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ANAIITYZEH BINTEOITAIXNIAIOY XE MHXANH UNITY
I'TA ANDROID XYXKEYEX

Iepidnyn

2KomdG OTNG TNG TTVYOKNG EpYaciag ivor  yvopipio Kot 1 avamtogn Prvteomoryvidtond
oe mhot@dpua Unity. Tlapakdte yivetor mapovoioon tov moryvidlov Kabmdg Kot Tmv
fnudtov mov mpaypatomombnkav yiwo TtV vAomoinon tov. Avty mepieAdpPoave
EYKOTAOTOON TOL OTAPOITNTOL AOYIGHIKOV, OYESIOCT YPOPIK®V, OVATTLEN KMOOTKO
TPOYPOULOTIOUOD Kot oKL TG epoppoyng og android cvokevn. Ta v kaAddtepn
nePLYpaP] TOv  BEUATOG, NG EUEAVIONG KOl  AEITOLPYIKOTNTOG 1TNG  EQOPLOYNG
nopatifovrar screenshots kobBdc kor kddwag pe Aemtouepn emeEnfynon. Emiong
avaQEPOVTOL TPOPANUATO TOV EUPAVICTNKAY KOTE TN OSIPKELNL TNG VAOTOINGONG KOl O

TPOTOG AVTULETOTIONG TOVC.

Ewova 1-To icon Tou matyvidiou
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1.LEIZATQI'H

Ady® EAAEWYNC TPOYEVESTEPNG EUTMEPIOG GTNV OVATTVEN EQUPUOYDV GE TAUTPOPLLO
Unity, amogdoica va emrekteivod éva vrdpyov moyvidl. To mouyvidt avtd ovopdletot
‘Flappy Bird’, oto omoio o maiytng Kotd ) didpkela ¢ ntRong npocmadel vo mepdoet
avapeca amo dVo GOAVES ol omoiot aAldlovv cuveymg unkog. Eival mold gvkoro o1
xPNoM 1oV, KaB®OG amotel To AU EVOC LOVO TANKTPOL KaBOAN T Otdpked tov. O
oKomdg Tov givarl va dtovubel 660 10 duvatdv peyahdTEPT] OTOGTAON KOl KOTE GUVETELL
va emtevdel vymAdTEPO GKOP.

Yndpyovv dSuaeopor Adyor mov eméAeEo TO GLYKEKPUEVO Touyvidl yio 1
SmA®UOTIKN pHov gpyacio. Apykd, 0Tav elxe KUKAOPOPNOEL €lye TEPACTIO ATNYNOT KO
NUOVV KL €Y® £VOG OO TOVG TOAAOVS TTOV ELYOV APLEPDOGEL APKETO YPOVO TPOSTAHDVTOG
VO GNUEIMGOVY 0G0 TO duvatdv VYNAOTEPO okop. Emiong nuovv mepiepyog yia tov Tpdmo
Kot TN OvokoAie TG vAomoinorng tov. Télog, pov @AvnKe TOAD €VOLPEPOVLGO M
onpovpyia pog SopopeTIKNG EKO0YNG EVOS TOGO dNUOPIAOVS Tty vidtoD, Ue TIG QAAAYES
7oV €l OKEPTEL EVAO NUOLV OKOWO TOTKTNG.

Ot TPOMOTOMNGEIS GE GYECN LE TO aPYIKO TOLyVidl apopobV TOGO TNV EUPAVIOT
0G0 Kol TN AEITOVPYIKOTNTO. ZVYKEKPILEVOL:

e Toa ypopika.

e H octadwokn oAloyn TG ToydTNTOS TOV TTALYVIOOL Kol 1) amOCTACT UETOED TV
cOMVOV, oEAvovTag £T61 Kot T SVGKOALN.

e H mpocOnkn pkpng 01dpkelag kotd TV omoio 01 COANVEG AALALOVY YPOU KOt O

YOPOKTNPOG UTOPEL VO TEPAGEL OO LEGO TOVG YWPIGC VO YACEL.



1.1 T givor To Loywopko android

To Android givat Aettovpytkd GVGTNIA Y10 GLOKEVEG KIVIITHG TNAEP@VIAG TO 0010 TPEYEL
TOV TUPHVA TOVL AEITOVPYIKOV LiNuX. Apyikd avarntoyOnke amo tnv Google kot apydtepa
a6 v Open Handset Alliance. Enttpénet 6Toug KOTOoKELOOTEG AOYIGUIKOD VO,
oLVOETOVY KMOAKO LLE TNV XPNON TNG YADOCOC TPOYPOUUOTIGHOV Java, eEAEyyovtag TV
oLoKEVT HEG® PA0ONK®Y Aoyicpkoy avertuypévov amd v Google. To Android
etvat katd kOplo AOYo oxeS10GUEVO Y10L CLOKEVEG LE 000V aPG, OTTMC Ta EEVTTVaL
TNAEPOVO KOl TO TAUTAET, LE OLAUPOPETIKO TEPPAALOV XPNOTG Y1 TNAEOPAGELS,
avtokivnta Kot pordyla xepdc. [apdro mov €xet avamtuydel Yo cuoKeVES pe 000V
apng, £xel xpnoponoindel oe KOVGOLES TALYVIOLDV, YNOLOUKEG POTOYPOUPIKES UNYOVECS,
ocvvnbispévoug H/Y kot oe dAdec nhektpovikég cvokevég. To Android eivar o mo
EVPEMG OLUOESOUEVO AOYIGHIKO 6TOV KOGHO. Ot cuokevég pe Android £yovv meplocdTepeg

TOANGELS 0o OAeg Tig ovokevég Windows, 10S kot Mac OS X padi.

H npotn mapovciaon e mhatedppag Android éywve otig 5 NoguBpiov 2007,
TopAAANAQ e TV avakoivoon tng idpvong tov opyaviopob Open Handset Alliance,
pog kowvompaiog 48 TNAETIKOIVOVIOK®V ETAPLOV, ETOPIOV AOYIGHIKOL KOOMOS Ko
Kotookevng hardware, ot omoieg eivan apiepopéveg oty avamtoén kot eEEMEN avoryTdv
TPOTUTMV GTIG GLOKELES Kvn TG TMAspovioc. H Google dnpocievoe to peyaidtepo
uépog tov kKmdtko tov Android vid Tovg 6povg g Apache License, pog eledbepng
adeag Aoyiopkov. To Aoyotumo yia o Asttovpykd cvotnuo Android ivon Eva poundt

o€ YPONO TPAGTVOL UNAOL Kot oyeddotnke and T ypapictpia Ipiva Marok.

H televtaia £ékdoon kaAeitar Android 9.0 Pie ko oépvel onpavtikég aAloyés, Onme to
Adaptive Battery kot 1o Adaptive Brightness. Eniong, oto Android 9.0 Pie vrépyet éva

V€O GUOTN O TAONYNOTG LE EVa LepOVOUEVO Kovuni home.
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Enionpec exddoeig android kot nuepopunvieg mpdTNg KVKAOQOPIng

N/A

Cupcake

Donut

Eclair

Froyo

Gingerbread

Honeycomb

Ice Cream Sandwich

Jelly Bean

KitKat

Lollipop

Marshmallow

Nougat

Oreo

Pie

1.0

1.1

15

1.6

20-21

22-223

23-23.7

3.0-3.26

40-4.04

41-431

44-4.44

50-511

6.0-6.0.1

7.0-7.1.2

8.0-8.1

9.0

23 ZemrrepBpiou 2008

9 deBpoudpiou 2009

27 AtrpiAiou 2009

15 ZemrrepBpiou 2009

26 OkTwppiou 2009

20 Maiou 2010

6 AekepBpiou 2010

22 ®eBpoudpiou 2011

18 OkTwfpiou 2011

9 louAiou 2012

31 OkTwpRpiou 2013

12 NoepBpiou 2014

5 OkTwfpiou 2015

22 AuyoucoTou 2016

21 AuyouoTou 2017

6 AuyouoTou 2018

11-13

14 -15

16 -18

19-20

21-22

23

24 -25

26-27

28
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https://el.wikipedia.org/wiki/Android_Donut
https://el.wikipedia.org/wiki/Android_Eclair
https://el.wikipedia.org/wiki/Android_Froyo
https://el.wikipedia.org/wiki/Android_Gingerbread
https://el.wikipedia.org/wiki/Android_Honeycomb
https://el.wikipedia.org/wiki/Android_Ice_Cream_Sandwich
https://el.wikipedia.org/wiki/Android_Jelly_Bean
https://el.wikipedia.org/wiki/Android_KitKat
https://el.wikipedia.org/wiki/Android_Lollipop
https://el.wikipedia.org/wiki/Android_Marshmallow
https://el.wikipedia.org/wiki/Android_Nougat
https://el.wikipedia.org/wiki/Android_Oreo
https://el.wikipedia.org/wiki/Android_Pie

H ITpdt éxdoon tov android kukhoeopnoe otig 26/9/2009 kot ta €ENG YAPUKTNPIGIKOL:

e [Ipoeykateotnuéves epappoyéc omme playStore kon gmail

H Agbtepn éxdoomn tov android kukhoedpnoe otic 26/9/2009 pe tv ovopasio Eclair ko
10, €ENG XOPAKTNPIGIKOL:

o Ilepiocdtepn pvnun

e IIpocHnkn Javascript Engine otov Chrome
e  MeyoAbtepn 0CQAAELN KOITKDOV

e  Ymnootmpi&n yia to adobe Flash

o  Ymoompi&n o€ peyaAvtepeg 006veg

e Avvorotnto copy/paste

e  BEukoAOTEPT GLYYPAPT KEWLEVOL

H Tpitn ékdoon tov android kvkhopdpnoe otig 18/10/2011 pe v ovopacio
Honeycomb kat ta e€0g yopakTnpioko.:

o Xuvoesoyomnta pe USB e&aptmpota
e  YmoompiEn eEmTtepkon TANKTporoyiov
e Beltiopévn vrootpién oto Hardware

o  MeyaAhtepo EAEYYO GTOVG TPOYPUUUATIOTES



H Tétaptn ékdoon tov android kukhoedpnoe otig 18/10/2011 pe tmv ovopacio Ice
Cream kot ta. €€N¢ YOpOKTNPICIKAL:

e AmnevBeioc mpdsfacn o€ ePaprOYES amo TV 0006V KAEWODUOTOG

e Beltiwoeig oto Ul tov hardware

e Amoldtepo user interface

¢ BeAtiotonoinon tov kKAeddpotog 006vng pe ) yprion widget support
e Opoadomoinomn unvopdtov

o MeyaAbtepn YOPNTIKOTNTO GTIG LOPPES EOOTOCEMV

H ITéunt €éxdoon tov android kukhogdpnoe otig 12/11/2014 pe v ovopacio Lollipop
KoL ToL €61G (OPOKTIPLOIKOL:

e [Ip6cPaomn oto menu ypiyopwv pubuicemv, amd v 006vn KAEWOUATOG
e Awpopewon ypnyopwv pubuicemv

e [IpocHnkn mpoctaciog GLGKELNG

e Ilpayupatomoinon kAnocewv pe nyo HD

e "Hyog vynng gvukpivelog,

e Evepyomoinon g Aettovpyiog mpotepardTnTog

HExktn ékdoom tov android kvkhopdpnoe otig 5/10/2015 pe v ovopacio Marshmallow
KoL ToL €61 YOPOKTIPLO UKL

e Ymootmpién USB Type-C

e Emotpoen tov Silence Mode

o  Mobviun gppdvion tov gpyoreiov Copy-Paste emdvm amd to Keipevo

e Avvatotnta puOong Tov oL oe dlopopeTiKA enineda yio multitasking (Myog

KGNS, MX0G EQOPHOYNG, M)XOG EDOTOMGEMV)


https://el.wikipedia.org/wiki/Android_Marshmallow

o  Kdabet eppdvion epapproyodv pe duvatdtnto avalntnong Kot ETGHHOVONG
YO UEVOV
e  Epedavion 6Awv tov emloydv otic Pubuiceig

e Néa Alota epedviong g kataviloong wiuns RAM yuo kdbe epappoyn

H’EBdoun ékdoomn tov android kukhopdpnoe otig 22/8/2016 pe v ovopacio Nougat kot
T €ENG YOPAKTNPIOIKAL:

e uevol ypryopmv pulpicemv Kot ot EL00TOMGELG
o [loAramAd mwoapdBupa

e Asgitovpyio anddoong

H Oydon éxdoon tov android kvkAopopnoe otig 21/8/2017 pe v ovopacio Oreo kot ta
€ENG YOPOKTNPLOIKOL:

e Picture-in-picture

o Autofill API

e Kavéi eidomomoemv

e Snooze £100TOMNGE®V

e Background limits

e Neo design 610 pevov pvbuicemv
e Neo design 610 pevoL pmatopiog
o 'E&umvn emloyn kelpévou

e Avtopoato Wi-Fi

e ['pnyopotepo boot

e Koalvtepo performance

e Koalvtepo Bluetooth
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H Evatn kot televtaio péypt onpepa ékdoon tov android kukropopnoe otig 7/8/2018 pe
v ovouoacio Lollipop kot ta e€ng yopoaktnpiowa:

e Tn Aettovpyio Adaptive Battery, | omoia divel TpotepatdTNTO GTNV KOTAVOAMON
G Umatopiog HOVO Yo TIG EPOPUOYES KoL TIC VINPEGIES TOV (PN GLUOTOLEL
TEPLOCOTEPO O YPNOTNG, KAEIVOVTOG TAVTOYPOVA OAES TIG VITOAOUTEG EPUPLOYES
nov "tpéyovv" oto background.

e Tn Aettovpyia Adaptive Brightness, 1 onoio pabaivel tog va tpocapudlet v
QOTEWVOTNTO TNG 006VNG avdloya pe to mepailov.

e To App Actions mov fonbovv To ¥pNoTN VO TPUYUOTOTOIEL TNV EXOUEVT EVEPYELDL
TOV 7o Yp1yopa enedn Ba avrihapuPdvovtal Tt axpiPag BEAES va KAVEL.

e H guopdvion kou n epmepia ypriong yiverat o €0KOAN LE TO VEO GVGTNLLA
mAONyNoNS.

e To Android Dashboard, 1o omoio Ba deiyvel oTov xprot avarvtikd t6Go xpovo
E00EVEL GE CLYKEKPLUEVEG EPAPLOYES, TOGES POPES, Eekdeldwae To smartphone
Kot TOGES E100TOMGELS EAAPE KOUTA TN SLAPKELL THG NUEPOS.

e To App Timer gtvon éva epyaireio mov Ba Tov emtpénet va B€tel xpovikd
TEPLOPICUO GTNV ¥PNON HOG EQAPLOYNGS, Oa ToV g100motEl OTav PTdvel 6TO Oplo
mov £xel B€oet ko Bo PETATPETEL TO EIKOVIOLO TNG EPAPLOYNG GE AGTPOLOVPO YLl
va Tov 10 Vevhupicet

e H \ertovpyia Wind Down Ba evepyomotei to Night Light 6tav oxotewvidlet, Ha
Baler tnv cvokevn oe Do Not Disturb mode kot Oa petatpénet tnv 006vn oe

AGTPOLLOLPN TNV DPA TOV £XEL ONADGEL 0 ¥PNOTNG OTL Bpicketal oTo KpePdr.

11



1.2 Unity ka1 Katnyopies mayvioi®v

H Unity sivor pio pnyov ovamtoéng mMAEKTPOVIKGOV Toryvididv, O1eddotatmv 1
TPLGOAOTATOV, GUUPOTOV HE TOAAEG TAOTPOPUES, OTMC VITOAOYIOTEC KOl KvnTd UE
hoytopko Android 13 10S.

O ypnomg umopet vo fAénel 6o VAOTOLEL G€ TPAYUOTIKO ¥pOVO Kol £TGL pmopel
kot {er To mouyvidl v @pa mov to onpovpyel. ‘Eva peydio mieovéktnua givar 0Tt
TPOGPEPEL TOAAEC EMAOYEG KOl OLVATOTNTEG MGTE T OVTIKEILEVO KO Ol YOPUKTIPES VO
QIOKTNOOVVY TH GLUTEPLPOPA TTOL BENEL 0 yprotng. Eniong n obvdeor| tov pe code editors
o6mwg to Visual Studio kot o evoopotopuévoc MonoDevelop mov mpoc@épetl evkoiio ot

EYYPAPT KOOKA Y10, T GOGTH AELITOVPYIO TOL TOYVIOIOV.

Photos - Unityenginelogojpg

Qunity

Ewkova 2-To AOyOTUTIO TOU TPOYPAULATOG Unity
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H npidn ékdoon tng Unity mapovoidotnke 1o 2005 kot fTov dabdeoiun Hovo yia

hoyopka OS X.

To 2007 mapovcidotnKe 1 de0TEPT £KOOOT LE VEEG duvOTOTNTEG Ko e Tov Unity Asset
Server amo tov omoio ot ¥pNoTES LIopovV va katealovv LAKO To omoio gival cupuPatod

ue to Unity.
To 2009 n Unity vrootnpilet moryviota coppatd pe o Windows tg Microsoft

To 2010 mapovoidotke N Tpitn ékdoorn M omoia gixe cvpPatdmra pe android cuokevég

Kot Ayo apyotepa ot ekd6cel; 3.4 ko 3.5 vrootplav ypagika 3D

To 2012 xvkhopdpnoe 1 TéToptn £kdoom 1 onoia. propovce va vrootnpi&et 64 bit

epappoyés oto 10S

TO 2015 xokho@dpnoe 1 [TEuntn ékdoom kot TAEOV VILAPYOVY TAPA TOALES EKOOGELG OL

omoieg £(ovv TNV ovouacia TNG XPOVOAOYIOG TOV KUKAOPOPNGOV Kol OVOVEDVOVTOL KAOE

pnva.

H tehevtaia £ékdoon tov Unity givat couforth pe ndpa ToArEG TAATQOPUES SLAPOPETIKOD
€100VG 01 0TTOIEC AVIKOVV GTIC KATNYOPIES TMV VTOAOYICTAOV, TMV KIVITMOV GUGKELOV, KOl

TOV PVTEOTOLYVIOUDY GE KOVOOAES.

Y& avtég TIc Karnyopieg n Unity €xet cvpPatdmra ota e€ng:

Kuwntég ovokevég: Apple- i0S- Google- Android- Microsoft-Windows phone-Blackberry
Ynoloyiotéc:Windows-MAC-Linux

Kovooheg:Playstation 3-Playstation 4-Playstation Vita-Xbox One-Xbox 360-Wii

13



‘Etot Aowmdv pe 100eg emAoyég mov pag oiver n Unity avtiotouyo vrdpyovv morEG

Katnyopieg video games.Ot o S108£00UEVES Elval Ol TAPAKAT®:

e Sport games

e Role-playing games

e Action games

e Strategy games

e Indie games

e Adventure games

e Vehicle simulation games
e Serious Games

e Lan and online games
e Pcgames

e Console games

e Mobile games



1.3 Odnyieg eykaTdoTOONG TNG TAATPOPROS

Apyikd ypeldoTnKe Vo eyKOTAoTHo® TN mAoT@oppo tov Unity. Otov Oo dokiudost
KATO10G VO, £YKOTOOTNOEL TO TTpdypappa vadpyovv ot emhoyég Personal, Plus, Pro kot
Enterprise Edition. H emihoyr Personal Edition givol dwpedv kot givon opketq yo to
OTNHGIUO €VOC TToyVidoloD. Avtd mov TPEMEL Vo TPOCEEOVE EIVOL OTIC EMAOYEC TOV HOG
divel yio v gykatdotoon va dwwaéovpe ta Unity 5, 5, 1f1, to Standard Assets kot yio
va gykotaotodel To moyvidl og éva kivnto 7 tablet pe android Aoyiopkd v emioyn
Android Build Support. Av kdmolog 0éAel va. dnpovpynoel Eva moyvidt 6€ AOYIGUIKO
I0S Ba npémet va emré€er to 10S Build Support avtictorya.

AoV teleidoel N eykoTdotacn To dgvtepo Prpa evor va katefdcovpe o JDK
(Java Development Kit). Otav eykatéomoo to JDK 9 mopampnoo ott vanpye
dvoiertovpyia 6ty TPOSTAHOVCH VO TEPAGH TNV EPOPUOYN GTO KIVNTO OV, KATL TOL
dopBdnke pe to JDK 8. Towg awtd cvvéParve yroti to JIDK 9 giye poig xokhopopnoet
Kot 0gv glyov yivel yvootd té€totov gidovg mpofAnpata. Metd v gykatdotoon tov JDK
vdpyovv puOuicelc mov TPEMEL Vo Yivouv oYeTIKA pe avtd. Apyikd Aowmdv umaivovpe
010 akero Tov JDK mov Bpioketor péoa ota Program files 1 6mov éxovpe emiééel va 1o
amobnkedoovpe Kot avoiyovpe tov eakelo bin. ‘Emerta kdvovpe de&l KMk 6T0 £1KOVISL0
appletviewer kou motape properties. Exei Aowmdv kdvouvpe ovirypagn to location mov
eivon to (C:\Program Files\Java\jdk1.8.0_161\bin) kot peta mpémel va. dSNUIOVPYHCOVUE
dvo véa environments otov vroloyloty pog. o va yivel avtd anyoivovpe oto My
Computer matdpe to Properties, ot cuvéysia to Advanced System Settings kot téhog t0
Environment Variables. Exel péoa Lowmdv dnpovpyodue ta e€ng environments:
1.Variable name: path

Variable value: C:\Program Files\Java\jdk1.8.0_161\bin
2. Variable name: JAVA_HOME
Variable value: C:\Program Files\Java\jdk1.8.0_161
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Tpito Pua sivar vo gykataotioovpe tov Android SDK. 'Evac tpomog yia va
dovAéyet o SDK kau va yivouv ta katdAinio updates £wvar apob katefdoovpe To apyeio
umaivoope otov @akelo tools\lib kavovpe copy to apyeio SDK MANAGER ka1 ot
ovvéyelo paste otov @dkero tools. Mg vt ) Kivion av tdpo Kavovpe STAO KAMK 610
apyeio android.bat mov PBpicketan otov 1010 PaKeELO pog avoiyel To TapakdT® Topabvpo
omv ewkoévo 3 oto omoio umopovue va emAéEovue Olo ta updates mov pog eivon
amapoitnto. Avtd mov wpénel onmwadnmote va. kdvoupe install sivon ta e€nqg: Android
SDK tools, Android SDK platform tools, Android SDK build tools, Android SDK
platform xou Google USB driver.

Téhog Y vo. UTOPEGOLUE VO EYKATAGTIICOVUE TNV EPOUPLOYN GTO KWWNTO LG
TPEMEL OMOGONTOTE VO, EYOVUE EVEPYOTOMNUEVEG TIG EMA0YEG ‘Eviomiopog ceaipdtov
USB’ ka1 ‘Eykotdotaon péom USB’. Avtd guoikd StapEépovy amo Kivntd 6€ KIviTo oG

TPOG TO LEVOL ToV PpickovTat.

Android SDE Manager — [ |
Packages Tools
S-wwindowws

SDK Path: C:“Program Files\JAndroiditools_r

Packages

(1 Mame APl Rew. Status
~ [ Tools
(| Android SDK Tools 25.2.5 [F Installed
Android SDE Platform-tools 27.0.1 Es Update available: rew. 28
(I Android SODK Build-tools 28017 Mot installed
(| Android SOK Build-tools 28 Mot instolled
1 Lindroid SDK Build-tools 27.0.3 = Installed
(| Android SDK Build-tools 2702 Mot instalied
1 Android SDK Build-tools 2707 Mot installed
(I Android SDK Build-tools 27 Mot installed
(| Android SOK Build-tools 2603 Mot instolled
1 Android SODK Build-tools 26.0.2 Mot installed
(| Android SOK Build-tools 2607 Mot instolled
1 Android SDK Build-tools 26 Mot installed
(| Android SOK Build-tools 250.5 Mot installed
1 Android SDK Build-tools 25.0.2 Mot installed
(I Android SODK Build-tools 2507 Mot installed
(| Android SOK Build-tools 25 Mot instolled
1 Android SODK Build-tools 24.0.3 Mot installed
(| Android SDK Build-tools 2402 Mot instalied
1 Android SDK Build-tools 2407 Mot installed
(I Android SDK Build-tools = Mot installed
(| Android SOK Build-tools Z20.3 Mot instolled
1 Android SODK Build-tools 2202 Mot installed
(| Android SOK Build-tools 2207 Mot instolled
1 Android SDK Build-tools 2207 Mot installed
(| Android SOK Build-tools 21 1.2 Mot installed
1 Android SDK Build-tools 20 Mot installed
(I Android SODK Build-tools T 7 Mot installed
~ [JLC Teols (Preview Channel)
1 Android SODK Build-tools 28 rc2 Mot installed
(| Android SDK Build-tools 26 rc2 Mot instalied
~ L APl 28, P preview
BE Weoar OF intel x86 Atorm Systerm lmage e E Nat installed
w~ [ L Android @ (AP1 28)
Show: [ Updates/Mew [ Installed Select Mew or Updates Install 10 packages...
[ Obsoclete Deselect All Delete 1 package...
O

Done loading packages.

Ewova 3-Updates yia tov SDK Manager
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1.4 ligprparrov gpyaciog

3D

€ Unity 5.5.1f1 Pessonal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11>
File Edit Assets GameObject Component Window Help

= Center | @ Global

Hierarchy
| Shaded zllz0]] % <) @ x| | Gitmos -| @A [l ——

in Camera il
Directional Light G This folder is empty

Ads
Monetize your games

gl @

Analytics
Discover playet insights

Cloud Build
Build games fastec

Collaborate
Create together seamiessly

Performance Reporting
Discover app emors

8| 8| 8| B

In-App Purchasing
Simpiify cross-platform AP

Multiplayer

Ewova 4-MepBdaArov epyaciag Unity 3D

2D

<) Unity 5.5.111 Personal (64bit) - Untitled - New Unity Project 1 - PC, Mac & Linux Standalone <DX11> - X
File Edit Assets GameObject Component Window Help

(& 4 S HFB) [cene]6cibal

3 Project
|craes| @ |a&
v € untitled ¥ /Favorites Assets
LB e Al Materi
©All Madeld This folder is empty

©L Al prefab,
(©L Al Seript:

Soto Dashboard [

Ads

Manelize your games

Analytics

Discover player insights

asinize O Play | Mute Ausio | Stats | Gizmos ~
L = Cloud Build

Build games fester

Callaborate
Create together seamlessly

Performance Reporting
Discover app errors.

In-App Purchasing

Simplify cross-platform 1AP

Multiplayer

g
0 T4 NG

Ewova 5-MeppdaAlov epyaciag Unity 2D
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1.5 PvOpiceig g mhat@iéppag Unity

e avtd 10 KePALato Ba dovue Tt xe1dleTON VoL KAVOVUE TPV EEKIVIIGOVUE VO, PTIAYVOLLLE
TO TTOYVIOL oG,

BHMA 1: Avoiyovpe to Unity ko emiéyovpe File-Build Settings xoi Android
€101 ®oTe vo oAAGEEL To TepBdAlov kol vo glvol cupPatd Yo TNV EQOPUOYT| TOL

Bélovue va ptidEovpe o Android.

<Q 55.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11> .
File Ec Build Settings

[ collas - L& W Accounc - I Levers < Miarout -
-= © Inspector Services

a =
[EIEYES Goto Dashibvoard [
s

Scenes In Build

“F Scen
Shaded

Main Camera

] mofrooms New Unity Project (2)

Q
O Al Seripts SERVICES
" Assets | .
you a suite
crealing games, increasing productivity and
‘managing your audience.
Add Open Scenes
SERVICES =
Platform
Ads

@, PE, Mac & Linux Standalonsed) E i

Monetize your games

#/ android Testurs Compressian
Build System Incernal (D efault) :
Bk o B e o Analytics
el il a Discover player insights
® 1y oS Autoconnect Profiler

Script Debugaing

a g Tizen Cloud Build

@ Xbox One Build games faster

PS Vita

Switch Platform | [Player Settings.

Learn abut Unity Cloud Build

Collaborate

Greate together seamlessly

Performance Reporting

Discover app errors

In-App Purchasing

Simplify cross-platform 1AP

- Multiplayer

12:45PM
2018

0T Q) NG,

Ewkova 6-PuBpiosilg Unity yia mepiBaAiov cuppato pe android
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BHMA 2: T va ddoovpe oto Unity Editor tov JDK kot tov SDK ov €yovpe
KoTEPAoEL 6TOV VIOAOYIOTY, TPEmel va emAéEovpe péoa and to Unity tovg @okélovg

o10VG omoiovg Ppiokovratl. Avto yiveton wg e&ng: Edit > Preferences > External tools ko

exel kdvoovpe Browse toug avtictolyovg gakérlovg.

@ Unity 5.5.1F1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11> - X
i <t Compone Help
[t center [ € lobal & | [ Accoun:_-
Unity Preferences n = Hierarchy @ Project 0

= || crese | @AT lcreae | G| &% [ %
v € untitled -=| v {/Favorites | Assets

Main Camera (©L Al Materi
@AH Modelg This folder is

Goto Dashboard [

External Tools

empty

General | External Script Editor (©) Al prefab
External Seript Editor Args "§(File)” ©Lal sf! E(
SLCUCRCEEN  Add unityproj's to sin (=] -

Editor Attaching

Colors

Image application n by file extension %
Revision Control Diff/Merge I |

No supported Asset Server diff tools were faun
/) Please install one of the following tools:

- SourceGear DiffMerge

- TKDifF

Keys

GI Cache

2D

- PaMerge
(EEEAE ST - TortaiseMerge
- WinMerge Monetize your games
Diagnostics - PlasticSCM Merge
re 4

Analytics
@ Android i
soK Discover player nsights
K [Bounload
L — "
Cloud Build

Build games faster

Collaborate

Create together seamlessly

Performance Reporting
Discover app erors
In-App Purchasing

Simplify cross-platiorm AP

Multiplayer

12:46PM

R

Ewéva 7-PuBpiosig stoaywyng JDK kot SDK otnv mAatdoppa
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BHMA 3: "o va ekdmBel To moyviol vdpyovy KAmoleg aAlayEg Tov TPEMEL Vo
yivovv. Emtléyovpue Aowmov File > Build Settings > Player > Settings, cvuminpovovue
aPYIKG TO OVOUG LOG KOt TO OVOLLO, THG EQPOPIOYNS Kal ot cuvéyeto ota Other settings
aAralovope to bundle identifier to omoio mpémer vo givar ovTAg TG HOPENGC:

com.lliasKasvikis.FlappyMonster.

1 (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11> - x

[ &coliab - | [ | [Account -] [Layers - | [Layout -~

DefaultCompany
New Unity Project

@
Q

Al Seripts

Default Cursor

Cursor Hotspot x[o Yo

® i

e

etti
Ry
Ic

Splash Image

Other Settings

[IProje ==—C=

Ewkova 8-PuBpiosig £ék6oong tou matyvisiov
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2. FLAPPY MONSTER
2.1 Tyedraopnog ypoeLK®Ov

To mp®TO 6TAS10 Yo TNV AvATTLEN TOL TTOY VIS0V, TTEPLEAGUPOVE TOV GYESOOUO TV
ypapkadv. O oyedocpog €ywve pe to mpodypoppe gimp mov givor KAt aviictoyo Tov
photoshop oALd evkoAdTEPO GTN YPNON. TNV TAPAKAT®O EKOVO POIVETOL TO POVTO, TO

£00.0G, 0 APYIKOS COANVAG, TO CUVVEQQ KoL TO 0oTEPLY (OAO OYESUGUEVA LE TO XEPL).

B8 "[background] (imported)-1.0 (RGB color,
File Edit Select View Image Layer
[T 0

5
[

T
2

Ga
‘ 708, 374 w%l,,Ch:krDvagto:veateanewse\edlon

Ewkéva 9-TpadLkd tou rayvidiov

Ta véAomma YpaPikd Tov moryvidloy eivar 3 ewdveg and to flaticon kot avtd

givot: To monster tov wayvidov, to Kovuni yio to play kot to kovuni yio to replay.
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2.2 PvOpiceig mayyvidrov ety Unity

IMa 10 moyvidl apywd onuovpynoa Evav Canvas amd to pevov Ul pe screen space
camera kot petd tomobétnoo trv main camera otnv emidoyn render camera. ‘Eneita
pvBuica to Ul scale mode oe scale with screen size kot to screen match mode ce expand.
Metd onpovpynoa tig 006veg tov matyvidod oniadn v StartPage tv GameoverPage
kot v Countdown Page kabmg kat to ScoreText tov mayyvidiov to onoio to £foko otV
Kopuen pe Aevkod ypopo kot 100 height ko 100 width. To apyikd voduepd tov puotkd To
opioa og 0. X1 cvvéyelo onpodpynoa (o Kotnyopio v onoio, ovopaca environment
Kot EfaAa pésa OAa Ta YPAQIKE TOV Toryvidlob Ta omoia Kot TEpaca oty 006vn pov. Na
kéOe pia amo tic 000veg dnuovpynoa éva text to omoio Pyaler Eva unvopa avaroyo pe
mv oB6vn. v StartPage evoopdtwoa to PlayButton kot otnv GameoverPage 1o
ReplayButton to onoia givat étotueg eikoveg Ommg Exel 1N avaeepbei 6to mTpoNnyovpEVO
KePAAM0. Xe auTég TIC 000 €1KOVES givol TOAD onpavtikd va emdéEovpe to preserve
aspect ywo va unv aAralel to péyeBodg tovg oe mepimtwon mov aAAAEovUE TNV EPEAVIOT
Mg 006vnc. o Tovg cwAnveg Tomobétnoa Ty apyikn mov fTav 1 bottom pipe kot énstto
dnuovpynoa éva avtiypapo g pe avtibeteg dtaotdoelg 1 omoio Ntav 1 top pipe. Télog
ta layers, to omoia kabopilovv moo avtikeipevo o @aiveTor Tdveo omd kdmolo GAlo.
‘Etot Aowdv dnpovpynoa éva layer to omoio to ovouaca Ul kat to dpico otov canvas
kot éva layer to omoio ovopaco Game kor to Opiso oto monster, background, stars,
clouds kot pipes ta onoia peta&d tovg Exovv drapopetikd aplBud layer yio vo paiveron

TAVTO KOO0 TAV® oo KATolo dAAO.
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2.3 To mayyvior

YV TopoKaT® £1KOVO QaiveTol 1 006V Tov ToyvIStoD TPV TATHoOVHE TO Kovpmi play.
2y whveo 000vn eaivetar OAN N OV TOL TOLYVIOOL Kot 6TV KAT® 000vn PAETOLULE

g 0o paiveton 1 epappoyn 6tav Oo railovpe To Taryviol and Eva kivntd 1 Eva tablet .

ppy Monster - Andiroid <DX11 on DX GPU>

Help

Ewéva 10-To rtayvidt og 006vn Kwvntou
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2.4 LKomOG TOV TULVIOL0D

Ortav Eexvnoet 1o mayviol ot coAves apyilovv va Kivovvtal Tpog To MONStEr £yovtog
éva kevo avapesd tovc. O okomdg tov efval va mepvdet To monster avdpeca and tovg
ocwAMVveS xopig va toug akovunnoet. Kabe popd mov mepvdetl avapesa amd 600 GOANVESG
TO OKOp peyolmvel Katd pio povada. To kevd tov cOARVOV &ival o€ OlOPOPETIKO
eminedo kdOe Popd Kot VLAPYEL | SOLVUTOTNTA VAL AVENCGOVLE TNV TOYVTNTO TOV KIVOUVTOL

Yo va yivetar OA0 Kot o OVGKOAO OGO 0 TAKTNG KAVEL LEYOADTEPO GKOP.

€ Unity 5.5.1f1 Personal (64bit) - Flappy Monster.unity - Flappy Monster - Android <DX11 an DX9 GPU>
indow Help

Ewova 11-Npoocopoiwon tou moyvisiol
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2.5 IowtnTeg Ko 000veg

Ye autd TO KEQOAUO €ENYOUVTOL WOOTNTEG KAMOLOV OVTIKEWEVOV. XTNV TUPOKAT®
gwova PAEmovpe TG 1810TNTEG TOL avTikelévoy monster. To rigidbody 2D xéver to
monster vo Téptel dtav EEKIVAEL TO ToyVIiol Kot TPEMEL VO TATAUE CLVEYMG TO APLOTEPO
KAMK TOV TOVTIKIOU Y10, VoL TOV divoupe dBnon €161 MGTE Vo UV TEGEL 6TO £60.00G 1 TAV®
og kanolov coinva. To circle Collider 2D dnpwovpyel éva kKo yOp® amo to monster
Tov omoiov Ta Opla Egovv puvBeTel GLUPWVA pE TO peyeBog Tov. Avtd onuaivetr 6Tt av

To monster aKovUmNoEL KATO0 GOANVA 1 TO £30(POG O TAlYTNG YOVEL KOl TO Touyvidt

Eekvael amd TV apyr oV TOTHGOVUE TO Kovumi replay.

Monster.unity - Flappy Monster - Android <DX11 on DX9 GPU>
nponent Window Help

Ewkova 12-1610TNTEG TOU OVTLKELUEVOU monster
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Edd pmopodue vo drokpivoope pio 1d0tnta mov Aéyetan Box Collider 2D xou €xet
ypnoponombet Yo Tovg COAMVES Kol TO £00.P0g £TGL MGTE va. puOUIGTOLY T OpLL VL TOV

TOV AVTIKEWUEVOV Kol VoL TEAEI®VEL TO oy vidl 6Tav To MONSter aKoLUTNoEL EXAV® TOVC.

&) Unity 55171 Personal (64bit) - Flappy Monster.unity - Flappy Monster - Android® <DX11 on DX9 GPU> - X

Sprites-Dafault

» Shader | Sprites/Defaule

Ewkova 13-1810tnteg Tou £6Adoug Tou matyvislol

€ Unity 5.5.1F1 Personal (64bit) - Flappy Monster.unity - Flappy Manster - Android* <DX11 on DX9 GPU> - =] x
File Edit Assets GameObject Component Window Help
[0 & | S o | 121 = center | © Global) TR

Hc. —] 3

Renderer's arder within a sorting layer|

Sprites-Default

> Shader [Sprites/Defaule ]

Ewkova 14-1610TNTEG TWV CWANVWY TOU TaVLSLou
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2T1¢ mopaKAT® OVO koOveg PAEmOLUE TNV OPYIKN KOl TV TEMKY 000vV™N TOL
Tayvidlod. Ty apyikn 00ovn PAérovpe to play button kot éva keipevo mov pag Aéet
nowo éwvort To highscore mov éyovpe kavel. v telkr 006vn PAEmovpe pio eikdva pe
UTAE EOVTO TOL OMAMVEL OTL TO TOLYVIOL £XEL CTOUOTNOEL EMEWN O TaiyTNG £XOCE, TO
replay button to omoio av to ToTNGOLHE EEKIVALE O TNV 0PN KoL £VaL KEIPEVO TO 0TOi0

pog Aéel game over.

€ oy 3397 Pemomal 500 - Faces Mosmsunty - Sapoy Wosses - Sndhe «DCT me 0SS 5B
Fle §dt Soe: GemeOtiet Compomet Wedow et

Ewkova 15-Apxikr) 006vn Tou mayvisiol

2 Uniey 5597 Fesonal IS8 - Sapry Mensasumity - Soppy Monstas - Aschod < ECT] ou 005

Ewkéva 16-TeAkr} 006vn tou matyvisov
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2.6 TIpoypoppotiopog Toyviorov

O kddkag dnuovpyndnke oe yhowooo C# kat ylo. To moyvidl ypeidotnkoy 5 scripts ta

omoia etvan to €NG:

Tap Controller script:

O mopaKato KOdKAG £YEL VO KAVEL LE TO OVTIKEIPEVO oV ¥epiletar o mailyTng
KOl OTN GLYKEKPIUEVT TTEPITTMOT TO MONSLEr Tov Ty VoD pog. Afvel THV apylkn Tov
0éom, opilel T cLUTEPLPOPA TOVL OTOV TATAUE OPIGTEPO KAK OAAG Kol TV Kivnomn g
ntoong. Eniong pe avtov tov kddwka opiCovtoar ot ot étav to monster tepvdel avdpeso
a6 000 COANVES Kol GKOPAPEL AALA Kot OTOV TPOGKPOVEL TAV®D G TOVE 1 6TO £00.(POG.

Orav yivetan reset Tov moryviolov o aVTIKEIPEVO oG ETAVEPYETOL GTNV OPYIKT TOL OEo.

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

[RequireComponent (typeof(Rigidbody2D))]//this tells unity that if
i drag a chat app controller on my object it's going to automat
ically crate a rigidbody 2d for me

public class tapController : MonoBehaviour {

public delegate void PlayerDelegate();
public static event PlayerDelegate OnPlayerDied;
public static event PlayerDelegate OnPlayerScored;

public float tapForce = 10;

public float tiltSmooth = 5;

public Vector3 startPos;//when we reset the game we're going
to set the bird back

public AudioSource tapAudio;
public AudioSource scoreAudio;
public AudioSource dieAudio;

Rigidbody2D rigidbody;
Quaternion downRotation;//this is what we are slowly going to
be moving towards

Quaternion forwardRotation;//every time we tap will snap right b
ack up to that forward rotation
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GameManager game;
// Called when game starts

void Start() {
rigidbody = GetComponent<Rigidbody2D>();
downRotation = Quaternion.Euler (0, 0, -990);
forwardRotation = Quaternion.Euler (0, 0, 35);
game = GameManager.Instance;
rigidbody.simulated = false;

// Called when page state is active

void OnEnable(){
GameManager.OnGameStarted += OnGameStarted;
GameManager.OnGameOverConfirmed += OnGameOverConfirmed;

}

// Called when page state is inactive

void OnDisable(){
GameManager.OnGameStarted -= OnGameStarted;
GameManager.OnGameOverConfirmed -= OnGameOverConfirmed;

}
// Called when game has started

void OnGameStarted (){
rigidbody.velocity = Vector3.zero;
rigidbody.simulated = true;

}
// Called when replay button is pushed

void OnGameOverConfirmed(){
transform.localPosition = startPos;
transform.rotation = Quaternion.identity;



// Called every time the user taps during the game

void Update() {
if (game.GameOver) return;

if (Input.GetMouseButtonDown(9)){
tapAudio.Play ();
transform.rotation forwardRotation;
rigidbody.velocity = Vector3.zero;
rigidbody.AddForce (Vector2.up * tapForce, ForceMode2
D.Force);//every time we tap we want to add an upwards force on o
ur rigidbody
}

transform.rotation = Quaternion.Lerp (transform.rotation,
downRotation, tiltSmooth * Time.deltaTime);

}

// Called when scoreZone or DeadZone touched

void OnTriggerEnter2D(Collider2D col) {
if (col.gameObject.tag == "ScoreZone") {
//register a score event
OnPlayerScored();//event sent to GameManager;
//play a sound
scoreAudio.Play();

}

if (col.gameObject.tag == "DeadZone") {
rigidbody.simulated = false;
//register a dead event
OnPlayerDied();//event sent to GameManager;
//play a sound
dieAudio.Play();
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Game manager script:

AVTOC 0 KDOKOG Exel OAEC TIC 006VEG TOL TOLYVIOOD KOl OVAAOYQ LLE TOV YEPIOUO TOV

Kkévovpe gpeavifetor N KatdAANAn 006vn oto maryvidl. Otav pmovdue péca oto moryviol

enpaviCetar n apywkn oBovn (Start Page) kot avaypdeetar to peyaAdbtepo GKOp TOL

&yovpe emrvyel. [otmvrtag to PlayButton mepvaue oty Countdown Page 6mov apyilet n

aVTIOTPOPN HETPNON Yo Vo EEKIVNOEL TO oy viol. Katd ) dibpkeia Tov moyvidoroh 66o

oKopapovpe peyardvel o ScoreText to omoio avaypdeeton 610 AV PEPOG TG 00OVIG.

Téhog O0tav yaocovpe eupaviCetor 1 GameOver Page to motyvidl teleidvel Kot emiong

eupaviCeton To pnvopo Game Over mov €yovpe opicet yio vty v 006vn. Iatdvrtag to

ReplayButton to mouyvidt Eekivaet Tt

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

public class GameManager : MonoBehaviour {

public
public
public

public

public
public
public
public

delegate void GameDelegate();
static event GameDelegate OnGameStarted;
static event GameDelegate OnGameOverConfirmed;

static GameManager Instance;

GameObject startPage;
GameObject gameOverPage;
GameObject countdownPage;
Text scoreText;

enum PageState{
None,
Start,
GameOver,
Countdown

}

int score = 0;
bool gameOver = true;

public

bool GameOver{ get { return gameOver; } }
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public int Score { get { return score; } }

// Returns the current instance

void Awake(){
Instance = this;

// Called when page state is active

void OnEnable(){

CountdownText.OnCountdownFinished += OnCountdownFinished;

tapController.OnPlayerDied += OnPlayerDied;

tapController.OnPlayerScored += OnPlayerScored;

// Called when page state is inactive

void OnDisable(){

CountdownText.OnCountdownFinished += OnCountdownFinished;

tapController.OnPlayerDied -= OnPlayerDied;

tapController.OnPlayerScored -= OnPlayerScored;

// Set state when countdown is finished

void OnCountdownFinished(){
SetPageState (PageState.None);
OnGameStarted ();//event sent TapController
score = 0;
gameOver = false;

// Set state when player dies

void OnPlayerDied(){
gameOver = true;

int savedScore = PlayerPrefs.GetInt ("HighScore");

if (score > savedScore) {
PlayerPrefs.SetInt ("Highscore", score);
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}
SetPageState (PageState.GameOver);

// Score addition when player scores

void OnPlayerScored(){
score++;
scoreText.text = score.ToString ();

// Set related state according the game status

void SetPageState(PageState state){
switch (state) {

case PageState.None:
startPage.SetActive (false);
gameOverPage.SetActive (false);
countdownPage.SetActive (false);
break;

case PageState.Start:
startPage.SetActive (true);
gameOverPage.SetActive (false);
countdownPage.SetActive (false);
break;

case PageState.GameOver:
startPage.SetActive (false);
gameOverPage.SetActive (true);
countdownPage.SetActive (false);
break;

case PageState.Countdown:
startPage.SetActive (false);
gameOverPage.SetActive (false);
countdownPage.SetActive (true);
break;

}

// Replay button pushed when game is over
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public void ConfirmGameOver(){

OnGameOverConfirmed();//event sent TapController
scoreText.text="0";
SetPageState (PageState.Start);

}
// Start the countdown when play button is pushed

public void StartGame(){

SetPageState(PageState.Countdown);

Parallaxer script:

Eivatl o k®ddwag mov puOuilel ™ cupmeppopd TV aVTIKEWEVOV TOV KIVOOVTOL
pésa 6to oy vidl. Avtd To avTikeipeva tvat 01 GOANVES, To GLVVEPX Kol To acTéPa. Ta
dvo terevtaia £xovv pia apyikn 0éon péoa otnv 006vn mpv EeKvioet To oy vidl Evd ot
oA veg eppaviCovtor apol Eekvhoel Kot OAa pall Kivovvion Tpog Tn HePLd TOV oyt
pe olapopetikny tayvtnTa. Ol COANVEG Kvodvial o YpHyopa, UETA aKOAovBovv Tto
oLvvepa kot T€A0G T aotépla. Oco avePaivel To okop OAa To avTikeipeva KvobvTal To
ypnyopa v va avefaivet to eminedo duvokoriag Tov mayvidov. Emiong ot coinveg etvan
pvOuiopévor va aAhdlovv xpodpo ova TOKTE YPOVIKA OLOGTHUOT KO TOTE TO OVTIKEIPEVO
TOV TTOLY VIS0 HOG UTOPEl va TePAGEL amd PEGH TOVG YWPIC Vo yacovpe. Avtd yivetan yio

va dtevkoAvviel o maiyng o€ Kamola onpeia TOv To Ty Viol £xel Yivel TOAD SVGKOAO.

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

public class Parallaxer : MonoBehaviour {

class PoolObject{
public Transform transform;
public bool inUse;
public PoolObject(Transform t) { transform = t; }
public void Use(){inUse = true;}
public void Dispose(){inUse = false;}
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[System.Serializable]
public struct YSpawnRange{
public float min;
public float max;

}

public GameObject Prefab;
public int poolSize;
public float shiftSpeed;
public float spawnRate;
public int overSpeed;

public YSpawnRange ySpawnRange;

public Vector3 defaultSpawnPos;

public bool spawnImmediate;//particle prewarm
public Vector3 immediateSpawnPos;

public Vector2 targetAspectRatio;

float spawnTimer;

float targetAspect;
PoolObject[] poolObjects;
GameManager game;

// Returns the current instance
void Awake(){

Configure ();
}

// Called when game starts
void Start(){

game = GameManager.Instance;
}

// Called when page state is active
void OnEnable(){
GameManager.OnGameOverConfirmed += OnGameOverConfirmed;

}

// Called when page state is inactive
void OnDisable(){
GameManager.OnGameOverConfirmed -= OnGameOverConfirmed;

}

// Called when replay button has been pushed
void OnGameOverConfirmed() {
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for (int i = @; i < poolObjects.Length; i++) {
poolObjects [i].Dispose ();
poolObjects [i].transform.position = Vector3.one * 10

00;
}
if (spawnImmediate) {
SpawnImmediate ();
}
¥

// Called every time the game updates
void Update(){
if (game.GameOver) {
GameObject[] box = GameObject.FindGameObjectsWithTag
("DeadZone");
foreach (GameObject go in box) {
go.GetComponent<BoxCollider2D> ().enabled = true;
go.GetComponent<SpriteRenderer> ().color = Color.
white;
}
overSpeed = 0;
shiftSpeed = 1.5f;

return;

}

Shift ();
spawnTimer += Time.deltaTime;
if (spawnTimer > spawnRate) {
Spawn ();
GameObject[] box = GameObject.FindGameObjectsWithTag
("DeadZone");
spawnTimer = 0;
overSpeed = overSpeed + 1;
if (overSpeed == 5) {
shiftSpeed = shiftSpeed * 1.5f;
overSpeed = 0;
foreach (GameObject go in box) {
go.GetComponent<BoxCollider2D> ().enabled = false;
go.GetComponent<SpriteRenderer> ().color = Color.red;
}
} else {
foreach(GameObject go in box)
{
go.GetComponent<BoxCollider2D>().enabled
go.GetComponent<SpriteRenderer> ().color

true;
Color.white;
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}

// Configure the position of pool objects

void Configure() {
targetAspect = targetAspectRatio.x / targetAspectRatio.y;

poolObjects = new PoolObject[poolSize];

for (int i = @; i <poolObjects.Length; i++) {
GameObject go = Instantiate (Prefab) as GameObject;
Transform t = go.transform;
t.SetParent (transform);
t.position = Vector3.one * 1000;
poolObjects [i] = new PoolObject (t);

}

if(spawnImmediate) {
SpawnImmediate ();
}
}

// Spawn the game objects

void Spawn(){
Transform t = GetPoolObject ();
if (t == null)return;//if true, this indicates that poolS

ize is too small
Vector3 pos = Vector3.zero;
pos.x = (defaultSpawnPos.x * Camera.main.aspect) / target

Aspect;
pos.y = Random.Range (ySpawnRange.min, ySpawnRange.max);
t.position = pos;

}

// Spawns constantly the game objects

void SpawnImmediate() {
Transform t = GetPoolObject ();
if (t == null)return;//if true, this indicates that poolS

ize is too small
Vector3 pos = Vector3.zero;
pos.Xx = (immediateSpawnPos.x * Camera.main.aspect) / targ

etAspect;
pos.y = Random.Range (ySpawnRange.min, ySpawnRange.max);

t.position = pos;
Spawn ();

37



// Set the movement speed
void Shift (){
for(int i = @; i <poolObjects.Length; i++) {
poolObjects [i].transform.localPosition += -
Vector3.right * shiftSpeed * Time.deltaTime;
CheckDisposeObject (poolObjects [i]);

}
}

// Check if the object is available
void CheckDisposeObject(PoolObject poolObject){
if (poolObject.transform.position.x<(-
defaultSpawnPos.x * Camera.main.aspect) / targetAspect){
poolObject.Dispose ();
poolObject.transform.position = Vector3.one * 1000;

}

// Get the available objects
Transform GetPoolObject(){
for (int i = @; i < poolObjects.Length; i++) {
if (!poolObjects [i].inUse) {
poolObjects [i].Use ();
return poolObjects[i].transform;

}
}

return null;

HighscoreText script:

Kddwkag mov eppavilel 1o peyardtepo okop mov £xet emttevydetl oto moryviol. Av
dev 10 Eemepdoovpe Tapapével To 1010. Av To EgmepAcOvUE HoG ERQavilel TO KavoHplo

pEKOP.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

[RequireComponent (typeof(Text))]
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public class HighscoreText : MonoBehaviour {

Text highscore;

// Shows the highscore on starting screen

void Start(){

highscore = GetComponent<Text> ();

highscore.text = "High Score:" + PlayerPrefs.GetInt ("Hig
hscore").ToString();

}

CountdownText script:

Téhog avtdg 0 KOIKAG pHog diver Tn SuvatdHTNTO VO TEPYEVOLUE KAmTOLo
devtepolenta evd Eyovpe motnoet to PlayButton kabdc Eekiva n avtictpoen pétpnon
Kol HOMG TeEAElmoEL UMOPOVUE VO KOLVIGOLUE TO MONSter tov mayvidoL. X1n

ovykekpIpévn mepintwon £yt pudotet ota 3 devtepOAEnTO.

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

[RequireComponent (typeof(Text))]
public class CountdownText : MonoBehaviour {

public delegate void CountdownFinished ();
public static event CountdownFinished OnCountdownFinished;

Text countdown;

// Set the default value for countdown

void OnEnable() {
countdown = GetComponent<Text> ();
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countdown.text = "3";
StartCoroutine ("Countdown");

}

// Start the countdown
IEnumerator Countdown(){
int count = 3;
for (int 1 = @; i < count; i++) {
countdown.text = (count - i).ToString ();
yield return new WaitForSeconds (1);

}

OnCountdownFinished ();

2.7 Hyol waxyviorov

["a Tovg Nyovg Tov oy Vdlov ypncpwonomOnke 1 epappoyn BFX pe v onoia vrapyet
duvatodtta dnpovpyiag custom Nywv. Xperdomray Aowdv 3 Myot yio To moryvidl Tov

elvat ot €€Ne:
Die audio - 6tav to monster nebaivet.
Tap audio - 6tav ToTdpe 0 KAIK Yo vo onkmOei To monster otov aépa.

Score audio - 6tav To monster Tepvael avapesa oo V0 GOANVESG Kat avePaivel To GKOp.
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3. XYMEPAXMATA

Ta nAektpovikd moaryvidia ivat amd TOVE MO AVUTTVYUEVOLG KAGOOVG TNG TANPOPOPIKNG.
2Komd £YOVV TNV Yuyoymyio Tov xpnoTtdv Kabdg 060 TpoympasL n TeXvoAloyio TOCO Kot
ToL O Vidlo yivovtol o ApTio. 0G0V apopa TNV EULPAVIOT, TO BENN Kol TOV OXEOICUO.
BéBata, Aoym g ouveyolhsg eEEMENG TOV NAEKTPOVIKDOV TOLYVIOUDV, Ol OTOLTHOELS TOV
YPNOTAOV €ival cUVEXMG PEYAADTEPEG Kol apkeTol dokpalovy va TdEovy poévot Toug va

Ty viol OTm¢ To eavtaloviat.

H Unity mpoc@épetl otov kdBe evdiapepouevo v gukaipio vo pmel otn B€on tov
ONUIOVPYDV SAPOPOV OYOTNUEVOV TOL TOLYVIOIOV Kol VO OMUOVPYNoEL O 1010 TOoV
OYOTNUEVO TOL YOPOKTNPO, VO TOV OMGEL (MM KOl VO TPOYHATOTOWCEL TO OKO TOL
eovtaoTiko Tepfaiiov. [apéyet otidnNmote Y¥perdletar yio TV ovaTTLéN oL VIdIDV, 0o
001YOVG GTOV 1GTOYMPO TNG UEXPL KO UEYOAN TOWKIAMD YOPAKTNPICTIKAOV KOl ETAOYDOV
o010 TpOypoppd ™e. Télog, T0 €0pOg EMAOYDV MG TPOG TIG TAATOOPUES OTIS Omoies Oa
TPEEOVV Ol EQPUPLOYES TOV TOLYVIOLOV TNV KEAVEL TO TPOGITH 0POV Ol KOVGOAES, Ol
VTOAOYIOTEG KO YEVIKA L0l GUOKELT aVOmopoy®yns moyvidimv o Agimel amd T1g {még

KaBevOg poG.

[Na ™ onuovpyia evoc kovodpov moyvidov ypeldletor KOAN YvooM
TPOYPOUUATIGLOD Kol OPEIA® VO AVOPEP® TOS AVTILETOTION OPKETEG SVOKOAEG GE VT
TO KOUUATL KOl GTO OTNGWO TNG TAATEOppas. Meydin Ponbeia kabiotd 10 dadikTvo
OOV VTLAPYEL HeYAAog apBpdg oonyldv kot Pivteo. Katd ) didpxeio g eyypaens g
SUTAMUATIKNG LoV Bprika VTLVTOGIoKO TO PEYEDOG TNG KOWVOTNTOS TV TPOYPOULATIGTOV
Kot TNV mowiMo tov forums kot tov omoviicemv mov avtiotoyel o kabe bug mov

umopel va TpoKOHYEL GTOV KMOOKO.

SOUTEPAGUATIKA, TAPE TO YEYOVOG OTL 1) AVATTLEN £VOG T VIOI00 deV Elvat amAn
aoyoMa, N KOTdAANAN épevva, 1 amoiTOOUEVT HEAETN KOl KATO0 EEEOIKELUEVO KO
ebhypnota  epyoAreion pUmopodV VO KOTOGTACOLV TN Ol0d0lKacio €uxdploTn Kol va

LEYIGTOTOMGOLV TV IKAVOTOINGT) TOL PEPVEL TO TEAMKO OTOTEAEGLAL.
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