1 SCENE PANEL

H "oxnvi" oto Unity amoteiel Tov K0p10 y®po avamtuéng yio o oy vidl, 6mov o dNUovpyos Umopet va
nepmynOel kan va eneEepyactel Tov ympo e m ypnon tov tinktpov Q, W, E, R. Avtd to mapdbupo sivar
kpioo otnv Unity, kaBmg amotelel 10 Pacikd mapdbupo oyediaong.

ITAnkzpo Q (Epyoieio ITAonynonc): @

Me avtd T0 TAKTPO, TOL EKOVILETAL OC YEPL, LETAKIVOVUE TNV KApepa oTov ydpo. Kpatdvtag matnuévo
T0 OPLOTEPO KAIK TOV TOVTIKIOV, LETAKIVOVLLE TNV KAUEPO GE SLAPOPES KOTELOVLVGELS, EVED GLVOLALOVTOG LE
TO TANKTPO alt EMTVYYXAVOVE TEPITTPOPN YUP® OO TO EMKEVIPOUEVO avTIKEILEVO. Me 10 de&i KAk TOL
TOVTIKIOV, TEPICTPEPOVLE TNV Kpepa TNV extBountn katevHLVoN Kot TatdVTag TopdAinia to alt,
emrvyydvovue COLLL.
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ITAnkzpo W (Epyaleio Metakivnong): 4*'

XPNOOTOLEITOL Y10l TN LETAKIVINOT EVOC EMAEYUEVOD OVTIKELEVOL TTPOG TV KaTeLOLVOT TOL
VTOSEIKVOOLV Ta BEAAKIO GTO AVTIKEILEVO, COUOMVA [LE TOVG AEOVES X, Y, Z.

II\ktpo E (Epyoieio Iepiotpoenc): S

Emutpénetl v meptotpopn VoG AVTIKEILEVOL YOP® OO TOLG dAPOPOVS AEOVEG.

ITAnktpo R (Epyoieio Khipokoc):
L

Me 1 ypnon tov TAnkTpov R, pubuilovpe Tig d100TAGELS TOV avTIKEWEVOL G KAOE dEova EexmploTd,
KaOAdG Kot TNV GLVOAKY| KAk peyefhvovtog 1 GUIKPHVOVTOS TO OVTIKEILLEVO.

4.2.2 GAME PANEL

To mavel "Game" oto Unity givol n evotnTo o0 gp@avilel To Tayvidl 6Tnv TEAKN TOV €KJ0YN, KATL TOV
emtuyydvetal pécom g emhoyng "Play" mov Bpioketon oty pundpa epyareiov, dinia otic emhoyéc "Pause”
ka1 "Next Frame" tov Unity. ITio avaAivtikd:

b

Me avtr] v emAoyT, 0 xpNoTNG UTOoPEl VO EKTEAECEL TO TTOY VIOl Ko VO TAPEL PaL EIKOVOL TNG TEATKTG TOV
HopMG.

Pause: T

——
[Motdvrog owtd 0 Kovumi, To moryvidl Tavel € éva GuYKeKPLLEVO onpeio, divovtag v eukapia 6Ttov
YPNOTN VO TAPAUTNPNCEL AETTOUEPELES KO VO TPOTOTTO|GEL LETAPANTEC OV EnNpedlovy TN Agttovpyia TOL
ALY VIS0V, OTTMOG TNV TOYVTNTO TOL YOPAKTNP, T BapVdTNTa, TOV QOTICUO K.AT.

Next Frame: H

XPNOOTOUDVTOG QT TNV EMAOYY, Elval duvatn 1 AenTopepng TPoPoin kot eneéepyacio kb empépovg
frame tov ToyVid100.

2y undpoa epyoreiov tov mavel "Game", otnv apyn Ppioketan £va avadLOPEVO PEVOD TTOV EMITPEMEL THV
TPOEMIOKOTNOT TOL TOLYVIOOV O€ EMAEYUEVT avdlvon. Aeidtepa, vTapyeL N emAoyn "maximize on play",
N omoia emTpEmEL TNV TANPT 000V KATA TNV EKTEAEGT TOL O VISL0D, KOOMG Kot To "Stats", mov mpocpépet
GTOTIOTIKA GTOLYEID GYETIKA LLE TOL YPOPUKAL.

4.2.3 HIERARCHY PANEL

To mével "Hierarchy View" oto Unity givat éva epyadeio yio v opydvoon kot amodnkevon dtoupdpwv
oToYEI®V HEGH GTN OKNVN EVOG Tayvidlov, OTtm¢ kapepes, 2D kot 3D avtikeipeva, myéc @mTOG, KOUTLA,
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opaipeg, kKOPove, povtéda, Sopég, empaveleg K.4. Katd tn onpovpyio evog véou matyvidtoh, cuvnomg
OMNUOVPYEITOL AVTOUOTO L0 VEQL OKTVT] LLE TNV TPOocHNKT TG KOpLog kauepag oto Hierarchy View tng
oknvie. To Hierarchy View amewkovilel O a Ta ototyeio Tov moryvidoh mov Ppiokoviol oTny evepyn
oknv1. OmodONTOTE AVTIKEILEVA ONIUIOVPYOVVTOL SOVVOLIKA Kol TPOSTIOEVTOL 1] ALPOPOVVTOL OO TNV
evepyn oknvY|, epeaviovtot 0M avAAOYa LLE TNV KOTAGTACT| EVEPYOTOINGTG TOVG GTI GKNVY).

4.2.4 PROJECT PANEL

Avt 1 evomta amotedeitan omd OAa Ta gToryeio oV £yovv amodnkevtel oTov KVPLOo PdreLo ("root") Tov
oy violov. 1o maved "Project” umopotpe vo Bpodpe mowihia apyeiwv, OTmC assets, oKNVEG,
YPOLUOTOGEIPES, YOVC, scripts, prefabs, ddeilec ypnong Kot aKOWO KEILEVO GE OTTATY LOPPT.

4.2.5 INSPECTOR PANEL

Ytov Inspector gpoavifovtal ta S16popa YOPAKTNPIOTIKA TOV AVTIKELEVOV TOL BpicKovTol GTO TAVEL
Hierarchy. O ypnotg €xet ™ duvatdTNTO VO TPOTOTOGEL TIG TILES OLTMV TV YOPAKTIPICTIKMV, VO,
aALGEel T B€om Tovg, KaBMG Kot vo TpocBEceL ] Vo apopEGEL AelTovpYieg amd To EMAEYUEVA AVTIKEILEVQ.
Mo roAvTun Aettovpyia tov Inspector givor to kovuni “Lock”, 1o onoio emitpénetl o KAId®UA TG
€0TIOOMG OE £VO GUYKEKPLUEVO AVTIKEILEVO, EVM TAVTOYPOVE YivETAL O10XEIPLOT) AAA®V OVTIKEILEV®V GTO
Hierarchy. ['a mopdoetypa, pmopet va yivel drag and drop evog avtikeyuévoo o €va ototyeio tov Inspector
TOV EIVOL EGTIOCUEVO GE VAL OLUPOPETIKO AVTIKEILEVO.

5. TIPOI'PAMMATIXEMOX

H Unity tpoceépet o ainfodpa eMA0YOV EMEEEPYATING KO TPOGAPUOYNG, EMTPETOVTOG T dNUtovpyio
TPONYUEVOV GYESI®V YOPIC TNV OVAYKN Y10l EKTETOUEVO TPOYPOUUATIGHO. 26TOGO, Yo TNV TANPN
EKUETAAAEVON TOV SVVATOTHTOV TNG KOl TNV EMITEVLEN EEEIOIKEVUEVMV ATOTEAECUATMOV, O TPOYPUUUATIGULOG
etvar ouyva amapaittoc. Katd v eykotdotacn g Unity, mpoteiveton 1 €TA0YY £€YKATAGTACTG TOV
Microsoft Visual Studio o¢ compiler, av kot ot yprjoteg £xovv v eAevBepio va emAéEovy dAAOVC
compilers ywo v eneEepyacia twv scripts otnv Unity.

H Unity kvpiog vroompiletl ) yAdooo tpoypappaticpod CH#, aldd sivorl ouvarr| kot 1 xprion dAlov
YA®GGAOV TPOYpappaticpov énwg to BOO kot to JavaScript, ta omoia BaciCovtar oto .NET framework.
Qo1660, Yo TNV OPOAT Agttovpyia TOVg 610 mepPdAiov g Unity pumopel va amortodvion 101kd plug-ins,
yeyovog mov Kabiotd ) C# ¢ v Tpotindpevn emthoyn. o avtovg Toug Adyovs, o avTd T0 £pYo,
ypnowonoinoa tnv C# kot to Microsoft Visual Studio.
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IIepiBdrrov Microsoft Visual Studio

6. SCRIPTING XTHN UNITY

H Unity, a&lomoidvtag 1o Mono, pia avoiktov kodwko ékdoon tov NET framework, mapéyet onuoavtikég
JUVATOTNTEG GTOVG TPOYPAUUATIOTES. AV Kot VITOSTNPIEL TOAMATALS YADGGES TPOYPUULUATIGLOV, GTNV
Unity kvping ypnoponotovvior C#, Boo kot JavaScript. H C# amotedel po Snpoidn emioyn Adym g
EKTETAUEVNC SLOOEGIUOTNTOG EKTOOELTIKOV VAIKOV Kot TG supPatdtrdg g pe o .NET ko Mono,
KOG TOVTOG TNV 100VIKY] Y10 EUTOPIKEG KOl OVOIKTOV KMAKA eQapproyéc. [ avtovg toug Adyoug, eméreia
v C# kou 10 Microsoft Visual Studio ywo to cuykekpyiévo €pyo.

YtV Unity, ta scripts kaBodnyovv ) cvunepipopd v GameObjects Kot TOV TPOTO TOV AAANAETIIPOVY
HETOED TOVG, ONUIOVPYDVTAG TN AOYIKT TOL Toyvidlov. To scripting otn Unity dtapépetl amd Tov TUTIKO
TPOYPOUUUOTIGHO, KaBDG OV amarteital n dnpovpyla kddka yio TV ekTéAeon g epapproyng - n Unity
avolappavel avtn ™ Asttovpyia. ‘Etot, ta scripts eo11dlovv 6TOVG UNYaVIoHODS TNG EPAPLOYNG, OTTMG TNV
Kivnon Kot T1g aAANAETIdpAcELC.

H Unity Aertovpyel péowm evdg ektevoig Bpodyov, avaivovtag OAa To SS0UEVA OGS GKNVIG TTaLVISLo0,

O MG POTICUO, OKIEG, AVTIKEILEVO KOt TIG GCVUTEPIPOPES TOVG. Oty dnpovpyeiton Eva véo script C# oy
Unity, ovto emipépet ) onpuovpyio evog véov apyeiov script 6to akeho Assets, pe  duvatdtnto
TomoBETNGNG TOL GE OTOLOINTOTE PAKEAOD EMAEYEL O YPNOTNG. Eva d1mAd ki 6to apyeio avolyetl To véo
script 6to MonoDevelop 1 dALo mepifdiriov Tpoypoppaticpod C#, pe 1o MonoDevelop va mpocBétet
OLTOUATO TIG ATOPOITNTES KAAGELS KOt OOUEC.

Avartuén Tplodiaotatou Mavidiol pe Yrepnpwa 12




MetamTuxiakr AlaTpiBi

using UnityEngine;

using System.Collections;

public class MainPlayer

J/J/ Use this for initialization

vold Start () {

// Update is called once per frame

void Update () {

Apyko mepieyduevo evoc Ci# script otn Unity

: MonoBehaviour {

Xat¢neuhoynuévog Mewpyiog

H pébodog Start() evepyomoteital v TpdTN GOPE TOV TO GLYKEKPIUEVO SCript ekKivel. Ao v GAAN
mievpd, N néBodog Update eivar £va amd ta mo kpicipa otoryeia o€ KOs TAATEOpLL avATTUENG

o viotov. Avti 1 péBodog, n omoia amoterel LEPOG TOV GLGTNOTOG TOL TTALYVIOLOV, EXAVEEETALETOL GE
Ka0e Kapé TOL TOLYVIOOV KATA TN SIAPKELL TNG EKTEAEGNC TOV, Y10l VAL TPOGOLOPIGEL AV TPEMEL VAL Yivouv
evépyeleg N aAhayés. o mapaderypa, n Update pmopetl vo evepyomomcel avticTotyo KIVOUIEVA GYEOL 1

dpdoelc PAoeL TNG EKTANPMONG OPICUEVOV GUVONKAOV 1] EAEYYWV.

7. PUBLISHING (AHMOXIEYXH)

"Eva onpoavtikd mieovéktnpa g Unity elval ) gveA&io Tov TpocpEPEL GTOVS TPOYPUUUOTIOTES VO
TAPAYOLV TO O ViOL TOLG Yo pia TOolKIAla TAat@opumv. Edkd pe tnv ékdoon Unity 5, n vrootpién
enektalnKe o€ TV amd 21 SoPopeTIKEC TAATPOPLES.

i0S i ==

a e J°
m 9 L

® @& ™
fireoss [ £
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Méoa and 1o pevov Project Settings, vdpyet 1 SLVOTOTNTO TPOGSAPHOYNG TOV YPAPIKADV KOl TOV
SoTACEMV TOV Toy VooV, Wiaitepa Otov avapepopacte oe web player. 'Eva dAAo onuoavtikd
TAEOVEKTN LA Y10 TIG EPOAPUOYES 1oToV givan 6Tt 1) Unity S1a0étet tov dkd tng Web Player, o omoiog €xet
eykataotadel amd mavm amd 60 exatoppdpla ypnotes. Télog, akiletl va avapepBel 6TL N epappoyn pog Oo
avantuydei toco Yo PC Standalone - Windows 660 kot yio Web player.

8. TO ITAIXNIAI

To "Miami City Crime Simulator: City Mafia War" givou évag duvopikdg tithog 6To 100G TV Tty vidimv
LaymG Ko 6TPATNYIKNG, OOV 0 TAIKTNG avaAdUPAveL TOV EAEYXO TNG LOipag piag TOANG Tov PploKeTot 6TO
EMIKEVTPO TMOV GLYKPOVGE®V TNG Hopiag.

To mayvidt, Tov avikel 6To €100G TV gangster games, 6ag TPOKAUAEL Vo KuplLapyNoeTe 6to Maidut, po
TOAT YVOOTI Y1 TIG EVTIOVES LLAYES TNG, TIG OKOTEWVEG CLLPMOVIEG KL TOVG AdIGTOKTOVS LoPLOLovG.
AwB€teTe OP®G dVVOIKEG SVVATOTNTEG TTOV avTamoKpivovTal o€ evag "super hero", dSnAadn KAmTOOV TOL
pmopet va mnddet kot va Tpéxet deE1oTeXVIKA pésa amd AafOpvBoug SpOUmV YEUAT®V EYKANUOTIKOTNTOL.

Mo toug AATPELS TOV TOYYVIOIDV TTTHONG, TO TOLYVIOL TPOCPEPEL EMIONG L0 LOVAOTKN EUTEPia, KAODGS e TO
o Tov Kovumov 'F', o Npwog anelevBepdveTar amd Tovg £6APIVOVG OEGUOVGE, TETOVTOS YNAN TAV®
oo To. ovpavo&Hotn Tov Maidut. Me vty T HoVAdIKN OTTIKY Yovio, UTOPEITE VoL GYEIICETE
TOAVTAOKOUES TAKTIKEG EVAVTIOL OTIG £XOPIKES CLUOPTIES Y10 VOL AVOKTCETE TNV TOAN GOG GTO YPOVIKO
dronua T1g kée TioTOg TOL TPEMEL VOL PTAGETE UEYPL TO TEAKO TPOOPIGUO.

Emumiéov, to mayvidl amaitel otpatnykn okéyn kot emdeEiotnto, otoryeio mov Tpoépyovrol amsvdeiog
and ta skill games. O pwag dev PacileTon LOVO 6T COUATIKY dVVOUN: KO ¥TOMNHA Ko KaOe dApo
TPEMEL VO EIVOL TPOGEKTIKG GYESAGUEVO.

ZOUQmVa e TO TPOTLTO. TOV KOPLPAIOV Toty VSOV ETPIMONS, TO T viol amaitel emovn
avtipetonilovrog Tic TpokAnoels. H yevon g vikng épyeton Lovo tav avtExete aKAOVNTOl AVAUEGH GTOVG
yiyovteg aviaymviotég Tov Béykag Kot Toug Y00TikoOs TOAELOVS TG Hapiog.

["a Toug Pav TOV T VISIOV TPOCOUOIWMONGS, TO TOLYVIOL TPOCPEPEL LKL PEOALCTIKT] OTEIKOVIOT TOV OGTIKOV
TOTIOV KOl TNG EYKANUATIKNG OpYAV®OONG TOV Maldipl, KOTadEIKVOOVTOG TIG TPONYUEVES UNYAVIKES
TPOGOUOI®ONG TOV.

To "Miami City Crime Simulator: City Mafia War" givon pio mepumeteicdddng ko oTpatnyikn spmelpio
dpbiong HEGO GTOV EYKANUOTIKO KOGHO TOV Maidpu, omaitdvTog omd TOVG TOUKTEG VO, AVILETOTICOVV [UE
OTPATNYIKN KoL TOAUNPT OPACT] TIC OSIOTAKTEG LOPIES, TPOGPEPOVTAS TOVTOYPOVA EAELOEPTa KOl TEPUTETELL
pe tn ovvatotnta ntiong. [pdxerton yuo pior Lovadikn GLVOLAGHO TOV TKAVOTOLEL TOLG AUTPELS TWV

T VIolOV pudyng, gangster, TTHong, ENPimONG Kol TPOGOUOIMONG,.

Avartuén Tplodiaotatou Mavidiol pe Yrepnpwa 14




Xat¢neuhoynuévog Mewpyiog
MeTaTrTuxiakn AloTpiBn

8.1 XTAAIA INIXTOQN

\ LEVEL SELECTION

Eexwadel o super Npwog and to level 1 kot 6tav ypaoel €ykupa 6TOV TPOOPIGUO TOV KoL LEGO GTO XPOVIKA
mAaicio Tov ¥pdvou EekAeldmvel To emopevo level yla vo EEKAEIOMGEL TNV EMOUEVT] ATOGTOAY| TOV.

21006 lval va TAGEL 6TO KOKKIVO GTIYLLOL TOV YAPTN TPV TEAEIMGEL O YPOVOS Y10, VoL Efvar ETLTUYNG N
OTOGTOAN.

Xpbvoc EKTEAEGNC OTTOGTOANG

Edv dev ptdoet £ykupa amotuyydvel kKot TpEmeL v TpocsTanoet Eava.
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LEVEL FAILED

RESTART / C

MAIN MENU/E

To moyvidr ohokAnpovete dtav ektedéoet 10 emtuyeic amooToAES.

\LEVEL SELECTION —

9.CONTROLS

Mmnopeite va mhonynOeite oe téooepig Katevbuvoelg (aplotepd, de&id, epumpdc kot wicw) (W,A,S,D)
YPNOUOTOL®VTOG TO joystick otnv apiotepn Thevpd g 006vNG, evd unopeite vo tmonoete (SPACE), va
netdEete (F) kon va tpé&ete ypnyopa (Shift) ypnoiponoidvrog to ovTicoTolyo KOLUmid.
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10.SCENES

10.1 SPLASHSCENE

I'voom kot og oknvn tov Plugins, 6mov gvepyomolovvtal 6Aa ta mpdcbeta tpitwv pepmv 1 factkd
oToLElD TOV TOLYVIO00 OTTMG SLOLPNUICELS, AVOAVTIKA oToLyEln Kot GAL Tapdpota ototyeio. Oleg ot
KAMIGELG TEPUTTAOCEWMY TOL TTayVId10V Kot Ta singleton apy1komolovvTal 6 aVTH TN GKNVY.
= Hierarchy =
+ - o
€ SplashScene*

nera

ional Light

10.2 MAIN MENU

H oxmvn mov givatl vrevBovn yuo v draxeipion tov pevov yia v Evapén Tov oy vidov. Mevov dnwg
EMA0YT TOKTN, EMAOYY EmmEOOV, puOuicelg, nuepnoleg aviapnolBég Bpickoviol Guyva o VT T GKNVY.

‘= Hierarchy
+ — o-
< MainMen

;'l':‘ E'l..' an tS

10.3 LOADING

H oxnvn mov giva vevBovn yuo ) dwoyeipion g acLypovns @OPTMONG GAL®Y GKNVAV GTO Totyvidt.
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= Hierarchy
T &
€ Loading*

anvas

- Loading

50 Image
ocadingBar

) EventS

10.4 GAMEPLAY

Xat¢neuhoynuévog Mewpyiog

H x0pra oxnvi mov mepiéyet tov maiktn, to TepPAriov Kot OAa Ta oTotKEln Tov gameplay 0nmg exBpol, epumoddia Kot

0TOGTOAEG TTOL TTPETEL VL OAOKAT pmBOvV.

‘= Hierarchy
€ GamePlay

Game Manager
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11.BAXIKH AOMH ITHI'AIOY KQAIKA — SCRIPTS

11.1 PREFERENCES.cs

Av16 10 5EVAP10 £xEL GYEOAOTEL Y10 va. dtoryelpileTon Kol va amoOnkevEL TIg TPOTIUNIGELS TOL TOKTY Ko TV
TPO60d0 TOL ALY VIdLoV. Me o amhd Adyla, To GEVAPLO TPOosPEPEL Lol LEBOSO Yia TNV amobkevon Kot
dlayeiplon TV TPOTIUNGE®Y TOL TTAIKT KOl TG TPOOSOL TOV GTO T Vidl, OTMS 01 pLOUIGELS YOV, TO
TPEXOV EMIMEDO TOV TOLYVIOL0D, TO EEKAEIOMUEV EMIMESD KOl TO GKOP TOV TOUKTN. XPNGUOTOLEL TO
ovotnua PlayerPrefs tng Unity yio v amofnkevon kat goptmon avtdv TV TIHov. To ceviplo
oyedidotnke g singleton, eEac@aiifovtog 0Tt vVIapyel LOVO pia TEPimT®ON Yo T SlayEiplon QLTOV TOV
TPOTIUNGEWV G OLO TO oy vidl. Emitpénet emiong v emavagopd OAOV TV TPOTIUGEDV GTIG
TPOETIAEYUEVEG TOVG TILES.

Load ()

_sound

_Level = P1
_Levellnloc
_score = Pla

m
+
=i
=]
=3

pund”, sound);

m
+
=i
=]
=3

5
5
SetInt
5

m
+
=i
=]
=3

f5.DeleteAll ();
s.Save ();

11.2 LOADING.cs

Av10 10 GEVAPLO XPNOLOTOLELTAL Y10 TN daryElpion TG POPT®ONG Hog vEag oknvie. Evoopoatdvet
xPNo™M TS OMUOPILoVG BiAtodnkng arewoviong kiviiocewv DOTween yio opaAEG KIVIGELS KOTA T O10pKELNL
™G OOIKAGIOG POPTMONG. XE O OTAOTOUEVOLS OPOVG, AVTO TO GEVAPLO EIvart LITELOHLVO YL TNV OUOAN
petafaon amd v TpEyovca oknvi otnv kabopiouévn 'sceneTolLoad' evd gppaviletl o ypapun eoptmong
nov yepilel kabdg poptdvetar 1 véa oknvr|. Xpnowonotel kivioelg DOTween yia va dnpiovpynoet pio
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onTIKG eVYdploTy epmepia dpTmons. H ypapupun optwong yepilet ypnyopa 0tav 1 tpdodog pOpT®oNG
otdoet 10 90% 1 mepLocoTEPO, Kot eEacPaAilel OTL 1 VEa oKV evepyomoteitol PLdvo dtav 11 pOPTOGT ivat
oxe0GV OAOKANPOUEVT. AV 1) TPO0JOG POPTWONG elvar kKbT® amd T0 90%, 1 pOpTO™N cuveyileTal 6TO
EMOUEVO TANIGL0 Y10 VO OTOPELYOEl TO TAY®LLO TOV ToLY VSO0 KATA TN O10dIKAGI.

UnityEngine;

& . SCceneManagenent |
DG. Tweening;

scemeToload =
e FillImag;

M ASYNC;

e . tineScale
[sceneTolomd)

_ Loading( ) ;

_Loading()
if (@syne.progress = B.0F)
i
fillImag.DOFillAmcunt(1l; 1.8f).0nComplete(() =>
1

asyne. allowScenadrtivation

H). WaitForfompletion ) ;

Fi11Imag . DOF L1 1Amount{ async . progress, 1.687).0nfoaplete] ()
{
Invoke(

) WaitForfompletion();

11.3 MISSIONSALIcs

AVT6 10 GEVAPLO AEITOVPYEL GOV OLAYEIPIGTNG OMOGTOAMY GTO ToYVidl. AcYOAEITOL LE SIAPOPES OMOGTOAEG
KoL TOVG Kovoveg Toug. Kabe amootoln £xet Tig O1Kég TG eVEPYELEG KO KAVOVEG, Kot OTay OAOKANPpmOEl ta
OmOGTOAN, eppaviletor Eva pvopa. To cevaplo ypnoomotel avTiKeipneva Toyvidlon Yy TIG EpYNCies NG
amooToANG kot Stac@arilel 6Tt o AlController Tov TaryvidoH GLUTEPLPEPETAL GOOTA Yo KAOE ATOGTOAT.
Eniong, eppavilel 1o tp€yov eninedo tov maryvidov ypnoionownvtog to Preferences.Instance.Level.
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Mis510n ERSSIOMN;

fon.Mizsion?:
rect. & ol * [}.max¥chicles
| . WT RO » [ }.wehdclesPrefabs, 1);
chiclesPrefabs . Setvalue (M rtherObject,

ccPrefabs, 1);
chiclesPrefabs . Setvalue | ontherobject,

maxvehdcles = 1;
Prefabs, 1);
ortherObject, E

eenponerit £ 4 DT o
ire { Missior = prrtcllers {).wehd Profabs, 1);
C onirtherobject, 8);

Mi sz donDone] )

switch (wdssion) {

case Mission Mizsionl:

pramt

11.4 LEVELMANAGER.cs

Av106 10 GEVAPLO avOAUUPAVEL TN OlaXEIPLoT Kol TOPOVGIOGT SOPOPOV EMTEOMV TOV TTOLYVIOOV.
Agtrtovpyel 6g 600 KOTAGTAGELS:

* X¢ katdotoon dokung (6tav n petafAnt "isTesting" £yt tnv Tun true), opilet to Tpéyov eninedo Tov
TOLVIO0V GE £VOL CLYKEKPIUEVO EMIMEDO SOKIUNG KOt ELPAVICEL TO GYETIKA GTOLYXEIO TOV TOYVIO10D.

* X€ KOVOVIKY] KOTAGTOON, TEPVE omd pia Alota pe eninedo Tov oy vidlov kot epeavilel Ta otoryeio Tov
TOLVIOL0V Y10 TO EMIMEDO 6TO 0TO10 PpickeTon 0 TOUKTNG, BACEL TG TPOOOOL TOV.

Ta otoryeia Tov Tarvidov yia ta AL eXiTEdA TOPAUEVOLY KPUUUEVA. AVTO eEA0QAAIlEL OTL KOTA TN
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JLIPKELD TNG KOVOVIKNG TALYVIO00, LOVO TO 6mGTO EMIMEdO Qaivetal oty 00ov.

erences.Instance.Level =
LHUElJ[TEfTLEVEI - 1].SEtﬂct1UE {

Levels.Length; i++)

ences.Instance. level - 1) |

SetActive ( s

Levels

11.5 LEVELCOMPLETE.cs

Xat¢neuhoynuévog Mewpyiog

AvT6 10 GEVAPLO YPNOCIUEVEL Y10, VAL OATIGTMOGCEL TOTE O YOUPAKTIPOG TOV TOUKTN UTOIVEL OE Lo
ovykekpipévn Lovn evepyonoinong. Otav cupPaivet avtd, axorlovBovvror to &ng Prpara

* EAéyyeton av to avtikeipevo mov ioépyetal £xel etikéta "Player."

Edv 10 avtikeipevo givar OvImg o xapakTipoc Tov TaiKT, EKTEAOVVTOL Ol €ENG EVEPYELEG:

» Amevepyomoteitol 1o oToryeio Animator Tov YovikoD OVTIKEWLEVOL, TO OTO10 UTOPEl Vo EAEYYEL TIG

KIVIGELC.

» KpvPetat 1o yovikod aviikeipevo anevepyonolmvag 1o ototyeio MeshRenderer tov, kdvovtdg 1o adparto.
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* Koieiton n pébodoc Level Complete otov GameManager yio va ONADGEL OTL TO EMIMEDO £xEL OLOKANPwOET

pe emtuyio.

=r pther)

if (other.tag == "P
transtorm. GetComponentInParent<A
transtorm. GetComponentInParent<Mestk
GameManager.instance.lLevelComplete ();

) {

11.6 GAMEOVER.cs

H Aertovpyio avtod Tov cevapiov ivar vo aviyvedel TOTE AVTIKEILEVA LLE GUYKEKPIUEVES ETIKETEG
gloépyovtar o€ pa {dvn evepyonoinone. Otav éva avtikeipevo pe v KatdAAnAn etikéta pnet 6t {ovn,

TO GEVAPL0 EKTEAEL TIG 0KOAOVOEG EVEPYELES:
* EAéyyel v eTcé€Ta TOL E16EPYOUEVOL OVTIKEILEVOL LE L MOTOL ETIKETMV.

* Phryvel yio avtiotoryio GUYKpIvovTag TNV ETIKETA TOL EIGEPYOLEVOL OVTIKEWUEVOL e KAOE eTiKETA 0N

Alota.

Edv Bpebet avtiotoryia, 1o oevdpio evromilel to avtikeipevo GameManager 6tn 6Knvi] Ko EVEPYOTOLEL T
péBodo GameOver tov. AvTd GLVNOMG XPNCLOTOLEITAL Y10 VAL ONADGEL TO TEAOG TOL TTOLYVIOOD OTAV

OGLYKEKPILEVO OVTIKEIIEVO LE EOTKES ETIKETEG E10EPYOVTOL 6T LDV EVEPYOTOINGNC.
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UnityEngine;

11ider other)

t in tags) {
other.tag == st)

rery () .GameCver ();

11.7 GAEMANAGER.cs

Av10 10 GeVapLo dadpapatilet Evav kpioo poro oe éva maryvidl Unity, kaBdg emPAénet pa evpeio
YKOpo amd epyacies dlayeipiong moyvidlon, OTMG OAOKAN PO EMITEI®V, KOTAGTACELS TEAOVG ToLYVIO0V,
YPOVOLETPN O KOl Avamapoy®yn Nxov. Agttovpyel og KeEVTPKOg KOUPOS Y10 TOV GUVTOVIGUO TOAADY
YEYOVOT®V TOL TTALYVIO0V, OTTWS TO TAYMLLO KO 1) ETAVEVOPEN TOL TTatyvidlov, N dlayeipion TV
KOTAGTAGEWDV TELOVG TOLYVIOL0D Kot OAOKANP®GNS ETUTEIOV, N TAPUKOAOVON O ¥POVOUETP®V Yo KAOE
eninedo Ko ToAAG GALa. EmutAéov, evompatdvel SuvaTdTNTES OVOTOPOY®YNS YOV Kol GTOLYEID SIETAPNC
xpNot Yo puOuicelg ko 0dnyies. ['a ) dnpovpyio oporlodv Kivcemv, to cevdplo Pacileton 6
BPAoONkn DOTween kot eivan emiong aueca cuvdedepévo pe otoryeio dtapnuions 0nwg banner kot
dwpnpioelg interstitial amd T1o oevéplo Advertisement.

dailPause, dailGamePlay, dailGameOver, diallevelComplete, pnblait, pnSetting, nextBtn, hrnBtn, sirenBtn;
=nPanel ;

ance.HideBanner();
stance.ShowInterstitial();
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11.8 PLAYERCOLLISION.cs

10 mayviot pov otnv Unity, avtd 10 6eviplo eivat vebivvo yio T SLEIPIoT TOV GVYKPOVCEMY TOV
ovpPaivovv pe tov yapoktpa tov waiktn. Kabopilel tov 1pomo oAANAETIdpaon TOV TOAKTY pE
OVTIKEIIEVO KOl CUUTTAIKTEG KOOMG TPOYwpPAEL oe dtapopa enimeda. Befoaidvetor 6Tt 0 maiktng mAnpoi
OLYKEKPILEVO KPLTHPLOL TPV TPOYMPTOEL GTO EMOUEVO EMIMEDO, OTMC TNV TOPOVGIN KOVTH GE GUUTOIKTEC N
TNV OAOKANP®ON 61OV emumédov. EmmAéov, diayeipileTor cuykpovGELS KATA TN SIUPKELD TNG TTTHONG KOt
TopEYEL KaBoONYNTIKA UNvOLOTO BACIGUEVA TNV TPOOOO TOV TTALYVISLOV.

level2Medic, level3Cat, leveldGirl, levelSBoy, level6Doctor, level 7BoyGril ;

t checkCompainonDistance =
g MsgForCompanionDistance =

other){

Instance.Level - 1} {

r.instance.LevelComplete ();
r.instance.lLevelComplete ();

~.instance.levelComplete ();

istance (transform.position, Temp.transform.positicn} > checkCompainonDistance) {
instance.Msg [Pr nstance.lLevel - 1] = MsgForCompanionDistance;
instance.ShowMsnB ing

instance.levelComplete ();
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12. FOR PLAYERCONTROLS

12.1 AIMBEHAVIOURBASIC.cs

e ot TO TOYVIdL, TO CLYKEKPIUEVO SCript YPNGIULOTOLEITOL Y10t TOV EAEYYXO TOV TPOTOV GTOYXEVONG TOV
YOPOKTAPO TOV TOUKTY). AlVEL TN SLVATOTNTO GTOV TTOUKTT VO GTOXEVGEL LE TO OTAO TOV 1] VO TPOGAPUOGEL
TNV OTTIKN TOL YOVia HEC® VOGS GTAVPOV 6ToOYEVONG. ETmAéov, mpospépel TV EMAOYN EVOALOYNG TOV
OUOV Kol 6TOYEVONG e SPOPETIKA TAAVH Kapepac. To script doyelpileTon S16popec TTLYES TNG
OTOYEVOTG Y10l TOV YOPOKTNPA TOV TOIKTY, CUUTEPIAOUPBOVOUEVOV TNG EVEPYOTOINGONG KOl OTEVEPYOTOINONG
NG GTOYEVON|G, TNG EVOALNYNG DMV, TNG ELPAVIGNS TOV GTAVPOV GTOXEVOTG KOt TNG TPOGUPLOYNG TNG
TEPIGTPOPNG TOL YOPAKTN PO PAGEL TNG TPOGOVATOMGHOD TNG KAUEPAS. XPNOULOTOLEL coroutines yio TV
eMiteELEN OLOADV LETOPACEMV HETAED TOV SLOPOPETIKMV KATOGTAGEDV GTOYEVCTC.

if (ControlFreak?2. Input.GetfxisRaw(aimButton) != @
{

StartCoroutine(ToggleAimOn());
2% ControlFreak2.CF2Input.GetfdsRaw(aimButton) == @)

StartCoroutine(ToggleAimOH+());

canSprint = !aim;

if (aim &% ControlFreak?. Input.GetButtonDown (shoulderButton))

aimCamlFfset.x = aimCamDffset.x

aimPivotOffset aimPivotOffset.)

behaviourManager .GetAnim. SetBool (aimBool, aim);

12.2 BASICBEHAVIOUR.cs

AVT6 10 GEVAPLO EMTPEMEL GTOV TTAIKTY VO EVOALAGGETOL LETOED SLOPOPOV OPAGEDV, OTMC TO TEPTAT L,
10 TpEEI0, TN 6TOYEVOT Kot AAAEG. AKOAovBOVV Ta KVPLa oToLXElD Kot AELTOVPYiEG auTOV TOL ceVapiov:

12.2.1 BASICBEHAVIOUR class:
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*  Awyepileton Vv TpEYOVCO EVEPYN N VITEPKEIUEVT) CLUTEPLPOPA TOV TTOAKTY).

* TIeprhopPaver puBuicelg Kot Kowvég AEIToVpYieg TOL YPNGIULOTOOVVTAL OO OAEG TIG GUUTEPIPOPES TOV
oK.

*  Tlopéyel avapopés oe GLOTATIKA TOL TOIKTN OTTMC 1 KApepa, 1 kivnon, 1o Rigidbody kot GAra.

*  Xepileton v €lcodo yia oplovtia Kot Kabetn kivion kot tpé&yto.

*  EAéyyer to medio ontikng yoviag (FOV) g kdpepag Tov moiken.

*  Evtonilet av o maiktng Ppickeror 610 £d00C.

*  KoaBopilel Aettovpyieg yio TNV €yypaen, KOTOYpOQPY|, OTEYYPUPY|, VTEPKAAVYT KOl OVAKANON
GUUTEPLPOPDV.

*  Awyepiletor Tpocmpvovg KAEWDMDUATO GUUTEPIPOPAS Y10 LETAPAGELS OTIMG TO GALLA 1} 1| GTOYELON.

o TIeprhapPaver Bondntikég Aettovpyieg yio Tov EAeYY0 av 0 TOIKTNG TPEYEL, KIvEiTan Kol GALQ.

12.2.2 GENERICBEHAVIOUR CLASS (ABSTRACT):

o Amotelel T PAon Yo OAES TIG CLUTEPLUPOPES TOV TOLKTY).

o [Tapéyet avapopés oe facikd cvuotatikd, OTmg To Animator kot tov dwuyepiotn BasicBehaviour.

o AvabBétet Evav pHovadikd KOdKO GUUTEPLPOPAS Yo KAOE £101KT KAAGT CLUTEPLPOPES TOL TPOEPYETAL OO
aTo.

o Emitpémel otic mapdywyeg copumeptpopés va Kabopicovv av emTpémeton 1o TpEELO.

Boowd, to BasicBehaviour cuvtovilet Tig cupumepupopég Tov Taikn, Tic vepyomolel/anevepyomotet Kot
dwyepiletan Tig petafdoelg avapesd tovg. To GenericBehaviour Asttovpyet og TpdTLTO Y100 OAES TIG
CLUTEPUPOPES TOV TTOUKTY, TPOGPEPOVTOG KOWEG AELTOVPYIKOTNTEG KO VINPETOVTOS MG APETNPIN Y10
TPOGUPUOCUEVEG CUUTEPLPOPES OTWG TO TEPTATN O, TO TPEEILO KOL 1) GTOYELON).

Ta cevdplo TPocaPUOGUEVNS CLUTEPLPOPAS KANpovopovy artd to GenericBehaviour kot opilovv v
LLOVOSIKT] TOVG AELTOVPYIKOTNTA Y10l SLUPOPES KATAGTAGELS GTO TTOLYVIOL, OTMG TO TEPTATN LA, TO TPEELLO Kot
n otdyevon. To cvomua vrootpiletl eniong TNV TPOCWPIVY] LIEPKAAVYT CUUTEPIPOPDV Y10 IPACELG OTMG
GTOYELON 1 TO GALLOL.

/\

layerCamera
turnSmoothing
at sprintFOV =
ing sprintButton

c camScript;

behaviours;
rerridingBehaviours;

r3 colExtents;

t GetH { get

at GetW { get { return v; } }
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12.3 FLYBEHAVIOUR.cs

To ev AOYy® ceviplo eAéyyel T cvoumeprpopd tmong o€ éva moryviolt Unity. AkolovBolv Ta kOpia
GLOTOTIKA TOV KO O TPOTOG AEITOVPYING TOL:

12.3.1 FLYBEHAVIOUR CLASS:

*  KAnpovopei and to GenericBehaviour, dnidvovtog 0Tt amotedel Lo GUYKEKPIUEVT] GLUTEPLPOPH TOV
oK.

e AwyepileTon T GLUTEPLPOPA TTNONG TOL TOLKTY, EMTPEMOVTOG TNV EVOAAAYT] LETAED TV
KOTOGTACEWDV TTNONG KO LT TTTHONC.

* TIpoc@épel TOpaUETPOVS OTTMG TO KOLUTL TTHONG, TV TaXVTNTA TTNONG Kol TIC TEPLOPICUEVES KADETEC
YOViEG.

*  Awyepileton TIg £16O00VE TOV TOIKTN Y0l TNV EVEPYOTOINGN NG KATAGTUGNS TTNOTC.

*  PuOuiler m Popdra 6TV 0 TAIKTNG TETAEL Y10 VO EMTPEYEL TV ELELOEPT Kivi o™ GTOV 0EPOL.

s Awyepiletor ™ petatonion g Kapepag Kot v katevBuvvon tov collider avdioya pe tnv katdotoon
TTHONG.

*  Tpomomoiel to oteped ocwpa (rigid body) Tov maiktn pe SLVAUELS Yia TOV EAEYYO TNG KIvNoNG TOV GTOV
aépaL.

*  TIpocapuolel Ty mepIoTPOoPt] TOL TOIKTN Yo Vo TIPLALEL e TNV KATEVOVVON TNG KAUEPAS KOTA TNV
TTNON.

*  AvtikaBiotd Vv Bacikn péBodo OnOverride tng Pacikng KAdong yia va eEacpaiioet 0TL 1) KOO
katevBvvon tov collider eivar cworty.

*  Ylomotet v cuvdptnon LocalFixedUpdate, n onoia dwoyerpiletan tovg unyavicpovg Ttnong Kot v
kivnomn tov moiktn Katd 1N OdpKeld TG TTHONG.

*  Opiler T ovvaptnon Rotating, 1 omoio TePIGTPEPEL TOV TOUKTY Y10 VO TOLPLALEL LLE TN COOTY|
TPOGUVATOAGHO PAcEL TG KatehhLuVoMG TG KAUEPAS KoL TG EIGOJ0V.

12.3.2 GENERICBEHAVIOUR CLASS (ABSTRACT):

o Acsutovpyel o¢ M Pactkr] KAAGT Yo OAEG TIG GUUTEPIPOPES TOV TOLKT).

o TIpoceépel avapopés e KpioLo GLOTATIKA, OT®G TO Animator Kot TovV Sl(EPIoT
BasicBehaviour.

o AvaBétet Evav povadikd KmOKO GUUTEPIPOPAS GE KAOE KAAGT GUUTEPLUPOPAS TOL TPOEPYETAL OO
auTr).

e Atvel m duvatdHTTO OTIS TOPAYMYES GUUTEPLPOPES Va. kKaBopicovv edv emiTpémeTar T0 TPEELLO.
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v Tpaén, ovTo TO GEVAPLO EMTPENEL GTOV TTOUKTT VO EVEPYOTOLEL TNV KOTAGTOCT TTHONG TATMOVTOS £Vl
OPIoUEVO KOVUTE. TNV KATACTOCT TTTHONG, 0 TaikTng pmopel va KivnOet eledBepa otov aépa, Kot 1 Kapepa
KaB®G Kol 0 TPOGOUVOTOAICUOG TOV TOUKTN Tposapuolovtal avdioya pe Ty KatevBvvon g kivnong. To
oevaplo dtayelpiletal TOvg UNYOVICHOVE TTHONG, CLUTEPIAAUPAVOUEVTG TG TOYVTNTOS KIVIONG KOt TOV
TPOGUVUTOAIGLLOV TOV TToUKTT, Kot €EAcPAAIlEl OUOAEC peTABACES LETOED TV KOTAGTACE®V TTONG KO [N
TTHONG.

| behaviourManage rriding()
rdanager.GetDefaultBe
behaviourManager . Unlock TempBehaviour(behaviourManager . GethefaultBehaviour);
behaviourdanager. GetiigidBody. useGravity = [fly;
if (fly)

{

behaviourManager. RegisterBehaviour( .behaviourCode) ;

}
glse

col.direction = 1;

behaviourManager. GetCamScoript. ResetTargetffsets();

behaviourManager. UnregisterBehaviour( . behaviourCode);

fly = fly && behawiourManager.IsCurrentBehaviowr( . behaviourCode);

behaviourManager .Getinim. SetBool(flyBool, fly);

12.4 MOVEBEHAVIOUR:.cs

Av16 10 5EVAPLO EAEYYEL TNV Kivnom evdg yapaktpa og éva matyviolt Unity. AkolovBel meprypaen g
Aertovpyiog Tov:

12.4.1 MOVEBEHAVIOUR CLASS:

o Kinpovopet amd to GenericBehaviour, tpocdiopilovtag 6Tt amotelel piol GOUTEPIPOPE TOV TOUKTN
Y10l TO TTEPTATN IO, KO TO TPEELLO.

o Awyepiletor v Kivnomn Tov YopaKTNPO, COUTEPIAAUPAVOUEV®V TOV TEPTATHILATOS, TOV
Tpe&ilaTog Kot Tov TNONUOTOG,.

e TIpocpépel TapapéTpoug OTmG ToYOTNTO TEPTATHUATOC, TAYOTNTO TPEEILOTOG, TOVTNTA OTTPIVT,
VYOG TNONUATOG Kot pLOLUGELS OYETIKEG LE TO AL
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o Awyepilerar Tic £10660VG TOV TAIKTY), GUUTEPIAAUPOVOUEVOV TOV TNONUATOG KO TOV OALLYDV
TaYOTNTOG AOY® E1IGO0WV 1| GAA®V TOPAYOVTOV.

o Ilpocapuoletl Tig TapapETPOVE Kivnong e avipane kO Vag ToV Tk, OTMS TV TOYVTNTO
kivnongc.

o  Eléyyel v mepLoTpOoen TOL YOpaKTNPO Y10 Vo Taptalel pe TV katevhuvon g Kapepag Kot Ty
€10000 TOV TTaKTY).

e Aviyvedel GLYKPOVGELS Yo VO TOTODETHGEL TOV YOPAKTIPO GTO £00LPOG KOl VO TPOGAPLOCEL TN
CLUTEPLPOPE TOV TTAIKTY AVAAOYA LE TNV KOTAGTOON EML TOL £3APOVC.

12.4.2 GENERICBEHAVIOUR CLASS (ABSTRACT):

e Amotelel ) Bdomn yio OAEG TIG GLUTEPLPOPES TOV TTOIKTY).

e AtvelrtpocPacn og Beperldodn otoryeia Onms To Animator kot tov dwyelpioty) BasicBehaviour.

o  KoabBopiletl évav povadikd koo GUUTEPIPOPAS Y10 KAOE GLYKEKPLULEVT KAGOT) GUUTEPIPOPAS TTOV
TPOEPYETOL ATTO OLTY).

e Emupénel o1 mTapdywyes cupmeplpopEs va kabopilovy av ETITPENETAL TO GTPIVT.

2TV TPAKTIKN EQAPLOYT], CLTO TO GEVAPLO EMITPEMEL GTOV YOPUKTNPO TOV TOIKTN VO KIVELTOL, VO TNodEel Ko
va eAEYyEL TNV TaxOTNTO Kiviiong pe Paomn Tig evioAég Tov xelptoth). Alayelpiletor Spopeg KATAGTACELG
kivnong, 6Tm¢ to mepmATO Kol TO TPEELIO, dtoyepileTol TOV TPOGOVOTOAIGUO TOV TTAIKTY, TIG
TAPOUETPOVG TNG KIVNONG KOL TNV AViXVELCT] GLYKPOVGEMV Y10 VO EEAGPAAIGEL OTL O YOPAKTNPOG ETVa
otafepd 6T0 £801p0G Kot supmeplpépetol cwotd. To oevdplo cuvepydleton pe Tic kKAdoelg BasicBehaviour
kot FlyBehaviour ywo va dnpovpynoet éva mAnpeg cOot e Kiviong tov yapaktipa 6to matyviot Unity.

rt()

jumpBool =
groundedBox
behaviourManage

.behaviourCode) ;

ntrolFreak2. it . GetButtonDown{jumpButton) &% behaviourManager.IsCurrentBehaviour( .behaviourCode ! behavicurManager. IsOverriding())
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13. XTI'MIOTYIIA ITAIXNIAIOY (SCREENSHOTYS)
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Figure 2 Black Hero Flying 2

Figure 3 Black Hero Standing 1
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Figure 5 Black Hero Flying towards Mission point
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Figure 8 Trying to catch criminal

Figure 9 Talking with NPC
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Figure 11 Starting to fly
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Figure 14 Red hero standing
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Figure 15 Red hero running
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Figure 17 Watching van for criminals

Avartuén Tplodiaotatou Mavidiol pe Yrepnpwa 39




XatlneuAoynuévoc "'ewpyiog

MetatrTuxiokn Aiatpin

Figure 19 Following biker
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MetarmTuxiakr Alatpii

YYMIIEPAXMATA

H Unity amotelel £va EKTETOUEVO TOKETO TOV TPOGPEPEL GTOVS TPOYPOUUOTIOTEG TV
gvkapio vo YAOTOGOoVV To d1kd TOVG Opopa 6Tov Y®Ppo Twv 2D 1 3D mayvididv pe
oyetikn evkoAio. H Unity Egxwpilel og pio amd Tig Kopueoies TAATOOpUES avATTUENG
Ty VooV, wiaitepa v Android kot i0S. Mg v o tpdG@atn EK6061 TNG Kot TNV
EVIOVT ELLPOCT GTO OTTIKO TUTLO, AVOUEVETAL VO, OTOKTI|GEL GTLLOVTIKT TOPOVGIa
TOGO GTOVG VITOAOYIOTEG OGO KOl GTIG KOVOOAEG ToVIOI®V, KaOMG amevBhveton TG0
o€ aPYAPLOVE OGO KOl GE O EMOEEIOVE TPOYPOUUOTIOTEC.

"Eva onpovtikd otoyyeio mov kabiotd t Unity mo tpocfaoiun ivol o mAovtog tev
SBECIU®Y 00N YLDV Kot 00N yL®dV Tov umopovv va Bpebotv online, kabmg kot 1
duvapukn kowvdtnto tov Community Forum mov mopéyet QUeEST) KOl ATOTELECUATIKY
BonBeta. H dwpedv £xdoon e mAatpoprog, Kabdg Kot 1 evpeio vrootnpEn
TOALOTADV TAATPOPUAOV, TNV KOOIGTE £EAPETIKG OSNUOPIAT HeTAED TV KPOTEPOV
eTOPLOV avaTTLENG GE o fropnyavic Toyvididy Tov PpickeTol 6 GuveN
avamTuén.
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