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Copyright ©

AnayopeUetal n avtypaodr, anobnkeuon Kot dtavour tng mapovoag epyaciog, €€ oAokAfpou 1 TUAUATOG
OUTAG, Yl EUTTOPLKO oKoTd. EMITpémnetal N avatlmwon, amoBiKeuon KoL SLavopr] Lo GKOTIO 1N
KEPBOOKOTILKO, EKTTALSEUTLKAG  EPELVNTIKAG dUGONG, UTIO TNV TIPoUTOBeon va avadEépeTal n mnyn
TIPOEAEUONG KOl va Slatnpeital To mapov pAvupa. Ot armdPeLg KaL T CUMMEPATLATO TIOU TIEPLEXOVTAL OE
auTd To €yypado ekPpAalouv aMOKAELOTIKA TOV cUyypadEa Kol SEV AVTLIIPOOWTIEVOUV TG EMIONEG BEOELG
tou Mavemotnpiou Melpawwg. Qg cuyypadéag tng napovoag epyaciog SnAwvw nwg n mapovoa pyacia
Sev anotelel mpoidv AoyokAomr|g kat dev TEPLEXEL UALKO amtd pn avadepPOUEVES TINYEG.
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EuxapioTieg

Me Tnv mapoloa TITUXLAKI Epyacia OAOKANPWVETAL O KUKAOG TWV OTIOUSWV [LOU OTO TIPOTITUXLOKO
mpoypappa tou TuRuoatog MAnpodopikng, eLBablvovtag TIG YWWOELG LoU OE éva LELaitepa EAKUCTIKO
kAabo.

H mapoloa mtuylakn epyacia anotelel To anotéAecpa pLlag oslpdg aAAnAemudpdoswy pe Sladpopa
Aatoua, Ta omola Ematav onUavtiko polo atnv e€EALEN TNG. 2 auTo To onpeio Ba nBela va euxaplotiow
OUTA Ta ATOUQ, yLa TNV oTAPLEN oA Kat ylo Thv BorBeta mou pou nmpodcadepav MPOKELUEVOU val
oAokAnpwBel auth n mpoomnadela.

I6laitepeg euxaplotieg opeilw atov KaBnynTA LoU Kat eMBAEMWY TNG TTTUXLAKNG EPYAOLAC K.
Mavaylwtomoulo OeULOTOKAR yLa TNV EMLOTAROVIKA 0AAG Kal yia TNV cUUBOUAUTIKA KaBodriynon mou pou
mapeixe katd tnv SLapKeLa TNG cuyypadrg TNS epyaciag e TG EVCTOXEG MOPATNPAOELS TOU OAAG KAl yLa To
000 PIALKOG KaL TPGOUOG ATAV OTNV CUVEPYAOLA MG YLt VO GEPW ELG TTEPOLG TNV TITUXLAKI OV Epyacia.

Emiong, Ba nBeha va euxapLoTHow TOUuC/TIC cudOLTNTEC/TPLEG oy, aANG Kat Toug ¢pidoug pou yia
TNV Katavonon mou £6e1&av 6Ao auTo To SLACTNA TNG GUYYPAPAG TNG TITUXLOKAC LOoU Epyaciag,
evBappuvovtag Pe KaBNUEPLVA e TO SLKO TOuG, LovadLKO TpoTo.

KAeivovtag, guxoplotw Tou yoveic pou, Oeddwpo Kat Xplotiva, onwe Kat tnv adehdn pou Avipla
TIoU 8€XONnKav TIC EMAOYEG LOU KAl LOU Tapelyav Tnv othpLén mou xpeltalopouv 6Ao autod to Stdotnua Kat
EUYVWHOVW va oTéKovTal avta SirmAa Lou TG0 OTLC EMLTUXIEC 600 Kal OTLC amoTu)ieg, Sivovtag pou tnv
SUvapn va cuvexiow va mpoomadw ylo kaOe pou amodaon.
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MepiAnyn
H mapoloa mtuylakn epyaocia aoyoleital pe to mayvidt “Adventure in Space ” n omola lvat
TANPWG LAoToLNUEVN. H mTuxLlakn epyacia uAomotiBnke oto Unity pe tnv yAwooa mpoypappatiopol CH.

AvaAuTtikdtepa, n mapovoa avadpopd amoteAeital ano téooepa kedpaAata. Apxikad, yivetal pa
gLoaywyn yla tTnv eboppoyn Kal To Twe AELToupyd, KaBwG KL TTOLEG AVAYKEG EEUTINPETEL. ZTO MTPWTO
kedbahalo, ylvetal avadopd ota Scenes OV UMAPXOULV Kal mapouatdlovtal ta avtiotowya Scripts,
nieplypadovrag avaluTKA TNV Xprion Tou kaBe Script. 1o deltepo keddAalo, avadEpovtal ta Animations
TIOU XpnoLpomoLndnkav Kal to mwe epapudotnkav Ue TV xpron tou Animator. 2to tpito keddAalo,
daivetal n owotr Aettoupyia tou KWSKa KaBwg Kal to Tw¢ daivetal o KOGUOG. TENOG, 0TO TETAPTO
kebahalo, ekdpAalovtal CUUTIEPACUATO KOl LEANOVTIKEG EMEKTAOELC.

YKOTOC Lo KaTd TNV SLdpkeLa Tt ocuyypadng, Sev Atav povo n opbn kot 660 To duvatov
TmAnp£otepn avaluon tou B£patog. Eylve mpoomndbela, £T0L WOTE TO TEPLEXOMEVO TNC Epyaciag va elval
KaTavonto kat cadEg, yU auto n avaAuon tou BEpatog éywve pe Tnv BonOesla Twv Screenshots and tov
KW8LKA KoL To atyvist.

Emélea o ouykekpLpévo BEpa epyaciog Adyw tou eviLapEPOVTOC HOU yLa avartuén maxvidlwy ta
omnoia Ba pnopécouv va naiouv Kat va amoAaloouy AToa TTou Toug eviladEpouv Ta cuyKeKpLEva &N
navidlwy (RPG games). Ooo mepvave ta Xpovia, TLoTeEVW WG 0 KWAELKAG yLa Ta atyvidia anlomnoleitat Kot
Méow Tou SLadiktuou Kal Tou Asset Store yia to kKaOe engine, o kabévag Ba pumopetl va dnuLoupynoeL to
mavidL Twv oveipwv tou.

AEZEIZ KAEIAIA: scripts, Unity, C#, Animator, RPG, Asset Store

Abstract

This present dissertation focuses on the game "Adventure in Space" which is fully implemented.
The thesis was developed in Unity using the C# programming language.

Specifically, this report consists of four chapters. In the first chapter, an introduction to the
application and how it works is provided, as well as the needs it addresses. The second chapter discusses the
existing Scenes and presents the corresponding Scripts, describing in detail the use of each Script. The third
chapter mentions the Animations used and how they were implemented using the Animator. Finally, the
fourth chapter expressed the conclusion and future extensions.

My aim during the writing of this dissertation was not only the accuracy and completing is as much
as possible. An effort was made to ensure that the content of the dissertation is understandable and clear,
which is why the analysis of the subject was done with the help of Screenshots from the code and the game.

| chose this topic due to my interest in game development, specifically games that can be played
and enjoyed by people interested in this genre (RPG games. As the years go by, | believe that the coding for
games will become more simplified, and through the internet and the Asset Store for each engine, everyone
will be able to create the game of their dreams.

Key Words: Scripts, Unity, C#, Animator, RPG, Asset Store
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Eicaywyn
ApXLKQ, To B€pa TTou eTUAEXBNKE Ao LEPOUG OV YL TNV TITUXLOKNA LoU gpyacia eival To
akoAoubo:

Ma tnv dnuoupyia Tou matyvidlol, okédtnka nmwe Ba NTav wpala va Gtiafw éva malxvidt
davrtaciog, éva ratyvidt mou dev Sladpapatiletal otnv 'n, aAAd o éva Ao kOopo. H Tttuxtlakn auth gixe
OKOTIO TNV amdKTnon eumelpiag otnv mAatdopua Unity, e TV Xprion t¢ yAwooag mpoypaupatiopol CH.
‘Exouv xpnoiponotnBel apketd avtikeipeva ou St6dxOnkav oto pdbnpa, 6mwg NPCs, Snpoupyia Tou
Xwpou, xpnon twv Assets ano to Unity Asset Store, Staloyol, interactions, combat, pouoikrg, animations,
pubuicswy Tou maALXVLELOU yLa TNV KAAUTEPN EUMELPLA TOU XPHOTN KoL Xpon £EUTVWV GUVSUACUWY yLa TO
QMOTEAECHA AWV OTOXWV OTwG BAvatog Tou Tépatog Kot StadopeTikol SLaAoyoL. AUTO GUYKEVIPWVEL TO
ETLOTNHUOVIKO evllad£pov yLa Tov KUpLo AOyo OTL uropoUv va SnpioupynBei éva tepdotio eUpog MPayUATWY
pe tnv xprion Alywv epyaleiwv. AnAadn, pe tnv xprion tou Collision, unopeoca va dnuoupyriow tv ophia
twv NPCs, kaBw¢ Kal ta LnNvU AT TIoU OTEAVEL TO GTOWO TIoU KaBOPLOE TNV AMOGTOAN aToV KUPLO
xapoktrpa. EmutpdoBeta, eival moAU evdladEpov To TL UMOPEL va SnpLoupynoeL kamolog e Alyn ¢pavtaoia.

To B£pa rou anoddaoioa va akoAouBnow ATAV pLa TEPLTETELD 0TO SLdoTnua, 6rmou o Main
Character e€epeuvad €va KalvoUpyLo TAQVIATN 0aV ATOCTOAN TTOU TOV £0TELAOV TOL ATOUA ATTO TOV TAAVATN
Tou. Katd tnv Sidpkela tou malxvidiol, o Main Character Aappavel pnvopata and To ATOUOo ToU ToV
ETUPBAETEL YLOL VAL TOV TTPOELSOTOLOEL Yo TUXOV KvdUvoug adAd Kat yla va tov kaBodnyroestl. Me autdv tov
TPOTO 0 XPNOTNG EEPEL TOTE TIPETEL VA €lval TTPOCEKTIKOG. O oKomdg Tou TatyviSlol eivatl to va BonBnoet
QUTOV TOV MAQVATN ETMELSK) TOV £X0UV KATOPBAAEL TEPATA, £TOL WOTE VA TIAPEL TNV EUMLOTOOUVN TWV KATOKWV
Tou. O xpnotng unopel va (AN OEL UE TOU KATOLKOUG otAAQL KOl VOL OKOTWOEL TAL TEPATA TIOU ATIELAOUV T
Aatopa Tou mMAavATh. HBeAa va XpnoLLOTOLOW OCEG TIEPLOCOTEPEG YVWOELG UITOPoUCa Ao To Hadnpa aAld
KalL Ao To SLabikTUOo yla va eUMAOUTLOTEL IEPLOCOTEPO TO TALXVIOL.

EATti{w OTL e auTH TNV EMLOTNUOVLIKA ouvelodopd, oAol dvBpwrol Ba Souv tnv opopdLd Tou
Game Development kat tnv aveéaptnola mou unapxel otnv dnuoupyia dikol Toug mavidlou, kabwg Kal
™V andAavon mou Ba pumopolv va amokthoouv dtav SouV To TEAKO AMOTEAEGUO TTOPA TLG TUXOV SUGKOALEG
mou Ba mpokUPouv Kata TV dnuloupyia Tou matxvidiol autou.

Mapakdtw, Oa avaAlow Ta scripts mou xpnolomnoinoa onwg kat screenshots and to mavidy,
omnou Ba e€nyw Tov TPOTo TTou OKEPTNKA yLa TNV Snuiloupyia tou kAOe script. Eniong, 6a doupe e1g Babog ta
Scenes Tou Xpnotonoinoa.
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KepaAaio 1: Scenes
1.1 Start Menu

ESw pnopette va deite tnv apykn 086vn tou mayvidlou.

R Start Menu
@ Main Camera
ectional Light

FLAY

LOPTIONS
GUIT

FIGURE 1: START MENU SCREEN

ApxIKQ, yia va 6ouAéPeL To Start Menu, €mpene va SnuULoupynow Ta KOUUTILA TTou Ba pou €8vay thv
SUvapn va naiéw to matyvidt (Play), va 6w T puBuioelg tou mayvidiou (Options) kaBwe Kal To KOU KT yLa
kAglolpo tou matyvidlou (Quit). Autd ta 3 KouuTLA Xpnolpomnoinoayv to Script “StartMenu.cs” €toL wote va
yivetat n evaAlayr petafd twv Scenes.

1.1.1 StartMenu.cs

artGame()

r_LoadScene(* Ma -GetActiveScene().buildIndex + 1); //

1 QuitGame(

Application.Quit(); //qui

OptionsMenu()

r_LoadScene(Scenel -GetActiveScene().buildIndex + 2); //

FIGURE 2: STARTMENU.CS
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ATt ot BAémoupe otov mapandvw kwdika, €xoupe 3 function, Tou avtiotolouv o€ kABe Scene Kat TV
€£€060 Tou matyviblou. Méoa oto Scene Manager dpLoa e TNV o€lpa ta Scenes (Start Menu, Game, Options)
omou eiyav Tig TLpEG 0-2 avtiotolya.

210 MpwTo screenshot punopeite va deite kat 2 onpaieg, Tnv EAAnvikA kot tnv AyyAtkn. Me To matnpa Twv
KOUUTILWV OUTWV, 0 XPROTNG €XEL TRV duvatotnta va aAAAEEL TNV yYAwood Tou matyvisiou.

ENAP=H

RYOMIZEIZ
EZOAOZ

FIGURE 3: START MENU SCREEN GREEK

AUTO €MUTUYXAVETAL LE TNV Xpron Tou Script “Localization.cs”

1.1.2 Localization.cs

ol active

hangelocale( localelID){

ailablelocales.Locales[_localeID];

FIGURE 4: LOCALIZATION.CS
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STov mapandvw KWoLka, yivetal n evaAiayn tng y\wooag pe tnv BorBeta tou Localization package tng
Unity. Edooov dnpotpynoa tnv IEnumerator SetLocale ouvdptnon, n omoia dtaBdlel to localeid Tou kaBe

FIGURE 5: LOCALE

Locale yia kaBe yAwooa kat pe Tnv Boolean petapAnth active kat tnv mio navw péBodo Changelocale
€AEYXEL AV TA KOUUTTILA TTOU OpLoa o€ KABe pevol yla eUkoAn alayn yAwooag rathénkav r oxL,
xpnotonolwvtag eniong ta key mou €Baia ota Localization Tables tou Asset Management tou project pacg.
AuTOg 0 KWwdkag KaAeite oto OnClick() event kaBe koupmol pécw tou object
LocalizationManager,S1aafovtag to localeid tng avtiotoiyng yAwooag (AyyAwka 0, EAAnvika 1).

1.2 Game

Mapakdtw pnopeite va Seite tov KGO ou dnulovpynoa and PnAd.

FIGURE 6: GAME FROM ABOVE

12
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1.2.1 AttackScript.cs

s NewBehaviourScript : MonoBehaviour

GameObject MainCharacter;

\nimation ac

if(Input.GetKeyDown (K de.Alphal)){
MainCharacter.GetComponent<Animator>().Play("Breakdance Swipes");

if(Input.GetMouseButtonDown(@))

I
L

MainCharacter.GetComponent<Animator>().Play("hitl");

FIGURE 7: ATTACKSCRIPT.CS

Y& aUTO Tov KwdLKa, yivovtal ta animations tng emiBeong tou xpnotn. Ynapyouv o £idn Ta onoia
eAéyxovtal ano to Kouurni “1” oto MANKTPoAGYLo Kol To aplotepo click Tou mouse. AUTA Ta KOUUTILA
SnAwBnkav péca oto input manager amo to unity. Me to koupni “1”, o xprotng ektelel €va Xopo, EVW LIE TO
aplotepo click tou mouse, o xpriotng ekteAel tnv eniBeon Tou.

13
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1.2.2 Crate1.cs

mator animator;

ool player=false;

2 interactkey =

FIGURE 8: CRATEL.CS

Y€ aUTO ToV KWSLKA, BplokeTal To animation ou avolyel To ap)Lkod oevioUkL Ttou Bplokel o xpotng, émou
opl{w ToV X0 avoiypatog Kot KAELGLUATOC Tou, TO Avolypa Tou We to Interact Key (6nAadn to E). Emiong ebw
UTIApXEL €va Trigger To omolo eAEyXEL AV 0 XPOTNG BPLOKETAL KOVTIA Ao TO OEVIOUKL YL VAl UMopEL va To
avol€el, evw av dev elval LEca 0 AUTO TO OPLO va PNV UIopel va To avolgel.

14
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1.2.3 DayNight.cs

at fullDayLength;
t startTime = af;

timeRate;

noon;
n")]
ight sun;
Gradient sunColor;

e sunIntensity;

ight moon;

ient moonColor;

moonIntensity;

ve lightingIntensityMultiplier;

ve reflectionsIntensityMultiplier;

FIGURE 9: DAYNIGHT.CS

Y€ aUTO ToV KWLKa LAomoinoa to day-night circle, 5nAadr tnv aAAayr] TG LEPAG UE TNV VUXTA OTOV KOGHO.
ApxLKa SHAwaoa HETABANTEG yLa TNV WPA, TNV SLAPKELA TNG LEPAC, TO PwG, gradient xpwua Kat KAlon tng
£€vTaong Tou NALou Kal Ttou ¢eyyaplol Tou avtiotolyolv ota Suo directional lights pag. TEAog Tnv kAlon Twv
TOAAAMAOCLOOTWY £VTAONG TOU GWTOG KL TWV OVTAVAKAATEWV.
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M@

timeRate = 1.8f / fullDaylLength;

time = startTime;

'

Wobd b b
(%3] w =

=]

Update()

-]

time += timeRate * Time.deltaTime;

W

I
o B

if(time >= 1. time = @.8f;

o
R

rdngles ime - 8.25F

F-
w

sun.transform.eulerdngles

&R

sun.intensity = sunIntensity.Evaluate(time);

-
=2}

moon.intensity = moonIntensity.Evaluat

-
~J

sun.color = sunColor.Evaluate(time);

moon.color = moonColor.Evaluate(time);

ambientIntensity = lightingIntensityMultiplier.Evaluate(time);

= I I Y I Y Y, Y |

[
NP @ W s i Wi R oo

eflectionIntensity = ref ionsIntensityMultiplier.Evaluate(time);

[ =]

FIGURE 10: DAYNIGHT.CS ZYNEXEIA

Itnv ouvaptnon Start(), SnAwvw tnv dlapkela TG HéEpag evw otnv Update() SnAwvw to mMwg mpoxwpa n wpa
pe Baon ta SeutepoAenta HeTalU Twv frame kol 6tav GTAVEL 0TO AKPO va Eava Eekvael am’ Thv apxn.
‘Emewta SnAwvw To rotation tou pwtodg pe BAcn TwWV NALO OE GUYKEKPLUEVN wPa, EAEYXW TNV EVTOON Kal Ta
XPWHATA TOU GWTOG UE TNV Xpron Tng ueBodou Evaluate kat tng wpag. Metd, eAéyxw tnv aAdayn pe Baon
To av eival enabled 1| disabled ta directional lights péoa otnv tepapyia. Télog SnAwvw RenderSettings
MeTaBANTEG yLa TO PpwC Kol avTaVOKAAOELS XphoLoTolwvTag mAaAL thv pébBodo Evaluate.
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1.2.4 DoorScript.cs

1 Start

animator

OnTriggerEnter
t.CompareTag("

FIGURE 11: DOORSCRIPT.CS

ESw, Bplokete 0 KWOLKAC YLA TO AVOLYUA TWV TOPTWYV OTa omitia. Me To Mou MANGCLACEL TNV omoladnmnote
TOPTA O XPrOTNG, TO oToio eAEYXETE UE TO Trigger, val UMOPEL va TtatroeL To Interact Key (“E”) yla va pumopet
va avolEel kat va KAELoEL TIG mOpTEC.
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1.2.5 health.cs, healthFlyinglncest.cs, healthMonsterScavenger.cs
health.cs

[

put .GetKeyDown( interactkeyl) || Input.GetKeyDown(int

[V R TTRY ]

e~

w

HP = 108;
t dmg = 28;

or animator;

yBLoodAFterDelay

id onTriggerEnter
t.CompareTag(

player =

w

| audioSource = GetComponent<AL

W

OnTriggerExd

w

ect.CompareTag("F

FIGURE 12: HEALTH RELATED SCRIPTS

healthFlyinglnsect.cs kat healthMonsterScavenger.cs eival ta idta Scripts. O Adyog mou dnulovupynoa 3
scripts avti yia éva, eival emeldn elxa okomo va KAveL KATL SLadopeTIKO To KABE TEpag.

JTOUG TTLo KATW KWEIKES Bplokovtal ol SNAWOCELS TwV PeTaBANTwyY yla Tov Kwdika twv health bar twyv
tepatwv NPC. AnAwvw apxtkd to péyeboc tou HP Tou kabe Tépatog Katl Tou damage Tou UIMOPEL va KAVEL
TIAVW TOUG O XPNOoTNG.

XpNOLUOTIOLWVTAG TO 0PLOTEPO KALK TOU mouse Ttou ival to attack mou avadpEpape mo navw, kabe dopd
TIOU TO TIATAEL O XPH0TNG, EGOCOV BPIOKETAL KOVTA Ao TO KAOE TEPAC TO OTIOL0 EAEYXETAL OTWG KOl
TipONYoUEVWG amo Trigger, To HP Tou TEPATOG MOU EMIAEYEL VAL XTUTINOEL MELWVETAL KaTd 20.
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‘Otav 1o HP dtdoel katw anod 0, To Tépag KAveL To avaloyo animation R Bydlel alpa kat e€adaviletal.

1.2.6 HealthNpc.cs

animator;

t HP = 188;

FIGURE 13: HEALTHNPC.CS

ESw elval o kwdkag ou opilw to health bar twv NPC, aAAd kot To wave animation toug, SnAadn 6tav Toug
TANGLALEL O XPNOTNG, TOV XOULPETAVE.
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1.2.7 LookAtCamera.cs

amera.cs
ctions;
Fions .Generic:

=3

MonoBehaviour

transform. LookAt(cam);

FIGURE 14: LOOKATTHECAMERA.CS

JTov mapanavw Kwdika dltaxelpiletal To avtikeipevo va BAEMEL TAVTA OTNV TAEUPA TNG KAREPOC TIOU €XEL O
xpnotng.
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1.2.8 NpcDialogueStory.cs

‘OnTriggerEnter

text dialogue.
StartCoroutine(Ty|

index;

urrentsent

51
52
53
54
55
56
57
58

|'_.||$U|

i Ra

AR

2

lines[index];

]

_dialogue
s SetActive(

StartDialogue2(){
index = @;
StartCoroutine(Typeline2(index});

FIGURE 15: NPCDIALOGUESTORY.CS

2Tov mapanavw kwdika Staxelpilopal tnv epdavion tou Keipevou tou Staldyou Tou NPC Kal Tov TpOTO UE
Tov onolio eEeliooetal o SLahoyog PeTall Tou Xpnotn Ue tag player otav nmatdel éva KaBopLopEVO KOU UTTL
(E). Ta Adyta mou gpdavilovral £xouv kaBoplopévn TaxVTNTA Kol Uopouv va epdavilovtal oAOkAnpa otav
natnBel to kou i (E).
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1.2.9 PauseMenu.cs

meTsPaused
pausetenulil;

yerObject;

LoadMenu

ger.Loa

QuitGame()

@

er.Loa r.GetActiveScene(}.buildIndex - 1); /

=4

[LRT T T
W

FIGURE 16: PAUSEMENU.CS

210 MapANAvw KwSLKA YIVETAL TO pause ToU TaXVLSLoU, OTou eAEYXETE N KOTAOTAGCN TOU TIALXVLOLOU),
6nAadn av eival paused rj OxL. Av to maxvidt eivat paused, Téte pe To esc button, evepyomnoleital n
ocuvaptnon Resume(). Ztnv cuvaptnon Resume(), o xpovog cuvexiletal kavovika kal to Game dgv eivat
mAéov paused. AladopeTikd, av To matyvidt ev eival paused, téte yivetal n ouvaptnon Pause(). Ztnv
ocuvaptnon Pause(), o xpovog otapatdst kot To Game Sev eival Théov paused. Av o xpriotng emBu el va Set
Ta settings, TOTe Tov Maipvw o€ AA\o scene, 0TO omolo Unopel va Sel ta settings tou matyvidlov. Emiong, o
XPNOTNG EXEL TNV €UKALpia Vo KAVEL quit To axvibL e To atna Tou KoupmoL "Quit".
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1.2.10 Pickup.cs

Dropltem

GrabItem(}
[1 collide
1.CompareTag
izEquipped;
isEquipped

itemRb;

form rightHand;

Clip pickupSound; 5 ftenn 1o ion = Quaternion. Euler (ne o, 45F, 90F));

audioSoul
Start()

isEquipped =
audioSource = GetComponent

) &R !isEquipped)

GrabItem(); //

NEBRNEE

( Input . GetKeyDown({ KeyC .G) &8 isFquipped)

Mo

DropItem(); /.

%]
® N

w
]

FIGURE 17: PICKUP.CS

Me Tov KWLKA aUTO, 0 XProTNG UIMOPEL va malpveL 0To XEPL TOU avTikeipeva ou Bpiokel oto £5adog 1 ota
OEVTOUKLO KOl €XEL TNV SuvaToTNTA Va XpnoLUoToLnoeL. Emiong, av 6ev BEAEL KATIOLO OVTLKELEVO, TOTE
Swatoutal va to adroel oto €dadog.
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1.3 Settings

1.3.1 SettingsMenu.cs

s[i].height;

22
a
2
25
%

rtion.width 8& re i].heignt =

8 8

utionIndex;

[1 resolutions:

-esolutionIndex)

olutionIndex];
solution.height,

LR TR

FO8E8

nt gualityIndex)

etQualitylevel(qualityInde;

55
56
57
58
59

SetFullscreen ( 1 isFullscreen)

228

FIGURE 18: SETTINGSMENU.CS

ITov KwdLKa yLa TIg pubuioelg, o xpriotng £€xeL Thv Suvatdtnta va opiloel TNV €vtacn Tou matyvibiol 66o
ermBupel. EunpooBeta, umopet va €xet Tov matyvidt oe fullscreen fi 0xL, avaioya e TV POTiUNCN TOU.
‘Otav tedelwoel Pe TI¢ aAAayEC Twy pubuioswy, umopel va mael miow oto PauseMenu e TO MATHUA TOU
KoupumoU "Back."
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KepaAaio 2: Animator
2.1 Main Character
O Main Character €xeL tnv Suvatotnta va mepnatioel, mndnREeL, va TpEEEL kal va eival akivntog. Zupdwva
e Tov Ttapakdtw Animator, o xpriotng navra kataAryet oto ldle Position tou 6tav TEAELWOEL LLE KATIOLO
animation.

Any State

/

JumpStart

FIGURE 19: MAIN CHARACTER ANIMATION

2.2 Monsters

Ta Tépata £xouv TNV SUVATOTNTA VA KAVOUV react OTav 0 XpHotng MAEL KOVTA, VO XTUTIHOOUV TOV
XpNotn, va mebavouy, va TpEEouv | va pnv kavouyv tinota (idle animation). Ta tépata, 6Mwg Kal o
Main Character, mavta kataAryouv oto ldle animation tou 6tav tTeAelwvoUV LE TO current
animation.
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Any State

FIGURE 20: MONSTERS ANIMATOR

2.3 NPCs
To kaBe NPC pmopel va xapetroet, va xopEPEeL i va XELPOKPOTHOEL.

Ay State

Entry

Breskdance Swipes

FIGURE 21: MOUSE ANIMATOR
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Ay State

Entry

Ary State

Entry

stasis

FIGURE 23: PILOT ANIMATOR

2.4 Doors
OLmopTeG £Xouv TNV duvatotnta va avoiouv Kat va KAELGoUV e To AT A TOU KoUuToU “E”.
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glass_door_closa + glass_door_opanad

door_2_opan
Any State

glass_door_open

glass_door_closad ____’,.-—-

FIGURE 24: DOORS ANIMATOR

KepaAaio 3: Napadseiypa ZwoTtng AsiToupyiag

ApXLKO pevol, SnAadr to tL BAETEL 0 XpROTNG LOALG aVOILEEL TO T ViOL
28
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PLAY
A;\UI" | LLUMS

PSR

FIGURE 25: START MENU

MNatwvtog to Play, Bploketal pEca 0TOV KOO0 OTO 0PXLKO CNUELD TOU KOOWOU KoL TNG EEEPEVUVNONC TOU

FIGURE 26: SPAWNED

To MPWTO MAVULA TIOU TA{PVEL O XAPAKTHPOAS
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lhaquluﬂeleb&nmhmyoumsdeuﬂsuywﬁmmywm[Pnss'E
to Continue]

FIGURE 27: FIRST DIALOGUE

ESw BAEmoupe o NPC va pag XaLpetd

FIGURE 28: FIRST NPC INTERACTION

JTO 0pLOTEPA BPIOKETAL TO OEVTOUKL, OTIOU UTIAPXEL HECA TO omabi
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SIEHEFERIES
RiESSt[EEtoz@pen

PRESS [F] TO COLLECT LOOT

-

FIGURE 29: CHEST OPEN AND COLLECT

O xpnotng uropel va mapet To onabi

FIGURE 30: SWORD PICKUP

ESw BAEmou e Tov mpwTo €xOBpd
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FIGURE 31: FIRST ENEMY

Otav o ex0pog nebavel, epdaviletal aipa

FIGURE 32: BLOOD AFTER KILL

Maipvoupe TV mpwtn pag npostdomnoinon

Mepimréteia oto didaTnua: Mia Unity 3D e@appoyr| TPITOU TTPOCWTTOU
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FIGURE 33: FIRST WARNING

210 BAB0OG OpLOTEPA UMOPOUE VO TIPOCEEOUE €Va TIOAU LOXUPO £XOpO

FIGURE 34: DANGEROUS ENEMY
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MrmopoUpe emiong va BpoUE Ta ATOUA TTOU {OUV OTOV TTAQVITN AUTO Kal va XopEPouue pall Toug e TO
Kouprni “1” oto mAnktpoAdylo

FIGURE 35: HOw TO DANCE

To xwplo péoa otov mAavrtn, €6w pnmopoupe va Bpoupe karmoto NPC kat va pthjcoupe pali toug

FIGURE 36: VILLAGE
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Kamota amnd ta NPC mou propel o xpriotng va whnoet

FIGURE 37: NPC INTERACTION

Eicod0¢ 010 6A00G |LE TO TEPATA LE TNV OXETIKN TTPOELSomoinon

| sense powerful enemies inside this forest! Watch out for any enemies!

FIGURE 38: FOREST WARNING
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Tépata oto 6ac0¢

FIGURE 39: FOREST IMIONSTERS
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Aladopd NG LEPAG E TNV VUXTA:

Mépa

FIGURE 40: DAY
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FIGURE 41: NIGHT

ESw €xoupe Tig pubpioelg
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VOLUME
o) —

BACK

FIGURE 42: SETTINGS
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KepaAaio 4: Zupniepaocpara kKai MeAAovrikég EmexkTaoeig

Oa Ntav anibavo av UTpXE To TEAELO TaLXVidL yla 6Aoug. Otav ylvetal n avamtuén evog
navidlou, ot developers €xouv wg otdxo TNV SnuLoupyia malxvidlou yla éva mAnBog avBpwrnwy A pLag
OUYKEKPLUEVNG NALKiOC. Zuvenwc, To “.....” 8ev gival oUTe TEAELO0 OAAA OUTE LEAVLKO yia GAOUC TOUG
avBpwroug. ApxLKa, etatpieg mou dtidyvouyv matyvidia, xwpilouv Tic Aettoupyieg oe Stadopeg opadec, ite
autd eival to Animation, ta Scripts rj To Optimization. AStaudloBritnta, n kKaBe opdda €xeL TNV Sk TG
Aettoupylia tou aoyoAeital, £ToL WOTE TO MALXVISL va elvat 6060 KAAUTEPO yiveTal oTov KABe Topéa. AnAadn,
n avamntuén evog matyvidlol eivat oAU evoladépov Kat SLaokeSaoTKO aAAA pe pia opdda avBpwrnwy mou
€xouv Tnv duvartotnta va KaAUPouv 6AouG TouG ToUElg, Tote Ba pnopel kavelg va Bewproel otL €ptiase To
“TéAeL0” TauyviSL yLa Ta ATOO TIOU TOUG apETEL TO £160G To matyvLdlou autou. EmunpdcBeta, ocav
MEAOVTLKNA EMEKTAOH, Ba Umopouca va UAOTIOLHOW TNV EPAPHOYH YLO VO EXEL TIEPLOCOTEPEG ATIOCTOAEG,
mapandvw interaction pe NPCs kaBwg Kat peyaAUTePN EMEKTAON TOU XAPTHN, OTIOU 0 Xprotng Ba propel va
e€epeuvnoeL Kal GANEG TIEPLOXEG AANG KOl KOILVOUPYLOUG TAQVATEG. AEV UITOPW VA 0yVOr oW TO YEYOVOG OTL Ta
vpadikd Ba propoloav va sivat akoun kaAutepa pe thv BorOsta kamolou {wypddou o omoiog dtidyvel 3d
MoVTéA, KaBwg Kal éva Tio opopdo eptBAAAov.

Juvoyilovtag, To kGOe dtopo umopei va amolaloet éva Sladopetikd eidog matyvidiou, yI' auto dev
umnopet kamotog va ¢tLdéel éva matyvidt mou to amoAappdavouv 6Aot. Opwg, urtdpxouv Tooa TIOAAA
mavidla kot Ba umdpEouv akopa MePLocOTEPQ, Ta omoia Ba Swoouv Tnv eukalpia oe GAoug Toug Game
Developers va dnpioupyrncoouv Tov 81KO TouG, AMOAQUOTLKO KOOMO. Ta matxvidia yivovtat Ao kaAUTtepa,
paBaivovtag ano Addn maAlwv mayvidlwy Kabwg Kal amo To TL apEcEL 0To KAOs dtopo.
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Mivakag OpoAoyiag
Script - Kwéikog

Scene - 2knvEég Mawvidlov

Main Character - KUplog Xapaktipag

Interaction - AA\nAenidpaon

Combat - Mayxn

Game Development - Avantuén Mawxvidlov

Screenshot - ZTlypLotumo

Gradient - BaBuida

NPC (Non-Playable Character) - Maiktng mou dev nailetat

Fullscreen - MApng 086vn

Mepiméteia oto didotnua: Mia Unity 3D e@apuoyn TpiTou TTpocwWTToU
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BiAloypacpia

https://assetstore.unity.com

https://unity.com

https://sites.google.com/view/sovolosvrcourse/
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