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MNepiAnyn

2KOTTOG TNG epyaaiag gival n uAhotroinon evog 3D Role Playing Game yia Traidid 6" AnuoTtikou,
péoa atrd 1o otroio Ba diaokeddaouv, Ba dokiyaoTolv og epwTroelg Mabnuatikwy kai 8a
QTTOKTAOOUV JIa TTPWTN ETTAPN ME TOV KOOUO TWV TTAIXVIOIWY O& NAEKTPOVIKO UTTOAOYIOTH. ZTO
Ke@AAaio 1 6a yivel yia gUvToun avadpoun oTnNV IOTOPIa TWV NAEKTPOVIKWY TTAIXVISIWV, TV
€CENIEN TOug, KaBwG Kal oTa TTaixvidia Role Playing. 1o ke@dAaio 2 6a d06¢i Bdon atnv
TAaT@Opua Unity Kal OTIG AEITOUpPYiEG TNG PJE OKOTTO TNV KATAVONOoN TNG. ZT0 Ke@AAaio 3 6a
TTAPOUCIACTE hia avaAuTIKr TTEpIypagr] Tou TraixVvidiou (Zevapio, OvroTnTeg-Kodouog, Kavoveg
kal Por) Maixvidiot). 210 KE@AAaio 4 Ba pag ammacgxoAfoel o axedlaoudg Kal N avaAuan Tou
TraixvidIoU. 210 Ke@AAalo 5 Ba TTapouaIACOUE TOV TPOTTO UAOTTOINONG Tou TTaiXvidioU péaa
atro €IKOVEG Kal avaAlovTag Tov KWAIKA TToU XpnolpoTtroifoape. H uhotroinon Tng TTapolcag
EPYQOiag TTpayuaToTroInenKe XpNoINoTToIWVTAG TV TTAaT@Opua Unity 2021.1.5f1 yia 10
OTHOIYO ToU YPa@IkoU TTePIBAAAOVTOG Tou TTaiXvIdlou, KaBwg Kal TNV UAoTToinon Baacikwyv
Aeiroupyiwy, 10 Visual Studio 2019 (IDE) péoa oto otroio oTABnke n aAAnAemidpacn Twv
XOPOKTAPWVY PE TO TTEPIBAAAOV TOU TTaIXVIOIOU YEOQ aTTO Scripts TTou ypa@TnKav o€ YAwooa
TTpoypauuatiopgou C# kai 1o DB Browser For SQLite oTo otroio o1ABnke n Bacn dedouévwv
TOU TTaIXVISIOU.

e
MaOnparikég AaBupivBog / Math Maze ZeAida 5



Meramrruyiakn Alatpini 2KkoAapikog ETEPYIOG

Abstract

The purpose of this project is to implement a 3D Role Playing Game for 6th graders, through
which they will have fun, will be tested in Math questions and will gain a first contact with the
world of computer games. Chapter 1 will give a brief overview of the history of electronic
games, their evolution, as well as Role Playing games. Chapter 2 will provide an overview of
the Unity platform and its functions to understand it. Chapter 3 will present a detailed
description of the game (Scenario, Entities-World, Rules, and Game Flow). In chapter 4 we will
deal with the design and analysis of the game. In chapter 5 we will present how to implement
the game through images and analyzing the code we used. This work was carried out using the
Unity 2021.1.5f1 platform to set up the game's graphical interface, as well as the
implementation of key functions, Visual Studio 2019 (IDE) in which the characters interacted
with the game environment in from Scripts written in C # programming language and DB
Browser For SQLite in which the game database was set up.

e
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EIKONA 107- YAONOIHzH - SCRIPT NPCCONTROLLER - QUEST() FINAL PART ..covutiiiiiiiiiieniteeite ettt
EIKONA 108 - YAOMOIHzH - SCRIPT NPCCONTROLLER - SUBMITQUEST() INITIAL PART ..covvieniieitieieenieereereeie e
EIKONA 109 - YAOMOIHzH - SCRIPT NPCCONTROLLER - SUBMITQUEST() REWARDS.......cortierierieieenneenreenieereere e neees
EIKONA 110 - YAONOIHzH - SCRIPT NPCCONTROLLER - SUBMITQUEST() REWARDS ....ccvvierireeirierireenereesaeesereessseeneneas
EIKONA 111 - YAONOIHzH - SCRIPT NPCCONTROLLER - SUBMITQUEST() GIVE REWARDS ....vveevrieireerreesireeireeseveenenens
EIKONA 112 - YAONOIHzH - SCRIPT NPCCONTROLLER - SUBMITQUEST() AAOOS AMANTHSH. .ecuvveeireerreesireeireeseveenenens
EIKONA 113 - YAONOIHzH - SCRIPT NPCCONTROLLER - GETREWARDSTATS() +veeuvveevrernieeenirennieeeniessieeesieessseeenseessneees
EIKONA 114 - YAONOIHZH - SCRIPT PLAYERSTATS = SETEQUIPMENT()..veeuvveeiierieeiniieeiieeeniressieeesieessieeesieesnneeessnesnneees
EIKONA 115 - YAOMNOIHZH - SCRIPT PLAYERSTATS - METABAHTES ....evvveeeneeeen.
EIKONA 116 - YAONOIHZH - SCRIPT PLAYERSTATS = START() «vvverveeriienieeiiiesieeeseesieeesiee e
EIKONA 117 - YAONOIHzH - SCRIPT PLAYERSTATS - UPDATE() METABAHTES XAPAKTHPIZTIKQN

EIKONA 118 - YAOMOIHzH - SCRIPT PLAYERSTATS - UPDATE() EM®ANISH XAPAKTHPIZTIKON. 1ecuvveeereerreesereesreeseneenenens
EIKONA 119 - YAONOIHzH - SCRIPT PLAYERSTATS - UPDATE() EM®OANISH ANTIKEIMENON ...vveevreeereevreesereeneneeseveesenens
EIKONA 120 - YAONOIHzH - SCRIPT PLAYERSTATS - UPDATE() EM®ANIZH ANTIKEIMENON ..vvevvreeirerreeeniressieeesseeenaeees
EIKONA 121- YAONOIHZH - SCRIPT FINALNPCCONTROLLER = FINISH() +veeuvveerureriereniieenieeeniiessieeesinessieeesieessneeesseesnneees
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Avadpopn otnv loTopia Twv BivreomaiXvidiwv

Eicaywyn

H loTopia Twv Bivreotraixvidiwv, apxilel ata 1é€An Tng dekaeTtiag Tou '40. Mpog Ta TéAN Tou '50
Kal aTa géoa Tou '60, atnv ApepiknA, apxifouv va Ptraivouv oTnv kadnuepivi wn Twv
avOpWTTWYV Ol UTTOAOYIOTEG, CUYKEKPIUEVA Ol KEVTPIKOI UTTOAOYIOTEG.

ATTO gkeivn Tnv TTepiodo, Ta BivieoTralyvidia Ekavav TRV EUEAVION TOUG, OTIG KOVOOAEG, oTa
QAITTEP, OTOUG UTTOAOYIOTEG, OAAG KAl OTIG QOPNTEG KOVOOAEG.

ATTO TN OTIYURA TTOU 01 UTTOAOYIOTEG Kal Ol KOVOOAEG ApBav o€ €TTaQr PEYAAO KOIVO, aTToQPAcicaV
va KAvouv KATI TTpwTéTUTTO. Anpiolpynoav TIG AeyOUEVEG QopNTEG KOVOOAEG. AuTH ) Kivnon dev
fTav KOAOBEXOUUEVN ATTO TIG AUEPIKAVIKEG ETAIPIEG, KOBWG PHEYAAUTEPN ETTIPPON TN Blounxavia
TWV TTAIXVIOIWV EiXaV OI I0TTWVIKEG £TAIPEIEG. AUTEG KOTaOKEUATAV dNUOPIAEIG KOVOOAEG OTTWG TO
PlayStation Tng Sony ka1 To NES 1ng Nintendo. Zruepa, Bivreotraiyvidia epgavifovral kai aTa
KIvNTad TNAéQWVa, Ta tablets kal Toug TTPOCWTTIKOUG WNPIAKOUG 08NyoUG.

2TIG MEPES MG ol TTWAACEIS Twy video games avTaywvifovTal SUVANIKA TIG KIVAUOTOYPOPIKESG
Taivieg, éxovTag eeAixBei o€ pia atTd TIG TTIO ETTIKEPDEIG BIOPNXAVIEG TTAYKOOMIWG.

H £§€Aifn Twv video games

To TpwTOo TTaIXVIdI - uNXdvnua TTou dlapnuioTnke emionua, Tav 7o Computer Space, 10 1971,
o61Tou Ta video games ekivnoav TNV HaKpOXpovn TTopEia TOUG aav éva HEGO EUTTOPIKAG
dlaokédaoNG.

To Traiyvidl autd aTToTEAETE TNV APETNPIa Twv arcade TTaIXVIOOPNXAVWY TTOU AEIToupyoUoav e
KéppaTta e peyaAuTepn etmtuyia 1o Taixvidl PONG 1o 1972 amd tnv Atari. Méoa og éva xpdévo
Ta €000a TNG Atari Tav TEPACTIO KAl EVETTVEUCE TN dnuIioupyia auéTpnTwy avTiypagwy
TTapOPoIwY TTaIXVIOIWY. Na pyeydAo diaaTnua, To va £Aeye Kaveig OTI TTailel Bivieo-Traiyvidia
onuaive 61 aifel PONG.

MeydAn emiTuxia yvwploav, emiong, Ki GAAa TTaixvidia TUTTou arcade, OTTwg 10 Asteroids kai T0
Space Invaders (1978), aAAd kai To Pac-Man (1980), To o1roio TTépace aTnV IGTOPIA WG TO
OeUTEPO TTaIX VIOl TTOU TTPOKAAETE EAAEIYN VOUIOUATWY OTNV latrwvia, evw fTav 1o TTPWTO
TTaIXVidl TTou €yive ONPOPIAEG Kal OTO Yuvalkeio @UAo. MapdAAnAa 1o 1980 n Atari Aavodpel 1o
Battlezone, To TTpwTo BIvTeoTTaixVidl TUTTOU arcade TPIWV dIACTACEWV.

211G apx€ég TNG OekaeTiag Tou 1980 TTaparnpeital N TITWAON Twv BIVIEOTTAIXVIDIWV ], OTTWG
ovoudoTnke, The great videogame crash. O1 Abyol cuvavTwvTal aTNV EUEAVION TwV
TTPOCWTTIKWY UTTOAOYIOTWYV PECA OTO OTTITI KAl O€ KATTOIO AGON Twv ETAIPILV KOVOOAAG OTNV
ayopd. Atré 1o "80 kail YETA guPavifovTal NAEKTPOVIKA TTaIXVidla Ta oTToia gival oxediaouéva, yia
va TTaifovTal OTOUG UTTOAOYIOTEG, OTTWG To ZX Spectrum atré Tnv eTaipia Sinclair Research kai
10 Commodore 64 a1é Tnv Commodore International To 1982.

Ekeivn Tnv xpovid ékave Tnv eu@dvion Tou To Traixvidl Zork yia Tov uttoAoyioTth Apple II. BéBaia,
10 1984 01 KovadAeg eTéoTpewav atnv ayopd ue Tnv Nintendo ue Ta TraciyvwoTta maixvidia,
OTTwg Super Mario Bros, The Legend of Zelda kai n Sega Aavadpel Tnv kovadha Genesis, TNV
oT1roia akoAouBnoe 10 yvwoTté Game Boy. 'Eva atrd Ta 1110 dnNPO@IAR Kai EBIOTIKG TTaiyvidia ATav
10 Tetris TTou dnuioupynBnke atd Tov Alexei Pajitnov 1o 1985, étav epyaldtav otnv Akadnuia
Twv EmoTtnuwv otnv Méoxa. Epygavifétav oe TToAAEG TTAAT@OPHES, AANG KupidTEpa 0TO Game
Boy mn¢ Nintendo 1o 1989, TTouAwvTag 33 ekatoupUpia avTiypa@a Kal KaBIoTWVTAG TO WG TO TTIO
YVWOoTO TTaIxVvidl oTov KOGO.

O1 160¢G TTOAAEG TTIAOYEG TTaIXVIOIWYV €0€Gav GTO TTEPIBWPIO TNG arcade TTaiXviOOUNXavES, aAAd
n eg@avion Tou Street Fighter To 1991 kai Tou Mortal Kombat 1o 1992 1évwaoav Eavd auTég Tig
Traixvidopnyavég. Ta traiyvidia autd rapouaialav Biaio uhikd kai atrd 1o 1993 Eekiva pia
oulnTnon oxeTiké pe TN Bia oTa Bivreo-Traixvidia Kal TNV €TTidPACN TTOU £xEl oTA TTAISIA.
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H avamTugn Twv NAEKTPOVIKWY TTAIXVIOIWV OTOUG UTTOAOYIOTEG GUVEXIZE, AN N eyKATAOTOON
TWV TTaIXVIOIWV PE 6POUG anuUEPIVOUG ATav BUCTKOAN, KaBwg Ta windows dgv ATav diadedouéva
Kal ol xproTeg EmpeTTe va OouAelouyv pe DOS.

A6 Ta T€EAN TG dekasTiag Tou 1980 kai TIG apxég Tou 90 n Blounxavia Tou TraixvidioU HETW
uTToAOYIOTH £§eAicoETal KAl YiVETAI TTIO ETTAYYEAMOTIKI OOUAEIA, KABWG N TEXVOAOyia TTpOXwPAEl,
ME TOV AXO, TA YPAQIKA, TOV TTPOYPAMMATIONO, TOV oXedIaouO-animation, To JAPKETIVYK Kal TV
TTapaywyn.

To 1990 n emituyia Tou SimCity, ATav TepdoTIa KAl ATTO €KEIVO TO SIACTNHA KAl JETA
epavifovtal TTAnBwpa TTaixvidiwv. Kupidtepa kai 1o dnuo@IAr ftav 1o Prince of
Persia(1989), o Myst (1993), To Doom kaBwg kai To Elder Scrolls (1994).

H avamTugn Twv uttoAoyioTwy, 6oov agopd Ta BeATiIwuéva ypagikd Toug Kai Tov X0, O€
ouvduaouod Pe Tnv ouvdeon aTo d1adikTuo KAvel TTOAU yvwaoTd Ta Traixvidia MMORPG
(Massively Multiplayer Online Role Playing Games) Ta otroia trai¢ovtal oTToKAEIOTIKG OTO
O1adikTUO aTTd TTOANOUG TTAIKTEG TTOU CUVOEOVTaI O€E évav OEpREP.

ATTO Ta TTPWTA TTaIXVidIa auTou Tou TUTTou ATav To Meridian 59 1o 1996 kai To World of
Warcraft, ye mévw atd 8 ekatoupupia TTAIKTEG avd TOV KOOUO.

MapdAAnAa, ol kovooAeg avaBabuifovTal K VEOU E TNV El0aywyr oTnv ayopd Tou PlayStation
amd Tnv Sony Kail Tou Xbox , Ta oTroia TTAéov PTTOPOUV va KAAUWOUV OPICHEVEG OUVATOTNTEG TOU
UTTOAOYIOTH, OTTWG avaTTaPaAYWYR TAIVIWY, HOUCIKAG Kal ouvdeon oTo iviepveT. To 2006 n
Nintendo eiofiyaye 1o Wii, éva Traixvidl ye TNAEXEIPIOTAPIO YE AIoONTAPA KIVACEWY Kal TTaiyvidla
TToU oxeTiCovTal Ye Ta aBAfuaTa (exergames).

TéAog, Ta TeAeuTaia xpovia Ta £EuTTva TNAEQWVa 1 smartphones pe alvdean oTo d1adiKTUO
EXOUV EVOWHATWOEI TTOAG yVwoTa TraixVvidla, evw TTOAAG £xouv dnuioupynBei yia Ta KIvnTa
TNAé@wva. MoAAd atrd autd cival To Angry Birds, 1o Clash of Clans kai 1o Clash Royale, pe
Ta oTToia agXoAoUvTal eKaToduUpIa avBpwTTWY ae KaBnuepIvh BAcN, MIAG Kal QUTA Ta TTalyVvidia
€XOUV TO XOPOKTNPIOTIKG va XpeldlovTal pia kabnuepivr) dlaxeipion, waoTe va Jalelelg TTOVTOUG
Kal va TTPOXWPAS OTO TTaIXVidI.

Role Playing Games (RPG)

Role-Playing Game 1 RPG ovopdZetai 10 €idog BivreotraiyvidioU 0TO OTT0i0 N IoTOpIa
eCeNiooeTal pe TNV €€epelivnan Tou KOGUOU Tou TTaIXVISIOU Kail O Jaxeg diadpapaTiovTal Pe Tn
Hop®r evToAwv. AnAadn, gival éva €idog TTaIxVvIBIoU GTO OTTOI0 Ol TTaiKTEG avaAaupdavouv 1o pdAo
(PAVTOOTIKWV XAPOKTAPWY KAl JEOW OUVEPYATiag dnuioupyouv ) TTapakoAouBouv I0TOPIEG.

To €idog TraixvIdiwv poAwv Eekivnoe To péaa TnG deKaEeTiag Tou '70 oTOUG KEVTPIKOUG
UTTOAOYIOTEG, EUTTVEUCHEVN aTTd Ta emITPaTTéCIa (pen-and-paper) TTaixvidia poAwv OTTwG T
Dungeons & Dragons. AAEG TTNYEG EUTTVEUCNG YIA TA TTPWIKA TTaiXvidia Tou €idoug
TepIAapBavouv Ta emITPaTTECIa TTaIXViIdIO TTOAEPOU, Ta TTaIXVidla £gouoiwong OTTop, Ta TraixVvidla
TepITTéETEIng, 6TTwG 10 Colossal Cave Adventure, TTapadooiakd Taixvidlia oTpaTnyikhig OTTwG To
OKAKI, aAAG Kal Ta épya Tou AyyAou ouyypagéa @avtaoiag, TC. P. P. TOAKv.

EvW Ta mpwTa TTaiyvidia pOAwWV TTPOCEPEPAV TNV EUTTEIPIA EVOG TTAIKTN, OTIG APXEG PE HECA TNG
dekaeTiag Tou '90 yvwpioav avoion Ta Traixvidla poAwv pe TTOANOUG TTaikTeg, 6TTWG Ta Diablo kai
Secret of Mana. Me Tnv €\euon Tou ivTepVeT, Ta TTaiXvidia Ye TTOAAOUG TTaikTeG dnuioupynoav
éva vEo €id0g BIVTEOTTAIXVIBIWV, T PAIKA TTaIxVidIa pOAWV TTOAATTAWY TTAIKTWY, OTTWG Ta Final
Fantasy XI, Lineage kai World of Warcraft.

AAAO éva €idog TTou TTPpoEKUYE gival Ta TTaixvidia dpdong pOAwyY, OTTOU O TTAIKTNG XEIpiCeTal
dueoa Tov Bacikd XapakTripa, dnAadn xweig Tn Xpron evioAwv, kal divel EQaan oTIG JAXES
Trou d1E€AyovTal TTAVTA O€ TTPAYHATIKO XPOvo Kal Tn Opdaorn, evw n aAAnAeTidpaon Twv
XOPOKTAPWYV ival JIKPOTEPN 0€ OXE0N PE Ta TTAaPadoaiakd TraixVvidia pdyng. Ta Tpwiha
Traiyvidla dpdong pdAwv akoAouBnoav To TTPATUTTO TToU dnuioupyronke Th dekaeTia Tou '80 atd
TNV IATTWVIKNA eTaipia avdmTuéng Bivreotraixvidiwv Nihon Falcom, pe TiTAoug 61TWw¢ Ta Dragon
Slayer ka1 Tn oeipd Ys, 610U N paxn die¢dyetal oto oTuA hack and slash kai o1 kKivijoeig kai ol
OpACEIG TOU XAPAKTAPA YivovTal atTeuBeiag atd Tov TTaikTn hE Th XPrion TOU XEIPIOTNPIOU ) TOU
TIANKTPOAOYiou, TTapd Twv Pevou pdxng.
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AUTA N @OpuUoUAa BeATILONKE pE To TTaixvidl dpdong TrepimméTeiag Tou 1986, The Legend of
Zelda, 1o o110i0 £€8€0€ TO TTIPATUTTO TTOU XPNOCIUOTTOINBNKE aTrd TTOAAG eTTaKOAOUBA TTaIXVidIa.
AuTé TrepIAauBAvEl KAIVOTOUIEG OTTWG O AVOIKTOS KOOHOG, TO UN YPAMMIKO ogvaplo, TNV
e€olkovounan PTraTapiag, Kai éva KoUuuTri €miBeong yia xTUTTnua pe Eipog. To traiyvidl eubuveral
o€ ueydaAo Babud yia Tnv peydAn ékpnén Twv Taixvidiwy dpaang pOAwV TTou KUKAo@oépnaav 1a
TéAN TNG dekaeTiag Tou 1980 1600 oTnv lammwvia 6o kai Tn Bépeia Apepikn. H oeipd Legend of
Zelda ouvéyioe va aOKEi ETTIPPON TIG ETTOUEVEG DEKAETIEG OTN PETATPOTTH) TWV TTAIXVISIWV POAWY
atd oTaTIKA, o€ TTaIyVvidia OTTou o1 Hdaxeg dieEdyovTal o€ TTPAYUATIKO XpOvo.

e
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Unity

210 KEQGAQIO auTd Ba yivel pia TTEPIANTITIKN TTEPIYPA®H TNG TTAaT@SOpuag Unity 2021.1.51
e€nywvTag TapdAAnAa Kai To TTwG UAOTTOIABNKE TO TTaixVidl ag, WOTE va Yivouv KAaTavonTég ol
duvaTdTNTEG TTOU TTAPEXEI N TTAATPOPUA OTOV XPrOTH, KABWG Kal 0 TPOTTOG AVATITUENG EVOG
Traiyvidiou.

Me Tnv gukaipia va ava@Epoupe OTI eKTOG atrd 1o Unity, pia akOua peydAn TAat@oppa
onuioupyiag Traixvidiwy givai To Unreal Engine. Na tnv Tapouoa epyaacia mpoTiuAdnke To Unity
KaBwg n yA\wooa mpoypaupatiopoU TTou Xpnoiyotroli eival n C#, og avtiBeon pe tnv Unreal
Engine tTou xpnoiyoTroigi C++.

User Interface

Eicaywyn oto Ul Tou Unity

Ag Eekiviijooupe pe Ta Bacikd, dnAadn To TTEPIBAAAOV OTO OTTOI0 0 XPAOTNG (TTPOYPOUUOTIOTAG)
KaAgiTal va xpnoigoTroifoel yia Tn dnuioupyia Tou Traixvidiou Tou. AvoiyovTag 1o Unity o
XPAOTNG, KAl TTIO GUYKEKPIPEVA avOiyovTag TO TraixVvidl TTou TTEPIyPAYapE TTapatTtdvw, BAETTE TNV
TTAPAKATW EIKOVA.

B RPG Game - Game - PC, Mac & Linux Standalone - Unity 2021.1.5¢1 Personal <DX11>

re

Packages
ol .

Eikova 1 - Unity - Ul

Eivar Aoyiké n mapatdvw eikéva va @aivetal guvBetn kKal SUOKOAQ KATAVORGCIUN, OJwg 6Aa Ba
€EnynBoulv oTn ouvéxeia.

e
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Hierarchy Tab

AgG TO TTAPOUPE AOITTOV ATTO TNV APXT]. ZTO APICTEPO PEPOG TNG EIKOVAG UPavICeTal N KApTEAQ
Hierarchy.

= Hierarchy
+ - O
& Game

1 ConnectToD:

0 Di al Light
1 Charat Gul
Walls

Even

Characte

]
]
]
]

]

i
i
i

i

i
i

i

& Main Menu
ain Camera
tional Light

Eikoéva 2 - Unity - Hierarchy Tab

2Tn CUYKeEKPIPEVN KapTEAa egpavifovTal OAEG ol oknvEG (Scenes) Tou TTaixvidiol wg BacIKN
kaTtnyopiotroinon (Game — Main Menu) kai KaTw a1é KaBe oknvh ep@avi¢ovral 6Aa Ta
avTikeigeva (Objects)- oTn TePITTTWON YOG XWPIoUEVA ava KATNyopia - TTOU XPNOIKOTIOIE N
KGO pia.

Me Aiya AOyia oTo cuykekpiuévo tab uttdpyxouv 6Aa Ta Game Objects TTou €xouv XpnoipoTToINBEi
OTnNV UAOTTOINGN TOU TTaIXVIBIOU.

Project tab

* Favorites Assets

I Assets

e h EBhbhbhb
Cha ] y Golem GUI

_Terrain pEX Plugins

Scripts

RPG_inve Scenes

True_Fan..  Minimap

Eikova 3 - Unity - Project Tab

21N KapTEAQ auTh OTTwWG gival EUKOAa KatavonTé Kal atrd To dvoua Tng, UTTApXouv OAa Ta Assets
Tou TraixVvidioUu. Me Tov 6po Assets evvooUle OTIOATTOTE £XEI XPNOIUOTTOINGEI yia TO OTACIUO TOU
Traixvidiou, 0TTwG yia TTapddsiyua ypagikd, animations, animators, scripts KTATT.

Mia xprioiun utroonueiwaon givar 6T 0 PAKEAOG auTOS Ba TTPETTEN va TTEPIEXEI JOVO Ta aTTapaiTnTa
Assets yia 10 Traixvidl, yiati Ka0e T TePITTO augdvel To PEyeBog Tou TTaiXvidIou.
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Console Tab

nt Lighting se

Eikéva 4 - Unity - Console Tab

Tov 6po Console Tov guvavTael TTOAU ouyvd €va TTpoypappaTioTig (o€ KdBe IDE 1ToU
xpnoiyotrolei uttdpxel oiyoupa Console) kai gival To Bacikd epyaAcio yia debugging. Edw
ep@avifovral 6Aa Ta o@AAUATA TTOU aPOPOoUV eowTePIKA TNV Unity kai Tov Compiler Tng,
compile/syntax errors TTou a@opoUv Ta scripts Ta otoia ypd@ouue, warnings Ta oTroia pag
EVNUEPWVOUV VIO TUXOV PUBUICEIG OI OTTOIEG EVOEXETAI VO TTPOKAAECOUV errors o€ runtime 1
peTaBANTEG.

Scene Tab

¥ Mt~ Gizmos ¥

[ Xapaxtnpioixa §
ELowhopog

amuna syt Asv hoouv apxerd

o Buvarog TeAkd yia aur
ﬂ Boxpaaia.
Ma va favadokipdoeig
be wara Emorpogh oo
apxiké pevou.

Lranorma

avripe
MNAIXNIAI yic
van Kai ETOIHGoou yia

Y.I. Na gou Bupiow 6T1 0 Xpévog HETPGEE! aTrd TNV oTiypr TTou Ba §exivijoels. KaBe SeutepdAerito
eival urép cou.

Eikéva 5 - Unity - Scene Tab

H kaptéAa auth xpnoipoTrolgital yia Tnv oxediaon Tou KaBe Scene Tou TraixvidioU, i aAANIWG Twv
YPOA@IKWY TTOU TTEPIEXOVTAI OE KABE «OKNVI» Tou TTaixVIOIoU. XpNCIYOTTOOVTAG TO TTOVTIKI i TO
TTANKTPOAGYIO 0 XproTng €xel Tn duvaTtdTnTa va Tepinyndei péoa otn oknvh Tou Traixvidiou, va
Tpocbéatl eite avTikeipeva eite Ul Components(0TTwg KoupTid, TTAaiola, TTedia KEINEVOU KTATT),
Va TO ETTECEPYAOTEN I KAI VA T JETAKIVAOEI OTTWG EKEIVOG ETTIOUEI.

Mia onuavTiKr TTapaThPNCN YIA T CUYKEKPIUEVN KAPTEAQ gival 0TI €dW 0 XproTng Ogv PTTOPEi va
O¢l TTwg TTaidel TO TTaIXVidl, AAAG HOVO va TO ETTEEEPYAOTEI.
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Game Tab

om Game

Game ¥ Display 1 GA (1366x768)

i InN

.,

' ' NEO MAIXNIAI
Y. -

‘- . l KOYMIIA
-—

S e AN -010:

MaBnpartikég AaBupiviog

Eikova 6 - Unity - Game Tab

AuTA n KapTéAa oualaoTIKG gival To TTaixVvidl pag. ESW o xpriotng PAETTEI TO TTWG ival
TTpaypaTikd 1o TTaxvidl TTou £xel @TIAgEl. MTTOPEi va SOKIPACEl OTTOIO AVTIKEIMEVA Kal AEITOUPYIEG
£xel TpoaBéael, va KivnBei péoa oTo XapTn, va TTepINyNnBei aTa avTioTolxa menu TTou £XEl
oxedidoel woTe va Bpel TIG BeEATILWOEIG TTOU XpeIddovTal Kal va eAEyEEl 6TI OAa AsiToupyolv OTTwG
€mMOUpEI.

A&iCel va anueiwdei 611 dev uTTOPOUV Va TTpayHaTOoTTOINBOoUV aAAayEég OTO TTaiXvidl yéoa atrd
auTto 10 tab. MNa va kavel aAAayég o xprnoTng, Ba TpéTel va emoTpéWel OTO Scene Tab.

Animation Tab

Eikéva 7 - Unity - Animation Tab

To ouykekpiyévo Tab uttdpxel kal xpnoiyoTroleital yia Ta Objects Ta otroia dpouv péca aTo
Traiyvidl. Edw utTopei o TTpoypapuaTioTrg va eTTeEEEpYaOTEl TO TTwG Ba avTidpd KABE avTIKEIPuEVO
avdaAoya Pe TRV KatdoTaon otnv otroia Bpioketal. AnAadh yia TTapddelyua, av o KUpIog
XOPOKTAPAG TOU TTaIXVIBIOU KIVEITAIl, 60 WUTTOPOUNE VO OPICOUNE TOV TPOTTO TTou Ba KiveiTal, TO
TTO00 ypryopa Ba yiveral n kivnon kai T didipkeia Ba £XEL.
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Animator Tab

arameters ® Bas

+-

condition 0
running Any State

attacking

Entry

ldle_SwordShield

e

New State —

i

Run_SwordShield NormalAttack02_SwordShield

Eikova 8 - Unity - Animator Tab

Die_SwordShield

a i 0x
Auto Live Link

H kapTéAa auTh utropei va BewpnBei Kal wg n eTéKTacn TNG KapTéAag Animations. EQdécov
oAokANpwoOei n uAoTToinon Twv animations, eTTOUEVO BAUA €ival N TOTTOBETNON TOUG WE TETOIO
TPOTTO WOTE VA UTTAPXEI OWOTH GAANAETTIOpAON TOU XPHOTN ME TOV XapakThpa. AnAadn,
TTATWVTAG YIa TTApAdelyua 1o KouuTri W oTn SIKIG Jag TTEPITITWAT, O XAPAKTAPAS Ba TTpETTEl va
€KTEAEI TO animation TnG Kivnong. Auto ETTITUYXAVETAI KATA £va PeyAAO TTOO0OTO PECA ATTO AUTH

TN KapTéAQ.

Mia onuavTikr onueiwaon edw gival 6Tl Bacikd POAO GTOV TPOTTO AEITOUPYIAG AUTAG TNG KAPTEAAG
TTaiel Kal ToO KOPPATI ToU KWAIKA TToU avagEpeTal o€ KaBe dpdon (Kivnon, mTiBean KTATT).

Asset Store

@ Asset Store

€ unity Asset Store

The Asset Store has

moved

You can visit the Asset Store website from 2020.1 onwards, and also
import your purchases from the Package Manager.

‘ Search online | BMAlways open in browser from menu

Importing your assets from the Package Manager

Eikéva 9 - Unity - Asset Store

Auté 10 Tab ptropei va BswpnBsi kai wg n TTNyr. Edw ptropei o TpoypaupatioTis va Bpel
Assets (dwpedv 1 €11 TTANPWWL) yIa TO TTAIXVIidI TOU.

MaOnparikég AaBupivBog / Math Maze
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Meramrruyiakn Alatpini 2KkoAapikog ETEPYIOG

Inspector Tab

@ Insy r

."’v ~ MainHero S

Tag Player v Layer Default

Open Select Overrides

T+

Rect Transform

T+

Animator

T+

Canvas Renderer
Rigidbody

Character Controller

T+ Te

T+

Capsule Collider

Player (Script)

THOT

Game Menu (Script)

Map (Script)

T+

T+

Player Stats (Script)

SHSHNSHARSHARS

T+

Timer (Script)

DDDDDEDe® S
©O0 0000000000

T+

Defeat Script (Script)

Add Component

Eikéva 10 - Unity - Inspector Tab

‘lowg atréd Ta MO anuavTikad TTapdBupa Tou Unity. AvdAoya pe To Game Object Tou Ba
emAECoupe, o Inspector pag deixvel OAa Ta guoTaTiké Tou (Components). YTTApxel pia geyaAn
AioTa atré Components TTou pTropei va uttdpxouv péoa ae Eva Game Object, k&toia atmd Ta 1m0
Baaiké TTou putTopoUpe va douue Kal aTnv TrTapatmavw eikéva gival Ta C# Scripts, o Character
Controller kai o Animator.

Game Objects

H évvola evog Game Object (GO)

Q¢ wia yevikr] évvola Tou T gival To Game Object, ptmopoUue va opicoupe OTI gival OTIOATTOTE
XPNOIYOTTOIEITAI VIO TNV UAOTTOINGN TWV YPA@PIKWY TOU TTaIXVISIoU. OTTwg €idaue Kal TTapatrdvw
OAa Ta Game Objects gu@avifovral ato Hierarchy Tab. ‘Eva GO ptopei va mepiéxel kai dAAa i
va gival autévouo.
GameObject Component Window Help

Create Empty Ctrl+Shift+N

Create Empty Child Alt+Shift+N

Create Empty Parent Ctrl+Shift+G

2D Object

3D Object

Effects

Light

Audio

Video

ul

XR

Unity I1AP

Camera

VVVYVYYVVYVY VY

Center On Children
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Meramrruyiakn Alatpini 2KkoAapikog ETEPYIOG

O1rwg BAETTOUNE KAl OTNV €IKOVa UTTApXOoUV TTOAAWY €1dWwv Game Objects TTou ptTopoUue va
@TIGEouuE Yéoa o€ éva TTaixvidl. EUKoAa diakpivoule OTI Ol KATNYOPIEG TTOU €ival XwpPIoUEVa Ta
Game Objects opgoAoyoUv Kai TV XPNoINOTNTA TOU KaBeVEG.

AvdaAuon evog Game Object kai Ta Components

O1wg €idape kal otnv evotnta Tou Ul Tou Unity, 6Aa Ta Components atrd Ta oTroia atroTeAEiTal
éva GO guavifovTal oTnv KapTEAa Inspector kal papTupouv Tn AsIToupyia Tou.

Na va yivel o karavonth n évvola Tou Component ag avaAUCOUNE WG TTAPAdEIYUQ TNV KAPTEAD
Inspector Tou KUPIOU XOPOKTHPA Jag, N oTToia €ival Kal N 1o agUuveeTn.

v MainHero
Tag Player - Layer Default
Open Select Overrides
Rect Transform
Animator
Canvas Renderer

Rigidbody

o

Character Controller
Capsule Collider
Player (Script)
Game Menu (Script)
Map (Script)

Player Stats (Script)

"
"
"
"
"
"
"

Timer (Script)

9 00 9O O0OO®O®»O OO

Ll e e e e i

Defeat Script (Script)

Add Component

Eikéva 12 - Unity - Game Object

Ta Baoikd Components evog GO 6TTwg epgavifovtal Kal Trapatravw givar Ta eEAG:
» Ovopa : KaBe GO £xel éva ovoua woTe va {exwpifouv petagl Toug. KaAo gival o
TTPOYPOUUATIOTHG VA OpPiCel EKEIVOG Ta ovOuATa WOTE VA Eival TTI0 KaTavonTA n oxediaon
Tou TTaXVvI®IoU Kal va gival EUKOAO oTn cuvTAPNON Kal oTnV BeATIWoN Tou 0TO PEANOV.

» Tag : Mg Tov 6po Tag ava@epOuaoTe aTnV TAUTTEAQ TOU KGBe GO, n oTroia pag Bonbdael
aTnVv Katnyopiotroinan Twv GO.

» Layer : Ta Layers xpnoigotroloUvTtal Kal auTd yia va opadoTtroijoouv 1a GO, dpwg
dlapépouv atd Ta Tags oTo yeyovog 0TI To Layer xpnaoipoTroligital Kupiwg atrd TIg
KAPEPES KAl aVAQEPETAI OTO TI AUTEG Ba SeiCouv.

» Prefab: To Prefab divel Tn duvatdtnta atov Xprotn va @Tridyvel éva GO OTTwG eKEiVog
€MOUEI Kal va To atroBnkelel oav Pia dour n oTToia YTTopEi va xpnoiuotroindei yia GO
Ta oTToia po1ddouv PETAEU TOUG.
EkT66 a1md TO TTApaTTdvw, Ta otroia gival otabepd yia 0Aa Ta GO, uttdpyouv Kal KATrola Ta
OTTOia PUTTOPEI Va Ta TTPOCHECEI O TTPOYPANUATIOTAG YIa TNV CWOTHA Kal oTaBepr| AsIToupyia
auTou.
MatwvTag 1o KoupTri «Add Component» OTTWG auTd eP@avifeTal TNV TTOPATTAvVW £IKOVA, O
XPAOTNG PTTOPED va €TTIAEEEl atTd pia TToIKIAia atré Components opadoTtroinuéva avahoya Pe Tnv
AeiIroupyia Tou KaBevog.
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Meramrruyiakn Alatpini 2KkoAapikog ETEPYIOG

Add Componanl

Analytics

Mew script

Eikéva 13 - Unity - Game Object Components Eikéva 14 - Unity - Game Object Components

livetal avTIANTITO €UKOAQ OTI éva GO €xel ateipeg SuvATOTNTES KAl AUTO QAiveTAl Kl ATTO TV
TroikIAia Twv Components TTou PTTopoUv va Tou TTpoaTeBoly.
2uveyifovTag, atmmod 1o TTapddelyua TTou BEcape (Tou KUPIoU XapakTApa pag) ApBe n wpa va
e€nyrnooupe Ta Components TTou £€xouv XpnoIUOTToINBEi.
» React Transform : To React Transform xpnoipoTroicital yia tTnv diaxeipion Kai tnv
atmmobnkeuan TG B€ong, Tou YeyéBoug, Tn oTabepdTnTa evog GO.
» Animator Controller : EOw trpocTiBeTal o0 Animator 1Tou €xel oXedIAOTEl OTNV
avTioToIXN KAPTEAQ, WOTE VA UTTOPEI va XpnaiyoTroin®ei atmé 1o GO.

» Canvas Renderer : To ouykekpigévo Component utrépxel o€ 6Aa Ta GO kai gival autd
TToU TO KaBIOTA WG Ul element.

» Character Controller : Xpnoipotroigital yia Tov KUpIo €A\eyx0 TnNG Kivnong Tou
XOPOKTHpa TTavw oT1o TTEPIBAAAOV. Agv eTTnpeddeTal oUTE €TTNPEACEI TO QUOIKA
XOPOKTNPIOTIK& TOU TTaIxVISIoU.

» Rigidbody : 'Exel akpifwg Tnv idia Asitoupyia pe Tov Character Controller, agou Kai
auTé eAEyxel TNV Kivnon Tou xapaktipa. H dlagopd Toug gival 6Tl 0 €AeyX0g TnG B€ong
€VOG QVTIKEINEVOU YivETAl HEOW TTPOOOUOIWONG QUCIKAG OE AUTH TN TTEPITITWON.

» Capsule Collider (Colliders) : O1 Colliders xpnoigoTtroloUvTal yia Vo 0piCOUUE TO XWEO
TToU KaToAauBavel éva GO péoa oTo Traixvidl. Zuvdudalovtal pe 1o Rigidbody woTe va
EMTUYXOUV TN TTPOCOUOIWACT TNG PUOIKAG HEoa OoTO TTEPIBAAAOV TOU TTaIXVIBIOU.

» Script C#: Ta Scripts gival autd Ta otroia divouv «{wh» o€ éva GO. Méoa ato Ta
Scripts dnuioupyeital N aAANAETTIOPACN TOU XPrOTN PE TOV XAPAKTAPA, OTTWG Ba dolupue
Kl OTn OUVEXEIa

Scripts

Anpioupyia evég Script

Ag kdvoupe pia guvToun avadpoun aTo Ti gival TEXVIKA éva Script. To Script ival éva apxeio .cs
(csharp) 1o otoio TrepIAauBavel KWAIKA ypaUUEVO O€ YAWOOQ TTpoypauuaTtioyou C#. Méoa atmo
auTé TO APXEIO YTTOPOUE va UAoTTOIgouE 6A0 To Game Play Tou Traixvidiou pag. Q¢ Game
Play utropoupue va opicouue Tn Kivnan Tou TraixTn, Tn A&IToupyia evog menu, Tnv autouarn
eMi®PACT EVOG QVTIKEINEVOU TTOU eV XEIPICETAI O XPNOTNG HECT OTO TTAIX VIOl KAl YEVIKA OTI €XEI
va KAVEl PE TIG AEIToupyieg Kal Tov TpATTo TTaixvidiou.

Mrropeig va @TIGEEIS éva auTOVouo Script yevikng XprRong Tmou Ba 1o TTpoabéTeig oe kKabe GO
OTTOU €ival aTTapaiTnTo, €iTE Va QTIALEIS Script cuykekpiyéva yia éva Kai pévo GO.
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Ag douUpeg éva TTapAdelyua To 0TToio Ba avaAUCOUE OTN CUVEXEIQ YIa TO TTWG QPTIAXVOUE £va
script kai TI TrEPIEXEN €va KalvoUuplo Script.

MNa va eriagoupe £va Script Taue ota Assets Tou TTaixvIdIoU Pag Kal Kavovtag Oegi KAIK Ba
doUE TNV TTAPAKATW EIKOVA.

Create
Show in Explorer
Open

Alt+Cerl+C

Copy Path

Import New Asset
Import Package
Export Package
Select Dependencies
Refresh Ciri+R
Reimport

Reimport All

Update UXML Schema

Open C# Project
Seed XR Input Bindings

Properties...

Folder

C# Script

20

Shader

Testing

Playables

Assembly Definition
Assembly Definition Reference
TextMeshPro

Scene

Scene Template

Scene Template Pipeline
Prefab

Audio Mixer

Material

Lens Flare

Render Texture
Lightmap Parameters
Lighting Settings
Custom Render Texture
Animator Controlier
Animation

Animator Override Controller
Avatar Mask

Timeline

Signal

Physic Matenal
GUI Sun

Custom Font

Eikova 15 - Unity - Create Script

Kdavovtag Create-> C# Script gmiaxvetal €va véo asset (Balovtag dvoua Example) 1o o1roio €xel
TNV €¢NG eIkdva.

Example

Eikéva 16 - Unity - Script Icon

Avoiyovtag autd Script, Eekivael To Visual Studio To oTT0i0 TO QOPTWVEI KAl € APAVEI VA TO
ETTEEEPYOOTEIC.
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AvaAuon gvog Script

H mpwTn €ikéva 1Tou Ba &€l 0 TTpoyPANMATIOTAS (gival Kal auTh TTou 6a avaAUCOUNE TTPOG TO
TTapov) eival N KATwoI:

NewBehaviourScript : MonoBehaviour

Eikova 17 - Unity - Script

O1rwg BAETTOUE, OTIG TIPWTEG 3 YPaUUEG, popTwvovTal 3 BIBAI0BNKeS (System.Collections,
System.Collections.Generic, Unity Engine).

tem.Collections

nityEngine;

Eikova 18 - Unity - Script Default Libraries

DuoIK& 0 TTPOYPANMATIOTAG UTTOPET va TTPOCBETEI A KAl va apaipEécel O0EG EKEIVOG ETTIBULEI.
Mia BagikA AETITOPEPEIR TTOU TTPETTEI VO TTIPOCEEOUE €ival 0 OpITUOS TNG KAGOoNG
NewBehaviourScript n otroia ivai kai n KUpia kKAdon tou Script. OTTwg Pmropoupe va
dlakpivoupe n KAGon TTou ava@épape «kAnpovouegi» Tnv KAdon MonoBehaviour. Auth givai n
BaoikA kKAaan Tmou 6Aa Ta Unity Scripts kKAnpovououv.

H kAdon auth TTopéxEl ApKETEG TIMEG Kal pEBOSOUG TTOU PTTOPET va XpNoIPoTToIcEl éva Script.
AUO0 a1 auTég TIG HEBOBOUG gival Kal AUTEG TTOU e@avidovTal aTnv €Ikova, dnAadn n Start() kai
n Update().
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» Start()

Eikéva 19 - Unity - Script Start function
O1wg avagépetal kal oTnv gival ota ox0Aia n péBodog auTrh KaAgiTal yia opd Katd Tnv

apxIkoTtroinan Tou Traixvidiou. H yéBodog autr gival TToAU XpAoiun 6tav BEAoupe va
apxIKoTtroiInoouue YeETABANTEG ) va opicoupe Components.

» Update()

Eikéva 20 - Unity - Script Update function

H Update() 6Trwg Tpodidel Kal To ovoud Tng givail n pébodog n oTroia «TPEXEI» OUVEXEIQ Kal
TTPayUaToTrolEi OAEG TIG avavewaoelg Tou TraixVvidiou. KaAegital 60 @opég To deuTepOAeTTTO 1} 60
frames 10 deuTepOAETTTO). Me Aiya Adyia gival auTr] TTOU TTPAYPOTOTTOIEI OAEG TIG KUPIEG EVEPYEIES
Tou KWOIKa. MNa TTapdderyua, ekei ypd@eTal 0 KWOIKAG YIO THY avavEwWaon KATTOIOU OKOpP, TV
Kivnon Tou XapakTApa, TNV autéuaTn Kivnon ava second evog avTITTAAOU, TNV €TTIBECN KTATT.
duaoikd utTdpyouv TTOAAEG akopa TTpokaBopiouéveg uéBodol atrd Tnv MonoBehaviour class, Tig
oTToieg PTTopei Katolog va Bpel ato Documentation Tou Unity.

e
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AvaAutikn Meprypapn Maixvidiov

Zegvapio

To Traiyvidl TTou Ba TTEPIYPAWOUE OTN CUVEXEIQ gival éva OIaoKESAOTIKO-EKTTAIOEUTIKO Role
Playing game 1o otroio e¢gAicoeTal yéoa otov AaBupivBo evog kdoTpou. O ITToTNG pag (KUplog
XOPOKTAPAG Tou Traixvidiou) TTrpooTtradei va Bpel Tnv €£0d0 atrd Tov AafupivBo. X1n TpooTrabeid
TOU QUTA, Ba TTPETTEI VO XPNOCIKMOTTOINCE! TIG YVWOEIG TOU WWOTE VA Yivel KAAUTEPOG E TIG
avtapoIfég TTou Ba Trapel atrd Toug Pdyoug Tou KAaTpou O10TI Ba BpeBei avTINETWTTOC YE EXOPIKA
Téparta TTou BEAouv va Tov gutrodicouv. K&Be OeuTepOAETTTO €ival TTOAUTIWO, KaBwg o Xpodvog Ba
O¢iger Tol0¢ €ival Mo Aglog ITTTTéTNG.

OovroTnTEg

AkoAouBouv ol ovTOTNTEG TTOU EuavidovTal oTo TraiXvidl féon Tou pOAou Toug.

Kupiog XapaKTipag Tou maiXvidiod

Eikéva 21 - Ovromnres - KUpio§ Xapaktnpas

e
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Mayog Tou Kaorpou

Eikéva 22 - Ovrérnreg - Mdyog rou Kaorpou

BaoiAidag Tou Kaorpou

Eikova 23 - Ovrormnres - BaoiAigg rou Kaotpou
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Tépara

Eikéva 24 - Ovrormnreg - Tépag Eikéva 25 - Ovromreg - Tépag Eikéva 26 - Ovrornres - Tépag
Emimédou 1 Emimédou 2 Emimédou 3
Level 4 Level 5 Level 6

Eikova 27 - O‘{TéTﬂng - Tépag Eikéva 28 - Ovrormnrec - Tépag Eikéva 29 - Ovromreg - Tépag
Emimédou 4 Emimrédou 5 Emimrédou 6

Koéopuog

O1wg avagépaue Kal vwpitepa To Traixvidl eEeAicaeTal péoa oe éva AaupivBo, 6TTou o KUPIog
XOPOKTHAPAG Yag TTpoaTradei va Bpel Tnv £€€0do.

>1n ouvéxela egpavietal até YnAd o AaBUpivBog-xapTng Tou Traixvidiou.

|
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AaBUpIvlog - XdpTng

Eikéva 30 - AaBupivBog - Xaptng

Pon Tou Maixvidiov

Amavnoe WTHC \ ywv ka1 képSioe Tov e§orAiopo Trou Ba |

AVTIHETWITIOEIG TO TEPATA Ba oe gptrodiocouv va emITUXEIS TOV OKOTTO oou. ETr
MAIXNIAI yia va & €1 KoupTid Trou Ba xpelaoTeig o€ autd To Tagidi Ba Ta
emAoyr MMIA. OmrAicou pe SUvapn Kail ETOIHACOU Yia TNV TTEPITETEIR

Y.l'. Na oou Bupiow 611 0 Xpdvog HETPAE! aTrd

Eikéva 31 - Pon Maixvidiou - Kevipikd Menu
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a) EmAoyn «KOYMMIA»: Me To Tdtnua autoU Tou KOUPTTIOU O XproTng PTTopei va &gl Ta
KOUWTTIG TTOU Ba ToU XpelaaTouv KATa Tn OIAPKEIa TOU TTaixVIOIoU.

EMOEZH

KINHIH EMMPOZ

KINHZH MIZQ

KINHEIH APIZTEPA

KINHIH AEZIA

OMIAIA ME MATO

ZETOIXEIA XAPAKTHPA

Mabnpartik6g AaBupiveog

KaAwg 6pi1oeg TadidiwTh, ioal £ETOIHOG VIO HIG VEX OUVAPTTAOTIKI TTEPITTETEIN;
ATTAVTNOE OTIG EPWTHOEIG TWV HaywV Kai KEPSITE Tov £0TTAIONG Trou Ba XpElaaTeig yia va
AVTIHETWITIOEIG Ta TEpaTa TTou Ba ot eptrodicouv va emITUXEIG TOV OKOTré oou. ETréAeie NEO
MAIXNIAI yia va gekivijoeig. Ta koupTid Tou 8a XpelaoTeig o€ autd To Tagidi 8a Ta Bpeig oTnv
emAoyry KOYMMIA. OmAioou pe S0vapn Kai ETOINACOU yia TNV TTEPITTETEIA.

Y.I'. Na oou Bupiow 6711 0 Xpdévog peTpdel amd Tnv oTiypr mou Ba Eekivijoeig. KaBe deutepbAeTrTo
gival utrép oou.

Eikova 32 - Kevipikoé Menu - Kouutrid

B) EmAoyr) «NEO MAIXNIAI» : To ouykekpipgévo koupTri divel TNV gukaipia oTov XpAoTn va
€MAEEEI TO Gvopa TTOU Ba £X€El O XOPAKTHPAG, KAl OTN CUVEXEIQ va EEKIVAOEI TO TTAIXVidl.

MAnkTpoAGYNOE 10 Gvopa TIou EMBUPES

Mapédeypa

EMIZTPO®H EKKINHZIH

MaOnparikég AaBupivBog

|V oTIypr| TTou Ba
gival utrép oou,

Eikova 33 - Kevrpikd Menu - Néo lMaiyvidi

2) Mg tnv emmAoyr| Tou ovopatog kai TTaTwvTag To KouuTri «k EKKINHZH» Eekivaer To Traixvidl.

O KUpI0Gg XapakTpag pag Eekivael amd Tnv apxn ovrag Level 1 pe tn {wn) Tou va gival 1o 100%
Kal e TO Baaikd eEOTTAIOUO TOU.

Mavw de€1d TNV 006VN UTTAPXElI XPOVOUETPO, TO OTTOIO EEKIVAEI JE TO TTOU AVOIgEl N 086V Tou
Traiyvidiou.
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Metamrruyxiokn Aiatpif ZKkoAapikog ZTépylog

Evw kdTw Oe€1a utrdpyel o XapTng aTov oTToio edavifovral ge cUPPBOAQ Ta TEpATA KAl Of JAyol
péoa atov AapupivBo.

TéNOG OTTWG AvaPEPAE TTAPATIAVW O XPOTNG TTATWVTAG TO KOUMTT «C» YTTopEi va o€l Ta
XOPOKTNPIOTIKG TOU.

EgomrAiopog
Baoik6 Emabi  Baoiki MavorrAia

MNapadeypa

ZTaTioTIKG

Emimedo 1
Epmreipia 0/200
Emifeon 12
Apuva 8

Zwn 300/300

Eikova 34 - Maixvidl - XapaktnpioTIK&

3) O1rwg €idape Kal 0TO UTTOKEPGAQIO TWV OVTOTATWY, UTTAPXEI O PAYOG TOU KAOTPOU, O OTTOI0G
divel oTov KUPIO XOPOKTAPO KAAUTEPO £EOTTAICUO Kal EUTTEIPIa (experience) EpOcov auTog
aATTavIAoEl CWOTA oTNV £pWTNON MaBnuaTikwy TTou Ba Tou dWOaEl.
Méoa atov AaBupivBo uttdpyxouv 10 Mdyol, KEBe Pdyog £xel DIAQOPETIKI £PWTNON KAl
Ola@opeTikA avtapoifr. Oco To TTaixvidl TTpoxwpedEel TOGO TO ETTITTEDO TWV EPWTHTEWYV
OUOKOAEUEL.
. 00:01:11
2uyxopnmpial!!
G avEéSNKeS oTo entiredo 2! Avtapoifn
Z0Aivn MavoTrAia

. Mdvo§ roJ Kaotpou >
g

\

Mapaderypa

Emifeon +0
Apuva +2
Zwn +200

Eikova 35 - lNaixvidl - Avrauoifn
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4) Baoiké poéAo Traifouv Kal Ta TEPATA HECQ GTO TTaIXVidl. AUTA €ival TTOU GTNV OUdia oou
Oeixvouv 10 OpOO UEXPI TO TEAOG. ZEKIVWVTAG TO TTaIXVidI, OTTWG €idauEe Kal TTapaTtdvw, o
KUpIOG xapaKTpag BAETTEl Ta TéEpaTa Level 1 Ta otroia TTPETTE va AVTINETWTTIOE.

Tépag Emmédou 1

Napaderypa
& o

/ ~

~ o A
Eikova 36 - Maixvidr - Maxn

AkoAhouBwvTag Tnv avodo Twv Level, o xprioTng Ba kataARgel oTta TépaTta Level 6 Ta oTroia
BpiokovTtal aTo TEAIKO O0TAdIO Tou TraixvIdIou. OuolacTIka Ta TépaTa ival n TTuida Tou xpnoTn.
5) Z10 TeAeuTaio oTddI0 TOU TTAIXVIOIOU, 6TaV dNAAdA O KUPIOG XAPAKTAPAG PTACEI OTO TEAOG TOU
AaBupivBou, Ba Bpel Tov BaaiAid TOU KAGTPOU O OTToi0G Ba TTaywael Tov XPOvo, Ba Tou deigel
TOUG KAAUTEPOUG TTAIKTEG TOU TTAIXVIOIOU BAael XpOvou Kail To Traixvidl 6a oAokAnpwoEi.

00:00:1

\ch)nc’xg TOU Kdorpou '

pa

Eikéva 37 - lNaiyvidil - TéAog
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ZTOTIOTIKG

O xpévog oou oTo Taixvidi fArav: 00:00:37
Napakdrw epgavifovral o1 kopupaiol 5 TaikTeg.

Ovopua Xpoévog
test 00:00:01
stergios 00:00:01
test 00:00:02

test 00:00:02

test 00:00:02

KAgiowpo Maiyvidiov

Eikova 38 - lNaixvidi - 21atioTIKa
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ZXediaon Ka1 avaAuon Tou TaiXvidiou

MpwTo BApa yia TNV uAoTToinan evog TraiXvidIiou givail n avdAuon Twv aTTAITCEWY KAl O
oXedIAOUOG auTOU, e OKOTTO va UTTApXEl Jia TTUgida Katd Tn didpkela TNG UAOTTOINONG.

AAAnAemidpaon XpRoTn maixvidiou

ApXIKA&, onuavTikd poAo aTny Kateubuvan oTnv oTroia Ba KivnBouUe yia TNV UAoTToingan Tou
TraIxvIOIoU Traifel n eTTaQr TToU €XEl O XPNOTNG ME auTd, EEKIVWOVTAG ATTO TIG BACIKEG EVEPYEIEG
TTou Ba pTTopei va kavel yéaa aTo TraixVvidl Kal guvexifovrag avaAlovTag auTEG.

MapakdTw gp@avietal og op®A diaypaPPaAToS N TTAPATTAVW AAANAETTIOpaon TTou
TTEPIYPAYAE.

Kepdiguivo Manvidi

O v

4@(’: Menu

-

Eikova 39 - 2xediaon kai AvaAuon — Aidypauua Xpnorn 1

KepBiopéve Marxvidl

ATravnon
¥
KevTpik
Hapivo MNargvid

Eikova 40 - 2xediaon kai AvaAuon — Aiaypauua Xpnortn 2
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Kepdiouévo Mangvid

I| Téhog AoBUpivEou I
' ATI'C’!\«"TI'] o '

EpwTAgEWY

Eigaywyn Ovouarog

Kevtpix

Eikova 41 - 2xediaon kai AvdAuon — Aiaypauua Xprotn 3

OvToTNTEG, AVTIKEIHEVA KOl AEITOUPYIES

Eg@ooov £xoupe oAoKANpwaoel Tn yevikr oxediaon Tou TTaixvidiou, dnAadr Tnv QIAocoia oTnv
oTroia Ba BacioToUUE, OEIPA TTAiPVEl N OXEDIAON TWV AETTTOUEPEIWV. ZNUAVTIKO pOAO OTO
Taixvidl ( 6TTwg eivar Aoyikd epdaov oxediafoupe TraixVvidl TUTTou RPG ) Ba £xouv ol ovIOTNTEG
Kal 0 TPOTTOG AEITOUPYiag TOUG.

2Tn ouvéxela Baaifouevol aTn AEIToupyia TwY OVTOTATWY AKOAOUBEI N cwoTA TOTTOBETNON KAl N
TTEPIYPAPN TWV QVTIKEIMEVWY Kal TWV AEITOUPYIWY TTou Ba XpnaoiyoTroinBouy yia TNV KAAUTEPN
EUTTEIPIA TOU XPrOTN YECQ OTO TTAIXVIOI.

ovToTNnTEG
EkTOG a1 TOV KUPIO XOPAKTAPA TOu TraixvIdIou, oI OVvIOTNTEG TTOU Ba CUVAVTACOUUE HECA OTO
TTaIxvidl — OTTWG ava@épape Kal o TTavw — XwpifovTal g€ dU0 KATNyopieg OTTWG TIG CUVAVTAUE
oTta TepioadTepa Role Playing Games,
e NPC ( Non-player character ) j aAAiwdg BonBnTIKOi XapaKTHPES
e Mobs, 6p0og 0 OTT0I0G XPNCIKOTIOIEITAI VIO VA TTEPIYPAWEI TOUG £XOPOUG TOU KUPIOU
XOPAKTAPQ HECQ OTO TTAIXVIOI
Ag Eekiviijooupe aTTd TN MO GNPAVTIKA KATAYOPIa KATd Tn por} Tou TTaixvidiou n oTroia gival Ta
NPCs. H cwoTtA Aeitoupyia Tou NPC katd kUpio Adyo BaacileTal oTov TPOTTO YE TOV OTToi0 Ba
BonBdve Tov XpAOTN va TTPAYUATOTTOINCEI TOV OKOTTO TOU HECA OTO TTaIXVidl.
Z1nv TEPITTWon Tou dIKoU pag Traixvidiou, éva NPC Ba divel éva TpoBAnua pabnuatikwy 615
dnuoTIKOU OTOV XPROTN, TToU OTav 0 XProTng dWaEl TN CwaTr ammdvinaon 6a Traipvel wg
avtauoiBn,
1. Experience 10 oT110i0 TOV BonBdcl va avéRel eTTITTEDO Kal VO AVTIMETWTTIOE! TEpATA
MeyaAUTepou eTTITTESOU Kal

2. Weapon/Armor Ta oTroia TOV KAVOuV TTIo duvaTo atrévavT ata mobs.

AkoAouBei éva diaypauua woTe va yivel o katavonTh n Asitoupyia Twv NPC.
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N
L%

Epwrnon NPC EmpBpdRsucn

Eikova 42 - Zxediaon kai AvaAuon — Aiaypauua NPC

H delTtepn kKaTnyopia 0TTwg ava@épdnke TTapatrdvw gival Ta mobs. € yeviko TTAaiolo Ta mobs
atroteAolV Toug «eXBPOUG» TOU KUPIOU XOPAKTAPO TTOU TTPOCTTaBoUV va ToV OUGKOAEWOUV va
EMTUXEI TO OKOTTO TOU, TTOU O€V gival AAAOG aTrd TO va KEPSITEI TO TTAIXVidI.

21n OIKN YOG TTEPITITWOT, Ta Mobs ekTdg atd Tov pdAo Tou «EXBpou» Traifouv Kal Tov POAO Tou
KaBodnynTA yia Tov TTaikTn. AKoAouBwvTtag dnAadn To eTTiTedo Twv Mobs, 0 KUPIOG XApaKTAPAG
odnyeital TTpog 10 TEAOG Tou AaBupivBou, KA&TI TO OTToI0 OPWG gival Kal TTayida, agou av Bpebei
QVTIHETWTTOG JE PEYOAUTEPO eMITTESOU TEPATA OEV B KATAPEPEIG VA TA VIKNOEI Kal Ba TTpETTEl va
Zekivrioel atméd Tnv apxn.

2KOTTOG auTHG TNG 1I81IITEPOTNTAG TWV MObS gival va pabel o TTaikTng va akoAouBei 10 cwoTo
MOVOTTATI TTPOG TN Vikn Kai 61 TO GUVTOWO, TTOU Ba Tov PEPEI AVTIUETWTTO HE APKETEG OUOKOAIEG
TTou Ogv Ba PTTOPEI VA AVTIPETWTTIOEL.

O1 Aeiroupyieg Twv mob TTepIypd@ovTal dIayPAPPATIKA TTAPAKATW.

O

ApeTnpia

Avtipetwmian Mob EmBodReucn

Oyl

Eikova 43 - Zxediaon kai AvaAuon — Aigypauua TéEparog

AvTrikeipeva kail AgiToupyieg

Me Toug 6poug avTIKeigeVa Kal AeIToupyieg Ba TTepIypAWOUNE OTIBNTIOTE £XEI VA KAVEI YE TIG
AETTTOUEPEIEG TOU TTAIXVIBIOU TTOU TO KAVOUV EXWPIOTO. XapaKTNPIOTIKG TTApAdEIypa gival ol
EMPBPABEVCEIG TOU TTAIKTN KATOTTIV OAOKAAPWONG YIaG dokiyaoiag.

Ag &ekivijooupe AoITTov a1ro 10 Bacikd OkEAOG Tou TTaIxVISIOU, TTOU gival 0 TOTTOG OTOV OTToIOI
diadpaparifetal To TTaIyVidl. Q¢ TOTTOG Tou TraIXVISIoU €TIAEXONKE £vag AaBUpivBog waTe TO
TTaIXVvidl va £xel apxn, HEon Kal TEAOG WOTE va gival TTIO KATavONTOG 0 GKOTTOG Tou TTaixVvIdioU Kal
va gival o €UKOAN TUXOV €TTEKTACH Tou. Na TTapddelyua, yia meavr) eTEKTaon Ba umropouce va
eival yia miota pe évav AaBupivOo yia kdBe Tagn Tou dnuoTikou, £T01 Ba UTTOPOUCE VA QTIAXTE]
éva OAOKANPWUEVO TTaIXVidl yiIa OAEG TIG TAEEIG YE TTAPATTAVW BaBUG SUOKOAIOG.

Emeidn opwg évag AaBupivBog oTé dev gival EUKOAOG, TTOCO pdAAov yia TTaidid dnPOoTIKOU,
TIPOCTEONKAV KATTOIEG IBIATEPOTNTEG GE AUTOV PE OKOTTO TNV MO €UKOAN €TTiAucH Tou. OTTWG
ava@épOnke Kal TTapaTdvw, Pia Bacikr Tugida yia Tnv oAokAfpwaon Tou AaBupivBou givail Ta
Téparta Tou avdAoya pe 1o eTiTTEdS TOUG, TTaifouv TO POAO TOU KABOBNYNTA YIa TOV TTAIKTN.
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>€ auTr TNV Aeitoupyia Ba £pBel va TTpooTedEei 0 XapTNnG. Q¢ X&pTn Tou TTaIxVIdIoU, Ba opicouuE
éva UTTOUVNHA OTO KATW PEPOG TNG 086vNG WOTE O TTAIKTNG Va EEPEI TTOU BPICKETAI KAl VA JTTOPEI
va avayvwpioel Ta NPCs kal Toug avTITTdAoug Tou KaBwg Kal va yvwpilel Tn B€an Toug.

Egpboov ohokAnpwoape 1o Bacikd okEAOG TNG oxediaong Trou gival o TOTTOG Tou TraixVvidiou,
NPBE N Wpa va acXoAnBouUue PE Ta ETTITTAEOV OTOIXEIQ TOU TTOU Ba dWoouv «{wr» OTO TraiXVidl.
Baolkég epwTATEIG TTOU TTPETTEI VA aTTavTnBoUy eival

e TIWG Ba Traipvel aveBaivel eTTiITESO O TTAIKTNG

e Tl avTIKeiyeva Ba £xel WOTE va yiveTal IO duvVaTOG

e TIIOIOTNTEG Ba £XOUV Ol XAPAKTAPEG TOU TTAIXVIOIOU

e TIWG Ba PTTOPEI va AVTINETWTTIOEI O TTAIKTNG TA TépATa
o TTIWG Ba oAokAnpwveTal TO TTaIXVidI

MNa va amravrnBolv Ta TTapaTrdvw EpWTHAPATA Ba TTPETTEI va oXeSIA0TOUV KAl VA KATAYPAPOUV Ta
XOPOAKTNPIOTIKA TOU KOBEVOG XAPAKTAPA NECT OTO TTAIXVIOI.

MNa TNV av@Auaon Kai TNV KaTaypo@r] Twy OTOIXEIWV auTwy Ba XpnaiuoTroinBouv diaypaupaTa JE
Ta oTroia Ba TTETUXOUNE TNV CAPETTEPN KATAVONOT TOUG.

Ag Eekiviijooupe AoITTOV atrd ToV KUPIO XAPAKTHPA TOU TTaiXVvIdIoU.

ZEKIVWVTAG TO TTAIXVIidI 0 XapaKTAPAG Ba TTPETTEl va €€l KATTOIO apXIKA XOPAKTNPIOTIKA T OTToia
B0a petaBdaAlovTal pe TNV TTAPOSO Tou TTaIXVISIOU.

Emimsho ¥ » Zur
Eprmraipia < > EmiBzan
AVTIKEIpEVD | Kiplog XopoKTrpag > Auuva

Eikova 44 - Zxediaon kai AvaAuon — Aigypauua Xapaktnpiotikwv aiktn

O1wg paiveral ato diIdypappa o KUPIOG XOpaKTHpas Yag Ba £xel 6 oToixeia TTou Ba Tov
XapakTnpifouv péoa oTo TTaixvidl. AKOAOUBET avaAuTIKOTEPN TTEPIYPAPT AUTWY TWV OTOIXEIWV.

1. Emimedo : To oToIXEiO QUTO ava@épeTal OTO ETTITTEDO TOU TTAIKTN. ZEKIVAEI PE TNV TIUA 1 Kal
augaveTal 600 0 TTAIKTNG TTPOXWPAEI JETA OTO TTAIXVIDI KAl ATTAVTAEl EPWTHOEIG.

2. EpTteipia : MNa va avéBer ettiredo o Traiktng Ba pétrel va €xel TRV avaloyn eutreipia. Téparta
kal NPCs B6a tov BonBdave va atmokTdel TTEPICCOTEPO WOTE Va avePRaivel kal eTTiTredo.

3. Avrikeigeva : Ta avTikeiyeva Tou TTaikTn €ival autd TTou Ba Tou divouv £ETpa BorBsia oTnv
QVTIMETWTTION TWV TEPATWYV. Katd Tnv ekkivnon Ba €xel Ta apxIk& Kal 600 atravTdel cwoTd
TIG EpWTAOEIG Ba TTaipvel KAAUTEPA TTOU Ba Tou divouv TTapaTrdvw (wH, eTTiBeon Kal duuva.

4. Zwn : ATroTeAEl TO XAPAKTNPIOTIKO TTOU TOV KpaTtdel (wvTtavo péoa aTo Traixvidl, étav
adeldoel n {wr Tou aTro TIG ETMOECEIG TWV TEPATWVY XAVEI KAl EEKIVAEI aTTO TNV apXH.

5. EmiBeon : Q¢ emiBeon opifoupe Tn {nupid (damage) 1Tou Ba kdvel ota Tépata. ETTnpeddeTal
atro 10 €miTred0 KAl TQ AVTIKEIMEVA TTOU Ba KATEXEI KABE OTIVUN JECA OTO TTAIXVIdI.

6. Apuva : Me Tov 6po duuva ava@ePOPOOTE OTNV AVTOXH TTou Ba €xel 0 TTaiKTNG OTaV
BpiokeTal avTIPETWTTOG PE Ta TépATa. AvTioTolXa pe Tnv £MiBeon, HETABAANETaI avAAoya e
TO QVTIKEIHEVA Kal TO €TTITTEO.
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E@ooov oAoKANpwoape T0 oxXedIA0OUO TOU KUPIOU XAPOKTAPA, OEIPA £XOUV T TEPATA Kal TA
NPCs. Ta xapakTnpioTIKA TOUG POIACOUV hE auTd TOU TTaIKTN aGAAG O TPOTTOG AEITOUPYIAG TOUG
gival d1apopeTIKOG.

Ag &ekivijooupe AoITTov aTTd Ta Tépata.

Emimedo - O » EmiBzon
> Auuva
Epmraipia - /\ » Zuari

Eikova 45 - 2xediaon kai AvaAuon — Aiaypauua XapaktnpioTikwy Téparog

O1wg yivetal avTIANTITO a11é TO TTAPATTAVW BIAYPAUUA TA OTOIXEIQ TWV TEPATWV gival Ta idla PE
QUTA TOU TTAIKTN €KTOG JOVO OTTO TA AVTIKEIPEVA.

Ac doUuE OUWG TIG BIAPOPES TTOU TTPOKUTITOUV PETAEU TWV XAPAKTNPIOTIKWY TWV TEPATWYV Kal

TOU TTQiKTN.

1. Emimedo : To emitredo Twv TEPATWY €ival 0TaBePO, dev PETARBAAAETAI HECT GTO TTAIXVIOI.

2. Epteipia : Qg eptreipia evog TEPATOG OpICeTaI TO TTOCO TNG EUTTEIPiag TTou Ba 00¢i oTov
TTAiKTN OTAV TO TEPAG OKOTWOEI.

3. EmiBeon : H emiBeon Tou TépaTog eival aTtabepr) avaloya Pe TO ETTITTEDO TOU (TO OTTOI0 OTTWG
avagEépape gival kal autoé oTabepod).

4. Apuva : H auuva Tou T€paTog gival oTabepr) avaAoya Pe To €TTITTEDO TOU (TO OTTOI0 OTTWG
avagEépape gival kal autoé oTabepod).

5. Zwn : H {wn Tou Té€paTog gival otabepr) avdAoya e To €TTTTEDO TOU (TO OTT0I0 OTTWG
ava@épape gival kal auté aTabepod).

ApPKETEG BI0QOPESG OTO TPOTTO AEITOUPYIOG TWV XAPAKTNPIOTIKWY Ba doupe ota NPC, TTou 0 pdAog

TOUG PE€CQ OTO TTaIXVidI gival kaBapd BonnTIKAG.

AkoMouBei n diaypappatikr) oxedioon Twv aToixeiwv evdg NPC kKabwg Kal n AETTTOPEPNG

eme€AYNON QUTWV KAl TwV dI0QOPWV TTOU £XOUV UE TA OTOIXEIA TwV GAAWYV XAPAKTAPWY.

Epwnon £ .
O S EmiBzan
Epmeipio B = ABuuva
/ \ > Zeor
AvTIEiUEVD |e—— MPC f

Eikova 46 - 2xediaon kai AvaAuon — Aiaypauua Xapaktnpiotikwv NPC

Ek166 a116 TO OTOIXEIO TNG £PWTNONG, OAX TA UTTOAOITTA UTTOPOUV VA KaTatayoUv O€ pIa TTIO
YEVIKH KOTnyopia TTou 6a Tnv ovoudooupe avTauoIfBEG.
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AgG Ta TTAPOUNE AOITTOV [E TN OEIPA,

1. Epwinon : Apopd atrokAeioTikd To NPC kai eTTnpeddel Kai Ta uTTOAOITTa OTOIXEIQ TTOU TO
xapaktnpi¢ouv. Qg epwtnon Aoimtév opifeTal To TTPORANPa To oTToi0 Ba TTPETTEI va AUCEI O
TTAIKTNG yIa va TTAPEl TIG AVTAPOIBEG TOU.

2. EpTteipia : ATTavTwvTtag OwaoTA OTNV £PWTNAGN O TTAiKTNG AapBAavel apkeTh euTTeipia TTou Ba
Tov avePBdaoel emiTredo. To 000 TnG euTTEIpiag TTou Ba AdBel atrd pia epwTnon €ival APKETA
peyaAUTEPO aTTd auTd TTou Ba AGBEI OKOTWVOVTAG £va TEPAG, YEYOVOG TTOU KAVE TIG
EPWTACEIG TTIO ONUAVTIKEG ATTO TA TEPATA.

3. Avrikeiyeva : Ta avTikeiyeva Tou Ba Kepdioel o TraikTng atd 1o NPC eival kal autd TTou Ba
TOV KAVOUV TTIO dUVaTO ATTEVAVTI G€ PeyaAuTepou emTTédou TEpaTta. O povadikog TPOTToq yia
va TTAPEI AUTA TA AVTIKEIMEVA O TTAIKTNG €ival va ATTavVTOEl cwoTA 0TNV £pwTnon Tou NPC.

TeAeuTaio aAAd €€icou onUAVTIKO E T UTTOAOITTG GTO OXeQIGOUS Tou TTaixVIOIoU €ival Ta
QVTIKEIJEVA KAl TO XAPAKTNPIOTIKA TOuG. OTTWwG avagpépape o TTavw, KEpdiCovTag avTIKEiueva
évag TraikTng Ba yiveral 1o duvaTtog atTévavTl oTa TEpata. Ti evvooUpe OUWG e auTo;

Ta avrikeipeva mou Ba kepdilel 0 TTAIKTNG XwpilovTal o€ 2 KATNYOPIEG,

e [lavoTrAia : H travotrAia Ba divel aTov TaikTn éva emmITTAéov TTO00 WG Kal AUUVAG WOTE va
pnv 8éxeTal TToAU npid (damage) atrd Ta Téparta PeyaAutepou emITTESOU.

e 21aBi : AvtioToixa To oTraBi, 6a duvauWVEl TO OTOIXEIO TNG €TTIBEGNG, WOTE VA KAVEI
TapaTTdvw ¢nuid (damage) ota Tépata JEYAAUTEPOU ETTITTEOOU TTOU AVTIMETWTTICEL.

AkoAouBei kal n dlaypaupaTIKR avaTrapdoTacn TWY AVTIKEIMEVWV.

ANTIKEIPEVD

MavoTrAia

zradi

v A 4

| MaovoTriio E | Emrali {I

+ Ziwin | + EmiBzon

Eikova 47 - Zxediaon kai AvaAuon — Aidypauua AVTIKEIUEVWY

Eq@doov oAokAnpwBnke n avdAuan Kal o oxedIaouOg Tou TTaIxXVIBIoU, UTTAPXEI N OUVTAyr] WOTE
Va EEKIVAOOUNE va UAOTTOIOUUE TO TTaIXVidl.

2T0 £TTOMEVO KEQAAQIO Ba yivel avaAuTIKRA TTEPIYPAQ) OTNV UAOTTOINGN TOU TraixVIdiou, Kal 6a
doupe oTnV TTPAgN TTwg AsItoupyoulv OAa autd Ta oTToia oXeSIGCAE.
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YAomoinon Tou MNMaixvidiovu

YAommoinon Baong Asdopévwy

ZuvoyifovTag Tov oxXedIOOUO TTOU KAVAE, TTAPATNPABNKE TO YEYOVOG TTWG UTTAPXEI APKETH
TIANpoQopia y€aa aTo TraixVvidl n oTroia Ba TTPETTEl va gival atroBnKeupévn Kal UTTapxEl EUKOAN
TpdéoRacn o€ auth avda TTaca oTiyun. [Na va To TTETUXOUNE auTo, eTTIAEEANE va
XPNOIJOTToOINCOUNE i Baon dedopévwy SQLite waTe va uttdpyel 0An n TAnpogopia
KaTayeypappévVn Kal va UTTApXEl EUKOAN duvaTtdTNTa ETTEKTACNG OTO JEAAOV.

21n BA emA£€ape va kpatape dedopéva Ta otroia oxetiCovral pe Ta NPCs, Ta Mobs kai Ta TEAIKG
OTOTIOTIKG TOU KAOE TTaikTn.

MNa TNV TeAIKA UAoTTOINON TNG BAONG XPEIGCTNKE Va Yivel Kataypa®n TnG TTAnpogopiag TTou Ba
XPEIOOTOUNE KAl OWATOG OXEDIAONOG OTTWG Ba doUuE TTAPAKATW.

‘Eva Baciké epwTnua TTOU TTPETTEI VA ATTavTNOEi yia Tov owaoTo axediacuod Tng BAaong civai Ti
TAnpogopia Ba Kpatdue o€ autAv. Ta dedopéva TnNG BAcong Ba TTPETTEl va ival oTaBepd Kal
OwOoTd dounuéva WOTE va gival TTIO EUKOAN n avtAnon Toug.

Ac Eekiviijgoupe AOITTOV TNV KaTaypa@r], cuvowilovTag Ta dedopéva TTou Ba XpelaoToUE WATE
va kataAngouue ato cwoTd oxAua TG BA.

Baaoikn TTAnpo@opia Tnv oTroia Ba TTPETTEl va €XOUNE aTToBnKeUPEVN gival Ta TO OVOUA TOU TTAIKTN
KaBwg Kal To XpOVO GTOV OTT0iI0 OAOKARPWOE TNV ATTOCTOAN Tou. [N1a va TO TTETUXOUHE QUTO
XpelalouaaTe évav Trivaka atov o1roio 8a Ta ammodnkeloupue kal éva View oTo otroio Ba Ta
EMQavVICOUNE, WOTE Va PNV YiveTal TO query géca oTo runtime Tou TTaixvidiou, aAAG oTtn Bdaon.
O1rwg gpgavifetal atn cuvéxeia BAETTOUpE OTI O TTiVaKAG £xel 3 OTAAEG, €va ID 1o oTToio
Zexwpicel Tov KGOe TTaikTN, TO dvopa (name) TTou £BaAe oTnv apxn Tou Traixvidliou Kabwg Kal To
XPOVO (time) TTou XPEIACTNKE YIa va OAOKANPWOEI TO TTAIXVIOI.

Mivakag Stats

Name Type NN PK Al u Default
id INTEGER ~ |[] []
name TEXT v ] L] [] []
time TEXT o | I I e I e

Eikova 48 - BA - lNivakag Stats

AkoAouBei To Query yia TV dnuioupyia TOU CUYKEKPIKEVOU TTiVAKA.

CREATE TABLE "Stats" |
mid" INTEGER PRIMARY KEY AUTCINCEEMENT,
"name" TEXT,
"time" TEXT

Vi

Eikéva 49 - BA - Script lMivaka Stats
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MNa TNV dvtAnon Tng TTAnpo@opiag auTrg, OTTWG TEBNKE TTapaTTavw axedIAoTnKe Eva View To
oTT0i0 Ba PEPVEl Ta aToIXEIO TOU TTaPATTAvWw TTivaka Tagivounuéva katd auouoa acipd Baon Tou
XpPOvou (time) waoTe va egeavifeTal TTPWTO To OVOUA TOU TTaiKTn TTOU £Kava To AlyOTEPO XPOvVo

CREATE VIEW "DisplayStats" AS
select nams, time

Frcm Stats

where time is not null

order by time;
Eikéva 50 - BA - Script View Display Stats

Mia onuavTikr AeTTTopépeia eival 6Tl 0 CUYKEKPIUEVOG TTivakag (Stats) eival o povadiké atov
oTroio yivetal Insert péoa atrd 1O TTAIXVIOI.

O1wg avagépbnke aTo oxedlaoud Tou TTaIxVIOIoU Kal TTo GUYKEKpPIPEVA TNG ovidTnTag NPC,
UTTAPXOUV EPWTATCEIG KAI AVTAMOIBEG 01 OTToIEG Ba TTPETTEI va KaTaypa@ouv, WOTE Va gival EUKOAN
n mPOcRacn O€ AUTEG Kal va JTTopoUlE va TTpooBécoupe avd TTAoa OTIyur] véa dedouéva.

MNa autd emAéEaue va oxedidooupe 2 TTivaKeg, ol oTToiol Ba guvdéovTal HETagU TOug
xpnoigotroiwvTag éva foreign key. Ag doUue AoimTdv autoug TOUG TTIVAKEG.

Mivakag Quests
Edw Ba karaypagei 6An n TTAnpo@opia yia TIG EPWTACEIC TTOU Ba UTTAPXOUV PECA GTO TTAIXVIOI.

MName Type NN PK Al U Default
id INTEGER v |[]
name TEXT v |[] ] [] L]
quest TEXT 2| I O I I R I
reward_id INTEGER ~ |1 [ O O
answer TEXT v L] [] [] []
exp INTEGER ~ | [ O O
active INTEGER ~|[] [ O [

Eikova 51 - BA - lNivakag Quests

EICREATE TABLE "Cussts" |

migd" INTEGER PRIMARY KEY AUTCINCEEMENT UNIQUE,
"name" TEXT,

"quest" TEXT,

"reward id" INTEGER,

"answer" TEXT,
"exp" INTEGER,
- "active" INTEGER

Eikova 52 - BA - Script lNivaka Quests
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KdBe epwtnon (Quest) Aoitrév atroteAeital atmd Ta €§AG OToIXEIq,
e Id: O povadikog aplBudg KGBe epwTNONG

e Name : To 6évopa TnG EpwTNONG

e Quest: H epwtnon tou Ba yiveral TTpog TO TTaiKTN.

e Reward_id : O1 avtapoifég TTou Ba Traipvel ammd KEBe epwTNON O TTAIKTNG KAl OTTOTEAET TO
foreign key yia Tnv ouvdeon pe Tov TTivaka Rewards.

e Answer : H ammdvtnon Tng epwtnong
e Exp: H gutmreipia mou Ba traipvel amréd Kabe epwyTnoN

e Active : H oTAAn autA uttdpxel WoTe va yvwpiOUUE TTOIEG EPWTNOEIS Eival EVEPYES
(Active=1) ka1 TToIEG £X0oUV atravTnOsi péoa ato Traiyvidl (Active=0). Kabe @opd TTou EeKIVAEl
TO TraIXVvidl yivovTal autépata update 0Aeg ol epwTACEIG a€ Active=1.

Mivakag Rewards

Name Type NN Default

id INTEGER  ~
label TEXT ~
name TEXT ™
def INTEGER
atk INTEGER
health INTEGER

Ooodon

Do r R
OodddR =
o dr =

Eikova 53 - BA - lNivakag Rewards

EICREATE TABLE "Eswards" |

"id" INTEGER PRIMARY KEY AUTOINCEEMENT UNIQUE,
"label"™ TEXT,

"nam=" TEXT,

"def" INTEGER,
"atk" INTEGER,
L "health" INTEGER

Eikéva 54 - BA - Script lNivaka Rewards

O1wg aivetal TTapatmavw, Jia avrauoifr (Reward) atroteAgital atro,

e Id : Movadikdg KwdIKOG KABE avTapolBng Kal cuvdean Pe ToV TTivaka quest.
e Label : H yevikf TaptméAa piog avtapoiBig

e Name : To évopa TG avtapoIBAG TTou eu@avideTal yEoa oTo TTaIXVidl

e Def: To mooo6 Tng duuvag Trou divel KABe avtapoifBr) oTov TTaikTN

e Atk : To mmood Tng eTmiBeong 1Tou divel KB avTapoIfr oTov TTaiKTN

e Health : To mood Tng Cwrig TTou divel KABE AvTauoIfRr) OTOV TTAIKTN
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O1 mivakeg Quests kal Rewards atroteAouv Ta aToixeia TG oviétnTag NPC.

MNa TNV owaoTn diaxeipior Kal epeavion Toug oxedidoTnke éva View pe dvoua NPC 1o otroio 6a
ouyxwvelel autolg Toug 2 TTiVAKES Kal Ba eugavidel Ta aToixeia TTou XpeialouaoTe y€oa oTo
TTauyviol.

[CREATE VIEW NPC as
select

g.1id as gid

; J.Nlams as gname

s g-gquest

 J-8NSWer as ganswer
. SED

yr.lakbel as rLabesl

s T.niame as riames

,r.atk

,r.nealth

,J-active

from Quests as g

left join Rewards as r on r.id=g.reward id;

Eikova 55 - BA - Script View NPC

Eg@ooov £xoupe OAn TNV TTANpo@opia TTou XpelalouacTe opyavwuévn yia Ta NPC kai Tov KUplo
XOPOAKTHPA, OLIpd TTaipvouV Ta TEPATA.

MNa 1a T€éparta Ba xpelaoTOUUE évav TTIVAKA WOTE VO KPATAUE TO XOPAKTNPIOTIKG TOUG KAl va TA
avtAoupe O1Tou Ta XpeladduaoTe yéoa aTto TraixVvidl. [Na Tov Adyo autd oxeBIACTNKE O TTivaKag
MobStats é1rou 6TTwg Ba doupe TTapakdTw TTEPIAaUBAvVEI OAN T TTANPOoPoOpIa.

Mivakag MobStats

Mame Type NN PK Al U Default
id INTEGER  ~ |[] L]
level INTEGER ~ ([ [ O [O
atk INTEGER ~|[] [ O [
def INTEGER ~ ([ [ O [O
health INTEGER ~ |1 [ [0 O
exp INTEGER ~ |1 [ [ [

Eikéva 56 - lNivakag MobStats

e
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EICREATE TABLE "Mok3tats" |

mid" INTEGER PRIMARY KEY AUTCINCEEMENT,
"level" INTEGER,
"atk" INTEGER,
"def" INTEGER,
"health" INTEGER,
- "exp" INTEGER

Eikéva 57 - BA - Script lNivaka MobStats
O1wg avagépape Kal Katd 1o oXedIGoUO TWV XAPAKTNPIGTIKWY TNG OVTOTNTAG TWYV TEPATWY, EVa
mob aTToTeAciTal ato,
e Id : Movadikdg KwdIKOG KGBe TEpaTog
e Level: To emiredo Tou TEpATOG
e Atk: To mdo0 TnG €TTiBeONg KABE TEPATOG
e Def: To méc0 NG duuvag KABe TEPATOG
e Health : To méoo Tng wrg KABe TEpATOG
e Exp:To moo6 Tng eutreipiag TTou Ba divel gTov TTAIKTN OTAV TO OKOTWOEI
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YAomoinon maixvidiou og Unity

YAomoinon mepi@epeiakwy Script

H Bdaon Aedopévwy tTou Ba xpnoiuotroin®ei ato TraixVvidl TTAEov €xel OAoKANpwOEei. ETTOpEVO
Brua otnv uAotroinan Tou TTaiXVvIdIoU gival apxikd n eicaywyr TNG BA pyéoa aTo maiyvidl woTe
vVa UTTopEi va xpnaiyotroinBei ava Tédoa oTiyun.

MNa va 1o eTixoupe autd dnuioupynoape éva C# Script 1o o1roio Ba doUpe TTaPaKATW, KAAEgiTal
Mia gopd oTnv apxr Tou TraixVvidloU Kal ETITUYXAvel Tn auvdeon pe n Bdon.

UnityEngine;
System.Data;
Mono.Data.Sqlite;
System.I0;

e : MonoBehaviour

IDbConnection dbcon;

IDbConnection Dbcon { => dbcon; => dbcon = s b

connection = "UR le:" + Application.dataPath + "/Database/RPG_Game.db"
Dbcon = Sqli nection(connection);
Dbcon.Open();

Eikéva 58 - YAorroinon - Script ConnectToDatabase

O1wg @aiveral ato Script, n ouvdeon Tng Baong yivetalr yéoa otn function Awake, n otroia
KaAgiTal 6tav QopTwOei TOo TTPWTO scene Tou TTaixVIdioU. ‘Exel dounBei £701 WOTE va KaAegiTal
MOVO Pia @opd, Kai 81 KABe Qopd TTOU TN XPEIGCONATTE, KAl JUE QUTO ETTITUYXAVETAI AlyOTEPOG
POPTOG GTO TTAIXVIOI KATA TO runtime.

Otav ohokAnpwOei n ouvdeon pe Tn Bdon, sival diabéoiun yia K&OBe TTePITITWonN TTou Ba TV
XPEIQOTOUE.

ZEKIVWVTAG AOITTOV TO TTaIXVidI, TTPWTN €IKOVA TTou BAETTEI 0 XPAOTNG gival n eikbva Tou Main
Menu, n otroia Tou divel Tn duvATATNTA Va EEKIVIOEI TO TTAIXVIOI, va O€l TO KOUPTTIA TTOU
XPEIGZeTal €O aTO TTaIX VIOl KABWG Kal va eTTIAEEEI TNV £€£000 aTTO AUTH.

MNa va emreuxBolv ol TTapaTTdvw evEPYEIESG, dNUIOUPYABNKE £va Script TTou agopd Uovo Tn
OUYKEKPIPEVN 006vn.

ApxIK& opioTnkav ol yeTaBAnTéG TTou Ba xpelaoTouv, Kal OTIG ouvéxela ol functions TTou Ba
TIPOYUATOTTOIOUV TIG EVEPYEIEG TTOU £XOUNE OPIOEL.
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i
UnityEngine.SceneManagement;
System;

System.Data;

UnityEngine.UI;

CharacterName;
CharacterlId;

Eikéva 59 - YAorroinon - Script MainMenu -MeraBAntég

O1w¢ Qaiveral XapakTnpIoTIKE oTnv TTapattdvw eikéva, éxouv opioTei Ta GameObjects mou Ba
XpPelaoToupe yia 1o Main Menu Kabwg Kal 2 HETABANTEG TTOU aPOPOUV TOV XAPAKT PO WOTE VA
XpPnoigotroinBouyv yia Tnv évapén Tou Traixvidiou.

Zeipd €xouv ol functions. Oi functions TTou €xouv QTIaXTEI OTO GUYKEKPIPEVO SCript,
XPNOIKJOTToIoUvVTal ATTO TA KOUPTTIA TNG apXIKAG 086vng katd 1o OnClick() waTe va yivovtal
QUVAUIKA OI EVEPYEIEG TTOU ATTAITOUVTAI.

Matwvtag dnAadr To koupTri «Néo Maixvid» kaAeital n function PlayGame() n oTroia 61Twg
QaiveTal TTapakdTw BETel wg active(true) kai active(false) Ta avdAoya components yia Tnv
owoTA AeiIToupyia Tou TTaIxVISIOU.

PlayGame

newGame . SetActive(
Options.SetActive(

Exit.SetActive( ] -
GameButtonsPanel.SetActive(
Start.SetActive( IE

Eikova 60 - YAoroinon - Script MainMenu - PlayGame()

MNa va ekivrioel To Traixvidl OTTwG TTEPIYPAYAUE KAl 0€ TTponyouusva Ke@AaAaia, o XpRoTtng
TTPETTEI va OWOElI TO OVOUA TOU XOPAKTHPA Kal va Tratroel « Ekkivnon».

lNa 10 oKOTT6 aUTY, dnuioupyRBnke n function StartGame() n otoia ekTeAgiTal étav TTarnOei To
KouuTri «EkKivnon» kal ekTog atrd Tnv Karaypa@n Tou Taiktn otn fdon dedopévwy, opidel 6Aa
Ta Quests wg active=1 woTe va gival dIaBéoipa yia To TTaiXvidl kal TEAOG EKKIVET TN Scene
“Game”, n otroia €ival n Bacikr] Scene Tou TTaIXVIOIOU.

e
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]
StartGame()

name = Name.GetComponent<Text>().text;
(IDbCommand cmnd_read onnectToDatabase.Dbcon.CreateCommand())
{
IDataReader reader;
query = "insert into Stats (name) values ('" + name + "')";
cmnd_read.CommandText = query;
reader = cmnd_read.ExecuteReader();

(IDbCommand update = ConnectToDatabase.Dbcon.CreateCommand())
sqlQueryl = "Update Quests set active=1";

update.CommandText = sqlQueryl;
update.ExecuteScalar();

(IDbCommand cmnd_read = ConnectToDatabase.Dbcon.CreateCommand())

IDataReader reader;
query = "select id,name from Stats order by id desc LIMIT 1;";

cmnd_read.CommandText = query;
reader = cmnd_read.ExecuteReader();
while (reader.Read())
{

CharacterId = reader.GetInt32(0);

CharacterName = reader.GetString(1);

}

reader.Close();

}

SceneManager.LoadScene("Game");

Eikéva 61 - YAorroinon - Script MainMenu - StartGame()

O1 GAAgg 3 functions Tou script MainMenu, agopouv Ta KoupTd « Kouptmd» kal « E¢odog». Ol
EVEPYEIEG TTOU TTPAYUOATOTTOIOUV gival N eu@AvIon Twv KAatdAANAwv components yia Tn cwoTh
Aeiroupyia Tou TTaIyVvISIOU Kal EVEPYOTTOIOUVTAI KATA TO TTATNUA TWV AVAAOYWY KOUUTTIWV.

CloseButtons()

newGame . SetActive(
Options.SetActive( IE
Exit.SetActive( I
GameButtonsPanel.SetActive( E
Start.SetActive( i

GameButtons()

newGame . SetActive( )
Options.SetActive( )
Exit.SetActive( 1A
GameButtonsPanel.SetActive( SiF

QuitGame()

Application.Quit();

Eikéva 62 - YAorroinon - Script MainMenu - YmoAoieg uébodoir
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OAOKANPWVOVTAG AOITTOV HE TNV TTPWTN 086vn Kal KUPIo PJEVOU TOU TTaiXVviOIoU, HETAPEPOUACTE
OTO ETTOPEVO Scene To OTToio €ival To TralxVvidl yag. Me To TTou EekIvAael To TTaiyVvidl, apyilel va
METPAEI 0 XPOVOG, O OTTOI0G TTaywVEl Kal Kataypd@eTtal aTn Bdon 6Tav o TaixTnG MIAACEI Kal GToV
TeAeuTaio NPC.

MNa va emreuxBei autd, uAoTTOINBNKE £va script TTou agopd KabBapd Tov XpOvo Tou TraiXvidiou Kai
ovouddletal Timer. ZT0 TTPWTO KOPMATI auToU TOU Script €yIvE 0 OPICUOG TwV PETABANTWY TTOU Ba
XPEIOOTOUNE KABWG Kal N apXIKOTToinan Tou Xpovou.

System.Collections;
System.Collections.Generic;
System.Data;

UnityEngine;
UnityEngine.UI;

Timer : o ehaviour

Text timerText;
startTime;
finished = o
finishedTime;

startTime = Time.time;

Eikéva 63 - YAorroinon - Script Timer - Start()

H ouvaptnon Start() xpnoipoTroigiTal WOTE va KATA TNV €KKivnon va opIoTei To startTime Tou
TraixvidioU, 0To oTT0i0 Ba BACIOTOUE YIO VA PHETPAME TOV XPOVO TTOU KAVEI.

2Tn OuVvEXela, Pe TNV Xpron Tng function Update(), utroAoyideTal kai kataypageTal oto Text
Component timerText n didpkeia Tou TTaixvidiou.

0O
if (finished)
{

return;

t = Time.time - startTime;

hours = ((int)t / 3600).ToString("00");
minutes = ((int) t / 60).ToString("00");
seconds = (t % 60).ToString("08");

timerText.text = hours+ ":"+ minutes + ":" + seconds;

Eikéva 64 - YAorroinon - Script Timer - Update()
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Kata Tnv KAfon Tng ouvdptnong Update(), apxikd eAéyxeTal pia Boolean petafAnTr n otroia £xel
opIOTEl yia Tov opIoud Tou TEAOUG Tou TraiXvidiou. Av eival false, 6TTwg £xel opiaTei kKal aThv
apxr, METPAEI TOV XPOVO TTOU gival evepyo To TTaiXvidl, Tov JeTaTpétel o€ pop@n QQ:AAAA kal
Tov gu@aviCel oTo component timerText Tou gu@avietal TTavw Oe€IG 0TV 086vn TOU TTAIKTN.

MNa va otapartioel o xpovog, éxel eTiaxTei N ouvdpTtnon Finish() n otroia KaAeital étav o TTaixTng
MIAnoel oTov TeAeuTaio NPC.
Finish

finished = :
finishedTime = timerText.text;
timerText.color = Color.red;
(IDbCommand update = ConnectToDat e.Dbcon.CreateCommand())

sqlQueryl = "Update Stats set time='" + timerText.text + "' where id=" + MainMenu.CharacterlId;
update.CommandText = sqlQueryl;
update.ExecuteScalar();

Eikova 65 - YAomoinon - Script Timer - Finish()

H ouvapTtnon autr petarpétrel Tnv petaBAnTA finished oe true, kai kataypdeel otn BA T0 id Tou
TTaiXTN KaBWg Kal Tov XpOVvo TToU €KAVE, WATE OTA ATTOTEAECUATA va TOU eu@avicel Tn B€on oTnv
oTroia BpiokeTal.

Mpiv aoxoAnBoulpe pe Ta kUpla Scripts Tou TTaixvISIOU TTOU agopoUV ToV TTaiKTN, Ta mobs Kail Ta
NPCs, Ba Atav XpAoIuo va TepIypAYWouE Kal Ta UTTOAOITTA SCripts TTou agpopoulyv Ta
TTEPIPEPEIOKG KOPPATIO TOU TTaixvIdIou. TéTola scripts gival To script Tou Game Menu, Tou
Minimap kaBwg kail Tou damage TTou gu@avifeTal KaTd TNV JAxn PE Ta TEPATA.

Katd 1n didpkeia Tou Traixvidlou O TraiXTng €xel dUvaTOTNTA VA «TTAYWOEI» TO XPOVO Kal TO
Traixvidl. Matwvtag 1o kouuTri ESC, gu@avietal TO menu Tou TTaIXVIOIOU HE TIG ETTIAOYEG
«Zuvéxelay, «Kouptdy» kal «E¢odog». To menu auto divel Tn duvatdtnta GTOV TTAiXTN VA KAVEI
Pause 1o TTaiyvidl.

lMNa va 10 TTETUXOUNE auTd UAoTTOINCAE TO script GameMenu.
System.Collections;
tem.Collections.Generic;
UnityEngine;
UnityEngine.SceneManagement;

nu : Monol
ct pauseMenuUI;

ct GameButtonsPanel;
GameisPaused =

pauseMenuUI.SetActive( 0z

if (Input.GetKeyDown(KeyCode.Escape))
{

if (GameisPaused)
{
Resume();
}
else
{
Pause();

Eikéva 66 - YAorroinon - Script GameMenu - MeraBAnté¢ kar Start(),Update()
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270 script autd OTTWG QaiveTal KAl OTNV TTAPATTAVW €IKOVA, apXIKG BETOUE TO game menu wg
active=false, kal epoéoOV 0 XpoTNG TTATACEI TO KOUUTTi ESC, eAéyxel av To TTaixvidl eival Paused
11 6x1 Kal KaAei Tnv avdAoyn cuvdaptnon.

Resume()

pauseMenuUI.SetActive( )
Time.timeScale = 1f;

GameisPaused =

ﬁ;usef)

pauseMenuUI.SetActive( ):
Time.timeScale = @f;
GameisPaused = :

Eikéva 67 - YAorroinon - Script GameMenu - Resume(),Pause()

O1wg avagEpaue Kal TTapatmavw, 0T0 game menu UTTAPXOoUV Kal Ta KOUUTTIA « KouuTrid» Kai
«E&odog». Katd 10 TTédTnua Tou KOUUTTIoU « KOUUTTIA» €U@AVICETAl O KATAAOYOG TWV ETTIAOYWV
TWV KOUUTTIWV TOU TTaIXVIOIOU £V PE TO KOUNTT £€£080¢, TO TTaIXVIDI ETTIOTPEPEI GTNV APXIKA
08ovn.

GameButtons()

GameButtonsPanel.SetActive( i

CloseGameButtons()

GameButtonsPanel.SetActive( iE

Quit()

SceneManager.LoadScene("Main Menu");

Eikova 68 - YAorroinon - Script GameMenu — Buttons Fuctions

To emréuevo Script oxeTifeTal e TN ELPAVION TOU KUPIOU XOPOKTHPA JETA OTOV XAPTN KAl
ovoudcZetar Minimap.

O1wg aiveTal Kal TTapakdaTw, apyIKa TTaipvoupe TNV véa BEan Tou TTaixTn KABE oTIyur Tou
TraIxvISIoU Kal Th HETATPETTOUNE PE BAon Tov dfova y WaTe va egpavifeTal KABeTa aTov XApTn.
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tem.Collections;
ystem.Collections.Generic;
UnityEngine;

Vector3 newPosition = player.position;
newPosition.y = transform.position.y;
transform.position = newPosition;

Eikéva 69 - YAorroinon - Script Minimap

Mapatrdvw £yIve ava@opd o€ £va aKOUA TTEPIPEPEIAKO SCript TO OTTOI0 TTAPOUCIAZETAI TTAPAKATW
Kal XPNOIYOTTOIEITAl VIO TNV EMQAvIon Tou damage TTou KAvEl 0 TTaiKTNG OTa TEPATA KAl
ovopaletar PopUpDmg.

H Aeitoupyia Tou BaciCetal oTnv TuXaia eu@avion (UE TN Xprion g ocuvaptnong Random) Tng
B¢ong Tou damage PTTPOaTA OTa TEPATA, KATI TO OTTOI0 AEITOUPYEI oav £QE PEA OTO TTAIXVIOI.
N€eIToupyIKA dev €TTNPEACEI TO TTAIXVIOI.

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

DestroyTime;
Vector3 Offset =
Vector3 Randomize =

Form targe

target = GameObject.FindGameObjectWithTag("Player").transforn;

transforn.localPosition += Offset;

transform.localPosition += Vector3(Random. Range(-Randomize.x, Randomize.x), Random.Range(-Randomize.y, Randomize.y), Random.Range(-Randomize.z, Randomize.z));
transform.rotation = target.rotation;

Destroy(gameObject, DestroyTime);

Eikova 70 - YAormoinon - Script PopUpDmg

E@ooov oAokKANpwoaue TNV TTEPIYPAPT KATTOIWY TTEPIPEPEIOKWY SCript, NPEBE n wpa va doupue
O avAAUTIKA ToV TPOTTO PE TOV OTT0I0 O XapAKTApag dpa yéoa aTo TraixVvidl. Ta 3 Bacikd scripts
Tou TTaIXVvIdioU, agopouv Tov KUpIo XapakTtrpa, Ta NPC kal Ta Mobs, epdoov utrdpxel
aAAnAeTTidpacn PeTagu Toug, KAAUTEPO gival va Ta TTeEpIypAawoupe padi kai X1 wg 3 EexwpIoTd.
Ag Eekiviijooupe To script Player, 61TTou o€ autd UTTAPXOUV OAEG OI AEITOUPYIEG TOU TTAIKTN.
ApXIKA, OTTWG Kal 0g KABE script uttdpyel n dNAwon Twv PeTaBAnTwy TToU Ba XpnoiyotroinBouv
ol oTToiEG €iTe gival public, WOTE va UTTOPOUNE va TIG TTEPACOUUE Péaa atrd To TTEPIBEGAAOV TOu
Unity (kupiwg yia Ta ypagikd) eite private kal agopoUv kabapd 1o script.
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level;

S Object LevellUp;
rotSpeed = 80; Text CongratsMessage;
t gravity = 8;
Text LevelMessage;
GameObject CharacterName;
id;

rewardAtk;
<Transform> enemiesInRange = List<Transform 2 reward DE‘F -
g> map = List< >0); U
canAttack; rewardHealth;
attackDamage;
def;
health; sprite EquipWeapon;
t exp; Sprite EquipArmor;
currentExp;
currentHealth;
damageTaken; - - -
level; GameObject DefeatPanel;
Eikéva 71 - YAorroinon - Script Player - Eikova 72 - YAormoinon - Script Player -
MeraBAntéc MeraBAntéc

Emouevo Bripa gival n apxikotroinon Twv YETARANTWY TTOU ETTITUYXAVETAI KATA TNV €KKivnon Tou
Traixvidiou, eite otnv function Start() eite o function Awake(). ETriong 6a xpnoiyotroifjooupe
Tnv function Update() n otroia avavewvetal o€ kaBe frame Tou TTaixvidIoU yIa TIG EVEPYEIEC TOU
TTaixTn péoa oo TTaIxVvidl.

0

controller = GetComponent<Ch ~Controller>();
anim = GetComponent<Animator>();
currentHealth = health;
LevelUp.SetActive( Y

Menu.CharacterName;
id = MainMenu.Characterld;
CharacterName.GetComponent<Tex Mesh>().text = name;
DefeatPanel.SetActive( )

0

Movement():
GetInput();

0

HP.SetActive( );
MP.SetActive( );

Eikéva 73 - YAorroinon - Script Player - Start(),Update(),Awake()
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H diapopd petacl Tng function Start() kar Awake() eival 611 n Start() kaAegital oTnv apxn Tou
Traixvidiou evw n Awake() 6tav @opTwOei To script To oTToio yiveTal 6Tav {EKIVATEI TO Scene Tou
Trauyvidiou.

e
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YAomoinon Tng Kiviong Tou XapakTinpa

2KkoAapikog ETEPYIOG

O1wg @aiveral kal aTnv elkéva otn function Update() kahouvTal GAAEG dUO CUVOPTATEIG, N
Movement() kai n Getlnput() TIg oTToieg Ba TTEPIYPAWOUUE GTN CUVEXEIQ.

if (controller.isGrounded)
{
if (Input.GetKey(KeyCode.W))
{
if (anim.GetBool("attacking") ==
{
return;
}
else if (anim.GetBool("attacking") ==
{
anim. SetBool("running", );
anim.SetInteger("condition”, 1);
moveDir = Vector3(e, @, 1);
moveDir *= speed;
moveDir = transforn.TransformDirection(moveDir);

}

if (Input.GetKey(KeyCode.S))
{
if (anim.GetBool("attacking") ==
{
return;
}
else if (anim.GetBool("attacking") ==
{
anin. SetBool("running", )=
anin. SetInteger("condition”, 1);
moveDir = Vector3(e, 0, -1);
moveDir *= speed;
moveDir = transform.TransformDirection(moveDir);

}

if (Input.GetKeyUp(KeyCode.5))

{
anin. SetBool("running", ):
anin. SetInteger("condition”, 0);
moveDir = Vector3(e, 0, 0);

if (Input.GetKeyUp(KeyCode.W))
{

anin.SetBool("running", W
anin.SetInteger("condition”, 8);

t.GetAxis("Horizontal") * rotSpeed * Time.deltaTime;
transforn.eulerAngles = or3(0, rot, 0):
moveDir.y -= gravity * Time.deltaTime;
controller.Move(moveDir * Time.deltaTime);

moveDir = Vector3(0, 8, 0);

Eikova 75 - YAormoinon - Script Player -
Movement() 2

Eikova 74 - YAomoinon - Script Player -
Movement() 1

MNa TNV Kivhon Tou TraixTn 011w BAETTOUNE XpnaiyoTToloUue duo uetaBAnTég Boolean (running,
attacking) kai 1 yetaBAnth integer (condition) o1 oTroieg e€uUTTNPETOUV OTNV CWOTHA AEITOUPYia TOU
Animator Tou XapaKTAPa TTOU EPPavieTal TTOPOKATW.

L Parameters ® Bas er Auto Live Link

+ -
condition 0 Any State

running

Idle_SwordShield

!

Die_SwordShield
New State

e

P

Run_SwordShield NormalAttack02_SwordShield

Eikéva 76 - YAorroinon - Animator Player

To Animator xpnoigoTrolgital yia Tnv pgién Kai Tnv owoTr) AsiToupyia Twv animations. Ag TTAPOUpE
yla TTapddelyya Tnv Kivnon Tou Traiktn, 6Tav o XprRoTtng Tratfjoel 1o W, péoa atrd Tov KWOIKa TO
Traiyvidl E€pel 611 o TTaikTNG Ba KIvnBei oToV GEova Z TTPOG Ta PTTPOCTA, SUWG YIO VA YVWPICEl PE
Tro10 animation Ba KivnOei Bétoupe Tn petaBAnTr condition=1 WOTE va XPNOIUOTTOINCEI TO
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animation Run_SwordShield é1rwg 10 éxoupe péoa atmoé Ta BeAdkia TTou ey@aviovral oTnv
eiIkéva. AvTioToixa pe condition=2 1o TTaixvidl Ba @opTwaoel To animation Tng €miBeong
NormalAttack02_SwordShield.

H eméuevn ouvapTtnon tou Bpioketal péoa atnv function Update() civair n Getlnput(). H
OUYKEKPIPEVN OUVAPTNON €ival N TTPWTN OTNV AAUCIdA CUVAPTACEWY TTOU KOAUTITOUV TN JAXN UE
Ta TépaTa OTTWG Ba doUNE OTN CUVEXEIQ.

YAomoinon tng paxns

O1wg avagépbnke TTapatmdvw n TEWTN CUvAPTNON YIia TNV UAOTToINaN TNG MAXNG TOU TTaikTn JE
Ta Tépata gival n Getlnput() n otroia Bpioketal aTo script Player().

GetInput()

if (controller.isGrounded)

{
if (Input.GetMouseButtonDown(0)&&!EventSysten.current.IsPointerOverGameObject())

{
attacking();

Eikéva 77 - YAorroinon - Script Player - Getlnput()

H ouvdpTtnon autr XpNoIKOTTOIEITAI WOTE va avayvwpilel To TTaixvidl TToéTe 0 XpAOTNG TTATAEI TO
apIOTEPO KOUMTTI OTO TTOVTIKI KOI VO UNOTTOIEI TIG QVTIOTOIXEG EVEPYEIEG, OTN TTEPITITWON PAG VA
KaAei Tnv function attacking().

attacking()

anim.SetInteger("condition™, 2);

StartCoroutine(attackRoutine());
StartCoroutine(attackCooldown());]

Eikova 78 - YAorroinon - Script Player - Attacking()

H ouykekpipévn auvdptnon ammoteAei Tnv Evapén Tng HAxng, apxIka BETel T petaBAnTh
condition=2 gTov animator 6TTwg €idaue TTapATTAVW, KOl TN CUVEXEID KaAEi dUO VEES
emavaAaupavopeveg ouvapThoeig, Tig attackRoutine kai attackCooldown() Tig oTroieg Ba
avaAUCOUE TTOPAKATW.

e
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S —
IEnumerator attackRoutine()

{

anim.SetBool("attacking”, I

yield return WaitForSeconds(8.1f);
anim.SetInteger("condition”, @);
GetEnemiesInRange();

foreach (Transform enemy in enemiesInRange)

{

EnemyController ec = enemy.GetComponent<Enen Controller>();
if (ec == ) continue;
ec.GetHit(attackDamage);

}
yield return WaitForSeconds(0.65f);
anim.SetBool("attacking”, N

Eikova 79 - YAomoinon - Script Player - AttackRoutine()

H attackRoutine() TTou gu@aviceTal Tapatmdvw gival o KIvATpIog JOXAOGG TNV UAOTTOINGN TNG
Maxne. ApxIka Kavel true Tnv JETABANTA attacking Tou animator, Kal oTn ouvéxela Waxvel va Bpel
avTITTdAoug oTto Range Tng €miBeang mmou £xoupe opioel (MEow Tng function
GetEnemiesIinRange()) kai aTn ouvéxela TTpaypaToTrolei Tnv emiBeon. H ouvapTtnon GetHit()
Bpioketal oTo script Tou avTitaAou (EnemyController) kair onuatodoTei Tn {nuIG TTou dEXETAI O
avTiTraAog atréd Tov TaikTn. TeAeiwvovtag n yetaBAnTr attacking yupvdael méAi o€ false. To yield
statement TTou epgaviletal oTNV TTAPATTAvW CUVAPTNON XPNOIUOTIOIEITAI HECA OTIG
emavaAaupavopeveg peBGdOUG WOTe va yivovTtal paused o€ 6TT0I0 GNUEIo Kal yia 0G0 XPOvo
€MOUPOUE.

H emméuevn puéBodog cival n attackCooldown() n oTroia XpNOIMOTIOIEITAI WWOTE VO UTTAPXEI XPOVOG
«@OPTWONG» YIa KABE €TTIBECN TTOU KAVEI O TTAIKTNG.

IEnumerator attackCooldown()

{

:anAttacH = :

yield return WaitForSeconds(1l / 2);
canAttack =

Eikova 80 - YAorroinon - Script Player - AttackCooldown()

O1 emmoueveg pEBodoI oTnv aAuaida TnG Paxng eival OTTwG €idauE Kal TTapaTTavw N
GetEnemiesIinRange() kai n GetHit() TTou Bpioketal oTo script EnemyController rou 6a
TEPIYPAWOUPE OTN CUVEXEID.

GetEnemiesInRange()

enemiesInRange.Clear();

foreach (Collider c in Phy s.0OverlapSphere((transform.position + transform.forward * ©.5f), ©.5f)) {
if (c.gameObject.CompareTag("Enemy"))
{

enemiesInRange.Add(c.transform);
Controller ec = c.transform.GetComponent<EnemyController>();

Eikéva 81 - YAorroinon - Script Player - GetEnemiesIinRange()
e ——
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ApXIKd, KABe @opd TTOU KAAEITAI N CUYKEKPIPEVN WEBODOG KaBapilouue Tn AioTa PE TOUG
avTITTAAOUG TTOU BpioKovTal HEGA OTOV XWEO TTOU UTTOPEI va TTITEDEN O TTAIKTNG. ZTN oUVEXEIQ
WAaxVOUUE TOUG avTITTAAOUG TToU BpickovTal YEoa O€ auTd TOV XWPO Kal yePICoupe TN AioTa WoTe
va EEPEI O XAPOAKTAPAG YOG O€ TTolov Ba eTTITEDEI.

Me agopun Twpa T cuvdaptnon GetHit() TTou avagépape TTapaTravw, €ival EUKAIPia TO TTAPOUUE
aTtro TNV apxr Kal va TTEPIYPAWOUE TN CUPTTEPIPOPA TWV TEPATWY PECA OTO TTAIXVidI KAl OTN
ouvéxela va OoUE Kal T CUYKEKPIPEVN UEBODO.

O1wg ka1 ota dAa scripts £1a1 kal ato EnemyController, apxik@d opiCoupe TIG HETABANTES Kal
OTn OUVEXEID YIVETAI N apXIKOTToinan Toug péoa atn function Start().

ntroller : MonoBehaviour

currentHealth;
exp;

def;
atkDmg;
damageTaken;

ookRadius = 10F;
rm target;|
Pi

t levelText;

Eikova 82 - YAorroinon - Script EnemyController - MeraBAntég

O

levelText.GetComponent<Te h>() .text = "Tépag Emimédou " + level;
IDbConnection connection = ConnectToDat se.Dbcon;
(IDbCommand cmnd_read = connection.CreateCommand())
{
IDataReader reader;
query = "SELECT atk,def, health,exp from MobStats where level=" + level;
cmnd_read.CommandText = query;
reader = cmnd_read.ExecuteReader();
while (reader.Read())
{

atkDmg = reader.GetInt32(0);
def = reader.GetInt32(1);
health = reader.GetInt32(2);
exp = reader.GetInt32(3);

}

currentHealth = health;
target = ject.FindGameObjectWithTag("Player").transform;
p = target.GetComponent<Player>();

Eikéva 83 - YAorroinon - Script EnemyController - Start()
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O1rwg aivetal TTapatmavw, apkei n JeTaBANTH level va TrepacTei yéoa oo script atrd 1o Unity
WOTE TO KAOE TEPAG Va €XEl TIG avAAOYEG IKAVOTNTEG. A va TO TTETUXOUHE QUTO XPNOIUOTTOIOUME
éva query otn BA pag, woTe va avakTiiooupde OAEG TIG ATTAPAITATEG TTANPOYOPIES TTOU
XPeIaouaaTe yia To KABe Tépag. Autd pag BonBdael va opadoTroiINCoulE Ta TEPATA HEGA OTO
Traiyvidl avd eTTiTedo Kal va YTTopoUpe va TTPOo0BECOUE 1) va eTTEEEPYATTOUNE Ta OEdOUEVA TWV
TEPATWV XWPIG va aAAGEOUNE TITTOTO HECA OTOV KWOIKA HAG.

EkT6G a1rd Ta dedopéva TTou XpeIAleTal To KABE TEPAG YIa TN CWOTA AEIToupyia Tou, UTTAPXE! Kal
N CUPTTEPIQPOPA TOU PECA OTO TTaIX VIOl H CUPTTEPIPOPA TwY TEPATWYV gival n idla yia OAa Kai n
apxn g yivetal ammod tnv uéBodo Update().

O

if (currentHealth <= @)
{

Die();

return;
}

else

{
FollowAndAttack();
}

Eikova 84 - YAorroinon - Script EnemyController - Update()

2¢ KGOt avavéwaon Twv frames eAéyxeTal av éva TEpag éxel (wn ion f MIKPATEPN TOU PNOEVOS
WOTE VA TTPAYUATOTTOINB0UV 01 AVAAOYEG EVEPYEIEG.

Av n Cwn Tou TépaTog eival PIKpOTEPN A ion Tou Pndevog (dnAadn av £xel TTeBAvel) TOTE KaAgiTal
n péBodog Die().
Die()

GEET :
anim.SetInteger("condition”, U4);
.Destroy( .gameObject,5);

Eikéva 85 - YAorroinon - Script EnemyController - Die()
Edw o61wg BAETTOUPE BETOUUE TN PETARANTH dead=true woTe va Epoupe OTI Eéva TEPAG gival
VEKPO. £Tn ouvéxela Badoupe Tnv Tiun 4 otn geTaBAnTA condition Tou animator Tou T€PATOG TTOU

eMaviCeTal TTAPAKATW Kal 0To TEAOG PETA aTTd 5 deuTEPOAETITA aPdTOU TTEBAVE, TO TEPAG
e€apaviceTal ATTo TO TTAIXVIOI.

SkeletonOutlaw@ldle00

** SkeletonOutlaw@Dead00

New te ——

>

B R R RS

SkeletonOutlaw@Walk00 SkeletonOutlaw@aAttack00

Eikéva 86 - YAorroinon - Animator EnemyController
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To TTapadelypa Tou TTapatrdvw animator avagépetal ota Tépata level 1. O1 Tipég TNG YeTABANTAG
condition €ivai idieg yia 0Aa Ta TEPATA,

e Walk : condition=1,

e Attack : condition=2,

e Damage : condition=3,

e Dead : condition=4,

n dla@opd cival ota animations Tou k&Oe level TEparog.

Ag emioTpéoupe Twpa otnv pEBodo Update() kal oTn TTEPITITWON TToU £va TEPAg €xel {wN
MeyoAUTEPN TOU UNndevog. ToTe kKaAsital n péBodog FollowAndAttack().

H ouykekpipévn PéBodOG aTroTeAEl TOV TTUPHVA TNG CUPTTEPIPOPAS £VOG TEPATOG, OTNV apXNA
opiCovtal n atréoTaon METAEU TOU TEPATOG KAl TOU XOPAKTHPA Kal N KateuBuvan 1rou Ba rdpel To
Tépag otav Bpebei o TTaikTNG u€oa aTa dpIa TOU XwPoU TTou €xoupe BEael. Av BpeBei o TTaikTng
OTO OUYKEKPIPEVO XWPO, TOTE TO condition Tou animator yiveral 1 (Walk) kal To T€pag TTnyaivel
TTpog Tov TraikTn. Otav Bpebei KovTa aTov TTAiKTN, KAl 0 TTaiKTNG €ival {wvTtavog T0TE To condition
yiverar 2 (Attack) kai ekivael Tnv eTTiBeon, aAAiwg To condition yivetan 0 Kai TO TEPAG PTTAIVEl O€

kardoTaon idle.
FollowAndAttack()

distance = Vector3.Distance(target.position, transform.position);
Vector3 direction = target.position - transform.position;

angle = Vector3.Angle(direction, .transform.forward);
if (distance <= lookRadius && angle < U5)
{

.transform.rotation = Quaternion.Slerp( .transform.rotation, Quaternion.LookRotation(direction), Time.deltaTime * 5f);

if (distance > 3)
{
anim.SetInteger("condition", 1);
.transform.Translate(®, @, 0.825f);
}
(]
{
if (target.GetComponent<Player>().anim.GetInteger("condition") == 3)
{
anim. SetInteger("condition", 0);
}
else
{

anim.SetInteger("condition", 2);

}
}
else
{

anin.SetInteger("condition", 0);

Eikova 87 - YAorroinon - Script EnemyController - FollowAndAttack()

Ortav 10 Tépag Eekivdel Tnv emiBean (condition=2) 161e KaAeital n uéBodog attack() n otoia yia
KOAUTEPN avaTTapdoTaon TWV YPOPIKWY KaAgiTal y€oa atrd To animation Tng €miBeong Tou
TEPATOG Kal Ol HETa aTTd TOV KWOIKA.

attack()

p.GetHit(atkDmg);

Eikéva 88 - YAorroinon - Script EnemyController - Attack()
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O1rwg BAETTOUNE KOl €dW KaAgiTal n uEBodog GetHit() Ouwg péoa atrd 1o script Tou Player.
Eukaipia va doUpe kal va cuykpivouue TiIg dU0 peBodoug GetHit() Twv diagopeTIKWy script. To
KOIVO TOUG anueio gival 6Tl kal o1 U0 XpnalhoTrolouvTal yia TNV {nuid tmou AauBavel n kGde
ovTOTNTA, E€iTE Eival TEPAG EITE O XAPAKTAPAG HAG.

Ag douue Aoirév Tn ouvdapTtnon GetHit() atrd 1o script Tou aixTn (Player), n otroia kaAeital amoé
N TTapatrdvw PéBodo attack().

damage

if (currentHealth <= @)
{
Die();
return;
}
else {
damageTaken = damage - def;
currentHealth -= damageTaken;
HPBar.fillAmount —= damageTaken / health;

Eikova 89 - YAorroinon - Script Player - GetHit()

H péBodog auTr déxeTal wg TTapdueTpo To damage 1rou KAavel TEpag aTov TraikTn. EAEyxeTal av o
TTAIKTNG €ival wvTavog, av val TOTE KAVOVTaS KATTOIOUG UTTOAOYIGHOUG agaipeital n TeAIKH Cnuid
TTou déXETAI O TTAKTNG aTTd TN {Wr TOU KAl AQUTO avaTTapioTaTal Kal 0To ypa@Iko TnNg Cwhg Tou
(HPBar). Av cival vekpdg o raiktng 10T1e KaAeital n function Die().

AvrtioToixa, n function GetHit() amé To script EnemyController, d€xeTal wg TTAPAUETPO TO
damage 1Tou KAvel 0 TTaikTNG oTo TEPAG. Av TO TEPAG gival vekpd TOTE dev yiveTal TiTrota. Av dev
gival 6pwg, n peTafAnTr condition Tou animator yivetar 3 (Damage) kai utroAoyieTai n TEAIKN
{nuid (damage) 1Tou yivetal OTO TEPAG ATTO TOV TTAIKTN.

if (dead) return;
anim.SetInteger("condition”, 3);
damageTaken = damage-def;

currentHealth -= damageTaken;
HPBar.fillAmount -= damageTaken / health;

ShowDmgPopUp();
StartCoroutine(RecoverFromHit());

Eikova 90 - YAomoinon - Script EnemyController - GetHit()

21n ouvéxeia kaAouvtal 2 eMITTAEOV TUVAPTHOEIG Ol OTTOIEG EEUTTNPETOUV TNV KAAUTEPN
avaTrapdoTaaon Tou yPa@Ikou TTEPIBAAAOVTOG TNG HAXNG.

H pébodog ShowDmgPopUp() eugavilel o€ Tuxaio anueio kabe @opd (OTTwG gidaue Kal
TTapatrdvw) TN ¢nUIG TTOU BEXETAI TO TEPAG OTTO TOV TTAIKTN.
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]

ShomegDopUp()

go = Instantiate(DmgPopUp, transform.position, Quaternion.identity, transform);

go.GetComponent<T sh>().text = damageTaken.ToString();

Eikéva 91 - YAorroinon - Script EnemyController - ShowDmgPopUp()
H eravaAauBavouevn péBodog RecoverFromHit() emoTpéel To TEpAg o€ KaTaoTacon idle péxpl

TO ETTOMUEVO XTUTTNUA TOU TTQIKTN.

IEnumerator RecoverFromHit()

{

yield return WaitForSeco

anim.SetInteger("condition", @);

Eikéva 92 - YAorroinon - Script EnemyController - RecoverFromHit()

MNa TNV oAokARpwaOnN TNG Paxng atrouével uévo n uéBodog Die() atrd 1o script Tou Player, n
oTToia KaAgiTal 0TTwG idape 6tav n {wn Tou TTaiKTn gival HIKPOTEPN 1) ioNn Tou PNdEVAC.

H péBodog auTr], 6TTWG @aiveTal TTOPAKATW, APXIKA JETATPETTEI TNV TIUA Tou condition=3 waoTe va
avaTrapacTabei e To avTioTolxo animation o 6AvaTog Tou TTAIKTN, KOl OTrN CUVEXEIQ KAAEITAI N
pEBodOG waitForDeathMessages() n otroia eugavilel To panel TTou o TTaiKTNG YTTOPEI va KAVEI
«ETtravekkivnon» tou traixvidiol f « E€odoc». Méxpl o TTaiktng va Tratroel yia atmo 1ig dUo
emAoyEG To TTauyVvidl BpiokeTal o€ Katdotaon Paused.

Die()

anim.SetInteger(”condition", 3);
StartCoroutine(waitForDeathMessages());

Eikova 93 - YAomoinon - Script Player - Die()

IEnumerator waitForDeathMessages()

{

yield return WaitForSeconds(3);

DefeatPanel.SetActive( i1
Time.timeScale = 0+;

Eikéva 94 - YAorroinon - Script Player - WaitForDeathMessages()

OAokAnpwvovTag AoImmév Tn pdxn, av O TTAIKTNG VIKAOEl TO TEPAG, TOTE AauBAvEl EPTTEIPIa WG
avtapoIfn. AutA n katdoTtaon uAoTroigital péoa atd Tn function DropLoot() n otroia KaAegiTai
péoa atrd To animation Tou BavaTou Tou TEPATOG Kal KaAei Tn uéBodo GetExp() atrd 1o script Tou
Player.
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DropLoot()

p-GetExp(exp);

Eikova 95 - YAomoinon - Script EnemyController - DropLoot()

H péBodog GetExp() OEXETAI WG TTAPAUETPO TNV EUTTEIPIA TTOU AAPBAVEI O TTAIKTNG WG avTauoIP
OKOTWVOVTAG €va TépAg (i oAokAnpwvovTtag pia epwtnon ammd Tov NPC 6mmwg Ba doupe
TTAPAKATW), TNV TTPOCOETEI TNV UTTAPXOUCA eUTTEIpia (Kal ag Oedopéva Kal o€ Ypa@Ikd) Kal aTn
ouvéxela KaAegital n auvdaptnon checkCurrentXp().

GetExp( xp)
currentExp += xp;

ExpBar.fillAmount += xp / exp;
checkCurrentXP();

Eikova 96 - YAorroinon - Script Player - GetExp()

>KoTrdg NG checkCurrentXp() €ival 0 éAeyx0og Tou TTOTE O TTAIKTNG aveRaivel eTTITTESO PECa aTTO
TNV eUTTEIPIa TTOU PadeUel WOTE va YivovTal Ol aTTapaiTnTeG EVEPYEIEG. APXIKA YiveTal O €AeyXOG
yId TO av O TTaiKTNG avéRNKe eTTITTESO, av val TOTE TOU £U@avidel Eva HAVUUA Kal TN GUVEXEID TOU
TTPOoCBETEl TIG avTapoIBEG TTou éAaBe atrd auTh TNV Avodo. TEAoG, kaAegital n pébodog checkHP()
N OTroia ATTOTEAEI TOV £AEYXO YIa TN CWOTH AgiIToupyia TnNG wr\g Tou TraikTn (dedopéva Kal

YPAPIKA).

checkCurrentXP()

while (currentExp>=exp)

{
LevelUp.SetActive(true);
CongratsMessage.text = "Zuyyapntipia!!!";
currentExp -= exp;
ExpBar.fillAmount = currentExp/exp ;
level += 1;
exp += 100;
attackDamage += 1;
def += 1;
health += 100;
checkHP();
LevelMessage.text = "MoAig avéfnkeg oto eminsdo " + level.ToString()+"!!";
StartCoroutine(waitForMessages());

}

return;

Eikéva 97 - YAorroinon - Script Player - CheckCurrentXP()

e
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]

checkHP()

currentHealth += 108;
if (currentHealth==health)
{
HPBar.fillAmount = 1;
currentHealth = health;
}
else
{
HPBar.fillAmount = currentHealth / health;

Eikova 98 - YAorroinon - Script Player - CheckHP()

YAomoinon aAAnAemnidpaong pe NPC

E@boov oAokAnpwoape Tnv UAOTTOINON TNG KivnoNg TOU TTaiXTn KAl TNG JAXNG, OEIpd £XEI N
uAoTtroinan TnG aAAnAeTTidpaaong TTou uTtdpxel HETAEU Tou TTaikTn Kai Tou NPC.

ApXIKA, ag Eekiviiooupe aTro To script Tou agopd To NPC 10 0TT0i0 O€V TO £XOUNE avVAPEPEI
MEXPI TWpPa Kal 6T ouvéxela Ba douue kai TIG utTTdAoITTEG functions Tou script Player trou
oxeTiCovTal pe Tov NPC.

ZEKIVWVTAG AoITTOV, OTTWG Kal aTA UTTOAOITTA SCript, YiveTal 0 opIOUOG TwV PETARBANTWY TTOoU Ba
XPnoipgotroinBouv Kabwg Kal n apXIKoTroinon Toug.

NPCController : MonoBehaviour Image RewardSwordImage;
RewardArmorImage ;
RewardText;
RewardAatkAmnt ;
RewardDefAmnt ;
lookRadius = 5¢f; RewardHealthAmnt;
Transform target;
Armorl ;
Armor2;
Armor3;
Armoxritl;
Armors;

DialogueBox;
Text;

npc;

Weaponl;
Weapon22;
Weapon3;
Weapond;
Weapon5;

npclast;

SelectedSword;
e'l.ected.ﬂu:—mor =
SelectedSwordLabel ;
SelectedArmorLabel ;
answer;
answerText;
submit;
conclusion;

isFor-Armor;
qdid;
gname ;
guest;
ganswer;

RewardTitle; . - .
ard_id;

RewardSword;
RewardArmor;
RewardStats;

rd :
exp,atk, def, health;
rLabel, rName;

RewardSwordImage;

ic Image RewardArmorImage; isFinal;
Eikoéva 99 - YAorroinon - Script NPCController - Eikéva 100 - YAorroinon - Script
MeraBAntéc 1 NPCController - MeraBAntég 2
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O1rwg eUKoAa TTapaTtnpeital ol ETABANTES TTOU £€XOUV OPICTEI GE€ AQUTO TO Script ival TTOAAEG
KaBwg n TTAnpo@opia Kai o1 evépyeleg TTou TTpayuatoTrolei éva NPC atroteAolv éva PeyaAd
MEPOG Tou TTaixVvIdIoU. ETriong, kAT akéua afloonueiwTo gival OTi o1 o TTOAAEG HETABANTEG €ival
public ka1 agopouv GameObjects, autd cupfaivel yiaTi TTPETTEI va TTEPACTEI TO YPAPIKO HEPOG
Tou TTaxVIOIoU YECTa OTOV KWAIKA WATE VA XPNOIWOTTOINBEi 6TToU €ival atrapaitnTo.

Emoépevo Brpa cival n function Start() n otoia xpnoiyotroieital woTe éva NPC va avayvwpioel To
target Tou TTou €ival 0 TTaiKTNG Kal va opiaTei 0TI To panel Tou dlaAoyou e Tov TTaikTn Ogv Ba
eival active (active=false) WoTTOU va TO EVEPYOTTOIRTEI O TTAIKTNG.

target = GameObject.FindGameObjectWithTag("Player").transforn;

DialogueBox.SetActive( iR

Eikéva 101 - YAomoinon - Script NPCController - Start()

MNa va gvepyotroinBei Twypa 1o panel diahdyou Ba TTPETTEI O TTAIKTNG va BpioKeTal O€
OUYKEKPIPEVN aTTOOTOON Kal 0€ ywvia 45 poipwv atmd Tov NPC Kal va TTatrioel TO KOUTT «E».
MNa va emreuxBei n ouykekpipévn evépyela, xpnoigotroiénke n function Update() n otoia 61wg
éxoupe o¢l eTavalapBaveral guvéxela gEoa aTo Traiyvidl. OTéTe 6Tav o TaikTng gival KovTa
otov NPC kai TTatrjoel To «E» TOTE TTPAYUATOTTOIOUVTAI OI EVEPYEIEG TTOU TTEPIYPA®El N function
Update().

O

distance = Vector3.Distance(target.position, transform.position);
Vector3 direction = target.position - transform.position;

angle = Vector3.Angle(direction, .transform.forward);
if (distance <= lookRadius && angle < U5)

{

.transform.rotation = Quaternion.Slerp( .transform.rotation, Quaternion.LookRotation(direction), ©.1€)

if (Input.GetKeyDown(KeyCode.E))
{

ShowDialogue();

Eikéva 102 - YAormroinon - Script NPCController - Update()

Epdoov kaAuTrTovTal Ta KPITAPIQ aTTGOTAONG, YWVIAG Kal TTaThuaTog cwoTou kouuTriou (E), 161
KaAeital N yEBodog ShowDialogue() n otroia gépvel oTnv 086V Ta atTapaiTnTa Ypagikd (panel,
buttons, texts KTATT), Kai opidel TIG EVEPYEIEG OTA KOUUTTIA LUOTE GTO KAIK TOU KOBEVOS va
evepyoTtroinOei n katadAAnAn péBodog (BA. onClick.AddListener()).

e
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]

ShowDialogue()

npcLast = GameObject.FindGameObjectWithTag(npc.name);

DialogueBox.SetActive( ):
answer.SetActive( £
submit.SetActive( ):
conclusion.SetActive( i
q.SetActive( 1)F
qt.SetActive( 1)E
cl.SetActive(
Text.SetActive( D
Title.SetActive( i
RewardTitle.SetActive(
RewardArmor.SetActive(
RewardSword.SetActive(
RewardStats.SetActive(
Title.GetComponent<Text>().text = "Mdyog tou Haotpou";

Text.GetComponent<Text>().text = "KalworpBeg Ta&iéiwtn, Pplokopar £8w yia va o= Bonbriow. " +
"To tag§ist cou Xperafetal ayyeg, " +
"Ypnoiponoinoe to puald cou kai to tEAog £ivai kovrd. KaAn emituyia!™;

q.GetComponent:Button>().nnClick.AddListener[Quesf);

cl.GetComponent<Button>().onClick.AddListener(Close);

Eikova 103 - YAomoinon - Script NPCController - ShowDialogue()

ZEKIVWVTAG aTrd TNV TTIo aTTAr péB0dOG, av o TraikTng athoel « E¢odogy» 16T KaAeital n function
Close() n otroia kAegivel To TTapdBupo, BETovTag To TTAAI wg active=false.

Close()

DialogueBox.SetActive( );

Eikova 104 - YAomoinon - Script NPCController - Close()

To &AAo koupTri TTOU UTTAPXElI TNV TTPWTN 086vn Tou NPC cival To «EpwTnony. MNMatwvrag autod
TO KOUMTTi O TTaikTng TOTE KaAgiTal n péBodog Quest() n otroia evepyoTrolei pia aAucida HeBOdWV
TTOU XPNOIUOTTOIOUVTal WOTE VA OAOKANPWOEi pe emITUXia N dAANAETTIOpacn PETAEU TTAIKTN KAl
NPC.

Emeidn Twpa ol eTopeveg péBodol gival JeyAAeg, KAAS gival va TIG SOUPE O€ KOPPATIO WOTE VA
gival 1o €UKoAeg oTnVv Katavénaon. ApXIKA EekivwvTag n nEBodog Quest() kabopilel TTola
YPA®IKA Ba epavioTolV Kal TTola OXl.

Quest()

q.SetActive( E
cl.SetActive( );
qt.SetActive( );

Text.SetActive( ):
RewardTitle.SetActive(
RewardArmor.SetActive(
RewardSword.SetActive(
RewardStats.SetActive(

Eikéva 105 - YAomoinon - Script NPCController - Quest() Components
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Emoéuevo Brpa ival n avtAnon Twv evepywy (active=1) epwTtAcewv atd Tn Bdon n oTToia
TTPAYUATOTIOIEITAI EAEYXOVTAG AV N avTauolfr) TTou Ba dwael To ouykekpiyévo NPC agopd Armor
1 Weapon. OAokAnpwvovTag Tnv avtAnon tng TAnpogopiag atod 1 BA, yivetal n eicaywyn
QUTAG OTIG avTioToIXEG METARANTES TTOU Ba XpnaiuoTToinBouyv aTrd To Sscript.

(IDbCommand cmnd_read = ConnectToDatabase.Dbcon.CreateCommand())

IDataReader reader;
query;
if (isForArmor)

{

query= "SELECT gid, gname,quest, qanswer, exp,rLabel, rName, atk, def health FROM NPC where active=1 and qid <= 5 LIMIT 1";

else

{

query = "SELECT qid,gname,quest,qanswer, exp,rLabel,rName,atk,def health FROM NPC where active=1l and qid > 5 LIMIT 1";

cmnd_read.CommandText = query;
reader = cmnd_read.ExecuteReader();
while (reader.Read())
{
qid = reader.GetInt32(0);
gname = reader.GetString(1);
quest = reader.GetString(2);
ganswer = reader.GetString(3);
exp = reader.GetInt32(4);
rlLabel = reader.GetString(5);
rName = reader.GetString(6);
atk = reader.GetInt32(7);
def = reader.GetInt32(8);
health = reader.GetInt32(9);

Eikova 106 - YAormoinon - Script NPCController - Quest() Select

210 TeAeuTaio koupdT Tng function Quest() yepiCouv Ta avrtioToixa TTedia Tou panel pye Tnv
TAnpogopia Kai opieTal oTo KOUUTTi «YTTOROAA» N HéBodo¢ SubmitQuest() n otroia eAéyxel av o
TTaiKTNG aTTdvTNoE CWOTA OTNV EPWTNON.

qt.GetComponent<Text>() .text| = quest;
Title.GetComponent<Text>().text = gname;

answer.SetActive( );

submit.SetActive( ):
conclusion.SetActive( );
submit.GetComponent<Button>().onClick.AddListener(SubmitQuest);

Eikova 107- YAomroinon - Script NPCController - Quest() Final Part

Emouevn kai TeAeutaia péBodog ato script NPCController, ival n pé6odog SubmitQuest() n
oTtroia KaAeital 6Tav TaTnOei To KOUUTT « YTTOROAR». ApXIK& OTn oUYKeKpPIUEVN HEBODBO, eAEyxETal
av n ammavrnon 1mou ¢dwae€ o TTaiKTNG gival cwaoTr. Av gival cwoTA TéTE N epwTnOoNn oTn BA
yiveral active=0 kai yiveral n KatdAAnAn emTeéepyaoia oTa ypa@ikd yia 1o Trola 8a egpavioTouv.
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]

SubmitQuest()

if (ganswer == answerText.GetComponent<Text>().text)

{

IDbCommand update = ConnectToDatabase.Dbcon.CreateCommand();

sqlQuery = "Update Quests set active=0 where id=" + qid;
update.CommandText = sqlQuery;
update.ExecuteScalar();

answer.SetActive(
submit.SetActive(
conclusion.SetActive(
q.SetActive( );
qt.SetActive( )
cl.SetActive( );
Text.SetActive(
Title.SetActive(
RewardTitle.SetActive(

Eikova 108 - YAomoinon - Script NPCController - SubmitQuest() Initial Part

2Tn ouvéxela EAEYXETAI N AvTAUOIPN TNG EpwTnong, av agopd Armor 1 Weapon waoTte va 606¢i n
QavTiOTOIXN OTOV TTAiKTN, Y BAonN TNV TTANpoopia TTou éxoupe oTn BA yia kdBs NPC.

if (isForArmor)

{
RewardArmor.SetActive( 3)e
switch (rLabel)

{

"Armorl™:
RewardArmorImage.sprite = Armorl;
SelectedArmor = "Armorl"
SelectedArmorLabel = rName;
break;

case "Armor2":
RewardArmorImage.sprite = Armor2;
SelectedArmor = "Armor2"
SelectedArmorLabel = rName;
break;

7M.

case "Armor3":

case

RewardArmorImage.sprite = Armor3;

an

SelectedArmor = "Armor3";
SelectedArmorLabel = rName;
break;

"A

case rmor4"”:

RewardArmorImage.sprite = Armori;

SelectedArmor = "Armoru";
SelectedArmorLabel = rName;
break;

case "Armor5":

RewardArmorImage.sprite = Armor5;

SelectedArmor = "Armor5"
SelectedArmorLabel = rName;
break;

Eikéva 109 - YAomoinon - Script NPCController -

SubmitQuest() Rewards
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RewardSword.SetActive( ):
switch (rLabel)
{
case "Weaponl":
RewardArmorImage.sprite = Weaponl;
SelectedSword = "Weaponl";
SelectedSwordLabel = rName;
break;
case "Weapon2":
RewardArmorImage.sprite = Weapon2;
SelectedSword = "Weapon2";
SelectedSwordLabel = rName;
break;
case "Weapon3":
RewardArmorImage.sprite = Weapon3;
SelectedSword = "Weapon3";
SelectedSwordLabel = rName;
break;
case "Weapond":
RewardArmorImage.sprite = Weaponi;
SelectedSword = "Weaponid";
SelectedSwordLabel = rName;
break;

case "Weapon5"
RewardArmorImage.sprite = Weapon5;
SelectedSword = "Weapon5";
SelectedSwordLabel = rName;

break;

Eikéva 110 - YAomoinon - Script NPCController -

SubmitQuest() Rewards
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Eqpdoov ohokAnpwBei 0 éAeyxog TnNG avTapolBig TTou Ba 0o0B¢i, T0TE epgavifeTal To TTapabupo Pe
TIG avTaPoIBEG TTou €AaBE O TTaiKTNG ATTd TNV £PWTNAON KAl 0T cuvéxela AapBavel Ta bonus
EUTTEIPIAG KAI OTATIOTIKWY KAAWVTAG dU0 akopa YeBddoug atrd To script Tou Traiktn Tnv GetExp()
kal Tnv getRewardStats(). TEAog petd ammo 6 deutepoAeTta To NPC KaTtaoTpé@eTal.

RewardStats.SetActive( 0=

RewardText.text = rName;

RewardAtkAmnt.text = "+"+atk.ToString();
RewardDefAmnt.text = "+"+def.ToString();
RewardHealthAmnt.text = "+"+health.ToString();
Title.GetComponent<Text>().text = "Avrapoipn";

cl.GetComponent<Button>().onClick.AddListener(Close);
er p = target.GetComponent<Player>();
p.GetExp(exp);
p.getRewardStats(atk, def, health,SelectedSword,SelectedArmor,SelectedSwordLabel,SelectedArmorLabel);
StartCoroutine(waitForRewards());
Destroy(npcLast, 6);

Eikova 111 - YAomoinon - Script NPCController - SubmitQuest() Give Rewards

Av Twpa n amdvtnon &gv gival cwoTr EPPAVICETAI OTOV TTAIKTN £va EVNUEPWTIKO YAVULA.
else
{
conclusion.SetActive( ik
conclusion.GetComponent<Text>().text = "H amdvtnon s=ivair AdBog!";

Eikéva 112 - YAomoinon - Script NPCController - SubmitQuest() AdBog Amrdvrnon

MNa va oAokAnpwBei Twpa n aAAnAetidpacn peta&t NPC kai TraikTtn, atmmopével n pébodog
getRewardStats(), kaBwg n péBodog GetExp() gival n idia TTou xpnolpoTTolEiTal Kal KaTd To TEAOG
NG MAXNG Kal TNV TTEPIYPAYANE TTAPATTAVW.
‘Ooov avagopd Twpa TN HEBodo getRewardStats(), ival n p€B0dOG N dEXETAI WG TTAPAUETPOUG
Ta oTaATIOTIKA TTOU AauBAvel o TTaiKTNG WS avTauoIfr atd TNV €pwTnan Kail Ta TTPocBETel aTa dn
utrdpyovTa. Etiong, kaAeital n ouvéptnon SetEquipment() atd 1o script PlayerStats 6mrwg 6a
OoUuE TTAPAKATW.

getRewardStats( atk, RewardDef, RewardHealth, Armor, SwordLabel ArmorLabel)

rewardAtk = atk;

rewardDef = RewardDef;
rewardHealth = RewardHealth;
health += rewardHealth;
currentHealth += rewardHealth;
attackDamage += rewardAtk;
def += rewardDef;

.SetEquipment(Sword, Armor, SwordLabel, ArmorLabel);

Eikova 113 - YAormroinon - Script NPCController - GetRewardStats()

H pébodog SetEquipment(), XpnOIUOTTOIEITAI WOTE Va EEPEI TO TTaIX VIOl avd TTAoa OTIyunA TI
QVTIKEIPEVA €XEI O TTAIKTNG WOTE va EP@avifovTal CwoTd OTav O TTaIKTNG B¢Ael va Ta O€l.
SetEquipment( RewardSword, RewardArmor, WeaponLabel, ArmorLabel)

Weapon = RewardSword;
Armor = RewardArmor;

WeaponName = WeaponLabel;
ArmorName = ArmorlLabel;

Eikéva 114 - YAomoinon - Script PlayerStats - SetEquipment()
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O1mwg avagépaue n yéBodog SetEquipment() avrikel oTo script PlayerStats, 1o otroio
ONUIoUPYABNKE WOTE Va PTTOPEI O TTAIKTNG va yVwpIlel Ta OTATIOTIKA TOU KABWG Kal Ta
QAVTIKEIPMEVA TTOU €XEI TTATWVTAG TO KOUUTTI «C».

ApPXIKQ, YIO TO OUYKEKPIYEVO Script opioape TIG HETARANTEG, Ol OTTOIEG KATA KUPIO AGYyO
avaQEéPOVTal O€ YPOPIKA QVTIKEIMEVA TTOU JETAPEPOVTAI HETA aTTd To Unity woTe va epgavifovTal
owaoTd 6Tav auTtd ¢nTnBei. MNa va 1o TTETUXoUNE auTo, KaTd TNV £vapén Tou TTaixvidiou (uEBodog
Start()) n yeTaBANTA p opileTal wg TNV TIYA TOU script Player woTe va UTTopEi va Traipvel TINEG
atrd TO CUYKEKPIYEVO Script OTTwG Ba doUNE OTn CUVEXEIQ.

rStats : MonoBehaviour

ject Stats;
Text SwordLabel;
Text ArmorLabel;
Image SwordImage;
Image ArmorImage;
1 LevelAmount;
ExpAmount;
t AtkAmount;
DefAmount;
Text HealthAmount;

ite Armor5;

Weaponl;
Weapon2;
Weapon3;
Weapont;
~ite Weapon5;

isOpen =
Weapon;
Armor;
WeaponName;
ArmorName;

Eikova 115 - YAormoinon - Script PlayerStats - MeraAntég

target = GameObject.FindGameObjectWithTag("Player™).transform;
p = target.GetComponent<Player>();

Stats.SetActive( E

Eikéva 116 - YAomoinon - Script PlayerStats - Start()

MNa va givail d1a6€oiun N TPoBoAR TWV OTATIOTIKWY ava TTACA OTIYMI, OPKE va OpIOTEI HECA OTN
péBodo Update(). Baoikr) SouAeld TNG ouykekpipévng peBddou gival oe k&Be oTiyur péoa oTo
Traiyvidl va yvwpilel Ta oTaTIoTIKA TOU TTAiKTn, oTToTE AapBAavoupe TIg TINESG aTTd TO Script Player
Kal TIG opioupe oTa avTioTolXa TTedia TWV XAPAKTNPIOTIKWY.
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LevelAmount.text = p.level.ToString();
ExpAmount.text = p.currentExp.ToString() + " / " + p.exp.ToString();

AtkAmount . text .attackDamage.ToString();
DefAmount.text = p.def.ToString();
HealthAmount.text = p.currentHealth.ToString() + " / " + p.health.ToString();

Eikéva 117 - YAomoinon - Script PlayerStats - Update() MeraBAntéc XapakmnpioTIKWv

Emoépevo BrApa, epdaov oAoKANPWONKE 0 OpIoCUOS TWV TIMWY €ival N EHPAvIcH Tous. Na 1o Adyo
auTo yiveTal évag ouvexng EAEYXOG YIO TO vV O TTAIKTNG €XEI TTATHOEI TO KOUMTTT «C», 6TaV
TTaTNOE TO CUYKEKPIPEVO KOUNTTI TOTE EAEYXETAI AV TO panel Twv oTaTIoTIKWV gival avoixto, av
val Téte T0 panel kAgivel, aAAIWG avoiyel.
if (Input.GetKeyDown(KeyCode.C))
{
if (isOpen)
{

isOpen = g
Stats.SetActive( M

}

else

{

isOpen = :
Stats.SetActive( ik

if (Weapon == && Armor==
{

return;

}
Eikova 118 - YAormoinon - Script PlayerStats - Update() Eugdvion XapaktnpioTIKWV

MNa va oAokANpwOEi N CWOTA EUPAVIOT TWV XAPAKTNPIOTIKWY TOU TTAIKTN, TTPETTEI VA YVWPICOUYE

KAl TA QVTIKEIYEVA TOU €KEIVN TNV OTIYMN. Baolké poAo o€ autd 1Taidel n ouvdptnon

SetEquipment() Tnv otroia €idaye Tapamdvw. E@doov péow TG yeBOdOU AUTAG O KWAIKAG

YVWPIZEl TIG OVOUAOIES TWV AVTIKEINEVWV, APKET VA TIGC CUOXETIOEI UE T AVTIKEINEVA LWOTE VA

EMQAVIOTOUV OWOTA GTNV 084vn. INa va 1o TTETUXOUNE aUTO XPNOIYOTIOINCAUE 2 CUVAPTACEIG

switch, pia yia Armor kai pia yia Weapon.
switch (Weapon)

{

switch CArmor)
{
case "Armorl™:
ArmorImage.sprite = Armorl;
ArmorlLabel.text = ArmorName;
break;
case "Armor2™:
ArmorImage.sprite = Armor2;
ArmorLabel.text = ArmorName;
break;
case "Armor3™:
ArmorImage.sprite = Armor3;
ArmorLabel.text = ArmorName;
break;
case "Armori™:
ArmorImage.sprite = Armori;
ArmorLabel.text = ArmorName;
break;
case "Armor5":
ArmorImage.sprite = Armor5;
ArmorLabel.text = ArmorName;
break;

case "Weaponl":
SwordImage.sprite = Weaponl;
SwordLabel.text = WeaponName;
break;
case "Weapon2":
SwordImage.sprite = Weapon2;
SwordLabel.text = WeaponName;
break;
case "Weapon3":
SwordImage.sprite = Weapon3;
SwordLabel.text = WeaponName;
break;
case "Weaponi":
SwordImage.sprite = Weaponu;
SwordLabel.text = WeaponName;
break;
case "Weapon5":
SwordImage.sprite = Weapon5;
SwordLabel.text = WeaponName;
break;

Eikova 119 - YAorroinon - Script PlayerStats - Eikéva 120 - YAorroinon - Script PlayerStats -
Update() Eupadvion Avrikeiuévwy Update() Eugpdavion Avrikeiuévwy
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YAomoinon Tng oAokKAnpwong Tou mmaiXvidiou

MNa va oAokAnpwBei 1o Traiyvidl, OTTwG ava@épape Kal KaTd Tov axedlaoud autou, O TTaiKTNG
TTPETTEl va WIANoel aTov TeheuTtaio NPC. MNa va yiverar o eUKoAn n karavonon Tou KwaIKa
KaBwGg Kal N eTTeEEpyaaia Tou, N GUYKEKPIPEVN AeIToupyia UAOTTOINBNKE O€ £éva EeXwPIOTO Script
10 FinaINPCController. O1 evépyeleg TTOU TTPAYHATOTTOIOUVTAI € AUTO €ival TTAPEPPEPAG PE
auTég Tou atrAou NPC, pe povn diagopd 611 dev YiveTal EpWTNON OTOV TTAIKTN, GAAG TOU
EMavICeTal 0 XPOVOG TTOU £Kave KABWGS Kal 0 XpOVOgS TwV TTEVTE TTIO YPHyopwVv TTAIKTWY. OTTwg
kal aTto script NPCController €101 kai €édw, opiovTal ol JETABANTESG, «avayvwpileTal» TO
QVTIKEIMEVO TTAIKTNG KAl TN oUVEXEIa KaBopileTal To TTOTE Ba evepyoTToinBoUV 01 EVEPYEIEG TOU
TeAIkoU NPC.

H pévn diagopd pe 1o script Tou NPC eivai n function Finish() n otroia kaAeital étav o aiktng
TTOTACEl TO KOUUTTi OAOKARPpWON. H eVEPYEIEG TTOU TTPAYMATOTIOIEI N CUYKEKPIUEVN HEBODOG €ival
n GvrAnon Twv oTaTIOTIKWY atré Tn BA kai n egeavion Toug oT1o TeAIKG panel.

Finish()

FinalDialogueBox.SetActive(

FinalStats.SetActive( JH

Text.text = "0 ypdvog gou oto ma 51 frav: " + Timer.finishedTime+ "\nMapaxdtw eppavifovrar ol kopufaiot 5 maiwteg
(IDbCommand cmnd_read = ConnectToDatabase.Dbcon.CreateCommand())

",
S

IDataReader reader;
query = "select name, time from DisplayStats LIMIT 5;";
cmnd_read. CommandText = query;
reader = cmnd_read.ExecuteReader();
i=0;
while (reader.Read())
{

Names . Add(reader.GetString(@));
Times.Add(reader.GetString(1));

}

reader.Close();
Namel.text = Names[@];
Name2.text = Names[1];
Name3.text = Names[2];
Namell . text = Names[3];
Name5.text = Names[U];

Timel.text = Times[0];
Time2. .text = Times[1];
Time3 .text = Times[2];
Timelt.text = Times[3];
Time5.text = Times[u];
Time.timeScale = 0f;

Eikéva 121- YAorroinon - Script FinaINPCController - Finish()

>€ auTO TO ONuEI0 OAOKANPWVETAI Kal TO TTaixVidl, £@Aaov o TTaikTng o€l Toug 5 KaAUlTeEpoug
XPOVOUG KaI TTATWVTAG TO KOUNTTI £€£000¢, TO TTaIXVidI ETTICTPEPEI GTNV apXIKA 086vn Kal divel TN
duvatdTNTa GTOV TTAIKTN Va {EKIVATEN aTrd TNV apxr.

e
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Zupmrepaopara

dr1dvovTag AoITTdv GTO TEAOG KOl OAOKANPWVOVTAG TNV CUYKEKPIPEVN Epyania, TTPOEKUWAY
ApKeTA oupTrepdouara 6oov ava@opd Tnv oxediaon Kal Tnv uAoTroinon evog Traixvidiou. Agicel
va onuEIwBei 0TI N GUYKEKPIPEVN Epyaaia gival N TTPWTN POU ETTAPN YE TOV KOOUO Tou Game
Development.

ApxIKd, n TTAaT@Opua Unity TTou XpnoIPOTIOINBNKE yia TNV CUYKEKPIPEVN Epyaaia, gival apKeTA
elypPNOTN Kal €UKOAN OTNnV eKuABNON TNG, KABWGS UTTAPYXOUV aPKETA tutorials kal eTTEENYACEIS OTO
d1adikTuo. ETtiong, o1 duvatdTnTeg TTOU Gou TTapéEXEl N TTAATQOpPa péaa atrod 1o Ul Tng givai
TTOAAEG, TTpdyua TTou Bivel TNV EUKaIpia aToV XPrioTn TNG va dnNUIOUPYHOEI APKETEG AETTTOUEPEIEG
yIO VA KAVEI TO TTaIxVidl TTI0 evOIapEPOV.

To yeyovog 0TI N CUYKEKPIPEVN TTAATQOPHA XPNOIPOTIOIE! YIa TNV UAOTTOINON TWV Scripts pia
YAWooa mTpoypappatiopou ( C# ) n oTroia gival eupEéwg yvwoTn Kal e apkeTd tutorials o1o
d1adikTuO gival éva peydAo ouv yia Kamolov 0 o1Toiog AdN TN yvwpilel kal BEAel va aoxoAnBei ue
TNV avdmTuén maixvidiwyv. MNpoowTriKd, autdg ATAV 0 AGYOG yIa TOV OTToi0 ETTEAECA TNV
TAaT@Opua Unity.

‘Eva akOua HeyAAo TTAEOVEKTNA, TO OTToI0 JE BorBnoe apkeTd eival 6T UTTAPYXEI MEYAAN TTOIKIAIQ
atd oAokAnpwpéva assets dwpedv oTo Asset Store TNG TTAATQPOPUAG, WAOTE Va ETTIAEEEI O
XPNOTNG TT0I0 KOAUTITEI TIG AVAYKEG TOU, TO OTTOIO €ival EUKOAO 0T XPrioN TOUG, aKOMa Kai yia
avBpwTToUuG TTOU BEV YVWPICoUV Kal dev €xouv aaX0ANBei KaBOAOU PE YPAPIKA TTPIV TV TTPWTN
Toug eTa®n pe TN Unity.

Qg pelovékTnua Ba utropolca va BEow To yeyovag o611 N Unity gival TToAAR atmraitnTikA 6gov
ava@opd Toug TTOPOUG TTOU XPEIAZETal aTTd TO UNXAvNUa O0To oTToio TPEXEL. KaAR KapTa
YPOA@IKWY, OPKETH) PVIMN ram Kal KOAS €TTECEPYAOTH, €ival HEPIKA OTTO TO OTOIXEIOQ TTOU
XPEIAZETAI N CUYKEKPIPEVN TTAQTPOPUA YIa va TPEEEI CWOTA O€ évav UTTOAOYIOTH, TTPAyua TTOU
avaykdadgel Tov XpAoTn va EodEWel ApKETA XPAMATA WOTE VA EKPETAAAEUTEI OAQ TA TTAEOVEKTAPATA
™MG.

OAokAnpwvovTtag Aoitmov, Ba RBeAa va ava@épw TNV TTPOCWTTIKN Jou atrown TTavw oTnv
avaTTuén Twv maixvidiwy. Ovrag évag AvBpwTTog 0 OTT0I0G AOXOAEITAI ETTAYYEAUATIKA TTAEOV [E
TOV TTPOYPANMATIONS Ta TeEAEuTaia 3 Xpovia, N CWOTH avatTuén evog Traixvidliou atroTeAE yia
apKeTa XpovoRopa alld evdiagépouca diadikaaia, N OTToia ATTaITEl TNV ATTACXOANCN OPKETWV
avBpWTTWYV SIAQOPETIKWYV EIBIKOTATWY WOTE TO ATTOTEAECHUA VA KAAUTITEI TIG OVAYKEG TOU
MEYOAUTEPOU TTOGOCOTOU TwV gamers. ETriong, xpeidovTal yvwaoelg Kal aTrd TOUEIG EKTOG TNG
TTANPOYPOPIKAG, OTTWG TTX MABNUOTIKWY, WOTE va 0TNOEi cwaoTd TO TTaIXVidI €10IKG av PIAGUE yia
Taixvidr 3D.

AuoTuxwg otnv EANGSa, dev €xel 0Bl BATN OTOV OUYKEKPIYEVO TOUEQ, JE OTTOTEAECUA VA NV
UTTAPXEI N YVWAON, N EPTTEIPIA KAI N TEXVOYVWAIa TTOU ATTAITEITAI YIO TV OWaTH UAOTTOINGN £VOG
TraixvidIoU, KATI TO OTToio Oev divel eukaipieg o avBpwTToug TTou BEAOUV va aayxoAnBolv ue 1o
OUYKEKPIPEVO QVTIKEIPEVO.
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Metamrruyxiokn Aiatpif ZKkoAapikog ZTépylog

BipAioypagia - loTéTrommol

» loTtopia Twv Video Games
https://el.wikipedia.org/wiki/%CE%99%CF%83%CF%84% CE%BF%CF%81%CE%AF%
CE%B1 %CF%84%CF%89%CE%BD %CE%B2%CE%B9%CE%BD%CF%84%CE%
B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%B9%CE%B4%CE
%B9%CF%8E%CE%BD

» ApBpo yia Tnv e€ENIEN Twv Video Games
https://smassingculture.qgr/i-exelixi-tou-psifiakou-pechnidiou/

» RPG Video Game :
https://el.wikipedia.org/wiki/%CE%92%CE%B9%CE%BD%CF%84%CE%B5%CE%BF
% CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%AF%CE%B4%CE%B9 %CF%
81%CF%8C%CE%BB%CF%89%CE%BD

» Unity User Manual
https://docs.unity3d.com/Manual/index.html

» Unity Scripting API
https://docs.unity3d.com/ScriptReference/index.html

» Unity Asset Store
https://assetstore.unity.com/

» How to make an RPG in Unity Tutorial
https://www.youtube.com/watch?v=nu5nyrBOU o&list=PLPV2KyIb3|R4KLGCCAciIWQ5
qHudKtYeP7&ab channel=Brackeys

» Let's make an RPG Tutorial (Basic Following Tutorial)
https://www.youtube.com/watch?v=CGBOQHvYovWc&list=PLTm4FjoXO7nfEe8vx3Jjn-
dGN4YZberSS&ab channel=FireBrainGames%28Creagines%29

» Menus in Unity
https://www.youtube.com/watch?v=zc8ac qUXQY&list=PLPV2KyIb3jR4JsOygkHOd2g
0CFoslwz0Z

» DB Browser for SQLite Wiki
https://github.com/sqlitebrowser/sglitebrowser/wiki

» Vahé Karamian - Building An Rpg With Unity 2018 - Second Edition [EPUB]
https://vdoc.pub/documents/building-an-rpg-with-unity-2018-second-edition-

5sunk7p7te80
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https://el.wikipedia.org/wiki/%CE%99%CF%83%CF%84%CE%BF%CF%81%CE%AF%CE%B1_%CF%84%CF%89%CE%BD_%CE%B2%CE%B9%CE%BD%CF%84%CE%B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%B9%CE%B4%CE%B9%CF%8E%CE%BD
https://el.wikipedia.org/wiki/%CE%99%CF%83%CF%84%CE%BF%CF%81%CE%AF%CE%B1_%CF%84%CF%89%CE%BD_%CE%B2%CE%B9%CE%BD%CF%84%CE%B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%B9%CE%B4%CE%B9%CF%8E%CE%BD
https://smassingculture.gr/i-exelixi-tou-psifiakou-pechnidiou/
https://el.wikipedia.org/wiki/%CE%92%CE%B9%CE%BD%CF%84%CE%B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%AF%CE%B4%CE%B9_%CF%81%CF%8C%CE%BB%CF%89%CE%BD
https://el.wikipedia.org/wiki/%CE%92%CE%B9%CE%BD%CF%84%CE%B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%AF%CE%B4%CE%B9_%CF%81%CF%8C%CE%BB%CF%89%CE%BD
https://el.wikipedia.org/wiki/%CE%92%CE%B9%CE%BD%CF%84%CE%B5%CE%BF%CF%80%CE%B1%CE%B9%CF%87%CE%BD%CE%AF%CE%B4%CE%B9_%CF%81%CF%8C%CE%BB%CF%89%CE%BD
https://docs.unity3d.com/Manual/index.html
https://docs.unity3d.com/ScriptReference/index.html
https://assetstore.unity.com/
https://www.youtube.com/watch?v=nu5nyrB9U_o&list=PLPV2KyIb3jR4KLGCCAciWQ5qHudKtYeP7&ab_channel=Brackeys
https://www.youtube.com/watch?v=nu5nyrB9U_o&list=PLPV2KyIb3jR4KLGCCAciWQ5qHudKtYeP7&ab_channel=Brackeys
https://www.youtube.com/watch?v=CGBQHvYovWc&list=PLTm4FjoXO7nfEe8vx3Jjn-dGN4YZberSS&ab_channel=FireBrainGames%28Creagines%29
https://www.youtube.com/watch?v=CGBQHvYovWc&list=PLTm4FjoXO7nfEe8vx3Jjn-dGN4YZberSS&ab_channel=FireBrainGames%28Creagines%29
https://www.youtube.com/watch?v=zc8ac_qUXQY&list=PLPV2KyIb3jR4JsOygkHOd2q0CFoslwZOZ
https://www.youtube.com/watch?v=zc8ac_qUXQY&list=PLPV2KyIb3jR4JsOygkHOd2q0CFoslwZOZ
https://github.com/sqlitebrowser/sqlitebrowser/wiki
https://vdoc.pub/documents/building-an-rpg-with-unity-2018-second-edition-5sunk7p7te80
https://vdoc.pub/documents/building-an-rpg-with-unity-2018-second-edition-5sunk7p7te80

