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1. MepiAnwn

AnpioupynBnke TTaixvidl TTapaywyng TEAEIwY AaBupivBwv XpnoIUOTTOIWVTAS GAYOPIOUIKA
TTPooéyyion. Avadpouikd ol AaBupivBol epgavidovtal yia TTpwTn gopd Trepitrou 010 430 pe 440
m.X. oTa dinyruara Tou HpodoTou 1600 oTnv AiyuTrTo 600 Kal oTnv apxaia Kvwood. Q¢ TEAEIog
AaBUpivBog opietal otroloodATTOTE AABUPIVOOG TTOU eV £XEI UN TTPOCRACIYES TTEPIOXEG, OEV EXEI
KUKAIKA JOVOTTATIO KAl AVOIXTEG TTEPIOXEG KAl OAA TOU Ta onpeia / tiles 010 TTATWPEG TOU gival
TTPOGRACIYA JE JOVO £va JOVOTTATI va ouvoéel oTTolodrTToTe {euydpl auTwy. H uloTroinon Tou
aAyopiBuou éyive o€ yhAwooa C# o€ epiBaAAov Visual Studio 2019. H oUvdeon avdueoa oTa
YPOAQIKA, TOV KWAIKA Kal OA0 TO UTTOAOITTO TTaIXVvidl ATav €QIKTA HEow TNG Unity, piag unxavig
TTapaywyng mTarxvidiwy yia d1agopes TTAATPOPUES. AKOAOUBNBNKE ATTAR TAKTIKA CUYYPO®NG
OEVAPIWV Kal EI0aywyr TO00 XapakTApa Ye Kivnon péoa otov AaBupivbo 6co kal Ul elements
ME OKOTTO TN SIadPaCTIKOTNTA PE TOV XPAOTN/TTaiKTN. MNPOKEITAI OUCIOOTIKA VIO Eva EI0QYWYIKO
ETTITTEQO HE TTOAU PeEYAAO TTEPIBWPIO YIA ETTEKTACEIG KAl TTPOOONKES HEANOVTIKA. H €Caywyr| Tou
TEAIKOU TTPOIGVTOG TO OTTOIO yIa TNV TTapoloa PETATITUXIOKEA SIaTPIRr opifeTal wg demo evog
MEAAOVTIKOU OAOKANPWHEVOU TTAIXVIOIOU £YIVE, VIO AOYOUG EUKOAIAG KATA Tnv TTapouciacn,
OTTOKAEICTIKA YIa UTTOAOYIOTEG. ZNPEIVOVTal TEAOG KAl OAA Ta OTOIXEIa TTOU i) apaipédnkav aTrd
TO TTAPAYWYIKO TTPOIOV Kal i) TTPOKEITAI VA TTPO0TEBOUV 0€ AUTO O€ ETTEPXOPEVESG EKOOOEIG.

1. Abstract

A game capable of generating perfect mazes was created using an algorithmic approach. In
retrospect, labyrinths first appear in about 430 to 440 BC. in the stories of Herodotus both in
Egypt and in ancient Knossos. A perfect maze is defined as any maze that has no inaccessible
areas, no circular paths and open areas, and all its points / tiles on the floor are accessible with
only one path connecting any pair of them. The algorithm was implemented in C # language
using Visual Studio 2019. The connection between graphics, code and all the rest of the game
was made possible through Unity, a cross-platform game engine. A simple scripting tactic was
followed while introducing both character navigation through the maze and Ul elements for
player interaction. This is essentially an introductory level with a great deal of room for future
extensions and additions. The export of the final product, which for this postgraduate thesis is
defined as a demo of a future integrated game, was made exclusively for computers for ease of
presentation. Finally, all the elements that are either i) removed from the product or ii) will be
added to it in forthcoming editions are included in the corresponding chapter.



2. Elcaywyn

Apxikd Ba yivel TTpooTrdBeia avaAuong kal S1aPopOoTToinoNG TWV Evvolwv maze Kal labyrinth.
MapdAo TTou Kal o1 BUO OPICHOI TTEPIYPAPOUY £va GUVBETO GUVOAO ATTO JOVOTTATIO TTOU TTPOKAAEI
ouyxuon®!, o1 2 évvoleg dlagépouv TOO0 anuacioAoyikd 600 Kal IoTopIKA. Q¢ maze opileTal £va
TTEPITTAOKO, DIOKAABWTO TTACA TTOU TTEPIAAUPBAVEI ETTIAOYT JOVOTTATIOU KAl KATEUBUVONG EVW TO
labyrinth éxel pévo éva PHovadiko POVOTTATI TTOU 0dNYEi oTo KEVTPO. TAoOo £1TEIdA PE TNV TTAPODO
TWV XPOVWY oI 2 opIoHOoi atTéKTNaaV Olyd olyd Tautdéonun onuacia 6co Kal Adyw Tou OTI GTnV
eAANVIKN YAwooa dev UTTAPYXEl aKPIPNG HETAPPOAON Yyia TOV OpO «mazey , ava@EPETal WG
AaBUpIvBOG Kai eTTIoNUaivETal 0TI OTO TTAPOV £YYPAPO KABE QOopd TTOU AVaPEPETAI O OPIOHOG
«AapUpIvBogy , evvoeital «mazex kal 0x1 «labyrinth». MepeTaipw dilagopég avaueoa ota 2
UTTAPXOUV Kal gival ol EEAG :

1% "Eva labyrinth €xel pia pévo €icodo kai yupilel / ouoTpEé@eTal Xwpig OIaKAAdWOEIS VW £va
maze oucsIaoTIKA gival éva HOVOTTATI JE TTOAAEG DIaKAABWOEIG, TTIAOYEG BIOdPOUNAG KAl adIEEODA.

2°V’Eva labyrinth dev gival oxediaouévo yia va duoKoAeUel Tov TTAony6. MTTopei va gival pakpu
AAAG TTAVTa UTTAPXEI OVO éva PovoTTaTl. ‘Eva maze atroteAei Eva epiodikd TTalA Kal UTTopEi va
gival oxedlaopévo dlaBéTovTag TTOANG eTTiTTedA KAIJOKOUEVNG DUOKOAIOG Kal TTOAUTTAOKOTNTAG.

3°Y'Eva labyrinth €xel yévo pia eicodo TTou eival Tautdxpova kal £€000¢. YTTapxel €1miong uévo
Mia dladpopn aTrd TNV €i00d0 0TO KEVTPO. ‘Eva maze utropei va €xel dIAQOopPETIKA €i00d0 Kal
£€000.

4% "Eva labyrinth pytropei va diaBétel TrveupaTikn évvola. [Na TTapddelyua avTITTpoowTTEUEl TO
OUVOETO Kal HOKPU POVOTTATI YIa TNV ouvavTtnon pe 1o ©ed. 'Eva maze xpnoiygoTtroigital cuvhOwg
O€ EMOTNUOVIKA TTEIPAPATA YIa va JEAETNBOUV OPICHOI OTTWG XWPIKK avTiAnyn Kal KATTOIEG
POpPEG Vvonuoaouvn.

loTOpIKG N TTPWTN avadpoun TTapaTneeital Tnv mepiodo mou o Johann Georg Rapp kai ol
akOAouBoi Tou gykatéoTnoav évav oikiopyd atov otaud Wabash otnyv Ivridva, 1o 1814.82 Mia
atTo TIG TTPWTES TTPAEEIG TOUG ATAV va dnuioupyrioouv évav AaBupivBo atmd @utd. H 16éa 6T pia
TTPWTOTTOPOG KoIvoTNTA Ba datravouoe TTOAUTIMN evEPYEIQ yia Wia TETola dnpioupyia @avTade
atmifavn. To ouykpoTNUA TwV ETTOIKWY Tou Rapp €iXe TIG TTIEOTIKEG AVAYKES TNG EPNMIGS YIA VO
Oaudaoel Kal va PTIAEEI TPOPH EVWD TAUTOXPOVA ETTEQPTAV VEKPOI atro mdnuia eAovooiag. O Adyog
yla TNV ETTiIOVN AQOCiwar| TOUG OTNV dIOKOOUNTIKI KNTTOUPIKN) EYKEITAI OTIG TIVEUHATIKEG TOUG
TETTOIBN0EIG AANG Kal oTn BepeNidn (av kal cuxva BoAR) S1IAkpIoN PETAEU TWV OPICUWY maze
kai labyrinth.



Eikova 2.1 : O AaBupivBog New Harmony otnv Ivriava

YT1rapxouv TTOANEG BIOQOPETIKES EPUNVEIES TNG onuaciag Twv AaBupivBwyv o€ apxaioug
TTONITIOPOUG. OTIBATTOTE UTTOXPEWOE TOUG TTPOYOVOUG PAG VO YPAWOUV TTETPEG JE MOTIRa
AaBupivBou ) va BAAOUV OPOKEVTPOUG BOKTUAIOUG TTETPWHATWY OTNV £PNHO, Ol EVOEILEIG TETOIWV
QVTIKEIEVWY, TTOU XpovoAoyouvTal atrd Tnv ETToxr Tou XaAkou, €xouv BpeBei o€ Ivdia, loTtravia,
Bopeia Auepikn kal Bopeia Apikr. Ta apxaia TeTpoyAu@ikd Twv Adawv Tohono O'odham kai
Pima, Tmou kaTteixav Tn ouyxpovn Api¢éva kai 1o Bopelo MeEIKO, atreikovifouv TNV eIKOva evog
avBpwTTou 0TV €i00d0 £vog AaBupivBou. MepioadTepol atrd 500 apyaiol AaBupivBor £xouv
gvromoTei oTn ZkavdivaBia.R®

H 1repiypagr) Tou aryutrtiakou AaBupivBou atrd Tov So aiwva 11.X. Tou HpddoTou givail n TpwTn
KaTtaypa@r evog @uaikou AapupivBou. Oswpouaoe OTI ATAV £va KATOOKEUAOUA TTIO EVTUTTWOIOKO
Kal a1ré TIG Mupapides. 21n Bopeia Eupwtrn, Kal IBIAITEPA OTA BPETAVIKA VNOIQ, UTTAPXE MIa
Makpd TTapadoon dnuioupyiag AaBupivbwy, k6BovTag pia TTETPIVN S1adpour o€ XAOOTATINTA.
Eival TToAU dUoKOAO va TTpoadIopIcTOUV T XAPAKTNPIOTIKA TOUG KOI ATTAITEITAI TAKTIKA KOTTH Kl
diapépPwon yia va unv e¢agaviotouv. To Breamore Mizmaze oto Hampshire mBavoAoyeitai
va €xel dnuioupynBei cuvtopa petd v Nopuavdikh kataktnorn. 1o Wing, Rutland, évag ToAU
KaAG dlatnpnuévog AapupivBog xAooTaTtrnTa xpovoAoyeital TOUAGxXIoTov atrd Tov 170 alwva.
E€oikeiwpévol ye Tnv évvola AapupivBog @aivovTal va ATav kal Adyw Zaigmrnp: oto Ovelpo Tng
O¢epivig NUxTag (1590-1597) o Titdvia ava@épel Toug AaBupivBoug XAooTATTNTA WG "yPaPIKOUG
AaBupivBoug o€ BabU TTpaoIvo".



Eikéva 2.2 : O AaBupivBog Tou Kent Castle oto Aivtg

To uorTio AaBupivBou uloBeTHBNKE ATTO TOUG TTPWTOUG XPIOTIOVOUG Kal £QTACE OTO (eViO JE TO
TTAQKOOTPWTO TTAPAdEIYUa OTO TTATWHA TOU KaBedpikoU vaou Chartres Tng MNaAAiag. XTiopévo
Tov 130 alwva, Bewpeital 0TI ava@épeTal oTnV uoePnG TTPAEN Tou TTPOOKUVHNATOG. ‘Evag GAAog
TTAQKOOTPWTOG AaBUPIVOOG KaTAOKEUAOTNKE OTOV KaBeSPIKO vad TnG Amiens Trepitrou Tnyv idia
eTToxN.

Mapadoaoiakd, ol AaBupivBol xapakTnpi¢ovTal atrd £va Jovadikd JovoTTaT - Jia eviaia diadpoun
ME TTOAAOTTAEG OTPOYEG, AAAG Xwpig adiE¢odo A weudn) avoiyuaTta - evwy ol maze AaBupivBol
Baaoifovtal o€ TTOAUTPOXIKEG BIAOPOUEG KA TTOAAATTAG TUPAG SpopdKia. AUCTUXWG OTTWG
avagEPBnke Kal oTnv apxr g PeBodou TTou Aaudvel Xwpa o€ aQUTAV TNV JETATITUXIAKT
diatpin yia atroocagrivion Twv dUo gvvolwy, o1 6pol AaBupivBog (labyrinth) kai AaBupivBog
(maze) gival evaAAdgipor edw kai aiwveg. OTav o MNMAGTwvag Eypaye yia Tov JUBOAOYIKO
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AaBUpivBo Tng Kvwaoou, 1o oTrim Tou MivwTtaupou, Ba putropouce va ava@epoTav o€
oTrolodnTroTe atd Ta 2. "Eivarl pia diadpopr] Tou TTpokaAei auyxuon, dUCKoAO va akoAouBnBei
XWPIG vripa, aAAG pe TNy TTpoUuTToBeon 611 dev KaTaBpoxBifeoTe oTo PEGOV, 0dnyEi aiyoupa,
TTapA TIC AVATPOTIEG KAl TIC OTPOYEG, TTiow aTnv apxn".R4

Mverar emTiong avtIAnTTo 6T av évag AaBupivBog TuTtrou labyrinth avTiTrpoowTeler éva
TIVEUUATIKG KOl JUOTIKIOTIKG UWNAS OnUEio 0TV OPXITEKTOVIKA KAl TRV KNTTOUPIKA, 0 AaBUpivBog
TUTTOU Maze atrookoTrei atn dlaokeédaan. O1 TTpwTol PUOIKOi AaBUpivBol avaTrTuxenkav JETw
TWV KOUBIKWY KATTWY TTOU ATAV JOVTEPVOI OTA TEAN TOU 160U Kal OTIG apXES Tou 170u aiwva. Ta
TTEPITTAOKA OXEDIA TWV QPAXTWY TTOU TO OXNKATIOAV PHETAPEPONKAV OTO «QUTEPEVO TTACA» TOU
ekdoToTe AafupivBou.

Eikéva 2.3 : O guoik6g AapupivBog Longleat Hedge Maze oTo NouiAtoaip.

O mralaiéTtepPOG Kal Mo didonuog QuUOIKOG AaBupivbog Tou Hvwpévou BaaiAgiou gival ekeivog aTo
Hampton Court Palace oTig 6x8¢g Tou TTotapou Taueon. 16€a Tou William Il peta&u 1690 kai
1700 ka1 oxedlaopéVo ATTO pia aTTd TOUG KOPUPAIOUG CUVETAIPICUOUG APXITEKTOVIKAG TOTTIOU TNG
ETTOXNG, avaueoa oTtov George London kai Tov Henry Wise, Atav apxIk& QuTEREVOS PE YKAZOV.
Eixe Tpammeocidég oxnUa Kal JETAYEVEOTEPA avadiapopPwbnke atroteAoUpevo atrd ITauo. To
OUYKEKPIUEVO KWVOPOPO aTroTeAoUcE pia ayatrnuévn emIAoyn yia AaBUpivBoug xdpn oTo TTUKVO,
0aeIBaAEG QUAAWMG Tou. O BIadPOoPEG TOU GAPEPQA EKTEIVOVTAI O€ TTEPICOOTEPO OTTO MICO WiAl.

O apxitéktovag Girolamo Frigimelica oxediaoe 10 Quaoikd AaBupivBo oTn Villa Pisani oT1o Stra,
KovTd oTn BeveTia, 0 1722, 010 TTAQiCI0 TNG BOUAEIGG TOU Yia TN Bida Twv 114 dwpaTiwv Tou
Adyn Alvise Pisani. O AaBuUpivBog, yvwoTtog wg «ll Labirintox», BacifeTal o€ 12 oudkevipoug
OOKTUAIOUG QpaxTWwV UE Evav TTETPIVO TTUPYO OTO KEVTPO. AUTO gival TTIONG OXEDIAOUEVO yIa va
ouyxéetal, ye pia dITTAR eAikoeidn e€wTepikr) okdAa. O NatmmoAéwv Bovatraptng katéAaBe Tn Bida
yla Aiyo Kal, GUhQwVa P HapTupies, Katagepe va Xabei ato |l Labirinto.R®



To Longleat Hedge Maze, Tou dnpioupyndnke otn dekaeTia Tou 1970 aTo apXovTIKG HE TO idIO
ovopa, Aéyetail 6T gival éva aTmd Ta JaKpUTEPO GTOV KOGHO, JE JOVOTTATIA TTOU EKTEIVOVTAI O€
oxedov 1,7 pihia kai epdkTeg atmroteAouvTal amd 16,000 @utd ITduou. To Maze Pineapple
Garden oto Wahiawa tng Xapdn, €ival o yeyaAutepog AaBupivBog aTov KOO0 O€ Tpia
oTpéupaTa Kal arroTeAgital ammd autdyxBova Qutd 0TTwG Heliconia, Croton kai, avapi@unta utd
avavd. 1o Baan Teelanka o1o MNoukéT Tng TaiAavdng, évag euoikog AaBupivBog uywoug 1.000
TETPAYWVIKWY PETPWV EXEI TTPOKOAECEI OUYXUON WE TN HOPQI] EVOG avATTod0oU OTTITIOU WG
KEVTPIKOU XAPOKTNPIOTIKOU TOU.

AT16 Ta péoa Tou 18ou aiwva ol AaBupivBol TTaprABav atrd Tn oda otnv AyyAia pe Tnv €Aeuon
Tou KIvipaTog ToTriou, kal TToAAoi ekpilwBnkav. QoTéo0 0 AvBpWTTOG AKOPA yonTeUETAl ATTO TNV
£vvolia Tou va BpiokeTal KATTOU viwBovTag OTI £xel xaBei. ‘Etal Aoimmdév o1 AaBupivBor cuveyi(ouv
va dnuioupyouvTal, e hia paydaia eu@avion véwv TTou dnuioupyouvTal Ta TeAeuTaia 50 xpodvia.

21NV eAANVIKR yuBoAoyia o AaBUpivBog ATav Hia TTEPITTAOKN, GUYKEXUMEVN dOUN OXEDIATUEVN Kal
Kataokeuaapévn atéd Tov BpuAikd Texvitn Aaidalo yia Tov Baaihid Mivwa tTng KpAtng otnv
Kvwaoo. H Aeiroupyia Tou ATav va Kpathoel yéoa Tov MivwTaupo, To TEPAG TToU TEAIKA
okoTwBnKe atrd Tov Apwa Onota. O AaidaAog cixe oxedidoel €101 Tov AaBUpivBo TTou ue
OUOKOAia KaTapepe va diaguyel JOAIG TO EKTIOE.

Av Kail Ta TTpWIHa KPNTIKG VopiouaTta ep@avidouv auxva diakAadioTikd (multicursal) oxédia, o
"KAQOIKOG" oXeBIOOUOG EVOC HOVOTTATIOU HE ETTTA KATEUBUVOEIG Xwpig dlakAGdwan 1 adié€oda
ouvdéBnke e Tov AaBupivBo og vopiopata AdN atrd 1o 430 11.X. Kal TTapopola oxEdIa Xwpig
OIaKAGSWON XPNOIKMOTTOINBNKAY EUPEWG WG OTTTIKEG avaTTAPAoTACEIG Tou AaBUpivBou (TTapoAo
TTOU TOOO Ol TTPOPOPIKEG OO KAl Ol YPATITEG TTEPIYPAPES KABIOTOUV Ga@ég 0TI 0 MIvWTaupog
TTayI0eUTNKE O€ £€va oUvBeTO AaBUPIvBO BIaKAGdWONG). AKOPa Kal OTav Ta oxEdia £yivay TTio
TTEPITEXVA, Ol OTITIKEG ATTEIKOVIOEIG TOU puBoAoyikoU AaBupivBou atrd Toug PwuaikoUg xpovoug
MEXPI TNV Avayévvnon gival oxedov TTavTa povodpoueig (unicursal) . H diakAddwon
eTTavep@aviceTal Jovo otav ol uoIkoi AaBupivBol yivovtal dnpo@iAgic katd Tnv Avayévvnon.

Eikéva 2.4 : Aonpévio vopiopa atd tnv Kvwoood TTou atrelkovilel TNV KAAOTIKN) JOp®r TwV 7 JOVOTTATIWV TOU
AaBupivBou



‘Ooov agpopd Ta XapaKTNPIOTIKA TOU TTaixVISIoU TTOU ATTOOXOAEI N CUYKEKPIYEVN METATTTUXIOKA
olaTpIfn: AvatrtuxBnke epapuoyn/maixvidl Trapaywyng TEAeiwv AaBupivBwy oe TrepiBadAlov
Unity3D. Téoo ol Toixol 600 Kal Ta JOVOTTATIA OTIG TTEPICOOTEPES TTEPITITWOEIS Eival
OUYKEKPIPEVA OPWG UTTAPYOUV TTaIXVidIa AaBupivBwy TTOU Ta JOVOTTATIA KAI Of TOiX0I AAAGCoUV
Katd tn d1dpkela Tou TTaixvidlou. H epappoyn ival o€ Béon va TTapdyel Katd To runtime
TéEAEIOUG AaBupivBoug uey£Boug oplopEvou atrd ToV XPHoTh KAl VO TOUG ATTEIKOVICEl 0TO OUVOAO
TNG 086vNG aveedpTnTa aTTd TOV APIBUO tiles (KOPPATIO OTO TTATWHA) ATTO T OTTOIA ATTOTEAEITAI.
Q¢ TéAe10G AaBUpIvBog opileTal otTolocdrTTOTE AABUPIVOOG TTOU SEV €XEI UN TTPOCRACIUES
TTEPIOYEG, DEV EXEl KUKAIKG JOVOTTATIO KAI AVOIXTEG TTEPIOXEG Kal OAQ TOU Ta onueia , tiles aTo
TATWHA €ival TTPOORACIYA PE Eva HOVOTTATI Va ouvdEEl OTTOIOOATTOTE (EUYAPI AUTWV.
Tautdxpova pe Tnv dnuioupyia Tou AaBupivBou TTou dnuioupyEiTal KaTd To runtime , p@avieTal
0 XOPOKTAPAG TOU TTAIKTA TTOU €XEI TNV 1I810TNTA TNG KivNoNng , TNG TTEPICTPOPRAG Kal TNG 10000V
€€000U a1rd ToVv AaBUpIvEo péow adpaTtwy colliders ToTToBeTNUEVWY AKPIBWGS KATW ATTO TIG
TTEPIOXEG €10000U / €60DOU WOTE KATA TNV ETTAPHA PE TOV TTAIKTN VA ETTAVEKKIVEITAI N €QAPUOYN
atro Tnv apxn.

MNa 1N dnuioupyia Tou AaBupivBou XpnoipoTtroidnke o aAyopiBuog Hunt n’ Kill. ‘Evag
aAyOpIBPOG TTOU O€ Kapia TrepiTTTwon dev gival Bialog, 6TTwg TpodiaBétel To dvoua Tou. Ta
Briparta Tou aAyopiBuou TTEPIANTITIKG UAOTTOIOUVTAl WG EEAG :

=

EmAoyn 6€ong exkivnong

2. Tuxaio Badiopa xapdfovtag JOVOTTATIA OTOUG [N ETTIOKETTTOUEVOUG YEITOVEG WG OTOU TO
TPEXOV KEAT va pnv €xel GANOUG PN ETTIOKETTTOUEVOUG YEITOVEG

3. Evepyotroinon kardotaong kuvnyloU (hunt mode) 61Tou eAéyxovTal (scanning) 6Aa Ta tiles
TOU TTivaka (grid TTATWHOTOG) WAXVOVTAG KEAI TTOU VO UNV €XEl ETTIOKEPOET Kal va gival SitTAa
o€ TETOIO TTOU Va €ival €TTIOKETITOPEVO. EAQv BpeBei TETOI0, TOTE XOpAleTal JOVOTTATI ,
avaueaa oTa OUO Kal TO TEAEUTAIO Un ETTIOKETITOPEVO KEA YiVETaI apxIKr B€on.

4. EmavaAnyn BnudTtwy 2 kai 3 £wg OTOU N KATAOTOON KUVNYIOU €AEyEEl (Scanning) OAov Tov

mivaka/grid kai &ev Bpel ETTIOKETTOMEVA KENIG

To TTaixvidl TTou avaTTTuxOnke val pev dIABETEI TA XAPAKTNPIOTIKA VOGS TEAIKOU TTPOIOVTOG OAAG
o€ kapia TTepiTTwon &gv gival éva standalone product pe Tnv évvola 611 6ev Ba pTTopoulce va
atroTeAEl Jia oAokAnpwuévn AUoh yuxaywyiag. Auté cupBaivel Kupiwg yia Toug £€RQG 2 Adyoug :
ApXIKA& yia TNV UAOTTOINON Kail TEAEIOTTOINON £VOG OAOKANpwEVOU TTaIXVIOIOU (e OAa Ta
OuUOTATIKA TOU va TTpoEpxovTal from scratch) xpeiddovtal Oxi pOvo TTOAAOI prveg / xpovia
evaoxoAnong aAAd ouvnRBwGg Kal opada TTEPICTOTEPWY ATOPWY VIO CWOTOTEPN KATAVOUN TWV
pOAwv. AuTtoi o1 poAol kataAdauBdavouv éva eupuTEPO GACUA KOTNYOPIWV-TOPEWY OTTWG Eival O
KWOIKAG, TA YPAPIKA, N HOUCIKI], TO GEVAPIO KATT. AOYW CUYKEKPIUEVNG OPIOBETNONG OTOXWY, TO
OUYKEKPIPEVO TTaIXVIOI dnuIoupyABnKe KaBapd yia Tnv ammoTUTTWON TNG CWOTAG ASIToupyiag Tou
aAyopiBuou TTapaywyng AaBupivBwy kal Tnv TTapouciacn Twyv duvaTtoTriTwy TNG pnxavrg Unity,
o€ ouvduao o Pe TTpoypapuaTiond otn yAwooa C#. Ettiong oTIOATTOTE €IKACTIKG
XPNOIMOTTOIRONKE yia TO TraixVvidl, TTpoépxeTal o€ ueyaAo Babud atd 1o asset store Tng Unity.
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AkoAouBABnke auTn n TakTIKA yiaTi To art and design KouudT dev KOAUTITETAI QUTAY TNV
MeTaTTTUXIOKE S1aTPIRA Kal yiaTi Ba xpeialdTav onuavTikd eTTAEOV XpOvog (Kal yia £va TTIo
eTayyeApaTIkS look, Trapatrévw €EOTTAICUOG TT.X Wwn@Iakn ypagida) yia Tnv dnuioupyia custom
art. Tautdéxpova Pe QuTAV TNV TTPOCEYYION YiveTal EUKOAQ Kal SIAKPITA O dIaXWPICUOG HETAEU
game art and design kai game development. EUKoAa atré Ta TTOpATTAVW Byaivel CUPTTEPACUA
OTI oUCI100TIKA TTPOKEITAI YIa £va demo evog TTPOIOVTOG v eEENIEN. MeploadTepa yia LEAAOVTIKEG
ETTEKTACEIG KAl TOV TPOTTO TTPOCEYYIONG TNG CUVEXEIOG TNG AVATITUENG TNG EQAPHOYAG
AvVOQEPOVTAI OTNV EVOTNTA 6 «ZUUTTEPACHATA KOI HEAAOVTIKEG ETTEKTACEIGY.

3. Avaokotrnon trediou

O aAyépiBuog Hunt n’ Kill gival évag aAyopiOuog dIadIKaoTIKAG TTapaywyng Kal £XEl TTOAAEG
OMOIOTNTEG PE TOV avadpouikd avaoTpo@éa (Recursive Backtracker). H Movn Toug dlagopd
EYKEITAI oTOV TPOTTO UE TOV OTToI0 dlaxelpifovtal Ta adiEgoda. EmeidA o Hunt n’ Kill dev
mepIAapBAvel avadpouIKOTNTa atToPeUyovTal uTTEpXEIAioelg oToifag (stack overflow), kK& TTou
atroTeAEi €va atTd Ta PeyAAa TTPoBAANOTA TOU avadpOMIKOU avaoTpoPEa OE JEYAAOUG
AaBupivBoug. O aAyopiBuog Hunt n’ Kill emAéyel pia Tuxaia 8€on kai EeKIvagl Tnv, Kivnon TTpog
MIa Tuxaia kateuBuvon. Zuveyilel Tnv Kivnon uéxpl va Bpel adié€odo. Ze autd To onueio o
avadPOUIKOG avaoTpopiag Ba ékave Eva Bripa Tiow aAAd o Hunt n’ Kill k&vel kAT S1aQOPETIKO :
AvTi va kavel Bripa Tiow , waxvel otov AaBUpIveo yia KeAi TTou dev £Xel ETTIOKEPOE Kal
ermravahauBdaver Tn diadikacia o autrv TNV ToTmoBeaia. Auth n dladikacia cuvexigeTal HEXP! va
MNV uttdpxouv TETolou €idoug KeAIA. Adyw auTAg TNG 1IB1IITEPATNTAG , 0 OAYOPIBUOG PTTOPET Va
eival Aiyo apyog ota teAeuTaia Bripata kai 1d1aitepa o€ peydAou peyéBoug AaBupivBoug é1Tou
TIPETTEN VO TTPOCTTEAACTOUV OAGKANPOI YIa TNV avalATnon KEAIOU TTou OV €XEI ETTIOKEPDEI.
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Eikéva 3.1 : AaBUpivBog peyéBoug 500*500, Trapaypévog atrd Tov aAyépiBuo Hunt n’ Kill

3.1 AvoAuTiki TTapouaciaon aAyopiBuou

H uAoTtroinon Tou aAyopiBuou cival oxeTiké atTAr) o€ oUYKPIoN KE TOUG TTOANOOTOUG TTOU ETTIONG
éxouv ulotroinBei V™. AlaBétel etTiong k&Trola optimizations Ta otoia eiocdyovTal €icou eUKoAa
€UKOAQ , TTOU Bev atToTEAOUV OUWG AVTIKEIYEVO aaxoAiag TnG TTapoUodag TITUXIOKAGU™. H
uAoTroinon TTou TIAEXONKE €dw EeKIVAEI PE TNV ETTIAOYR EVOG TUXaioU apXIKoU OnuEiou Kal TO
loop avdAueoa o€ dUO dIAPOPETIKEG PATEIG : «TTEPTTATANAY KOl «KUVAYI» €WG OTOU N pAon
Kuvnylou Tepuartioel xwpig va Bpedei véa BEon. O1 UAOTTOINOEIG TTEPTTATHOTOG KAl KUVNYIOU
EMOTPEPOUV €iTE Evav dUADBIKO TTIVAKA (0 OTT0i0g OEiXVEl TIG CUVTETAYHEVEG TNG ETTOPEVNG
apxIkAg B€ong) ite null (To otroio deixvel 6T N @Aon TTou gival UTTO diEPEUvVNON €XEI TEPUATIOTEI).

1 x, vy = rand(width), rand(height)

loop do
4 X, ¥V = wa g
5 X, oV hunt (g
break unless x
end
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H uAoTtroinon Tng ouvaptnong walk gival atTAr. MNpaydaToTrolsital TTPocTTéAQCT o€ Wia Tuxaia
@TIoYhEVN AioTa aTTd KaTEUBUVOEIG Kal eTTIOTPEPETAI NUll €dv Kapia aTTd TIG KATEUBUVOEIG dev
givar €ykupn.

1 def walk(grid, x, vy)
[N, S, E, W].shuffle.each do |dir|

0o

end

nil
end

1o U1 o

MNa k&Be kateuBuvon uttoAoyieTal TO YEITOVIKO KEAI O€ QUTAV TNV KaTEULBUVON KAl YETA YiveTal
EAeyXOG yIa va IaTTIoTWOEI €Gv TO KeAI gival evidg opiwv Tou AaBupivBou kal Tautdyxpova dev
EXEI ETTIOKEPOEI.

1 nx, ny = x + DX[dir], y + DY[dir]
2 if nx »>= 0 && ny >= 0 && ny < grid.length && nx < grid[ny].length && grid[ny] [nx] ==

4 end

Me 1o TToU BpEBei éva YEITOVIKO KEAI TTOU TTANPOI TIG TTAPATTAVW TTPOUTTOBECEIG TOTE CUVOEETAI [E
TO TPEXOV KEAI KAl ETTIOTPEPETAI WG VEO TPEXOV KEAI.

1 grid[y] [x] |= dir
2 grid[ny] [nx] |= OPPOSITE [dir]
3 return [nx, ny]

AvTiBeTa, n @aon kuvnyiou gival Aiyo TTio ouveeTn. Kdvel iteration o€ KABe KeAi 01O TTAEyUQ, avd
YPOUMNA, ayvowvTag 60a 1odn éxouv emokePOei kal emoTpépovTag null av dev BpeBolv keAid
TTOU OEV £XOUV ETTIOKEPOEI.

1 def hunt (grid)
grid.each with index do |row, y|

J BN

3 row.each with index do |cell, x
4 next unless cell == 0

5

7 end

3 end
10 nil

11 end



2Tn ouvéxela , Jéoa o€ auTdv Tov ECWTEPIKO BPOYXO , €AV TO KEAI OeV €XEI ETTIOKEPOEI |
uttoAoyiCeTal pia AioTa atrd KeAId Ta oTToia ival Rdn uéPog Tou AapBupivBou.

1 neighbors = []
2 neighbors << N if y > 0 && grid[y-1][x] != 0
neighbors << W if x > 0 && grid[y] [x-1] =0
4 neighbors << E if x+1 < grid[y].length && grid[y] [x+1] != 0
5 neighbors << 8§ if y+1 < grid.length && grid[y+1l][x] != 0

MeTd emAéyeTal Tuxaia éva atmd auTd (TTPOXWPWVTAG OTO ETTOUEVO KEAI €AV OEV UTTAPXEI
OIaBE0IO YEITOVIKO KEAT yia va TTIAEYEl aTTd TA TTpONYOUEVQ).

1 direction = neighbors[rand(neighbors.length)] or next

Kai T€Aog uttoAoyifovTal oI CUVTETAYUEVEG TOU YEITOVIKOU KEAIOU 0TV ETTIAEyUEVN KaTEUBUVON
XOPAOCCETAI TO MOVOTTATI KAl ETTIOTPEPOVTAI Ol VEEG OUVTETAYUEVEG.

I

(o]

a

(=
jo Mo}
i
< —

6 Y S 0% )

6 return [x, V]

Kai €101 oAokAnpwvovTal Ta Bripata Tou aAyopiBuou hunt n Kill.

v Ta screenshots kwdika ival o€ objective C, amod tTnv apxikry uhotroinan Tou aAyopiBuou, atn
ouvéxela akoAouBouUv atmooTrdouara atrd TNV UAOTToINGT GTo Sscript , oe C#.

v2 "Evag atrd Toug TTOAOUG TPOTTOUG Yia BEATIOTOTTOINGN TNG AsIToupyiag Tou aAyopiBuou givai n
EMTAXUVON TNG GAoNG KUvNyIoU PEoW aTTOPVNUAVEUONG TNG TTPWTNG YPOUMNAG TTOU TTEPIEXEI
KeAIG Ta oTTOiO BEV £XOUV ETTIOKEPOEI.

vm3 3¢ TOAAG a1 TO TTAPATTAVW ATTOOTIACUOTA KEIYEVOU avagépeTal 0 dpog «null» evw) oTov
KWOIKa TTapaTtnpeital 0 6pog «nil». H yovadikr diagopd gival 611 To «nil» givar atrAd évag null
pointer o€ £va avtikeipevo atnv Objective-C kal 6TTwg Ba gavei kal oTto atrdéoTTacua Tng C# 10
atroTéAETa gival To id10, OTI dnAadr n @Aaon uTTd dIEPEUVNON £XEl TEPUATIOTE.
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Resetter.cs DialogTrigger.cs DialogManager.cs
‘»:v_JAssemny-CSharp

B

1[,] grid;

currentRow;
currentColumn;

1 scanComplete;
O

GenerateGrid();

GenerateGrid()

foreach (T orm transform in transform)
I
L

Destroy(transform.gameObject);

createMazeGrids();

currentRow
currentColumn
scanComplete

HuntAndLock();

Eikéva 3.2 : Script mapaywyng AaBupivbou (apyikotroinon)
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Resetter.cs DialogTrigger.cs DialogManager.cs Mazecs ® X TheCell.cs

Assembly-CSharp
}
VrgreateMazeGrids()

Wall.transform.localScale.x;
i=0; i < rows; i++)
columns; j++)

t floor =
floor.GetComponent<

Instantiate(Floor,
r>().material.color

t upWall = Instantiate(Wall,
upWall.name = pWall
upWall.GetComponent <

t downWall =
downWall.name =
downWall.GetComponent<

Instantiate(Wall,
+ 1+ "+ 35

tor3

Instantiate(Wall,
+1i+ " " +3;
>().material.color

Ga k t leftWall
leftWall.name =
leftWall.GetComponent

dall "

bject rightWall =
rightWall.name =

Instantiate(Wall,

. material.color

r>().material.color

* size - 1.25f, 1.75f, -i *

NewDialogTrigger.cs

3 Maze

HeightText.cs PlayerController.cs

nion.identity);
L22fF, 1f);

* size + 1.25f), nion.identity);

Range(0f,1f), Ra Range(0f, 1f), R

1.25f), Quaterni

Range(0f, 1f), .Range(0f, 1f), .Range(0f, 1f),

size), ernion.Euler(@, 90, 0));

n.Range(@f, 1f), Range(0f, 1f), Ra .Range(0f, 1f),

* size + 1.25f, 1.75f, -i * size), Quat .Euler(8, -90, 0));

Eikéva 3.3 : Script mapaywynig AaBupivBou (spawning KEAILWV Kal XPWHOTIOHOG)
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Resetter.cs DialogTrigger.cs DialogManager.cs Maze.cs cs NewDialogTrigger.cs HeightText.cs PlayerController.cs ToMainMer
Assembly-CSharp - %z Maze

y

]
KeepWalking()

» (UnvisitedNeighborC

11s!

direction

(direction

if (isCellUnVi d

(currentRow-1, currentColumn))

id[ currentRow, currentColumn].Uphall)

DestroyUp();

ntRow, currentColumn].IsVisited

(grid[currentRow, currentColumn].DownWall)

DestroyDown();

(direction

if (isCellUnVisitedAndInBounds(currentRow
{
{

1, currentColumn))

(grid[currentRow, currentColumn].Downkall)

DestroyDown();
currentRows+;

id[currentRow, currentColumn].IsVisited

(grid[currentRow, currentColumn].UpWall)
{

DestroyUp();

Eikéva 3.4 : Script mapaywynig AaBupivbou (okavapIoua KEAIWV KAl KATOGTPOWPK] TOIXWV)
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4. Game Manual

Perfect Maze Generator (EAAnviknR Mepiypa®n) :

AlaokeddoTe Pe Tov TTapaywyo Tuxaiwv AaBupivBwy. O alydépiBuog TTou SouAeUel OTO
mapackfvio empBeBaiwvel 61 KANENAZ AaBUpivBog dev gival idIog he TOV TTPONYOUUEVO.
Mrtropeic va Bpeig Tnv €€0007 Av vai , TTéoE Kal EavatTpooTrddnoe atrd Tnv apxr! H diaokédaon
Oev TeAelwvel TToTE pe To PMG!

Perfect Maze Generator (English description) :

Have fun while navigating in randomly generated mazes! The underlying algorithm will make
sure that NO maze is the same as the one generated beforehand. Can you find the exit? If yes
spawn again and try anew! The fun is never ending in PMG!

Eikéva 4.1 : H 086vn Main Menu

Qg uTTOdOXA YIO TOV TTAIKTN TTOU EKKIVEL TO TTAIXVIOI, £XEI OPIOTEI N OKNVA TTOU QaiveETAl OTNV
eiIkova 4.1. H TAorjynon Tou yia TIG atrapaitnTeg TMIAOYEG (ETGBaon aTo Traiyvidl (Play) ,
TTAaiolo TTAnpo@opiwyv (Infos) , €odog atrd 1o TTaixvidl (EXit) TTpayuaToTToIEiTAI UE TO TTOVTIKI.
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Q) Unity 2019,1.6f1 Personal - [PREVIEW PACKAGES IN USE] - MainScereaunity - perfectmaze master - PC, Mac & Linux Standalone <DX11> o ®

Reload

—

Eikéva 4.2 : H 086vn traixvidiou

Qg game scene €xel opioTei N 086vN TTou @aiveTal oTnVv eIkéva 4.2. AuTh atroTeAEi Kal TRV
Movadikr oknvA Tou TTaixVvidIiou. OAeG o1 evépyeleg Kal TO TTaixVidl Aappdavouv xwpa edw.

4.1 Ul Elements

21nv apioTepr TTAeupd TnG 08dvng Bpiokovtal Ta Ul elements Tou TTaixvidiou. Eival rpoofdacipa
ME TNV XPAOoN ToUu TTOVTIKIOU Kail dlaxwpifovtal o€ 3 eudIAKPITA, SIAPOPETIKOU XPWHATOS panes
(T¢apia).

1°pane:

To TTpwTO pane, XPWHATOS MaUPOo TTOU DIAKPIVETAI ETTAVW APIOTEPA TTEPIAAUPBAVEI 2 KOUUTTIE.

KoupTri Reload : To mpdoivo KOuuTTi hE TO yupIioTO BEAOG XPNOIKOTTOIEITAI YyIa TNV
ETTAVAPOPTION TNG OKNVAG TTOU £XEI WG aTTOTEAETUA TOOO TNV dnuioupyia véou AaBupivBou 6co
Kal TNV ETTAVAPOPA TOU XAPAKTAPA OTO APXIKO anueio spawn. Agv uttapxel idlog AaBupivBog
KaTtd 10 reload, 0 aAyépiBpog KABe opd dnuIoupyEi véa JoOVOTTATIA.
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KoupTri Info : To u1TAe KOupTTi e Tov BonBd XpNOoIWOTTOIEITAI yIa TNV EUPAVION Tou TTapabupou
mAnpo@opiwy. O TTaikTNG YTToPEl va BydAel Xprioiga CupTTEpdouaTa yia To Traixvidl aAAd kal va
MGBEI TTEPICTOTEPA YIO TO TTWG XTICETAI 0 AaBUPIVOOG TTATWVTAG TO KOUMTTI QUTO.

Eikéva 4.1.1 : H amotUmwon Tou 1ou pane

2° pane :

To deuTEPO pane oTn PEOT XPWHOTOG UTTAE TTEPIEXEI TO KOUWTTI SIaAdGyOU.

KouuTri Dialog : OuciooTik@ pye autd TO KOUUTTI O TTAIKTNG €ival 0€ B€0N va EKKIVET JIa GUVOMIAIO
ME TO OUCTNMA TTOU WG TTEPIEXOMUEVO £XEI TNV OTTOTIMNGT TWV YVWOEWYV TOU TTAIKTN YIa TOUG
aAyopiBuoug kal Toug AaBupivBoug yevikoTepa. UM

Eikéva 4.1.2 : H amotUTmwon Tou 20u pane
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Scencunity - perfectrmaze master - PC. Mac & Linax Standalone® <DX1 1> - 0 x

= "_""’/l

Reload ;
A

Eikéva 4.1.3: To mepifdAAov TraixvidioU TIpIv 0 XapoKTApag eilcéABel aTn voTia TTeployr| Ye To collider

T R T T T Y i N

7 A\ ) r ] S
Reload & ! LClick on thedialogue button in crder

to learn more about maze algorithms!

Eikéva 4.1.4: To mepiBaAAov TraixvidioU apdTou 0 XapaKTHPAG €10¢A0EI oTn voTia Trepioxn pe To collider
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3°pane:

To TpiTo pane K&Tw apioTEPE XPWHATOS TTPACIVO TTEPIEXEI TO KOUMTTI «Main Menu»

Kouutri Main menu : MNMaTtwvTag autdé T0 KOUUTTI 0 XPrioTNG ETTIOTPEPEI OTNV ApXIKA 006vn.

Eikéva 4.1.5 : H ammotUTwon Tou 3ou pane

U™ Fla TV 0pBn KaTavonan Tou XPovikoU anueiou TTou Ba Tav BEATIOTO va TIATAOEI O TIAIKTNG TO
KOUMTTI KaIl ETTEIBN ATAV TTIO OUVOETN WIa UAOTTOINGN YE QUTOUATN EKTEAEON TWV AEITOUPYIWV TOU
KOUMTTIOU BIGAOYOU, EOKEPPEVA TO KOUPTTT auTtd padi pe Tov SIGA0OYOo Kail To BEAOG TTOU KAVEI
prompt Tov TTAiKTN VA TO TTATHOEI EYPAVICETaI HOVO OTAV O XAPAKTAPAG TTAONYEITAI O€ éva
OUYKEKPIPEVO onueio aTov AaBUpIvOo Kal GUYKEKPIYEVA OTO VOTIOTEPO PEPOG Tou. Kal auTr n
AgITOUpYia OTTWG KaI N ETTAVEKKIVAON OTNV TTEPITITWOT TTOU O XOPAKTPAG BYEl EKTOG Opiwv
AaBupivBou n Tepuartioel To TITTEDO, €ival €QIKTH hE TR Xprion colliders.
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NewDialogTrigger.cs* + X

'T] Assembly-CSharp - NewDialogTrigger

ct customImage

ge
o

»
customImage2;
';.

customImage3;
(Collider other)

tomImage.SetActive( g

cus
customImage2.SetActive( )5
customImage3.SetActive( )

1lider other)

stomImage.SetActive(
customImage?2.SetActive(
customImage3.SetActive(

Eikéva 4.1.6 : H xprion collider (uéow script) yia TNV eu@avion/atmdékpuyn aToIxeiwv Tou SlaAdyou
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5. APXITEKTOVIK ZUOTIHUATOG

Ooov agopd Tn diadikacia TTou akoAouBABNKe yia T dnuioupyia, eloaywyn Kar opon
evappoviopévn Asitoupyia Twv assets kal prefabs oto epIBaAAov Unity3D akoAouBrenke n
€&ne diadikaaoia :

Anpioupyia Toixwv kai MAEypaTog (o1 d100TACEIG TOU TTivaka PTTopouv va 1eBolv 1600 atTd To
id10 TO script T6go kal aTrd Ta fields TTou £xouv yivel serialized)

1. Anuioupyia kUBou 3 x 3 x 0.5 kai eicaywyr) Tou wg prefab

2. Anuioupyia C# script

3. Anuioupyia ratwuatog (3 x 0.5 x 3)

4. Apxikotroinon avTikeipévwy Traixvidiou (GameObjects) oTo script Maze kai eilcaywyn
references otn Unity.

Ooov agopd Tov KWAIKA yia TN dnuioupyia TN EQpapuoyns akoAouBnonKe GuyKeKpIUEVN
TTPOCEYYIoN YyIa TNV £TTIAUCH TOU TTPORBANUATOG.

Méow Twv TTapakdTw cuvapTAoEwy Kal TNV aAANAETTIOpacn auTwy eMTEUXONKE N CWOTA
onuioupyia TéAgiou AaBupivBou k&Be @opd TTou giTe TO TTaIXVIOI {EKIVAEI aTTO TNV APXN EITE O
XPNoTng Tratdel To kouuTri reload kartd To runtime. Etriong 160 pe 10 Ul element reload maze
000 KaI Je TNV TTapadociakn ETTAVEKKIVAON TOu TTaIXVISIOU , 0 AaBUpivBog TTou dnuioupyeiTtal
KABe @opd £xel DIOPOPETIKA PHOVOTTATIO KOI AVTATTOKPIVETAI OTO PEYEBOG TTOU €€l BEDEI O
TTPOYPAPUATIOTHG HECQ OTO SCript dnuioupyiag Tou AaBupivBou TTpIv TNV eKKivnon TNG
EQAPHOYNG.
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5.1 XapakTipag Kal Kivnon

H sicaywyr povTéAou XapakThApa TTou va diabéTel Kivnon avaAoya pe To input TTou divel o
TTAIKTNG ATTO TO TTANKTPOAQYIO XWwpig KOANARuaTa kal bugs katd tnv TTAoriynon oto AaBupiveo
Arav pia apketd aTairnTikh diadikacia. Adyw EAAEIYNG eyyevoug design custom xapakTApa Kai
YVWOEWV yia To TTwg auTd Ba ATav €@IKTO va TTpayuatotroindei (avaykn yia third party
applications 6TTwg Blender, Harmony f; Photoshop) o xapakTtipag 1Tou MAEXONKE yIa TIG
avaykeg TG TrTuxiakng (Maria Paladin) rpoépyxetal atrd Tnv I0ToogAida mixamo.com . & autov
TOV I0TOTOTTO dIATIOEVTAI dWPEAV HOVTEAD XAPAKTAPWY O HOPPES APXEIWVY TTOU UTTOOTNPICOVTal
atro TN Unity, €101 WOTE EUKOAA O evRIAQEPOEVOI VA gival o€ BEon va Ta €I0AYOUV OTO TTaIXVidI
TOUG.

ra £3 mixamo ¢

Mixamo

Get animated.

Animate 3D characters for,games, film, and more.

-

Eikéva 5.1.1 : H eicaywyik oeAida oTo mixamo.com

AuTA n diadikagia yia va yivel oAoKANpwéva Kal Xwpig moavotnTeg AavBaouévng eicaywyng ,
QTTAITEI CUYKEKPIYEVA BrPATA.

To mpwTo pack Tmou Ba TTpéTTel va KaTeRAcEl o XprioTng aTrd To Site gival To HovTéAO padi e To
skin o€ popon fbx for unity. MNa 1o cuykekpipgévo Traixvidl emAExONke framerate 60fps aAAG auTd
€ival oTNV Kpion Tou evOIOPEPOUEVOU AVAAOYA PE TIG AVAYKEG TIG EKAOTOTE EQAPUOYNG KAl TIG
QTTAITAOEIC CUOTAUATOG. Na apxn eTAEyETal N t-pose oTdon TTou dev TTEPIEXEl Kivnon. 'Eteira pe
aAAayn oTo tab Character / Animations emAéyovTal o1 KIVAOEIG TToU XPeIddovTal avaAoya UE TIG
TTPOdIayPaAPES TNG Kivnong TTou £XEI Opioel 0 KABE TTPOYPANMATIOTAG.
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£ Mixamo x 4+ - 8 X

« C ) @ mixamo.com/e/page=1& haracte * BEms Q@ |
M B 6. © ¢ % AR A [ Erojectivodictio.. B AeanderZotov | SBUuniocs (@ Thess W Al the others Gaca Other bookmarks

MIXaMmO  charscers

MARIA W/PROP J J ONG

e Sie e _ -
TEA
LiLE

pe—————— \///

Eikéva 5.1.2 : H geAida emmAoyAg HOVTEAOU XOPAKTAPA GTO Mixamo.com

DDOWNLOAD SETTINGS

CANCEL

Eikéva 5.1.3 : H oeAida emmiAoyrig TUTTOU JOoVvTEAOU OTO mixamo.com
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DOWNLOAD SETTINGS

Format Skin

‘ FBX for Unity(.fbx) Without Skin

Frames per Second Keyframe Reduction

‘ 60 none

CANCEL

Eikéva 5.1.4 : H ogeAida emmiAoyng TUTTOU povTéAou kal framerates oTo mixamo.com

£ Mixamo x ¥ = B8 %
€ 5 C (0 8 mixamocom/#/pages &query=walking e
¢ ¥ WRU A @

alling Q [e— WALKING ON MARIA_PROP_J_J_ONG

UPLOAD CHARACTER

Walking

s

Eikéva 5.1.5 : H gelida €mmAOYNG TTAKETWY KIVATEWY HOVTEAOU OTO mixamo.com
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A6 Tov file explorer Tng Unity kai erd tn dnuioupyia Tou avTioToiXou QakéAoU , JE OEET KAIK —
Import Asset eTTIAEyETal TO apXEIO TOU JOVTEAOU XWPIG Kivnaon TTou KATERNKE atTd TO Mixamo.
2710 TTapdBupo TToU euPavileTal TIG TTEPICTOTEPES POPES Kal CNTAEl DlopBwaEeIg yiveTal KAIK OTO
koupTri fix now. XTn cuvéxela gival atTapaiTnTo va yivel extract features kal extract textures katd
TIPOTINNON O€ DIAPOPETIKOUG QAKENOUG YIa KOAUTEPN TAEIVOUNON. 'ETOI TO JOVTEAO TOU
XOPOKTPpa UTTOPEI Aueoa va eiocaxBei aTnv oknvr) TTou SOUAEUETAI TNV EKACTOTE OTIYUA OTO
mepIBaAAov TG Unity.

@Froec [ECOnsOlE i-s
Creats - q e

0, A8 Matertals
1, A1 Models.
) A1 Prefabs

v G Assets
G Fonts
@ Mats
& Prefabs
G Scenes
& Scripts.
» @ TextMesh Pro
» (@l Toon Forest free set
» (i Packages

Eikova 5.1.6 : H mrepioyn) emegepyaaiag kivnong xapaktripa otn Unity

2Tn cuvéxela o€ dIaPoPETIKO QAKENO (OTNV TTPOKEIPEVN, QAKEAOG animations) We Tnv idia
OladIkagoia eiIcdyovTal Kal Ol KIVAOEIG TOU XAPOKTHPA.

Walking

>

0:327(059.3%0) Frame 32

Auto Generate Lighting On .
Eikova 5.1.7 : H repioyn| emegepyaaiag kivnong xapaktripa atn Unity
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Anpioupyia animator states :

MNa TNV Kivnon Tou XapakTipa dnuioupyABdnke éva TTAGvo Pe animations kai transitions petagu
auTwv. AuTtd TO TTAGVO avTIKATOTITPICEl TIG EVaAAAYEG METAEU TWV States Tou XapakTrpa Katd Tnv
Kivnon Tou.

Eikéva 5.1.8 : To set KIVAGEWYV TTOU avaTiTUXONKE yIa TOV XAPAKTAPO

Fivetan apketd katavonTtd atro Tnv elkOva OTI TTPOKEITAI yIa €vav animator o oTToiog €ival TTOAU
atrAGG o€ uAoTToinon. Autd cupBaivel yiati Tépa atrd Tnv evaliayr ammd otdaon (idle/ looking
around) og TepTraTnua (walking) o XapokTAPag dev £XEl TIPOYPAUMATIOTEI va KAVEI ATTOAUTWG
TiTToTe GAAO. TOOO 0 0TOXOG yia atTAGTNTa 600 Kai To TrEPIBAAAOV Tou AaBupivBou TTou Adyw
KOTOOKEUNG TTEPIOPICEl AOITTEG KIVAOEIG OTTWG jumping ASyw TwV TOiXwV KAl Tou UYoug Tou
XOpakTApa odriynoav o€ auTtAv Tnv aTTAr Kai bug free uAotroinon. Mapakdtw akoAouBei Eva
TTapadelyua ouvBeTOU animator xapakThpa atrd TaixVvidl TTou avaTrTuxnke atrd eTaipeia yia
ouUyKpIon TNG TTOAUTTAOKOTNTOG.
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V Input -
=
T —
T —
| —
FacingSE (]
[Facngs 1]
T —
Facngw 0]
T —
T —

Eikéva 5.1.9 : Z0vBeTo TTapddeiyua set KIvAoEwvY
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Anuioupyia controller :

MNa TNV 0pBn Kivnon Tou Xapaktipa Ouwg dev apkei atmmAd n eicaywyr] Twyv animations Kai Tou
animator aAAd kai n dnuioupyia evog controller Trou Ba gival uTTeUBuUvog 1600 yia Ta physics
000 Kal yia TIG evaAAayEg HETAEU Twy dId@opwy KIVACEWY TTou dnuioupyrRBnkav ato TTapdBupo
Tou animator. OTwg Kal Pe TTOAEG AAAeG TTpoavagepBeioeg AsiToupyieg To controller yia To
MOVTEAO TOU XapPOaKTHpa gival éva script ypaupévo oe CH.

w File Edit View Project Build Debug Test Analyze Tools Extensions Window Help Search Visual Studio (Ctrl+Q Pl perfectmaze-master

o - B-aoWd 9- Debug -~ AnyCPU ~ P AttachtoUnity - M _ M5 [fE

" Solution Explorer v @ X | PlayerControllercs & X
@ & - 5 " B Assembly-CSharp #3 PlayerController

x Solution 'perfectmaze-master’ (1 of UnityEngine;

4 7] Assembly-CSharp
P =B References
b M Assets

X0q|oo]

2 H
otationSpeed;

anim = GetComponen
rb = GetComponent<

vector3 rotationMovement = 8, Input.GetAxisRaw(“Horizontal™),e );

transform.Rotate(rotationMovement * rotationSpeed);

if (Input.GetAxisRaw("ve 1%) > @)
rb.velocity = transform.forward * speed;

if (Input.GetAxisRaw( 1) < @)
rb.velocity = -tr forward * speed;

f (Input.GetAxisRaw("Ho 3 != 8 || Input.GetAxisRaw("ve:
3

anim.SetBool("

anim.SetBool("

Team Explorer

Properties

- @ No issues found

Eikéva 5.1.10 : To script Tou controller Tou xapokTApa
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5.2 Scripts

MNa TNV dnuioupyia Tou AaBupivBou, Tn dnuioupyia GAwY Twy XApAKTNPICTIKWY TNG Kivnong Kai
TNG CUMTTEPIPOPAG TOU XAPOKTHPA, TN AEITOUPYIa TWV KOUUTTILV Kal Twv SIaAGYwWV Kal TV
TTAORYNON avaueoa oTig 2 006veG XpNOIKOTTOINBNKAY CUVTOUA Kal EUXPNOTA OevapIa (Scripts).
Ta oevdpia gival apxeia KatdAngng .cs, Ta oTToia 0 TTPOYPAUUATIOTAG £TTECEPYAdeTal péow Visual
Studio 1) editor NG MAOYAG Tou, dIABETOUV £yyEVH UTTOOTHPIEN ASITOUPYIWY OTO TTEPIBAAANOV TNG
Unity kai gival Baciké CUCTATIKO yia Tn dnuioupyia piag oAokAnpwpévng Auong Traixvidiou. To
scripting PTTOpPEi va XapaKkTnpPIoTEl w¢ BAcikd auaTaTiKO o€ OAES TIG EQAPHOYEG TTOU
avatrtuooovTal o€ Unity. O1 TrTepiIcooTEPES, av OXI OAES Ol EPAPHOYEG €KEi, XpelalovTal oevdplia
O€ TOMEIG OTTWG :

e QVTaTTOKPION GTO input TOU TTAIKTN

e Kal va kavovioel Ta cuuBdavTa oto gameplay va cupfaivouv étav TTPETTEL

o [lépa atrd autd, Ta oevdplia HTToPoUV va XPNoIKMoTToINBoUyV yia Tn dnuioupyia ypa@IKwyV
QATTOTEAECUATWY,

e TOV £AEYXO TNG PUCIKNAG CUPTTEPIPOPAS AVTIKEIMEVWV

e 1] AKOMQ KAl TNV €QAPUOYN EVOG TTPOCAPHOCHEVOU CUOTAPATOS Al yIa XOPAKTAPES OTO

TTauxVviodl.
L~ g~ ________________________|
@ project [T GONSOIE -l
Create ~ 4%
v . Favorites Assets » Scripts
All Modified
All conflicts
All Exduded = = . : p 3 = = = 5 T = =
All Materials C# C# C# C# C# C# C# C# C# C# C# C# C# C#
All Models
All Prefabs buttonPush DielogMan.  DialogTrigg Dislague Extt HeightText Maze NenDialogT . PlayerCont. Reload Resetter Shdekeigh TheCell ToMainMenu
¥ ( Assets
& Fonts
& Mats
» @l Models
G Prefabs
(Gl Scenes

» @ TextMesh Pro
» i Toon Forest free set
» (G Packages

Eikéva 5.1.11 : H oulM\oyn Twv scripts oTov inspector
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6. ZUNTTEPAOMATA KOI HEAAOVTIKEC ETTEKTATEIG

Mia atré TIG HEAAOVTIKEG ETTEKTACEIG TOU TTAIXVIOIOU TTPOKEITAI Va gival n evaAAayr XpAong
aAyopiBuou yia Tn dnuioupyia Tou AaBupivBou katd To runtime. Méow evog Ul element kai
OUYKEKPIPEVO EVOG switch , 0 xpnoTng Ba cival o€ BEon va emAéyel Pe TToIdv aAyopiBuo Ba
onuioupyeital 0 AaBUpivBog. 'ETol Ba gival ep@avég TTolog aAyopIBuog AsIToupyEi OTITIKA KaAUTEPA
] TO script Tou KaBevog Ba gival £€T01 dIAPOPPWHEVO WOTE oI TUTTOI AaBuUpivBwv TTou TTapdyovTal
va £XOUV BIaQOPETIKA XapaKTNPIOTIKA. ESW Ba TTpéTTel va onueiwBei 0TI Adyw TnG HeYAANGg
TTOPAPETPOTTOINONG TTOU \ON UTTAPXEI OTA OTITIKA XOPAKTNPIOTIKA Tou AaBupivBou, autd pe Tnv
MEANOVTIKN ETTEKTAON WTTOPEI VO avaBaBuIoTel akdpa TTEPICCOTEPO KAl O TTAIKTNG Va gival o€ B€on
Katda Tn dnuioupyia Tou AaBupiviou va eTIAEEEI TTOAAG Kai SIaQOPETIKAG attributes 6TTwG Xpwuda,
OXNHa , YEYIOTO apIBUO ToiXwv Kal ékTaon AaBupivBou.

Tautoxpova Ba divetal n TTIAOYR OTOV TTAIKTN Va €TTIAEYEI avApeoa aTTd dIOPOPETIKA MOVTEAQ
XOAPOKTAPa yia TNV TTAOAYNaon otov AaBUpivBo. ZuyKekpipéva , OxI HOVO Ba TTapEXOVTAIl ETOIUG
TTPO eyKaTECTNMEVA POVTEAQ Ta oTToia Ba gival o€ BEon va evaAldooovTal Katd BouAnon €1Tiong
ME TN xprnon Ul kouptriwv aAAd Ba uttdpxel Kai n €TTIAOYT O TTaiKTNG va gival o€ Béan va
ONMIOUPYEI TO BIKO TOU XAPAKTAPA UE ETTIAOYEC VIO TA XOPAKTNPIOTIKG TOU TTPOCWITTOU KAl TOU
owpaTtog Tou. AuTh n duvaTéTNTA APXIKA Ba UTTAPXEI PE TNV MOPYI TTPOEYKATECTNNEVWV
HovTéAwv o€ avTioToixo Ul pane emAoyAg XapakThpa. AvTioToixa n dnuioupyia custom
XOPAaKTAPA Ba yiveral JEow TTATAPATOG KOUUTTIOU TToUu Ba odnyei Tov TTaikTn o€ véa 086vn yia Tov
OUYKEKPIUEVO OKOTTO.

TEAOG WG PEANOVTIKA ETTEKTACT OTO TTAIXVIOI TIPOBAETTETOI TO TUXQIO SPawn QVTIKEIYEVWY OTOV
AaBUpIvBo Kal 0 OTOXOG yIa TOV XOPOKTHpa va Ta paléwel OAa waTe va gival o B€on va TpoBei
oTO €TOuEVO €TTiITTEDO. TOOO N TUXAia BE0N OO0 Kal O TTEPIOPICHOG OTNV €CEAIEN TWV ETITTEOWV
gival KATI OXETIKA aTTAG wg UAOTTOINON KaBWG TO TUXAio OTOIXEIO gival accessible péow random
number generator kATl TTOU £X€l avTioToIXa ATTAR UAOTTOINON O€ Script , Kal O TTEPIOPICHOG
uAoTroigiTal TTioNg Pe atrAd TPOTTO HECW EAEYXOU OUVONKWY OTOV KWOIKA.
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6.1 To asset store tool «kamaze»

Katd tnv £épguva oTov Topéa yia avalitnon T600 TTapOUOIWY TTPOCEYYIoEWY OCO Kal
OIAPOPETIKWYV aAyopiBuwyv , BpEBNKeE Kal To £€TOIPO £pyaAgio TTapaywyns AapupivBwy «amazex». H
OUYKEKPIUEVN UAoTTOINON €TTIAEYEl TOV aAyopiBuo recursive backtrack yia va gival o Béon va
TTapdyel TEAeloug AaBupivBoug. To ouykekpiuévo tool gival diaBéaoipgo oTo asset store évavTi evog
MIKPOU avTiTIou. AuTO atroTeAei éva KaAG TTapddelypa Tl €dv KATTOI0C TTPOYPAUUATIOTAG
KATa@EPEI va gival 0 TTPWTOG TTOU TTAPAYEl va XProIKo epyaAcio uTTopei va €xel kEpOOG aTTo TNV
¢kdoon Tou.

ihelquickiandleasy
mazefgenerator
fordunity

Juptrépacpa atroTeAei emTiong 611 UTTAPXEl duvaTr ouvepyaaia HETAEU avaTITugng aAyopiBuwv
otn C# kartda tnv avamtuén aixvidiwv otn Unity. EmimrAéov dev replopideTal o€ aAyopiBuoug yia
AaBupivBoug aAAG ouciaoTiKG o€ OTIOATTOTE UTTOPEI VA ATTOKTACEI YPAPIKY avaTTapdoTacn evw
ONMIoUPYEITAlI GTO TTOPACKNVIO HECW PIAG aAyopIBuIKAG diadikaaiag.
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7. BiBAioypagia

7.1loT1o6TOTION

Financial Times The puzzling difference between mazes and labyrinths :
https://www.ft.com/content/fd3175fa-ff41-11e6-8d8e-a5e3738f9ae4

What's the difference between a maze and a labyrinth? : http://blog.english-
heritage.org.uk/whats-the-difference-between-a-maze-and-a-labyrinth/

https://www.guora.com/What-is-the-difference-between-a-maze-and-a-labyrinth

Maze generation algorithms :_https://en.wikipedia.org/wiki/Maze generation_algorithm

Hunt and Kill Algorithm :
http://people.cs.ksu.edu/~ashley78/wiki.ashleycoleman.me/index.php/Hunt and Kill Alg
orithm.html

Mazes : http://datagenetics.com/blog/november22015/index.html

7.2BIBAia

Mazes for Programmers: Code Your Own Twisty Little Passages 1st Edition — Jamis
Buck, ISBN-13: 978-1680500554

Algorithmic Puzzles 1st Edition — Anany Levitin, ISBN-13: 978-0199740444

Gardens of Imagination/Programming 3d Maze Games in C/C++/Book — Christopher
Lampton , ISBN-13: 978-1878739599
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R1 Kern, Through the Labyrinth, 2000, item 43, p. 53.

R2 Robert Paul Sutton, Communal Utopias and the American Experience: Religious
Communities (2003) p. 38

R3 Adrian Fisher & Georg Gerster, The Art of the Maze, Weidenfeld & Nicolson (1990),
ISBN 0-297-83027-9

R4 Herodotus ,The Histories, translated by Aubrey de Sélincourt, Book Il, pp. 160-61.

R5 Las independencias iberoamericanas en su laberinto: Controversias, cuestiones,
interpretaciones - Manuel Chust Calero Universitat de Valéncia, ISBN 9788437083193
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9. MNapapTtAiuarta

Edw Ba ptrouv : Ta TTpoBAARUATA TTOU AVTIMETWTTIOBNKAV (Kivnon xapaktipa) , Ta Ul elements
TTOU UTTAPXaV Yia dlIapopeTIKO okoTrd (height/ width) kai TTou avTikataoTaddnkav Ao Ta KOUPTTIA
info, dialog kai main menu kai Ba ere€nynBei yia 1010 Adyo o TTapayduevog AaBupivBog eival
oTov aépa.

XapakTApac Kal Kivnon :

Kard mn dnuioupyia Tou controller Tng Kivnong Tou XapakThpa TTpoékuyav Ta £¢Ag CNTAKOTA @ O
XOPAKTAPAG VW ApXIKA EKTEAOUOE KAVOVIKA TNV Kivnon Kal AAAade B0 oTo Xwpeo , 0N
OUVEXEID KATA TR SIOKOTT) TOU animation Tou TTEPTTATANATOS AUTOUATA ETTAVEPYXOTAV GTNV APXIKN
Béon amd étou Eekivnoe TO TTPWTO animation. Auté €ixe wg atToTEAET A OAOKANPEN N Kivnon oxl
MOVO va unv ekTeAgiTal cwoTd aAAd oualaoTikG va atroTeAei bug. O Adyog TTou ouvERaive autd
nrav évag ouvouaouog atmd CUYKEKPIPEVESG PUBMICEIS OTOV inspector Twy animations aAAG Kai
MIa X1 aTTOdEKTH TTPOCEYYIGH OTOV TPOTIO TTOU €ixe ypa@Tei To controller script. Na Tn
onuioupyia T6go TNG aAAnAouyiag Kiviioewv 0TO animation pane 6co kai Tou controller TTou
eAEYXEI TNV KivNOn TOU XOPAKTHPO apXIKG €iXe €TTIAEXBEi 1o uAoTTOINCN N OTTOIa VaI PEV gival
KABOAIKG aTTOOEKTH) OTOV TPOTTO TTPOCEYYIONG , OUWGS OTTWG YAVNKE KATA TNV OKIUA TNG
QVTIOTOIXOUOE TOOO 0€ TTAAAIOTEPEG KDOTEIG TNG Unity , 600 Kal o€ SIOQOPETIKA PHOVTEAQ.
2nuelvetal 6T N eQapuoyr evog AeIToupyikou movement controller atrd C# script dev gival
atrAnf dladikacia Kai gival dueca ouvdedeuEvn TOGO WE TO origin 600 Kal e Tov TUTTO TOU
MOVTEAOU OTO OTTO0I0 EQPAPMUOZETAL. ZUVETTWG UETA ATTO APKETEG TTPOCTTABEIEG KAl DOKIMES
dnuIoupyrRBnke cuvduaopog script kKal animation pane TTou JETOPPACTNKE OTNV CWOTH Kivnon
TOU XOPOKTAPA yia TNV TTAorlynon Tou yéoa atov AaBupivBo.
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Deprecated (removed) Ul Elements :

Ta apyika Ul elements o1o AQivd TTOAUXpwHO pane Tou AaBupivBou kKai Ta oTToia oTnV TEAIKN
(2.1) éxdoon Tou TTaIXVIOIOU deV UTTAPXOUV ATAV TA EENG :

1. Height adjustment pane
2. Width adjustment pane

To height adjustment pane, OTTWG QaiveTal Kal oTnV €IKOva 9.1, TTepIEiXE YIa PTTépa KUAIONG JE
scale yia Tnv pUBUION TWV TIHWV TOU UWPOUGS TwV ToiXwV Tou AaBupivBou ol oTToieG PETA TNV
emAoyn epappolovTal Kata TNV TavapopTion Tou AaBupivBou.

Me Tov id10 akpIBwg TpéTTO AciToupyouaoe kal To width adjustment pane TTou BpiokeTal akpIBwg
ato KATw atrd 10 height adjustment pane. AvTioToixa S100£Tel (DIAQOPETIKWV TIHWV scales) Kal
ME QUTO O TTAIKTNG UTTOPOUCE VA PUBUICEI TO TTAXOG TWV TOIXWV. ZNUEIWVETAI OTI OTIG
MEYOAUTEPEG TIMEG N TTAOAYNON TOU XapaKTHpa aTov AaBUpivBo yivaTav oxedov aduvartn Adyw
TOU TTEPIOPICHOU TOU BIABECIPOU XWPEOU YIa TTAORYNON Kal aoUuBaToTNTAG UE TWV 1dN
TTpooappoouévwy colliders 0To JOVTEAO TOU XOPAKTHPA.

Qg collider opiCeTal TO TTEPIYPAPHA TOU XOPAKTPA TTOU EUBUVETAI YI TH OUYKPOUGCH TOU
XOPAKTAPA HE TO QUOIKA UTTODIA (OTNV TTPOKEILEVN TTEPITITWON TOIXOUG). ZNHEIVETAI OTI OTNV
TTEPITITWON TTOU Ta TTapaTTavw colliders ATav PIKPOTEPA , O XAPAKTAPAS Ba UTTOPOoUCE Va KIVEITAI
O€ TTEPIOPIOPEVO XWPO, YE ETTIOPACN OPWG OTAV OTITIKA EYTTEIPIA TOU TTAIKTN KAl GV TAV
avUTTaPKTa, 0 XapakTApag dev Ba putmmopouce va otabei otov AaBupivBo Adyw TnG BapuTtnTag.

Ta TTapatrdvw panes £xouv agaipedei atrd Tnv TeAIKA £€kdoan Tou TTaIXVIBIoU KaBwg
atroteAoucav features trou gixav {nTnBsei wg task yia project og epyaciakd Xwpo. Adyw Tou OTI
uTTdpyouv TTOAAA TTIo evdiagépovTa features yia eicaywyr] , eMAEXOnke To height adjustment
pane va avTIKoTaoTaOEl e TO KOUWTTI TTOU evepyoTTOIEl TNV évapgn Tou SIOAGYOU TOU CUCTHHOTOG
ME TOV TTAIKTN Kal avTioToixa avTi yia width pane €10ax8nke KOupTri TTou Katd 10 TTATNUa odnyei
Tiow oTnVv apxikh 084évn Tou TTaIxvIdIoU.
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€ Unity 2019.1,861 Pessanal - [PREVIEW PAC) - -PC, Msc &L
File £54 Assets GameObject Component Window Help

T e = ‘.“/Lk\lr 3-

Reload

e

Eikéva 9.1 H apxIkf) poper Twv panes

Flying maze ([MaTi eival otov aépa o AaBupivboc)?

EUAoyn atropia Tou TTaikTn KAl OTTOI0USATTOTE TTAPATNENTH TOU TTaIXVIOIOU (TTAVTOTE YEoa
atro Tov editor TNG Unity kai 6x1 010 TEAIKO TTPOIdV) atroTeAei o Adyog TTou 0 AaBupivBog
BpiokeTal oTOV A€Pa. ZupPaivel KUPIWG yia Toug €€ Adyoug :

1. To object a1 10 0110i0 TTPOKUTITEI OAOKANPOG 0 AaBUpPIVOOG dev eugavideTal TrTapa
MOvo katd To runtime Kabwg dnuioupyeital duvapika péow C# script. Zuvettwg dev
£Xel BpeBei akdpa AUon yia TV JETAKiVAON TOU.

2. Ta umréloira assets kai features Tou raixvidiou eilo0dyxBnkav agou dnuioupynodnke o
TPOTTOG KOTAOKEUNG Tou AafupivBou

3. Ymdapyxouv adépara colliders Tou aiwpouvTal KaTw atmd Tov AaBupivBo kai eubuvovTal
yla TNV ETTAVEKKIVNON TOU TTaIXVISIoU KATd TNV Kpouaon.
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Eikéva 9.2 To rapadofo Tou Imrrauevou AaBupivBou

Eikéva 9.3 MpoetmokdTnon evog TTOAU TTpWwIKoU oTadiou avaTrTugng Tou Traixvidiou
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