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Anayopevetal n avilypadr, amobnkeuon Kot Slavopr Tng mapouoos
epyaociag, €€ oAoKANpOU A TUAUOTOC AUTNG, YLOL EUTIOPLKO OKOTIO. Emitpémetal n
avatlTwon, anoBrnkeuon Kal SLavopr] yla okomo pn KEpSOOoKOTILKO,
EKTALOEVTLKAG N EpeLVNTIKAG PpUONG, UTIO TNV TIPoUTOOeoN va avadEpetal n tnyn
TPOEAELONG KaL va Slatnpeltol To mapov pRvupa.

OL amoOPELG KOL TOL CUUTIEPACHATA TIOU TIEPLEXOVTAL OE AUTO TO €yypado
eKPPATOUV QTTOKAELOTLKA TOV cuyypadEa Kal SEV AVTUTPOCWIIEVOUV TLG ETILONMES
B<oelg Tou Mavemotnpiou MNelpatwd.

Q¢ ouyypadéag tng mapovoag epyaciag SnAwvw nwg n mopovoa pyacia dev
anoteAel TPoiov AoyokAOTIAG Kal SV TIEPLEXEL UALKO amd pn avadeEPOUEVEC TINYECS

EuxapLlotieg

Oa nBeha va seuxaplotow tov K. Mavaylwtonoulo yia 6An tv Bondela
KOLL TLG YVWOELG TIOU [oU €8W0OE LE OKOTIO va YIVEL AUT N TITUXLAKA Epyaocia
KaBw¢ Kot OAou¢ Toug KaBnynTtéC tou TUnpatog NAnpodopLkig amod Toug omoioug
é\aBa yvwon kaB’ 0An tnv 5etia mou mapakoAouvBovoa ta pabnuata Toug.
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NepiAnyn

Itnv gpyacia avtr 6a SoU e GUVOTITIKA TOUC KATIOLOUG OO Toug ABAoug
TOoU HpakAn.

IToX0¢ TNC MNTUXLOKNC Epyaciag auThC elval va yivel €va eUKOAO yLa ToV Xprotn
maxvidi 2d pe okomo va aiéet kot var SeL kamolou¢ aBAoug Tou HpakAn , HE
OKOTIO VOl TOU KLVAOEL TO evOLladEPov yla TNV Lotopia Tou , aAAd Kal YEVLKA yLa
OAn tnv eAAnvikn puboloyia.

AUTO emiteLXONKe pEow Tou Unity Kot tng c#f Tou xpnolpomnow)dnkav aviiotoya
w¢ editor yla ta ypadlka Kol ws YAwooa KwdLKa yla Ta scripts.

AEZEIZ KAEIAIA:

e Sprites

e Scripts

e Prefabs

e Materials

e Animations

Abstract
In this project we will briefly look at some of the labors of Hercules.

The aim of this thesis is to make a 2d game that is easy for the user to play and
see some of the labors of Hercules, in order to arouse his interest in his history,
but also in general for all Greek mythology.

This was achieved through Unity and c# used respectively as the editor for the
graphics and as the code language for the scripts.

KEY WORD:

e Sprites

e Scripts

e Prefabs

e Materials
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Elcaywyn

OMot pag,uikpotl kat peydlot, yvwpiloupe toug aBAoug tou HpakAn , pia av
OXL N TILO YVWOTH , OO TLG TILO YVWOTEC LOTOPLEG TNG EAANVLIKAG puBoAoyiag. 2to
project autd Ba doUu e kat Ba avalUooupe Eva malxvidl pe BEPATIKA KATIOLOUG
amo toug aBAoug Tou HpakAn. H 1oéa Nta va ¢tiaéw eva matyvidt tumou 2d top
down &nAadn o maixtng pag va Kweltal og 2 AOVEC X KOl Y Kal N KAPEPA va eivat
armo navw tou (Onwc PAEMOUUE KoL OTNV TTOPAKATW ELKOVA )KAL VO UTIAPXOUV
Karmola stages mou to KaBe Eva Ba epLEXEL KoL KATtolo abAo.

Ewkova eloaywyng

MNapakdtw Ba avaAUooupe wg €xeL UAOTIOLNBOEL N epyacia apxLkd 0TO KOUMATL
tou Ul Kol Twv Tmotwyv Kot UOTEPA OTO KOUUATL TOU KwoLKA.
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1. Emeénynon motwv

1.1 Apxf edappoyig

210 Main menu OMwWG UITOPOUE VA TO TIOUKE , EXOUHE KATL OIAO KOl AECO
, 6nNAadn Tov TitAo pag KAmoloug amnod Toug XapaKkTAPEC Kal 2 Button €va Play kat
éva exit

IWelcome to the
Adventures of Hercules

e
A L

Ewova 1.1.1

Katl matwvtag play mape otnv KEVTIPLKN TLOTA
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Ewkova 1.1.2

1.2 NpwTth tioTA

Onwg avadEpbnke Kot pLv EEKVAUE oo TV KeVTpLkN mLoTd , n omnoia oto
project pag Aéyetatl MainScene

Y€ QUTA TNV TILOTA OKOTIOG €LVaLL O TTALXTNG MO VO UTToPEL va kouvnBel eAeuBépa
OTOV XAPTN YLO VO UTTOPECEL VAL KATAAABEL TTWE KOUVLETAL O TIALXTNG KOL TTWG
emtiBetat
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Ewoéva 1.2.1

Onw¢ PAEMOUUE 6w TIY TTOU CNUASEVEL LE TO TOEO TO KEPOTAKL.
Noa onpelwBel 6tL o maiytnc Kwveital pe ta mAnktpa W AS D
Kavel attack pe to left click

Kol KAvel dash pe to space

Ewova 1.2.2

ErumAéov , Z€ QUTH TNV MPWTHN TILOTA UMOPEL VOl OTIACEL LEPLKA OTTO TOL KOUTLA Kall
TuBapLa (Ba avaAUGOUE TTAPAKATW UE AETITOUEPELES ) KOL VO TOU SWOEL WG
avtaAlaypa Alyo gold, stamina n kot Lwn

Ewova 1.2.3
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Ewkova 1.2.4

AN\Q KOL VOL OKOTWOEL TA PLKPA TEPATAKLO TA OTIOLOL KAl TIAAL UITOpOoUV Vol O€
emBpaBevoouv pe {wn , stamina kat gold

Ewkova 1.2.5

ErtutAéov €xeL TNV SuvatotnTa Vo €L KATIOLEC AEMTOUEPELEG OXETIKA UE TNV TIoTA
TIOTWVTOC TOV TIATIUPO OTNV AVW Se€LA ywvLd TG 006vng

Ewkova 1.2.6
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Omnou €dw MG AVOLYEL TO TTAPAKATW OKNVLKO

The Adventures of B
Hercules

GamePlay / First Stage
Move.....ccceeue.... .A.5.D,

Ewkova 1.2.7
Mou pag AéeL Tig Baotkég odnyleg

210 TEAOC TNC MPWTING Kal BAoLKAG TtioTag Umopel va mapeL to portal £tolL wote va
TLAEL OUCLAOTLKA OTOV TIPWTO ABAO.

Ewova 1.2.8
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1.3 AgUtepPN nticTOl

Kat émetta pnaivoupe otnv 2" niota omou 8w €xoupe BewpnTikd Tov AbAo pe
QTOOTOAN VA €OVTWOEL TIC ZTUUPOALISEG OpvIBEC

Ewova 1.3.1

ESw o maixtng mMPEMEL vaL OKOTWOEL TLC OPVIOEC oL OTtoleg o€ cou emitiBovtal Kot
QLUTEC OTIWG BAEMOUE KAl OTO OXETIKO screenshot

Ewova 1.3.2
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ITNV MEPLITTWON TIOU XAOOUUE OAN pag TV {wr , ouolaoTka ‘eBaivoupe ’

Ewkova 1.3.3

Ertiong omwg ko otnv mponyouevn miota MAAL 6w A TTATHCELG TOV TTATIUPO
oou Byalel Alyo amo tnv Lotopia

r- I [ I

ISecond Stage!
The Stymphalian hens, ‘

i.e. the "birds of -

-
h Stymphalia®, were man-
P eating birds with bronze

beaks, claws and wings, B

thara aro L Af tham trnn

Ewova 1.3.4
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1.4 Tpith nictal

Kal £€ToL mape otnVv Tpitn miota LECW TOU EMOUEVOU portal ool 6w £XOUlE ToV
aBAo pe tnv Agpvaia’Yépa

Ewova 1.4.1

omoU 6w oKomog lval va e€ovtwoel TNV Agpvaia 'Yépa xwplg va meBavel

KOlL TLAAL KOLL OE QLUTH) TNV OKNVI TIAAL £XEL OTOV TTATIUPO TNV LoTopia
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I'Third stage! B
The Lernaia Huydra ,

A snake/dragon with [
nine heads that lived in
Lake Lerni and spread
calamity to the B
inhabitants of the area.

Ewova 1.4.2

1.5 Tétaptn nicta

Kat adou tnv e€ovtwoel maeL otov TeAeutaio ABA0 mou €xeL mpayuatomnolnbel oe
QUTO TO project omou €xeL va KAVEL PE To va kabapioel Toug otdfAoug tou
Avyela.

) E—

.:E:. .:E:. .:::-

(@ 006

Ewkova 1.5.1
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AuTti n oknvi mpooopolalel tov aBAo dnAadn o HpakAng va kabapiloet tnv
KOTtPLA arto tov oTdPAo Kal ool TEAELWOEL KL aUTOV Tov aBAo TtaipveL tnv
tehevtaia £€060 Kkatl BAEMEL AUTO TO VU

Thanks for playing

More to come

Ewova 1.5.2

Omou avadEPETAL OTO YEYOVOC OTL auTO To Project Ba £xeL oto péAOV Kot Toug 12
abAouc.
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2. Enegnynon Assets

MNapakdtw Ba SoU e pe AEMTOUEPELEG OAX TOL assets TToU UTIAPYXOUV OTO
Project

Assets

Animations

FPSFant Materials TextMesh Pro Tilemap

2.1 Animations

Ac Eeklviooupe e Ta animations

Otav avoifoupe tov pakelo Oa dolpe OtL £xel péoa dtadopouc Ppakéloug
OXETLKA HLE TOUG XAPOKTAPES OTO TaLXVvidL mou Kouvidvtal

Ewova 2.1.1

ESw Slakpivoupe otL €xoupe Sladopeg katnyopieg Tunwy , SnAadn €xoupue ta
animations Mou adopouv

1. Tov yapaktipa kat ta tépata (Player, Dragon, Crows, Flyingeye)
2. Ta omAa (Bow ko Sword)
3. Kat télog ta avalwotlpa(Gold coin, Heart kat stamina)

2.1.1 Katnyopia yapaktnpo Kot TEpATWV

000 adopad tnv npwtn katnyopia kat ot 4 pakelot €xouv oxedov idlo potifo,
dnAadn mepLéxouv evav Animator wg controller kot ta animations mmou xpelaletat
0 kaBe évag. My. O Player €xeL Ta MAPAKATW
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Animations > Player

A

Ewova 2.1.1.1

Mo avaAuTtika , To animation Attack01 €xel va KAveL Ue To w¢ dailvetal 6tav o
naiytng anodacilel va emiteBel , To animation Death 6tav o maiytng pog
nieBaivel , To animation idle 6tav o maiytng eivat otaBepdg ka to Running otav
LETOKLVELTOL pECA 0TO Map. Kot OAa auTA CUVSEOVTAL LLE TO TTOPAKATW
Staypappa:

Any State

Ewova 2.1.1.2

ESw BAémoupe €va Staypappa oto animator Me ta Stadopad states. Mpodavwg
otav o maixtng Hog dev KAveL Tmota To state kat animation idle tp€xeL og Aoumna.
Apa o aixtng kavel emiBeon tote yivetal trigger to Attack

Ewova 2.1.1.3
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Kat ekteAeital pa dpopa to state Kat animation Attack.
Avtiotolya AelToupyel kal To running.

0oo adopa to state kat animation Death eneldr) ava naco oty o maixtng
uropei va paetL apketd damage €toL wote va nebavel to Baloupe PLOVo Tou oTNV
akpn kot yivetal trigger étav to health tou naiyxtn ¢tdoeL to O.

avtiotolya Asttoupyolv Kal ta aAAa 3 otnv WLd katnyopia dnAadn kat to dragon
kat to Crows kat to Flyingeye.

2.1.2 Katnyopia OAwv

Twpa mape otnv deUtepn Katnyopla 6co adopd Ta animations dSnAadr) otL
adopd ta omAa pog, SnAadn to sword kat to bow.

Kat ta 2 €xouv akplBwc tnv oLA apxttektovikn SnAadn éva amAo animation otav
KAVOUUE To attack mou kouviétal to omAo.

2 i

Auto Live Link

Ewova 2.1.2.1
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2.1.3 Katnyopia avaAwoipwv

Kal téAog mape otnv Tpitn Katnyopia animations nou adopd ta avaAwolua ,
dnAadn ta icons Twv heart, coin kat stamina, omou ekel €(OUE KATL TTOAU ATAO ,
éva idle animation mou KAveL Ta icons va yupvave yupw yupw.

Listis Empty

Any State

Animations/

Ewkova 2.1.3.1
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2.2 Prefabs

AdoU TeEAELWOAUE E Ta animations , TAE OTOV EMOUEVO KOl TIOAU GNUOVTLKO
dakelo , ta prefabs.

Prefabs

Bhbhbhbhbhyj

De able Enemy VEX We 5

H xprion twv prefabs yivetat yla tTnv eukoAia mou pmopet va pag npoodEPeL 660
adopd TNV Tpomonoinon evog object og pepkd A kal OAa ta scenes KaBwg
aAAalovtog pla puBuon os €va , aAlalouv OAa.

ESw BAémoupe ta prefabs yla ta d€vtpa aAld kat yia ta portal mou aAAdleL o
maiytng tig mioteg

2.2.1 ®akeloc Destructable

Méoa otov ¢pakelo Destructable €xoupe Ta mapakatw

- - -
Ny Barell 0% NP#EBush

Ewkova 2.2.1.1

OmoU £€XOUE TA OVTIKELUEVA TTIOU UIMOPELG VAL KATAOTPEYELG OTNV TTioTAL
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2.2.2 ®Dakeloc Enemy

Emetwta €xoupe to Enemy mou mepléxel toug xBpoulg

W9 Dragon W Flying Eye

Ewkova 2.2.2.1

2.2.3 @akeloc Prefabs

Ta avoAwolpa

Prefabs > Pickups

-

= :
g Health NP Stamina

Ewova 2.2.3.1

2.2.4 @akeloc VFX

Tov ¢pakelo VFX omou pEoa €xeL Ta animation otav KAtaoTtpEPOULE Ta
QVTLKELHEV

W9 Fireball [

W PortalvVFX

Ewova 2.2.4.1
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2.2.5 @akeloc Scene Manager

Tov scene manager ou €xoupe To prefab Tou naiyxtn pog kabwg kot Ta manager
yla tnv camera tov canvas(dnAadn to ui)

2.2.6 ®Dakeloc Weapon

Kal téAog €xoupe Tov pAKEAO weapon OTIOU TIEPLEXEL TAL OTTAC TOU TTALXTN HOG
oAAQ KO TwV enemy.

Weapons

8

& Bullet &P CrowBullet &¥ Fireball

Ewova 2.2.6.1
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2.3 Scenes

O enopevog pakeAog mou akoAouBel eival o pakeAoG e T scenes Tou
TaLXvVLSLoU pog

Fifthscene Fourthscene Mainscene Secondscene Thirdscene

Ewova 2.3.1

2.4 Scriptable Objects

Emewta €xoupe ta scriptable objects omoU ekel €xoupe Ta 2 pag OmAa Kal e aUTd
pLBULloUE KOAUTEPA TA BACIKA XOPAKTNPLOTIKA TWV OTAWVY , OTIWG To cooldown
to damage kal to range

Scriptable Objects

@ &

Bow Sword

Ewkova 2.4.1
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HEGEIEE
n Info)

W Bow

Ewkova 2.4.2

2.5 Sprites

ITNV CUVEXELA EXOULE TOV PAKEAO LE Ta sprites omoU pEoa €xouve OAa T
ELKOVI.5L(1 TaL OTIOLAL XPNOLUOTIOCOLE OTO project

EEE

Background Charac Flyi eye GUI Inventory PotionJunkies

Ewkova 2.5.1
Sprites > Background

> >

TX Plant 1 TX Playe TX Player 1

o

Ewova 2.5.2
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Character Spriters

Y

adventurer adventurer-.. adventurer-..

Ewova 2.5.3

Flying eye

Flight Take Hit

Ewkova 2.5.4

Assets > Sprites > GUI

Ewkova 2.5.5
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Sprites > Inventory

= O 0O O

hiteOutline Sword

Ewkova 2.5.6

omoA

Border Empty Border Empty Gixe Go hQutl. Health_Fill Heart Empty Heart Full

Stamina Empty Stamina Full

Sprites > Weapon

o < O

New Piskel-1.png ...

Ewova 2.5.8

No onpelwBel OTL T Mapandvw xpnotpomnowonkav ite xwplig enefepyaocia oto
KaBe scene eite péow animations.
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2.6 Tilemap

Kat teAeutaiog pakeAog sival autoc pe to tilemap T0 omolo ouCLOOTIKA PG
ETUTPEMEL va {wypadriOoOUUE TNV OKNVA Hag kal o€ Sladopad enineda €ToL WOTE
va €XOULE TO XopTapL Tov dpopol Ta Stadopd StakoounTikd aAAa Kal ta barrier
oTa omola o maixtng Sev UMopEL va Ta TPOOTIEPAOEL.

Tilemap > Tiles

-

oo

% New Palette

Fal L

[N}

i New Palette S
- - Cosmetic

Ewova 2.6.2
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3. Eme€Rynon Scripts
TEAOG €lval 0 TTOAU ONUAVTIKOC GAKEAOC O OTtolOC TEPLEXEL HECOL OAQL TA Scripts.

Méoa ekel €xoupe umtodpakeAoug He KwSLKa TTou adopd o KABe évag Kal Eva
KOMUATL TOU project .

Scripts

Enemy Managment Player Scene Ui Menu

3.1 @dakeAoc Enemy

Ac Eekivriooupe pe tov pakelo Enemy.

Assets > Scripts > Enemy

EnemyAl EnemyHealth EnemyPathFinding Flash IEnemy Knockback Shooter

3.1.1 EnemyAl

Oa £EKLVIOOUUE HE TO TTPWTO script ou elval to EnemyAl 6mou kupilwg adopa
OAEG TIG AeLToUpyEleg TwV €XBpwV , OTIWG elval To roaming dnAadn To mwg
KouviloUvTOL HEoa 0To map aAAd Katl to attack SnAadn to nwc enttiBovtal Kat
ToTe , avaioya He to cooldown Tou Toug €xou e BAAEL.
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System.Collections.Generic;
UnityEngine;

Ene: MonoBehaviour

[SerializeField] roamChangeDirFloat = 2f;
[SerializeField] attackRange = 5F;
[SerializeField] MonoBehaviour enemyType;
[SerializeField] attack(D = 2f;
[SerializeField] stopMovingWhileAttacking =

canAttack =
State

Roaming,
Attacking
Vector? roamPosition;
timeRoaming = @f;

State state;
EnemyPathFinding enemyPathFinding;

Awake()

enemyPathFinding = GetComponent<EnemyPathFinding>();

state = State.Roaming;

Start()

reamPosition = GetRoamingPositioen();

Update()

MovementStateControl();

Ewova 3.1.1.1

KOlL ETIELTAL TLG APXLKOTIOLNOELG EXOUME €va switch yla va E€poupe o€ Mo state

Bpiloketad.

MovementStateControl()

switch (state)

{

default:

case State.Roaming:
Roaming();
break;

case State_Attacking:
Attacking();
break;

Ewova 3.1.1.2
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Apo £XOUE TO roaming

Roaming()

timeRoaming += Time.deltaTime;

enemyPathFinding.MoveTo(roamPosition};
if(Vector2 . Distance(transform.position , PlayerController.Instance.transform.position) < attackRange)

{

state = State.Attacking;

1
J

if (timeRoaming > roamChangeDirFloat})

{

roamPosition = GetRoamingPosition();

1
J

Ewova 3.1.1.3
Kot to attack

Attacking()

if(Vector2._Distance(transform.position , PlayerController.Instance.transform.position)> attackRange)

{

state = State.Roaming;

1
J

if (attackRange != @ && canAttack)

{

canAttack = H
(enemyType IEnemy).Attack();

if (stopMovingWhileAttacking)
I
L
enemyPathFinding.StopMoving();
3
else

I
L

enemyPathFinding.MoveTo(roamPosition);

1
I

StartCoroutine(AttackCDRoutine());

o

Ewkova 3.1.1.4
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3.1.2 EnemyHealth

Entopevo script eivatl to EnemyHealth to onolo eivat umevBuvo yia tnv {wr Tou
avtutaAou aAla kat yia to death kat to damage animation

EnemyHealth : MonoBehaviour

[SerializeField] startingHealth = 5;
[SerializeField] knockBackThrust = 15F;

currentHealth;
Knockback knockback;
Flash flash;
Animator animator;
Awake()
animator = GetComponent<Animator>();
flash = GetComponent<Flash>();
knockback = GetComponent<Knockback>();

Start()

currentHealth = startingHealth;

Ewova 3.1.2.1

Kal LETA TNV 0pXLKOTIOLNGN €XOULE TNV OTLYUH TTOU 0 £XOPpOG XTUTILETAL KOl
eAEyxou e av €xel amopeivel {wn Kal av OXL TOTE evepyoroleital To death
animation kat peta e€adaviletal o xOpoC.
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TakeDamage ( damage)

currentHealth -= damage;

knockback . GetKnockedBack{PlayerController.Instance.transform, knockBackThrust);
StartCoroutine(flash.FlashRoutine());
StartCoroutine(CheckDetectDeathRoutine());

IEnumerator CheckDetectDeathRoutine()
yield return WaitForSeconds(flash.GetRestoreMatTime());
DetectDeath();
DetectDeath()
if (currentHealth <= @)
{
animator.SetTrigger(“Death™);

GetComponent<PickUpSpawner>() .Dropltems();

Destroy(gameObject , .35F);

Ewkova 3.1.2.2

3.1.3 EnemyPathRoaming

Emewta €xoupe to script EnemyPathRoaming to omolo eivat Baoikd éva Bondntiko
script yLa to Movement tou €xBpouU armo to roaming mou eidape oto EnemyAl,
dnAadn ote Oa aAAaéel TAsupa.

FixedUpdate()
if (knockback.GettingknockedBack) { return; }

rb.MovePosition(rb.position + moveDir * (moveSpeed * Time.fixedDeltaTime));

if {moveDir.x < 8)

1

spriteRenderer.f1lipX

1
I

else

1

spriteRenderer.f1ipX

Ewova 3.1.3.1
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Mote Ba kouvnBel kal oTE Ba oTAPATAOEL.

MoveTo(Vector? targetPosition)

moveDir = targetPosition;

StopMoving()

moveDir = Vector3.zero;

Ewkova 3.1.3.2
3.1.4 Flash

Itnv ouvéxela €xoupe to Flash mou eivat ou eival umevBuvo yla to animation
OTAV XTUTIALLE TOV QVTLUTAAO.

Flash : MonoBehaviour

[SerializeField] Material whiteFlashMat;
[SerializeField] restoreDefaultMatTime = .2F;

Material defaultMat;
SpriteRenderer spriteRenderer;

Auwake()

spriteRenderer = GetComponent<SpriteRenderer>();
defaultMat = spriteRenderer.material;

GetRestoreMatTime()

return restoreDefaultMatTime;

IEnumerator FlashRoutine()

spriteRenderer.material = whiteFlashMat;
yield return WaitForSeconds(restoreDefaultMatTime);
spriteRenderer.material = defaultMat;

Ewkova 3.1.4.1
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3.1.5 Knockback

MpoteAegutalio script elvat autd tou Knockback mou pog BonBbaet 6tav
TLETUXOLVOUE TOV £XOPpO va TOV OTIPWYVEL TTPOG TA TIoW
Knockback : MonoBehaviour

GettingKnockedBack { H BB

[SerializeField] knockBackTime = .2f;

Rigidbody2D rb;
Awake()

rb = GetComponent<Rigidbody2D>();

GetKnockedBack{Transform damageSource , knockBackThrust)
GettingKnockedBack = H
Vector2 difference = (transform.position - damageSource.position).normalized * knockBackThrust * rb.mass;

rb.AddForce(difference, ForceMode2D.Impulse);
StartCoroutine(KnockRoutine());

IEnumerator KnockRoutine()
yield return WaitForSeconds (knockBackTime) ;
rb.velocity = Vector2.zero;

GettingKnockedBack = H

i

Ewkova 3.1.5.1

3.1.6 Shooter

Kat teAeutalio script otnv katnyopia Enemy eival to Shooter. e autd to script
gxoupe ¢TIaeL Tov TpoOTo va pelvyouv ol ‘GAwyLeg’ oo Toug exBpouc Kat va
UrtopoU e HEoa amod To unity va mepafoupe SLAPOPES MAPAUETPOUC , OTIWG ,
YWVLEG KAgloelg emiBeon g, TaxuTnTa , TOoeC PAWYLES , TOOEC EMAVAANYELG KATT
KATT.
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Shooter : MonoBehaviour , IEnemy

[SerializeField] GameObject bulletPrefab;
[SerializeField] bulletMoveSpeed;
[SerializeField] burstCount;

[SerializeField] timeBetweenBurst;
[SerializeField] restTime = 1f;
[SerializeField] projectilesPerBurst;
[SerializeField] [Range(8, 359)] angleSpread;
[SerializeField] startingDistance = 8.1F;
[SerializeField] stagger;

[SerializeField] oscillate;

isShooting =
OnValidate()

{oscillate) { stagger = s}

{loscillate) { stagger = 3}

{projectilesPerBurst < 1) { projectilesPerBurst = 1; }
{burstCount < 1) { burstCount = 1; }

{timeBetweenBurst < ©.1f) { timeBetweenBurst = 8.1f; }
{restTime < @.1f) { restTime = 0.1F; }
{startingDistance < ©.1f) { startingDistance = 8.1f; }
{angleSpread == @) { projectilesPerBurst = 1; }
{bulletMoveSpeed <= 8) { bulletMoveSpeed = B.1F; }

Attack()

{ 'isShooting)

StartCoroutine{ShootRoutine())};

Ewova 3.1.6.1
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IEnumerator ShootRoutine()
isShooting = H

startAngle, current@Angle, angleStep, endAngle;
timeBetweenProjectiles = @f;

TargetConeOfInfluence( startAngle, currentAngle, angleStep, endAngle);

if {stagger) { timeBetweenProjectiles = timeBetweenBurst / projectilesPerBurst; }

for { i =8; i < burstCount; i++)
{
if (loscillate)
I
L
TargetConeOfInfluence( startAngle, currentAngle, angleStep, endAngle);

1
I

if (oscillate & i % 2 1= 1)
I
L
TargetConeOfInfluence( startAngle, currentAngle, angleStep, endAngle);
d

1

else if (oscillate)

I

L
currentAngle = endAngle;
endAngle = startAngle;
startAngle = currentAngle;
angleStep *= -1;

Ewkova 3.1.6.2

< projectilesPerBurst; j++)
Vector? pos = FindBulletSpawnPos(currentfngle);

GameObject newBullet = Instantiate(bulletPrefab, pos, Quaternion.identity);

newBullet . transform.right = newBullet.transform.position - transform.position;

if (newBullet.TryGetComponent( Projectile projectile))
I
L

by

projectile.UpdateMoveSpeed(bulletMoveSpeed);

currentAngle += angleStep;

if (stagger) { yield return WaitForSeconds(timeBetweenProjectiles); }

currentAngle = startAngle;

if (!stagger) { yield return WaitForSeconds(timeBetweenBurst); }

yield return WaitForSeconds(restTime);
isShooting = -

Ewkova 3.1.6.3
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TargetConeOfInfluence( startAngle, currentAngle, angleStep, endAngle)

Vector2 targetDirection = PlayerController.Instance.transform.position - transform.position;
targetAngle = Mathf.Atan2(targetDirection.y, targetDirection.x) * Mathf.Rad2Deg;
startAngle = targetAngle;
endAngle = targetfngle;
currentAngle = targetAngle;
halfAngleSpread = @f;
angleStep = 9;
if (angleSpread != 8)
angleStep = angleSpread / (projectilesPerBurst - 1);
halfAngleSpread = angleSpread / 2f;
startAngle = targetAngle - halfAngleSpread;

endAngle = targetAngle + halfAngleSpread;
currentAngle = startAngle;

Vector2 FindBulletSpawnPos( currentAngle)

x = transform.position.x + startingDistance * Mathf.Cos(currentAngle * Mathf.Deg2Rad);
y = transform.position.y + startingDistance * Mathf.Sin(currentAngle * Mathf.Deg2Rad);

Vector2 pos = Vector2(x, v);

return pos;

Ewkova 3.1.6.4

Kat onwg BAEnoupe oto ui Tou Unity £€(O0UE QUTEG TLC ETULAOYEC TTOU SlapEpouv
avaioya Tov £x6p0.

B Shooter (Script)

Bullet Prefab

Bullet Move Speed
Burst Count

rin en Bur
Rest Time
Projectiles Per Burst

Angle Spread

Ewkova 3.1.6.5
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3.2 ®akeloc Ul Menu

Enopevog pakelog mou Ba avaAlcooupe gival autog tou Ul menu omoU péoa €XeL
Ta script mou pog BonBave dtav avoiyoupe KATOLO menu , €iTe AUTO €lval To
main menu £(te To HeVoU HE TNV LoTopla .

(] P

StartGame

3.2.1 Pause

Me to script pause 0Tov avoilyoUUE TO LEVOU OUCLOOTLKA OTOLLOTAE
omoladnmoTe por) oTo TaLxvioL.

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

Pause : MonoBehaviour
StopGame()
Time.timeScale = 8;

StartAgain()

Time.timeScale = 1;

ExitGame()

Application.Quit();

Ewova 3.2.1.1
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3.2.2 Start Game

Me 1o start game otav natape play KAelvoupe pevou Kal EEKLVAUE TO TTaLyVidL.

StartGame : MonoBehaviour

GameObject startpanel;
Start()

Time.timeScale = 8;

StartAgain()

Time.timeScale = 1;
startpanel . SetActive(

Exit()

Application.Quit();

Ewkova 3.2.2.1

3.2.3 StoryTeller

Kat téAog pe to StoryTeller avoiyoupe to panel pe v Lotopia .

StoryTeller : MonoBehaviour
GameObject story;
Update()

if (Input.GetMouseButtonDown(@))
1

if (!story.activeSelf)
1
story . SetActive( e
}
else
r
L
story . SetActive( |H

1
I

Ewkova 3.2.3.1

40| Page



3.3 ®akeloc Player

Enopevog pakelog mou Ba avaAlcooue ival autog tou player.

Scripts > Player

Ea E3 3 E3 £3 £3 B3

MouseFollow Player Controls Player Controls

PlayerController PlayerHealth Projectile tamina word Weaponinfo

3.3.1 Player Cotrnol

ESw Ba Eekiviooupe pe to Player Control kaBwg to script pnaivel avtopato otav
BaAoupue ta controls ta omola pag BonBave va pmopoU e va XpNOLULOTIOLOOUUE
OAa Ta TTARKTPA TOU TTANKTPOAOYiOU Hag aAAd KAl TO TTOVTLKL KOG,

Player Controls (Input Act...

\o Control Scheme ™ Auto

Action Maps + Actions +
Movement Vove +
Combat b
Inventory Up: W [

I:'l"l'n.."u' ns |_|"~ ey Ll' Jar I"i]
Left: A [Key -::uard]
Right: D [Keyboard]

Ewova 3.3.1.1
3.3.2 Weaponinfo

ZtnVv ouvexela €xoupe to Weaponinfo to onoio pag deixvel o 0mAo €XOUUE Kot
TIG AemTOoUEPELC TOU.
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[CreateAssetMenu(menuName ="HNew Weapon™)]
WeaponInfo : ScriptableObject

GameDbject weaponPrefab;
weaponCooldown;
weaponDamage ;
weaponRange;

Ewkova 3.3.2.1
3.3.3 Sword
‘Emewta Oa Sou e To script mou adopd to sword.

AdoU apXLKOTIOL)COULE Ta TAVTA ITou Xpelaletal to onabi pag, cooldown,
animation kau collider

Sword : Singleton<Sword> , Iweapon
{
[SerializeField] swordCD = .5F;
[SerializeField] WeaponInfo weaponInfo;

Animator myAnimator;
Transform weaponCollider;

Awake()
-Awake();

myAnimator = GetComponent<Animator>();

Start()

weaponCollider = PlayerController.Instance.GetWeaponCollider();

Update()

MouseFolow() ;

WeaponInfo GetWeaponInfo()

return weaponInfo;

Ewkova 3.3.3.1
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Meta €xoupe Tov KwdLKa TNC eniBeong

Attack()

PlayerController.Instance.myAnimator. SetTrigger{“Attack™);
myAnimator.SetTrigger(“Attack™);
weaponCollider.gameObject.SetActive( );

DoneAttackingEvent()

weaponCollider.gameObject.SetActive(

Ewkova 3.3.3.2

OmoU Otav MATALE TO KOUUTIL TNC eMiBeong evepyomoleital To animation kot to
collider og mepimtwon mou XTUTHOEL KATL.

3.3.4 Bow n Arrow

Endpevog kwdikag mou Ba Soupe eivat tou bow kat tou arrow dnAadn tou 2%V
OTAOU LG , TO OTOLo €lval XwpLopévo ot 2 script. Kat ta 2 script Aettoupyouv
avtiotolya pe to sword , povo nou n dtadopa sivat oti to collider tou bow
BplokeTal 0ToO arrow, OTOU PECW AUTOU ETILTUYXAVETAL N MiBeon.

Kwdikag bow:

FIRE_HASH - Animator.StringToHash("Fire™);
Animator myAnimator;
Auake()

myAnimator = GetComponent<Animator>();

r(FIRE_HASH) ;
= Instantiate(arrowPrefab, arrowSpawnPoint.position, ActivateWeapon.Instance.transform.rotation);
newArrow. GetComponent<Arrow> () . UpdateWeaponInfo(weaponInfo) ;

WeaponInfo GetheaponInfo()

return weaponlInfo;

Ewkova 3.3.4.1
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Kat kwdikag Arrow:

Arrow : MonoBehaviour

[SerializeField] moveSpeed = 22f;
[SerializeField] GameObject particleOnHitPrefabVFX;

WeaponInfo weaponInfo;
Vector3 startPosition;

Start()

startPosition = transform.position;

Update()

MoveProjectile();

DetectFireDistance();
UpdateWeaponInfo(WeaponInfo weaponInfo)

-.weaponInfo = weaponInfo;

OnTriggerEnter2D({Collider2D other)

EnemyHealth enemyHealth = other.gameObject.GetComponent<EnemyHealth>();
Indestructuble indestructible = other.gameObject.GetComponent<Indestructuble>();

if (lother.isTrigger && (enemyHealth || indestructible))

{
enemyHealth?. TakeDamage(1);
Instantiate(particleOnHitPrefabVFX, transform.position, transform.rotation);
Destroy(gameObject);

Ewkova 3.3.4.2

DetectFireDistance()
if (Vector3.Distance(transform.position, startPosition) > weaponInfo.weaponRange

{
Destroy(gameObject);

MoveProjectile()

transform.Translate(Vector3.right * Time.deltaTime * moveSpeed);

Ewkova 3.3.4.3
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3.3.5 ActivateWeapon n DamageSource

T€Aog OtL adopa Ta OTTAQ TOU TtalyTn £XOULE €TtloNG Ta script ActivateWeapon Kkal
DamageSource to OToLa EVEPYOTIOLOUVTAL OTAV XPNOLULOTIOLOUE Ta OTIAQL KOl
OTAV TIETUXAVOU UE KATIOLOV QVTLTAAO avtioTtolyd

damagefmnt ;

Start()

MonoBehaviour currentActiveWeapon = ActivateWeapon.Instance.CurrentActiveWeapon;
damageAmnt = (currentActivelWeapon Tweapon) . GetWeaponInfo() .weaponDamage;

OnTriggerEnter2D(Collider2D collider)

if (collider.gameObject.GetComponent<EnemyHealth>())

{
EnemyHealth enemyHealth = collider.gameObject.GetComponent<EnemyHealth>();
enemyHealth . TakeDamage (damageAmnt) ;

Ewkova 3.3.5.1

on : Singleton<A

MonoBehaviour CurrentActiveWeapon {

PlayerControls playerControls;
timeBetweenAttacks;

attackButtonDown, isAttacking =
Awake()
-Buake();

playerControls = PlayerControls();

OnEnable()

playerControls.Enable();

Start()

playerControls.Combat .Attack.started += _ => StartAttacking();
playerControls.Combat .Attack.canceled += _ => StopAttacking();

AttackCooldown() ;

Update()

Attack();
4

Ewkova 3.3.5.2
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NewWeapon{MonoBehaviour newleapon)

CurrentActivelWeapon = newhWeapon;
AttackCooldown();
timeBetweenAttacks = (CurrentActivelWeapon

WeaponNull()

CurrentActivelWeapon =

AttackCooldown()

isAttacking = R
StopAllCoroutines();
StartCoroutine (TimeBetweenAttacksRoutine());

IEnumerator TimeBetweenAttacksRoutine()
yield return

isAttacking = H

StartAttacking()

attackButtonDown =

StopAttacking()

attackButtonDown =

Ewova 3.3.5.3

Attack()

:
1
{

AttackCooldown();
{ CurrentActiveWeapon

Ewkova 3.3.5.4

Iweapon) . GetWeaponInfo() . weaponCooldown;

WaitForSeconds (timeBetweenAttacks);

f{attackButtonDown && !isAttacking &% CurrentActiveWeapon)

Iweapon) .Attack();
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Kat apou tedewwoape otL adopd ta scripts yLa ta weapon ag SOULE KaL TOU

maiytn pag.
3.3.6 Stamina

Ac Eekvniooupe pe to script mou adopa to stamina dnAadn to mooeg GopEC

propoU e va kavoupe dash , kat pe ta cool down kalt pe to auto refresh.

Stamina :
CurrentStamina { H

[SerializeField]
[SerializeField]

Transform staminaContainer;

startingStamina = 3;
maxStamina;

STAMINA CONTAINER_TEXT

Awake()
-Awake();

maxStamina = startingStamina;

CurrentStamina = startingStamina

Start()

Singleton<Stamina>

2N

Sprite fullStaminalmage, emptyStaminalmage;
timeBetweenStaminaRefresh = 3;

"Stamina Container™;

staminaContainer = GameObject.Find(STAMINA_ CONTAINER_TEXT).transform;

UseStamina()

CurrentStamina--;

UpdateStaminaImage();

RefreshStamina()

if{CurrentStamina < maxStamina)

{

CurrentStamina++;
1

Ewkova 3.3.6.1
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UpdateStaminaImage();

IEnumerator RefreshStaminaRoutine()

while { )
1

yield return WaitForSeconds(timeBetweenStaminaRefresh);
RefreshStamina();

UpdateStaminaImage()

for { i =8; i < maxStamina; i++)
{
if({i <= CurrentStamina - 1)
I
L
staminaContainer.GetChild(i) .GetComponent<Image>().sprite = fullStaminaImage;
}
else

I
L

staminaContainer.GetChild(i) . GetComponent<Image>().sprite = emptyStaminalmage;

1
J
1
I

if (CurrentStamina < maxStamina)

{
StopAllCoroutines();
StartCoroutine(RefreshStaminaRoutine());

Ewkova 3.3.6.2
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3.3.7 PlayerHealth

ITnv cuvéxela nape oto script Nou adopad tnv {wn tou naiyxtn pag . AnAadn to

nioon {wn €XEL TO va KAVEL regen TV {wn Tou Kol To va nebaivel.
PlayerHealth : Singleton<PlayerHealth>

isDead { ; H

[SerializeField] maxHealth = 4;

[SerializeField] knockThrustBackAmount = 18F;

[SerializeField] damageRecoveryTime = 1f;

5lider healthSlider;
currentHealth;
canlakeDamage =
Knockback knockback;
Flash flash;
HEALTH SLIDER TEXT = "Heart Slider”;
TOWN TEXT = "MainScene”;
DEATH HASH = Animator.StringToHash("Death™);

Awake()
.Awake();
flash = GetComponent<Flash>();
knockback = GetComponent<Knockback>();

Start()

isDead =
currentHealth = maxHealth;

UpdateHealthSlider();

Ewkova 3.3.7.1
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OnCollisionStay2D(Collision?D collision)

EnemyAI enemy = collision.gameObject.GetComponent<EnemyAI>();

if {enemy)
{

TakeDamage(1, collision.transform);

1
I

HealPlayer()

if{currentHealth < maxHealth)

{

currentHealth += 1;
UpdateHealthSlider();

TakeDamage ( damage , Transform hitTransform)
if (!canTakeDamage) { return; }

ScreenShackingManage . Instance . ShakeScreen();
knockback .GetKnockedBack{hitTransform, knockThrustBackAmount);
StartCoroutine(flash.FlashRoutine());

canTakeDamage = K
currentHealth -= damage;
StartCoroutine{DamageRecoveryRoutine());

UpdateHealthSlider();
CheckIfPlayerDeath();

Ewkova 3.3.7.2
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CheckTfPlayerDeath()

if (currentHealth <= @ &% !isDead)

i
isDead = H
Destroy(ActivatelWeapon. Instance.gameObject);
currentHealth = 8;
GetComponent<Animator>{) .SetTrigger(DEATH HASH);
StartCoroutine({DeathlLoadSceneRoutine());

IEnumerator DeathlLoadSceneRoutine()
yield return WaitForSeconds(1.5F);

Destroy(gameObject);
SceneManager . LoadScene( TOWN_TEXT);

IEnumerator DamageRecoveryRoutine()

yield return WaitForSeconds (damageRecoveryTime);
canTakeDamage = H

UpdateHealthSlider()

if(healthSlider == )

{
healthSlider = GameObject.Find(HEALTH SLIDER TEXT).GetComponent<Slider>{);

1
I

healthS5lider.maxValue = maxHealth;
health5lider.value = currentHealth;

Ewkova 3.3.7.3
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3.3.8 PlayerCotrnoller

Itnv ouvéxela €xoupe to PlayerController Mou ouclaoTIKA EAEYXEL CUVEXELA OAEG
T SpaotnplotnTeg Tou maixtn , SnAadn ta animation tou, to TLinput Ba kKAveL 0

XPNotNng, To dash Kot yevika oTLdrToTe UMOpPEL va KAVEL O NPWAG KOG,

PlayerController : Singleton<Play

Facingleft { { return facingleft;

[SerializeField] moveSpeed = 1f;
[SerializeField] dashSpeed = 4f;
[SerializeField] TrailRenderer trailRenderer;
[SerializeField] Transform weaponCollider;

PlayerControls playerControls;
Vector2 movement;
Rigidbody2D rb;

Animator myAnimator;
SpriteRenderer mySpriteRender;
Knockback knockback;

startingMovementSpeed;

facingleft = H
isDashing = 5

type;
Awake()

-Awake();
playerControls = PlayerControls();
rb = GetComponent<Rigidbody2D>();
myAnimator = GetComponent<Animator>();
mySpriteRender = GetComponent<SpriteRenderer>();
knockback = GetComponent<Knockback>();
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Start()

playerControls.Combat.Dash.performed += _ => Dash
startingMovementSpeed = moveSpeed;

ActiveInventory.Instance.EquipStartingWeapon();

OnEnable()

playerControls.Enable();

OnDisable()

playerControls.Disable();

Update()

PlayerInput();

FixedUpdate()
AdjustPlayerDirection();
Move();
Transform GetWeaponCollider()

return weaponCellider;

Ewkova 3.3.8.2

PlayerInput()

movement = playerControls.Movement.Move.ReadValue<Vector2>();
myAnimator.SetFloat{ "moveX”, movement.x);
myAnimator.SetFloat(“moveY™, movement.y);

Move( )

if (knockback.GettingKnockedBack || PlayerHealth.Instance.isDead)
{
return;
1
rb_MovePosition(rb.position + movement * (moveSpeed * Time.fixedDeltaTime));

AdjustPlayerDirection()

Vector3 mousePos = Input.mousePosition;
Vector3 playerScreenPoint = Camera.main.WorldToScreenPoint(transform.position);

if(mousePos.x ¢ playerScreenPoint.x)

{

mySpriteRender. f1ipX
facingleft = 2

1

else

{
mySpriteRender. f1ipX
facingleft = P
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Dash()

if (!isDashing && Stamina.Instance.CurrentStamina >@)
{

Stamina.Instance.UseStamina();

isDashing = H

moveSpeed *= dashSpeed;

trailRenderer. emitting = H

StartCoroutine(EndDashRoutine());

IEnumerator EndDashRoutine()

dashTime = .2f;

dashCD = .25f;
yield return WaitForSeconds(dashTime);
moveSpeed = startingMovementSpeed;
trailRenderer.emitting = H
yield return WaitForSeconds(dash(D);
isDashing = 2

Ewkova 3.3.8.4

3.3.9 MouseFollow

Kat teAeutalo script otnv katnyopia Player eivat to MouseFollow mou amAa o
XOPOKT PO LOG KOLTAEL CUVEXELO EKEL TTIOU €XOULLE TO TIOVTIKL

MouseFollow : MonoBehaviour
Update()

FaceMouse();

FaceMouse()

Vector3 mousePosition = Input.mousePosition;
mousePosition = Camera.main.ScreenToWorldPoint(mousePosition);

Vector2 direction = transform.position - mousePosition;

transform.right = -direction;

Ewova 3.3.9.1
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3.4 Qakeloc Scene

Enopevog pakelog rou Ba Soupe elval autog Tou Scene Tou €XeL HEoa script TTou
adopouv to neptBairlov Tou mayvidlou.

3.4.1 Transparency

AnAadn) To mpwto script mou Ba Soupe elval autd Tou Transparency mou HECW
QUTOU UIOPOUE Kal GaLlVOUAOTE TIiow oo Kamola object my ta Sévtpa.

[range(a, 1)]
[SerializeField] transparencyAmount = 8.3F;
[serializeField] fadeTime = .4f;

spriterenderer spriterenderer;
Awake ()

spriteRenderer = GetComponent<SpriteRenderer:();

onTriggerenter2n{Collider2p collision)

if (collision.gameobject.GetComponent<Playercontrollers())
1

if (spriterenderer)

i

startCoroutine(Faderoutine({spriteRenderer, fadeTime, spriteRenderer.color.a, transparencyAmournt));

1
i)

OonTriggerExit2D(Collider2> collision})

if (collision.gameObject.GetComponent<PlayercControllers())
{

if (spriterenderer)
{

StartCoroutine(Faderoutine{spriteRenderer, fadeTime, spriteRenderer.coclor.a, 1f)}};

1
¥

IEnumerator FadeRoutine{Spriterenderer spriterenderer , fadeTime , startvalue , targetTransparency)

elapsedTime = 8;
while (elapsedTime < fadeTime)
1
elapsedTime += Time.deltaTime;
newAlpha = Mathf.Lerp{startvalue, targetTransparency, elapsedTime / fadeTime);
spriterenderer.color = color(spriterenderer.color.r, spriterRenderer.color.g, spriterenderer.coler.b, newAlpha);
vield return 5
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Ewova 3.4.1.2

3.4.2 ScreenShacikngManage

Enopevo sival to ScreenShackingManage mou otav poG XTumael o €x0pog,
KOUVLETAL N 086N

ScreenShackingManage : Singleton<5ScreenShackingManage’
CinemachineImpulseSource source;
Awake()

-Awake();

source = GetComponent<CinemachineImpulseSource>();

ShakeScreen()

source.GenerateImpulse();

Ewkova 3.4.2.1
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3.4.3 Destructable

Metad €xoupe to Destructable mou péow autou KATAOTPEDOUUE TO AVTIKEILEVA

’ ’

OTtw(¢ TA KouTLa.

Destuctable : MonoBehaviour

[SerializeField] GameObject destroyVFX;
OnTriggerEnter2D{Collider2D collision)

r
L

if (collision.gameObject.GetComponent<DamageSource>() || collision.gameObject.GetComponent<Projectile>() || collision.gameObject.GetComponent<Arrow>() )

{
GetComponent<PickUpSpawner>() .DropTtems();
Instantiate(destroyVFX, transform.position, Quaternion.identity);
Destroy(gameObject);

Ewkova 3.4.3.1

3.4.4 EconomyManager

To EconomyManager mou Hog LETPAEL TA KEpUATA

Manager : Singleton<EconomyManager>

TMP_Text goldText;
currentGold = @;

COIN_AMNT_TEXT = "Gold Amnt Text";
UpdateCurrentGold()
currentGold += 1;

if(goldText == )
{

goldText = GameObject.Find(COIN_AMNT_TEXT).GetComponent<TMP_Text>();

1
I

goldText.text = currentGold.ToString("

Ewkova 3.4.4.1
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Kat émetta €xoupe 2 {evyapla amnod script to mpwto eival to Pickup kat to
PickupSpawner.

3.4.5 Pickup

To Pickup eilval to script To omoio SnuLloupyel Ta AVTLIKELLEVA TTOU YUTTOPOUHE VOl
oUMEEOUUE , SnAadn TNV Kapdld , To stamina Kal Ta KEpUATA KoL OTav Ta
TIANGLAJOU UE QUTA £PXOVTOAL TTPOC EUAC KL UTTOPOULE VA TO CUANEEOU LIE.
Pickup : MonoBehaviour
GoldCoin,PiCKupType ¢

Stamina,
Health,

[SerializeField] PickUpType pickUpType;
[SerializeField] pickUpDistance = 5f;
[SerializeField] accelarationRate = .2f;
[SerializeField] moveSpeed = 3f;
[SerializeField] AnimationCurve animCruve;
[SerializeField] heightY¥ = 1.5f;
[SerializeField] popDuration = 1f;

Vector3 moveDir;

Rigidbody2D rb;

Awakel()

rb = GetComponent<Rigidbody2D>();

Start()

StartCoroutine{AnimCruveSpawnRoutine());

Update(}

Vector3 playerPos = PlayerController.Instance.transform.position;

if({Vector3.Distance(transform.position , playerPos)}< pickUpDistance)

{

moveDir = (playerPos - transform.position).normalized;
moveSpeed += accelarationRate;

moveDir = Vector3.zero;
moveSpeed = 83

Ewova 3.4.5.1
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FixedUpdate()

rb.velocity = moveDir * moveSpeed * Time.deltaTime;

OnTriggerEnter2D{Collider2D collision)

if (collision.gameObject.GetComponent<PlayerController>()})
{

DetectPickupType();:

Destroy(gameObject);

IEnumerator AnimCruveSpawnRoutine()

Vector? startPoint = transform.position;
random¥ = transform.position.x + Random.Range{-2f, 2f);
randomY = transform.position.y + Random.Range(-1f, 1f);

Vector? endPoint Vector2(randomX, randomY);
timePassed = @F;

while (timePassed < popDuration)
{
timePassed += Time.deltaTime;
linearT = timePassed / popDuration;
heightT = animCruve.Evaluate(linearT);
height = Mathf.Lerp(@f, heightY, heightT};

transform.position = Vector2.lerp(startPoint, endPoint, linearT} + Vector2{@f, height);
yield return 2

DetectPickupType()

switch (pickUpType)

case PickUpType.GoldCoin:
EconomyManager . Instance.UpdateCurrentGold(};

break;
case PickUpType.Health:
PlayerHealth.Instance.HealPlayer();

break;

case PickUpType.S5tamina:
Stamina.Instance.RefreshStamina();
break;
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3.4.6 PickUpSpawner

Kat to PickUpSpawner mou auto Baon kamotlov mibavotntwy , pag Sivel éva amtd
3 QVTIKELHEVA TTOU UIMOPOUHE VL CUANEEOUE , OTOV OTIAUE TIX EVOL KOUTL .

PickUpSpawner : MonoBehaviour
[SerializeField] GameObject coinPrefab , healthPrefab , staminaPrefab;
DropItems()
randonMum = Random.Range(l , 9);

if(randonMum == 1)

i

Instantiate(healthPrefab, transform.position, Quaternion.identity);

1
J

if(randonMum == 2)

i

Instantiate(staminaPrefab, transform.position, Quaternion.identity);

1
J

if (randonNum >= 3 && randonNum <=&6)

i

randomGAmnt = Random.Range(l, 3);

for [ i = 8; i< randomGAmnt; i++)

{

Instantiate(coinPrefab, transform.position, Quaternion.identity);

1

Ewkova 3.4.6.1
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3.4.7 Avitvelnventory n InvetorySlot

Kat teAeutaio Leuydpl eival to Activelnventory kat to InventorySlot ta omota
glval auta mou pag Bonbave va aAAaloupe weapons Kal oTnv 08ovn pog

Ewova 3.4.7.1

ActiveInventory : Singleton<ActiveInventory>
activeSlotIndexNum = @;

PlayerControls playerControls;

Awake()
_Awake();
playerControls = PlayerControls(};
Start()

playerControls. Inventory.ChangeInventory . performed += ctx => ToggleActiveSlot(( Jctx.ReadValue< >());
OnEnable()
playerControls.Enable();

EquipStartingWeapon()

ToggleActiveHighlight(@);

ToggleActiveSlot( numVlaue)

ToggleActiveHighlight{numVlaue - 1);

ToggleActiveHighlight | indexhum}

activeSlotIndexNum = indexNum;

foreach(Transform inventorySlot in -transform)

{

inventory5lot.GetChild(@) .gameObject . Sethctive(
H

-transform.GetChild{indexNum) .GetChild(8) . gameObject .SetActive( ¥;

ChangeActiveWeapon();

Ewkova 3.4.7.2
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ChangeActivebleapon()

if (ActivateWeapon.Instance.CurrentActiveleapon !=

{

Destroy{ActivateWeapon.Instance . CurrentActivebleapon . gameObject);

¥

Transform childTransform = transform.GetChild{activeSlotIndexhum);

InventorySlot inventorySlot = childTransform.GetComponentInChildren<Inventoryslot>();
WeaponInfo weaponInfo = inventorySlot.GetWeaponInfof):

Game0bject weaponToSpawn = weaponInfo.weaponPrefab;

if {weaponInfo == }

{

ActivateWeapon.Instance.WeaponNull();
return;

GameQbject newkWeapon = Instantiate({weaponToSpawn, ActivateWeapon.Instance.transform);

ActivateWeapon.Instance . NewWeapon(newkeapon . GetComponent<MonoBehaviour>(});

Ewkova 3.4.7.3

Invento it = MonoBehaviour

[SerializeField] WeaponInfo weaponInfo;

WeaponInfo GetWeaponInfol)

return weaponInfo;

Ewkova 3.4.7.4
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3.5 PakeAoc Management

3.5.1 AreaEntrance, AreaExit ,UlFade, Scenemanagment

Kal teAeutaiog ¢pakeAoC o AUTO TO project elval To management mou edw
gxoupe ta scripts Mou aA\alouv mnioteg, dnAadn ta , AreaEntrance , AreaExit,
UlFade, kat SceneManagemnet , ortoU ta mpwta SUo aAAA{OULE TNV OKNVH HLE T
Portals ou €xoupe oe cuvduaouo e to SceneManagment kat to UlFade sivat
aUTO mou kavel to fade amo aAAayr og aAlayn.

AreaExit : MonoBehaviour

[SerializeField] sceneToload;
[SerializeField] sceneTransitionName;

waitToLoadTime = 1f;
OnTriggerEnter2D{Collider2D collision)
if (collision.pgame0bject.GetComponent<PlayerController:()})
{
sceneManagement . Instance.5etTransitionMame(sceneTransitionName);

UIFade.Instance.FadeToBlack();
StartCoroutine(Load5sceneRoutine());

IEnumerator LoadSceneRoutine()

while {(waitToloadTime »>= @)

i

waitToLoadTime -= Time.deltaTime;
yield return 2

I

sceneManager. LoadScene(sceneToload) ;

Ewova 3.5.1.1
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ntrance : MonoBehaviour

[SerializeField] transitionName;

Start()
if(transitionMame == SceneManagement.Instance.SceneTransitionName)
i
PlayerController.Instance.transform.position = .transform.position;

CameraController.Instance . SetPlayerCameraFollow() ;
UIFade.Instance.FadeToClear();

: Singleton<s
SceneTransitioniame {
SetTransitionName( sceneTransit

SceneTransitionName = sceneTransitionName

Ewkova 3.5.1.3

UTIFa : Singleton<UIFade>

[SerializeField] Inage fadeScreen;
[SerializeField] fadeSpeed = 1f;

IEnumerator fadeRoutine;
FadeToBlack()
if(fadeRoutine != )
{
StopCoroutine(fadeRoutine);
T
fadeRoutine = FadeRoutine(1);
StartCoroutine (fadeRoutine) ;
FadeToClear()
if(fadeRoutine != )

StopCoroutine(fadeRoutine);

fadeRoutine = FadeRoutine(8)s
StartCoroutine(fadeRoutine) ;

IEnumerator FadeRoutine( targetAlpha)

while (!Mathf.Approximately(fadeScreen.color.a , targetAlpha))
{
alpha = Mathf.MoveTowards{fadeScreen.color.a, targetAlpha, fadeSpeed * Time.deltaTime);
fadeScreen.color = Color(fadeScreen.color.r, fadeScreen.color.g, fadeScreen.color.b, alpha);
ield return 2

Ewkova 3.5.1.4
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3.5.2 CameraCotrnoller

Meta €xoupe to cameraController mou Baon autol n Kapepa akoAouBAeL Tov
maiytn

¢ = Singleton<CameraController:

CinemachineVirtualCamera cinemachineVirtualCamera;

Start()

SetPlayerCameraFollow();

SetPlayerCameraFollow( )

cinemachineVirtualCamera = FindAnyDbjectByType<CinemachineVirtualCamera>();
cinemachineVirtualCamera.Follow = PlayerController.Instance.transform;

Ewkova 3.5.2.1

3.5.3 Singleton

Kol téAog to Singleton to omoio ivatl éva UTIOOTNPLKTLKO Script yla tapa TTOAAQ
AaAAa KaBwWG PE AUTO UTTOPOULE VA KPATALE OVTIKELUEVA arto aAAayr) OKNVAG O€
oKnvn XwpLg va kataotpédovtal Kot Onwe eidape o alAd script avti va €xouv
Vv MonoBehaviour otnv apxn Toug £€xouv o€ singleton tov eautod ToOUG.

Singleton<T> : MonoBehaviour

T instance;
T Instance { { return instance; } }

Awake ()

if (instance != &5 -gameDbject !=
{
Destroy( .gameObject);
H
else

{

instance = (T) 8
}
if (!gameObject.transform.parent)
{

DontDestroyOnlLoad (gameObject);
}

Ewkova 3.5.3.1
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ZUMNEPOOQL

Ev TéAn cuumnepaivoupe OTL Pe TNV KATAAANAN XprAon Twv epyaAeiwy Tou
Unity aAAa kat pe Tnv cwotn xprion kwdika mavw ota dtadopd Objects rou
EXOUUE SNULOUPYAOEL UTOPOULE VO PTLAEOUUE Eva TIANPEG AELTOUPYLKO TTOLXViOL
LLE OKOTIO TIEPAL TNV EVUXOPLOTNON TOU TTOLXTN KAl TV EKUAONoN Tou .

BiBAloypadia

Fla TNV OUYKEKPLUEVN Epyacia xpnolpomnotBnkav £tolpa assets ano to site

e https://itch.io/game-assets/tag-2d

e https://assetstore.unity.com/2d .
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