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Copyright ©

Amayopevetal n ovIypa®], amobKeLGN Kot SLoVOpT| TG TOPOVGAS EPYACING, &
O0AOKAN POV 1] TULOTOG VTG, Y10 EUToptkd okomd. Emitpémetar ) avatdnmon,
amodnkevon kot S1vopn Yo 6Komd Un KEPOOGKOTIKO, EKTOOEVLTIKNG 1 EPEVVNTIKNG
@OOoNG, VIO TNV TPOHTOHEST VAL AVOPEPETAL 1 TTNYT TPOEAELGNG KO VO, dLoTTPELTOL TO
POV WVL L.

Ot amdyeLg KoL T0 GUUTEPAGLOLTAL TTOV TEPLEYOVTOL GE ALTO TO £YYPAPO EKPPALOLV
OTOKAEIGTIKA TOV GLYYPAPEN KOL OEV OVTITPOSMTEVOLV TIG EMionEG BEGELS TOV
[Mavemotmpiov [epodc.

Q¢ cLYYPOUPENS TG TAPOVCAS EPYACIAG ONADVE® TMG 1) TAPOVSH EPYOCIN OEV ATOTEAET
TPOIOV AOYOKAOTNG KOl OEV TEPIEXEL DMKO ATt U OVOPEPOUEVEG TTNYES.
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Evyapiotieg

I"o v vAomoinon ¢ mapovoas epyasiog, Ba nBera va eKPpac® Tig BepUES LoV
gvyaplotieg otov emPAémovta kabnyn pov, k Evbopio AAEnn, yuo v eumictochivn
TOV KoL TNV KoBodnynom mov pov €yet dei&et.

Emiong, 0¢éAm va guyoplotnom TOVG GUUEOITNTES OV Y10 TNV GWOYT GLVEPYOGIO TTOL
elyape ko’ 6An ™ ddpkewa tov [IME, yua v emttoyn oAokANpwon OA®V TV
eCapnvav.

Ev katd kAe1dl, @& ® va uyaploTinom TV OIKOYEVELD OV Y10, TNV VTOGTIPIEN TOV LoV
€xel 0ol Kab’ OAn v ddpkelo pov oto [IME.
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[epiAnyn:

H mapovoa truyloxn epyacio £xel ¢ 6TOYXO TNV LAOTOINGT HOG EQOPHOYNS
Android kot cuykekpévo eVOg TaVIdoH TAATPOPLOG, GE TPAYHOTIKO YPOVO Y10, VAV
xpNotn — maiytn pe v xpnon tov Firebase. To moyvidt avtd apopd Tov avtaymviopd
HETAED TOAAATAMY YPNOTOV HEGH ad TOAAG OVCKOAN enimeda. Apykd O XpPNOTNG Yo
va {NGEL VTNV TNV TEPUTETELN TPETEL VOL ONULOVPYNGEL VAL AOYAPLOCSUO, 0VTOG O
Aoyaplacpog amobnkevete avtopata oty Firebase. Otav o ypriotg cuvoebei pe tov
Aoyaplacpd Tov Uropel va amoAaGEL T0, SOGKOAN LLOVOTATIO TOL TOV TTEPLéVoLy. [a
Vo 160BoOUNo® TNV SVGKOAN TOL ALY VIS0V EY® ETIAEEL onpeia EAEYYOV Kot £ dMGEL
otov maiyt 3 kapdieg {onc. e kabe éva enimedo 0 malyTnNG KPIVETE VO OVTILETOTICEL
JLpopEg SLOKOAES OTMG PMTIEG, TayideG PEAOVG Kat £xOpovg Yia va @Tdcel GTOV
Kpoppévo Onoavpd.

Abstract:

This thesis aims to implement an Android application and specifically a real
time game platform for a user using Firebase. This game involves competition between
multiple users through many challenging levels. Initially the user to experience this
adventure must create an account, this account is automatically saved in Firebase. Once
the user logs in with his account he can enjoy the challenging paths that await him. To
balance the difficulty of the game | have made a checkpoint system, and | gave the
player 3 hearts of life. In each level the player is judged to face different difficulties
such as fires, arrow traps and enemies to reach the hidden treasure.
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KepdAaio 1 - EpyalAcia Avamruéng
1.1 Game Engines

To Game Engine givat £va Aoyiopukd Tov ¥pnoonoleital yio. Tny ovamtuén
Bwreomayvididv. Eppaviotnke katd v didpketo g dekaetiog tov 1970 pe 1980
otav M Propmyavia TOV ToyVIoU®Y ApYLeE Vo KAVEL TA TPOTO. PLOTO GTNV 0yopd.
Exeivo tov kapd kdOe moryvidl avantuecdtay He LOVaOIKO KOJKO, oo TO UNOEV KATL
oL NTOV YPovoPopo kat akplPod. Kotd v didpreia T mep1dO0v 01 TPOYPUUUATIOTEG
GUVELINTOTOINGOV TNV avayKondTnTo Y10 £vo Kovo epyaieio mov Ba pmopovoe va
emavaypnoonombei o moAlomAd maryvidia. To Game Engine dpyioe va ovamtdiooetot
guputepa ot TEAN NG dekaetiog Tov 1990 kot t1g apyéc tov 2000 pe amotéleopa
oNUEPA VO VTTAPYOLY TANPWG eEomMopéva epyaleio. [Tapadetypata yvootov Game
Engines neptlapufavovy to Unity, to Unreal Engine kot to Godot.

1.1.2 Unity

To Unity tpwrtoepugpaviotnke to 2005 amd v etaupeio. Unity Technologies pe otoyo vo
TPOCPEPEL OGO TO SVVATOV EDKOAN YPTOT] Y10, TOVS TPOYPUUUOTIOTES OVEEUPTITMV TTOLVIOIDV.
Me tov kaupo to Unity yve éva. amd to. Snpogpiréotepa Game Engines oe oAdKANPO T0V KOGUO
YPNGOTOLOVLEVO Y10, TV avarTuén kon eEorymyn| oy viowwy 2D kon 3D 6e d1dipopeg
mhotpopueg omog to Android, I0S, Windows ko kovedies. Me to Unity ot mpoypappatiotég
LITOPOVV VO, STLOVPYNOOLY YPOPUKE, VoL SIEPITTOVV TO TEPIPAALOV TOL TTOUYVIOIOV, VOl
TPOGHEGOVV TEXVITI VONULOGHVI KL VOL EVOOUATMOoVY 1o Kot animations. H evempdtmon
oYVPOV gpyoleinv 6mwg to Unity Asset Store emtpénel 6Toug TpoypopUOTIGTES VoL ayopdlovv 1y
vo. Katedlovv assets kit wov Kéver v avartuén Tov oy Voo ToyVTEPT KoL EDKOAITEPT) OTNV
xpnom. 2npepa to Unity ypnoonoteiton omd oveEapmrong npuovpyods 060 Kot LEYOAES
eTonpeieg KaMoTAOVTOG TO 1B0VIKO Y10l Tonyviow kKébe £100VG Kot KOG,

Onwg &ym mpoavopépel enédeéao to Unity yio v avartuén Tov mouyvision Hov Adym g
EVKOALOG Ko TG gveM&lag Tov Tapéyel oty LITOGTPLEN TOAANTAMY TAATPOPUMY. Bdior tov
Unity &yo dnpovpynoet évo, 2D mouyviot wov putopel vo, Asttovpymoet o Android ko iI0S
ovokevéc. To Unity pe fonda va tpé&m o mayvidt pov og GAleg GLGKEVES 0POD TTOPEYEL
Android ko i0S mpocopowwtég. Emiong pe mv ypron tov Unity Assets Store giyo mv
duvatotnto vo Katefaom textures & environments yiol thv Snpovpyio. Tov oy vidtoh Hov.
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1.2 Database

H Bdon dedopévov Eekivnoe Tpv v eppavicet tov vroAoytotav. [laiadtepa
Ta otoyEln amobnkevovtav oe apyeia, PpAodnkeg kol viovddmie. Kotd v évapén
g dekoetiog Tov 1960 o1 TpdTeg VTOAOYIOTIKEG PAGELS SEGOUEVMOV ELPAVICTNKOV ALPOD
NTOV OIKOVOLUKE 0Od0TIKES Yo OOTIKEG opyavacels. To 1970 neipe v okvtdAn o
E.F. Codd o omoiog elonyaye 10 oxec10KO LovTéLo To omoio dAha&e pilikd tov Tpdmo
oKEYELG Y1 TIC Pdoelg dedopévav. To povtélo avtd amochvdee To oynpa g Pdong
dedopévmv amd TV PLGIKY amobfKevon TV TANPoPopldy. Eneita to 1980 n yAwoca
SQL éywe n Bdon yio v avalnmmon kot v dwoyeipton Tov dedopévav Kabng avénoe
o€ TOANGELS TNV ayopd Pacewv dedopévov. Katd v didpreia tov 2000 ot oyectakég
Baoeig dedopévav yvootég wg NoSQL (w.y. MongoDB kot Firebase) £ywvav dnpo@iing
YPNOLOTOIDVTOS OUPOPETIKES YAMOoES aval|TnonG Kot LOVTEAN OEOOUEVMV. ZNUEPQL
o1 Bacelg dedopévev cuveyilovv vo eEeAioccovTat e TNV EQPAVIOT) VEOV TEYVOAOYIDV
omw¢ o1 Baoeig dedopévov Cloud kot ot kaTovepunuéves PAceLg ded0UEVMY TOV
eMTPEMOLY TNV vEMELD OlaEIPIONG LEYAADV TOGOGTMOV OEOOUEVMV.

1.2.1 Firebase

H Firebase &ekivnoe mg o véa emyeipnoet pe to 6voua Envolve mov 16pHonke
10 2011 amd tovg James Tamplin kot Andrew Lee. Apyuca np Envolve mapeiye o API
Y10 TV EVOOUATOGCT AELTOVPYIDV GE SLOOIKTVOKEG GUVOIALES GE 16TOGEMOEG. L26TOGO
o James Tamplin ka1 o Andrew Lee avaxdlvyav 6t to Envolve ypnoiporotovtay yuo
NV HETAS0OT SEGOUEVAOV EPAPUOYADV TTOV OEV NTOV UNVOLOTO GUVOUIAMOG. AVTO
001 yNoE TOVE WPLTEC Vo, dnuovpynoovy v Firebase w¢ Eeympiot) etoupeia to 2011.
H npdn dnpooia kukAopopio ywve tov Ampidio tov 2012 pe to npoidv Firebase
Realtime Database mov cuyypdvile dedopéva epapuoymv og i0S, Android kon Web
ovokevég kat To amobnkeve oto Cloud ¢ Firebase. 'Eneita 1o 2014 1 etaupeio
ayopootiké amo tnv Google. Ao tote n Firebase £yst eEelybel o€ po ohokAnpopévn
TAATPOPLOL AVATTUENG EQAPLOYDY TPOCPEPOVTOG VINpESies Omwg Firebase Hosting,
Firebase Authentication, Firebase Cloud Messaging xat toAld dAho. Efquepa n Firebase
xpnowonoteitat yio Ty avarntuén kvntov kot Web epoppoyodv. ‘Exyo emdééet Ty
Firebase ywati pmopet ebkora va evempatmdel pe to Unity kabiotdvtoag v davikn
EMAOYN Y10 ToyVidlo oV amantovy SladikTvaKk cvuvdeot. Me v Firebase pmopd
€0KOAQ VO, SLOLXEIPLOTM TaL OEOOUEVA TV YPNOTAOV KAOMOG Kot va, To, amodnKeucm pe
ACQAAELO.
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Kepdhawo 2 — Eyyepidro [Toyvidion

2.1 Joystick — Kivnon Xopaktipo

Exyo ¢tuaéel éva xeptotplo yio 1o Kivntd OoTE 0 ToikTNg vo umopel va edéyEet Tov
YOPOKTIPO TOV UEGH GTO TOLYVIOL.

Mo va eTiaé® avtd To YEPLoTPLO EMpEne vo. dnpovpynom otnv lepapyio (hierarchy)
tov Unity 3 Ul Images.

Amd 1o 3 Ul Images to mo onuavtiko sival to Movement Joystick 610tt xet Oheg T1g
Aerrovpyiec. Ta dAlo dvo givar amdd Background sikoveg kat dgv éyovv Kavéva
EVOOUATMOUEVO KMOOTKA.
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>to Ul Image ( Movement Joystick ) vapyovv ta Event Trigger mov ypnoiporotovvton
v va kaBopicovv Aettovpyieg extédeons ava Kabe copfav. Onwg PAémete mo KAT®
ypnowonowd 2 Event Triggers étav o User (maiktng) tpapaet to Joystick va kaiei tnv
ovvaptnon Drag() kot 6tav tedeidvet To tpafnyua vo korel tv cvuvaptnon EndDrag().

Event Trigger

Drag (Ba entData)
Runtime Only = MovementJoystick.Drag
7] nent J

End Drag (B

Runtime Only MovementJoystick.EndDrag
7] nent J

Add New Event Type

v Movement Joystick (Script)

Axoun 6nwg PAETOVLE O TAVE GTNV EKOVA VILAPYEL EVAG KOOKOG 0 0oiog elval o
Adyoc mov o maiktng umopel va kvnBel. Katd tv didpreio Tov moryvidion 6tov o
TOUKTNG EVEPYOTONGEL TO Yeplothplo TpExet 1 Start() n omoia amwodnkedeL TV apykn
0éon tov Joystick Background kot vroloyiletl tnv axtiva tov yeipiotnpiov. Xtov
VIOAOYIOUO TNG OKTIVA TOV YEPLETNPIOL dopw LE T0 4 OOTE Vo TeEPLopicm TV TEPLOYXN
TOV YEPLOTNPIOL OV pmopet o waiktng va tpapnet.
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start()

joystickoriginalPos = joystickBG.transform.position;

joystickRadius = joystickBG.GetComponent< tTransfor .sizeDelta.y / 4;

Mo kdtw PAémovpe v cuvaptnon Drag() n omoia exteleite dtav tpapdte to
YEPLOTNPL0. APYIKE LETOTPENEL TAL OEOUEVA TG KiVIONG TOV YEPLoTNPioL OE
PointerEventData kot amobnkevel v apyikn tonobesia tov. "Yotepo vroroyilel T
KatevBuvon Tov yeplopiov aparpmvtog Tig 2 TIrES. 'Exm meplopicet nv kivion tov
iy TPOG T TAV® yroTi Exm eTiaEel GAA0 Kddka yio. To Jump() To omoio o Anocw
apyotepa. Ev T€An eléyym tnv kivnon tov ¥ep1otiplov 6tav 10 dAKTUAO TOV oyt
elvar evtog kat ektdg ToL opiov axtivag dcte va koAvtepsym To Ul.

Data baseEventData)

entData pointerEventData = baseEventData Poir entData;
dragPos = pointerEventData.position;

joystickvec = (dragPos - joystickOriginalPos).normalized;
it (joystickvec.y > ©
joystickvec.y = @;
joystickpist = r2.Distance(dragPos, joystickoriginalPos);

it (joystickDist < joystickRadius

joystick.transform.position = joystickoriginalPos + joystickvec * joystickDist;

joystick.transform.position = joystickoriginalPos + joystickVec * joystickRadius;

isDragging =
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Mo kdtw PAémovue v cvvaptnon EndDrag() n omoio ekteleite OTOV GTAUOTAEL O
maiye vo tpaPdet To yeprtotnplo. Apyikd omobnkevm og o petaPinty bool 6t o
oty TNG €XEL GTAUATNGEL TO TPAPMN YA TOL YEPLoTNPioL Kot apyilom pio KopovTiva Le
v ovvaptnon ReturnToOriginalPosition(). Xpnoyomold v Kopovtiva yio va.
EKTELECM EVEPYELEC TTOV SLOPKOVV Yo opkeTd frames étotl dote va oTapaTnom Ty
TaOGEL OTNV EQOPLOYT Hov. ZTtnv cuvaptnon ReturnToOriginalPosition() erovagépete
OMOAG TO YEPIOTAPLO TNV ap)Ikh Tov BEon o€ ddpketa 0.2f (2 devteporémtmv) katd
TNV 0QUPEGEL TOL OOKTOAOL OO TO XEPLGTNPIO.

EndDrag(Bas entData b

isDragging = =

StartCoroutine(ReturnToOriginalPosition());

IEnumerator ReturnToOriginalPosition()

Vector3 startPos = joystick.transform.position;
ctor3 endPos = tickOriginalPos;
elapsedTime of;
duration = 0.2f;

while (elapsedTime < duration

joystick.transform.position = ve .Lerp(startpPos, endPos, elapsedTime / duration);
elapsedTime += Time.deltaTime;

joystick.transform.position = endPos;
joystickVec = Vector2.zero;

To yeprotpro yia vo Aeltovpyn oL xpetdleTon Vo EQUPLOCTEL GTOV YOPAKTPA KOl GE
avThv TV TEpinTeon oto kdduca PlayerMovement.
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@ Inspector B C«

@ v Player

-

Tag Player E Player

Transform
Sprite Renderer
Box Collider 2D
Rigidbody 2D

Animator

]

Player Respawn (Script)

Health (Script)

=
JE
(]
™
—
[ #]

e

Player Movements (Script)

10
20

Ground

Koatd v didpreto Tov moryviolon arodnkevete n Kiviion TV XEPIGTIPLOL TOL
vroloyicape oto Movement Joystick kot eAéyyovpe v katevBuvon tov oyt KoTd
OG0 givor deE10 1 OPLOTEPA KOl LETAKIVOVLE TO Taiytn avtictoryo. 'Emetta eAéyyw eav
VIapyEl To Animator ko 6TV GLUVEYELD, EVEPYOTOL® TNV ToPAaueTpo Run dtav eivot
peyaAvtepn oo to 0.01f ( Aertovpyeio move amd Imsec).

Update()

horizontalInput = movementJoystick.joystickvec.x;

if (horizontalInput > ©.01f
transform.localScale 3.one;
horizontalInput < -@.01f

transform.localScale

anim !=

anim.SetBool ("Run”, ht. ‘horizontalInput) > @.01f);
anim.SetBool (" u , isGrounded());
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2.1 Jump Move — Kivnon Xopaxtipa

"Exo ¢tia&et éva kovpumi Jump yia to kivntd ®ote 0 maiktng va pmopet va EAEYEEL TOV
YOPOAKTPO TOV UEGH GTO TOLYVIOL.

INo va eTiaém avtd to Kovumi Empene vo dnpovpynow otny lepapyio (hierarchy) tov
Unity 2 Ul Images. An6 ta 2 Ul Images to mo onpavtiko givar to Jump Panel d16tt éyet
OAec TG Aettovpyieg. To aAho eivon amhd Background sikdovag kot dev £xetl kavéva,
EVOOUATOUEVO KDOOIKO.

>to Ul Image ( Jump Panel ) veépyer to Event Trigger Pointer Click to omoio kolel v
ovvaptnon OnJumpButtonClicked() n onoia Bpickete otov kddwka PlayerMovement()
tov Player.
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O Inspector =]

Ea v Jump Panel
T Tag Untagged ayer Default

T+

- Rect Transform

i)

Canvas Renderer

#

v Image

T+

Event Trigger

Pointer Click (

Runtime Only ~ PlayerMovements.OnJumpButtonClickeaw
BPlayer (P

Add New Event Type

OnJumpButtonClicke

Jump()
if (isGrounded()

body.velocity = or2(body.velocity.x, jumpPower);
if (anim != ) anim.SetTrigger("Jump");

else if (onWall() && !isGrounded()
if (horizontalInput == 8)
I
L

body.velocity = r2(-Mathf,Sign(transform.localScale.x) * 10, @);
transform. localsca athf.sign(transform.localScale.x), transform.localScale.y, transform.localScale.z);

body.velocity = tor2(-Mathf.sign(transform.localScale.x) * 3, 6);

wallJumpCooldown = @;

Avt 1 cuvdptnomn eAEYyEL Qv 0 yopokTnpag BpickeTon 6to £dapog. Edv var tote
eQopUOCETOL O VEQ TOYDTNTO, GTO CMLLOL TOV YOPOKTPO 101 HE TNV TpoKabopiouévn
petapAnty (20) yio tov d€ovay , evd yia tov d€ova X 1 TaydTNTO TOV COUATOC
napapével idwo. Encito ehéyyete edv vmapyet Animator kot evepyonowd to animation
Jump. Eav oyt 101e eéyyete €dv 0 yopaktnpog PpiokeTe GTOV TOlYO KO TOVTOYPOVA OEV
elvat 610 €00.p0og. v cuvéyela aAAAC® TV Topeia TOV AARATOG GTNVY avTiBeTn Popd
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ue tov toiyo ko emavaeépm to WallJumpCooldown. Avtd 1o kdve ®ote 0 maiytg vo
Unv KoAAGEL GTOoV TOlYO.

Update()

wallJumpCooldown > @.02f

body.velocity tor2(horizontalInput * speed, body.velocity.y);

if (onWall() && !isGrounded())

{
body.gravityscale
body.velocity = Vector2.zero;

body.gravityscale = 7;

wallJumpCooldown += Time.deltaTime;

Katd v didpketo tov maryvidiod eréyym eav to WallJumpCooldown givai peyaivtepo
tov 0.02f, edv vo tOTE M KiviioN TOL CAOUATOG TOV YOPOKTHPA EVILEPDVETE BAoT TG
Kivnong tov xeplotiplov kat v tpokabopiopévn tiun speed (10). ‘Eneita eléyyete
edv 0 yopaxtnpog Ppioketol oe emapn e TOV TOiY0 Ko elval xTOG £6APOVG, €6V Vol
TOTE M TAYLTNTO KoL 1) fopOTNTO TOV XOPAKTPO LETOTPENETE GE UNOEV KAVOVTAG TOV V.
KOALGEL GTOV TO1Y0, EAV O)l TOTE ETAVAPEPETE 1| PapdTNTO CTNV OPYLKT TG LOPPT. Avn)
i rov WallJumpCooldown givon pikpotepn tov 0.02f tote avédvete otadiokd pe ta
frames per second.
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2.3 Attack Move — Xvotnua Enibgong

Exo etidéer éva kovuni Attack (Enifeong) yio o kivntd dote o moiktng va umopei vo
eAEYEEL TOV OPOKTIPOL TOV LEGH GTO TTOLYVIOL.

INo va eTiaém avtd to kovumi Empene vo donpovpynow oty lepapyio (hierarchy) tov
Unity 3 Ul Images. An6 o 3 Ul Images 1o o onpavtikd givar to Attack Panel 6161t
éxel Oheg T1g Aertovpyiec. Ta dAha eivon amhd Background ewdvog kot dev £xovv Kavéva
EVOOUATOUEVO KMOOTKO.

Y10 Ul Image ( Attack Panel ) vrapyet to Event Trigger Pointer Click to onoio kaAet
v ovvaptnon Attack() n omoia Bpiokete otov kmdka PlayerAttack() tov Attack
Panel.
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v Attack Panel
Tag Untagged g Default

Rect Transform
Canvas Renderer
k] v Image

3 Event Trigger

Runtime Only + PlayerAttack.Attack
aA Par

B v Player Attack (Script)

Fireballs

Element O @ Fireball

=
@ Fireball (1)
i Fireball (2)
o Fir
i® Fireball (4)
W Fir
i Fir
o Fir

F

F

Element 8 i Fireball (

-

Element @ i Fireball (9)

J1 Fireball

Update()

cooldownTimer += Time.deltaTime;

s aysSound(fireballSound);
anim.SetTrigger(” "8
cooldownTimer =

fireballs[FindFireball()].transform. p051t10n firePoint.position;
fireballs[FindFireball()].GetComponent<Prc le>() .SetDirection(Mathf.Sign(transform.localScale.x));

Ytov o mhve kddika 6tav to Event Trigger evepyomom0ei 1ot kaleite | cuvaptnon
Attack() n onoia gvepyomnotel tov Tpokabopiopévo fyo kat to Animation tov. To

Cooldown Timer givou 1 Aertovpyd uétpnong tov ypdvov KTl TV 0moin T0 6ToyE0
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Fireball Bpiokete otov aépa ( avtd awEavete 6TASIOKA KOTA TNV SAPKELL TG
epapuoyng ). Enetra Bpickel tnv tomobesio tov otoryeiov Fireball kot tnv katevBovet

TPOG TNV AVTIGTOLYT TOPEiQ.

PlayerAttack : MonoBehaviour
FindFirebal

@; 1 < fireballs.Length; i++

if (!fireballs[i].activeInHierarchy)
return i;

return @;

‘Enetrta koeite 1 ovvaptnon FindFireball() n omoia €xet tnv Aettovpyia va yayver otny
epapyio Tov Unity kot va Bpioker v Fireball n onoia dev givor akdun evepyet.
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Fireball

- Tag Untagged ayer Default

Prefab i Firebsz
Overrides
Transform
Sprite Renderer

Projectile (Script)

Box Collider 2D
Rigidbody 2D
= v Animator

Controller

Normal

Always Animate

Yy lepapyio £xm @TIdEEL Vo TPOKOTACKEVAGUEVO avTikeipevo pe to dvopa Fireball
10 omoio £xel Tov kMdwKa Projectile.cs .

ur
setDirection( _direction)

lifetime = @;

direction = _direction;
gameObject.SetActive

hit =

boxCollider.enabled = A

localscalex = transform.localScale.x;
if (mathf.sign(localScalex) != _direction
localscalexX = -localScaleX;

transform.localScale = \ 3(localscaleX, transform.localscale.y, transform.localscale.z);
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Apykd katd v extéleon tov Attack kokeitor n cvuvaptnon SetDirection() n omoia
EVEPYOTOLEL TO OVTIKEILEVO KO TO KATEVOVVEL GTNV COGTH QOPAL.

Update()

if (hit) return;
movementSpeed = speed * Time.deltaTime * direction

transform.Translate(movementSpeed, @, 9);

lifetime += Time.deltaTime;
if (lifetime > 5) gameObject.SetActive

Koatd v dtdpreto Tov oy vidlo eEAEYYETE €6V TO AVTIKEIEVO £XEL GLYKPOVOTEL, €4V
Oyt TOTE TO AVTIKEIHEVO KIVITE KOVOVIKA pE TNV TtpokaBopiopévn tayvtnta (5) kot
petpare otadiokd o ypovog avd frame. Otav o ypdvog Kiviong Tov aVTIKEWEVOL
QTAGEL VO ivan peyaADTEPOG TOL 5 TOTE amevepyomold To ovtikeipevo Fireball.

2.4 Health Bar — Mndpa Zong

‘Exo etid&et éva Health Bar — Mrtdpo Zmng yior To Kivntd dote 0 moiktng vo umopel vo
dgl Tooeg LmEC TOL £0VV QTOUEIVEL Y10 VOL VIKNGEL TO O ViotL.

I'o va o vAomomow énpene va dnuovpynocwm oty lepapyia (hierarchy) tov Unity 3 Ul
Images. A6 ta. 3 Ul Images to mo onuoavtikd givon to HealthBar 816t £xet OAeg tig
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Aertovpyiec. Ta dAha eivon amhd Background sikdvag ko dev £xovv kavévo
EVOOUOTOUEVO KOOIKO.

&) Healthbar
5 HealthbarTotal

&) HealthbarCurrent

Eivat avaykn va tpocBécm ot to HealthbarTotal & HealthbarCurrent éyovv oto Fill
Amount 0.3, avtd onpaivel 6Tt 0 yopoaktnpog £xel oty d1dbeon tov 3 Lwéc.

t’a v HealthbarTotal
i Tag Untagged ayer Default

as

Rect Transform
Canvas Renderer
H] v Image

[*|HealthBar

Filled
Horizontal
Left

Efj v Healthbar
- Tag Untagged ayer Default

Rect Transform

B} ~ Health Bar (Script)

>to avrtikeipevo Healthbar vdpyetl o kddwkag HealthBar.cs o omoiog givat
ovvdedepEvog e Tov kadtko Health.cs mov Bpicketar oto avtikeipevo Player kot £yet
¢ kaBopiopéva otoryeio o 0.3 amd Ta 2 Ul Images.
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HealthBar : MonoBehaviour
Start
totalhealthBar.fillAmount = playerHeath.currentHealth / 18;

Update(

currenthealthBar.fillamount = playerHeath.currentHealth / 18;

210V TOPOTAVE KOO 1 UTdpo {ONG EVNUEPDVETE OO TNV 0PYT] TOL TPEYEL M
EQOPLOYT KOl KOTO OLOCTILLOTO, TG,

Atevkpivnon dwapeite pe to 10 wote va pmopet va etooyBel cwotd n tun g {ong oto
Fill Amount Tov Ul Image.
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[ #] Health (Script)

Health
Starting Health

iFrames

Components
Components
Ele
Ele
Ele
Ele
Ele

Death Sound
De: d Death

Hurt Sound
Hu d

>wTAPNG Xat¢nkupidkou

O k®dwag Health Bpickete oto avtikeipevo Player kot Agrtovpyd avtopoto Kotd v
Evapén Tov ToyVidlov Kat amodnKkevEL oE o LETAPANTH TO 0pyIKO TOGH TV (OOV TOV

naiym (3).

Health : Mon

Awake ()

currentHealth = startingHealth;
anim = GetComponent<Animator>
spriteRend = GetComponent<Spri
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2.5 Health Collectable — Eionpaén Zmng

‘Exo otid&et éva. Health Collectable — Eionpoén Zong yio 1o Kivtd ®OTE 0 TOKTNG V.
umopel va mapet £€Tpa LwEC Katd TNV O1dpKELD TOL TTALYVIOOD OOTE VO TEAELDGEL TO
oy viot.

I'o va 1o viomomow énpene va dnuovpyncm oty Ilepapyia (hierarchy) tov Unity éva
Sprite pe To 6vopo HealthCollectible.

.' v HealthCollectible
- Tag Untagged

Prefab @ HealthCe
Overrides Select

; Transform

'#&» v Sprite Renderer

3] Health Collectible (Script)

Health V

Collect Sound

ect Sound

Y10 avtikeipevo avtd £xm eTidéetl évo kmdka mov eléyyet To Box Collider tov kot
Kavel Trigger tav o maiymg £pbet oe emagn He aVTO. XTIV GLUVEYELD, KOAY TNV
ovvaptnon AddHealth() n omoia Bpickete oto Health.cs tov avtikeipévov Player kot
npocBetr v Cmn kat amevepyonowd to avtikeipevo ( Health Collectable ).
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onTriggerEnter2D(Collider2D collision)

collision.tag = "P1

S ~.instance.PlaySound(collectSound);
collision.GetComponent<Health>().AddHealth(healthvalue);
gameObject.SetActive( ik

Health :

AddHealth( _value)

currentHealth = Mathf.Clamp(currentHealth + value, @, startingHealth);

Ortav kaAeite n ouvaptnon AddHealth() a6 v HealthCollectible eiéyyet eav n {on
7oV TNPE 0 TalyTNG Elvat ek Yo va Tpoohetn oty umdpa (ong tov. Andadn edv o
maiytng €xet 3 {wég 10te M kapdia dev mpocbeté oty pmdpo Cong, evo edv Exer 21 1
Con to1e TPochHeTé KavoviKd oty undpo Long Tov.

2.6 Traps

2.6.1 Arrow — Béin

Exo ¢otia&et £va Trap Arrow dote va Kave To oty viol To evolapépov Kabg kot va
avéNom TV OLGKOAL TOL TOLYVIO10V.

I'o va 1o vAomomow Enpene va dnuovpyncm oty lepapyia (hierarchy) tov Unity éva
avtikeipevo pe to dvoua ArrowTrap, mov £xet mandia to avTikeipevo Arrow.
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"" v ArrowTrap
- Tag Untagged er Default Arrow

¥ Tag Enemy

rides Select

s Transform

B v Arrow Trap (Script) Overrides Select

2 Transform

'8 v Sprite Renderer

O v Box Collider 2D

&  Rigidbody 2D

|+ % Enemy Projectile (Script)

210 kéOe £vo avTiKeipevo VITApYEL EEXOPIOTOG KMIKOC TOV KAVEL S1OUPOPETIKA
wpdypoto 6mmg Ho PAGovUE apYOTEPQL.

wTra p : Mon
Update()

cooldownTimer += Time.deltaTime;

if (cooldownTimer >= attackCooldown
Attack();
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Apykd Kot TNV SdpKeELR TOV Toy Vool o Kodtkag ArrowTrap ehéyyet edv To
Cooldown Timer givon peyaddtepo e npokadopiopévng petaPAntig (1) kot ko v
ouvvaptnon Attack().

owTrap : Mo
Attack()

cooldownTimer = @;

SoundManager.instance.PlaySound(arrowSound);
arrows [ FindArrow() | .transform.position = firePoint.position;
arrows [ FindArrow() | . GetComponent<EnemyProjectile>().ActivateProjectile

FindArrow()
i=0; i < arrows.Length; i++

if (larrows[i].activeInHierarchy)
return 1i;

return @;

‘Emerta n ouvaptnon Attack() evepyomotei tov mpokabopiopévo 1o kot avEavet
otadakd to Cooldown Timer katd v didpketa TG epapuoyns. Enerta Bpiokel v
tomoBecio Tov oTotyeiov AIrowW kot TV KatevbvuVeEL TPOG TNV OvTioTOYN TOPEiaL.

Yty ovvéyeln kaeite 1 cvvaptmon FindArrow() n omoia €xetl Tnv Aettovpyia vo yayvel
oV epapyio Tov Unity kot Ppickel To Arrow to omoio dev givat axoun evepyo.

2y lepapyia £xm @Tidéet éva TPOKATACKEVAGHEVO avTikeipevo e To dvopa Arrow to
omoio €yetl Tov k®dwka EnemyProjectile.cs .
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ActivateProjectile()

lifetime = @;
gameObject.SetActive
Update()

movementSpeed = speed * Time.deltaTime;
transform.Translate(movementSpeed, 0, @);

lifetime += Time.deltaTime;

if (lifetime > resetTime
gameObject.SetActive

onTriggerEnter2D(Collider2D collision)

.onTriggerEnter2D(collision);
gameObject .SetActive g

Kotd v dibpreto Tov moryvidtoh T0 aVTIKEIILEVO KIVITE KOVOVIKA LLE TNV
npokafopiopévn tayvtnto (13) kot petpdte otadioKd o ypovog avd frame. Otav o
xPOVOG Kivnong tov avtikeyévov etacet va givor peyoivtepog tov 13 tote
OTEVEPYOTOLD TO OVTIKEILEVO AITOW.

Eniong 6tav to Collision tov avtikepuévov Epyetat o€ enar| Le ToV ToiyTn TOTe
KaAeitan 1 cuvaptnon OnTriggerEnter2D() o onoiog Bpicketatl 6Tov KMOOKA
EnemyDamage.cs kot agaipei tnv mpokabopiopévn {nuio (1).

onTriggerEnter2D(Collider2D collision)

if (collision.tag == "Player”
collision.GetComponent<Health>().TakeDamage(damage

2.6.2 Fire — dotia

‘Exo etidéet éva. Fire Trap dote vo KAvem To oty vidt o evolopEpov kabde Kot va
avENC® TV SVCKOALN TOVL TTOLYVIOLOV.
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I'o va o vdomomow Empene va dnuovpyncm oty lepapyia (hierarchy) tov Unity éva
avtikeipevo pe to ovoua firetrap.

1) firetrap

EEJ v firetrap

- Tag Enemy

~ Transform

£y v Sprite Renderer
O v Box Collider 2D

B Firetrap (Script)

1 Firetrap
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Méoo og avTo TO AVTIKEILEVO VAOTOINGO TOV KddKa Firetrap.cs o omoiog £xet
npokafopiopéveg Tiuég yioo to Damage, yia to Activation Delay ( Reload ) ko yio to
Active Time.

Firetrap : MonoBehaviour

Update()

if (playerHealth != && active
playerHealth.TakeDamage(damage);

Apyikd Kot TNV StdpKELR TOV TouyVIolo0 EAEYYEL €AV N purdpa (oG Tov TTaiyTn elval
evepyel Kat Tantoypova ogv gival ion pe undév 10te o maiytng yavet £va movto Cmng.

Firetrap : MonoBehaviour
references
onTriggereEnter2D(Collider2D collision)
if (collision.tag == "P1

playerHealth = collision.GetComponent<Health>();

if (!triggered)
startCoroutine(ActivateFiretrap());

if (active)
collision.GetComponent<Health>().TakeDamage(damage);

Axoun oto avrikeipevo firetrap £xm viomoinom £va KOSIK TOV EVEPYOTOLETE OTAV O
naiymg €pbet oe emapn pe to collision tov firetrap. Xtnv nepintmon avt to Health
divet to current Health tov maiyt ko apyilel o€ vropovtiva v cvvapton
ActivateFiretrap() tnv omoia 6o iAncm apyotepa. Enerto edéyyet edv n moryida givon
evepyomoimuévn Kot €av var tote Kokel v cuvaptnon TakeDamage() mov Bpiokete 610
k®dwa Health.cs Tov Player.
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triggered = g
spriterend.color

activationDelay);
er.instance.PlaySound(firetrapSound);

olor = Color.white;
active = g
anim.SetBool("activated”,

yield return ids (activeTime);
active = g

triggered = 3

anim.SetBool("activ

Ortav kaAgite 1 vropovtiva ActivateFiretrap() tote petatpénet to sprite tov firetrap oe
KOKKIVO (OGTE VO 0ei&el TG LITAPYEL KIVOLVOG. LTV GUVEYELD TEPIUEVEL EVOL YPOVIKO
ot Ko EVEPYOTOLEL TOV Tx0 Ko TV maryida. ‘Enerta petatpénet to sprite otnv
KOVOVIKT] TOV LOPPT KOl LETA OO KATOL0 YPOVIKO OIACTNO EXAVAPEPEL TIG LETOPANTEG
otV apyikn Tovg popemn. Télog amevepyomoud To animation ko to trap.

2.6.3 Saw

‘Exo otid&et éva Saw Trap oote va Kave to oty viol mo evolapépov kabmg kot va
avENo® TV SVCKOALN TOV TTOLYVIOLOV.

I"o va 1o vAomomom Enpene va dnuovpyncm oty lepapyia (hierarchy) tov Unity éva
OVTIKEIIEVO pe TO dvopa Saw.
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~’v v Saw Static

Tag Untagged v Layer Enemy

Overrides Select

Transform
Sprite Renderer
Box Collider 2D
Animator

Enemy_Sideways (Script)

Méoo og avTo T0 aVTIKEILEVO VAOTOINGO TOV Kddka Enemy Sideways.cs o omoiog et
npokafopiopéveg Tiuég yioo to Movement Distance, yio to Speed kot yio to Damage.

Awake ()

leftEdge = transform.position.x - movementDistance;
rightedge = transform.position.x + movementDistance;

Update()

if (movingLeft

if (transform.position.x > leftEdge)
7
1

transform.position = Ve 3(transform.position.x - speed * Time.deltaTime, transform.position.y, transform.position.z);

e

movingleft =

else

if (transform.position.x < rightedge)

transform.position = Ve 3(transform.position.x + speed * Time.deltaTime, transform.position.y, transform.position.z);
1

movingleft =

Apywcd opilm ta Opla T maryidag Tpog ot aplotepd Kot oto de€id Pdomn g
TPOKAOOPIGUEVNC LETAPANTAG OV EX® OMOEL. TNV GUVEXELD KOTA TNV SLAPKELD TNG
EPAPLOYNG EAEYYEL TNV TTOpEia TNG Taryidag Kot avEavel Tnv Kivnon pe v
TPOKABOPIGUEVN LETAPANTH TNG TOYVTNTOC.
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M
‘I

onTriggerEnter2D D collision)

if (collision.tag == "Pla

collision.GetComponent<Health>().TakeDamage (damage);

Ortav 1 moyida ei6éABet oo Collision tov Player tote kaleite 1 cuvaptmon
TakeDamage() tov kmdwa Health.cs mov Bpicketat otov Player kot ydvetl Evav moévto

Cong.

2.6.4 Spikes

‘Exo etid&et éva Spikes Trap dote va kGvo To oty viot 1o evalapépov Kabmg Kot vo.
avENo® TV SVCKOALN TOL TTOLYVIOLOV.

Liiiid

"o va to vAomomom Enpene va dnpovpyfio® otny Iepapyia (hierarchy) tov Unity éva
avTikeipevo e to ovopa Spikes.
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i"’ v Spikes

- Tag Untagged

Prefab #iSpikes
Overrides Select

’ Transform

Enemy Damage (Script)

Damage

O v~ Box Collider 2D

Méoa og avtd To avtiKeipevo vAomoinca Tov kKodwo EnemyDamage.cs o onoiog €yet
npokaBopiopéveg TéG yio to Damage.

damage;

OnTriggerkEnter2D(Collider2D collision)

if (collision.tag == "Player”
collision.GetComponent<Health>().TakeDamage(damage

Orav o Player eiél0et oto Collision g mayidog 1ot Kakeite | GuvapTnoN
TakeDamage() tov k®dwa Health.cs mov Ppioketatl otov Player kat yavet Evav movto

Cong.

2.6.5 Spike Head

Exo etidéer éva Spike Head Trap dote va kavem To moryvidl mo evolapépov Kabme Kot
VoL 0VENC® TNV SVOKOALN TOV Ty VIOL0V.

AvaTtrrugn Android duodidaTaTou Traividiou pe Tnv Xprion Firebase kai Unity Page 35 of 58



| Mruxiakn epyacia >wTAPNG Xat¢nkupidkou

' va to vAomomom Enpene va dnpovpyfiow otny Iepapyio (hierarchy) tov Unity éva
avtikeipevo pe to ovoua Spikehead.

.‘." v Spikehead

i Tag Untagged

Overrides Select
Transform
Sprite Renderer
Box Collider 2D
Rigidbody 2D
Spikehead (Script)

SpikeHead Attributes
Speed

0.35

Player

1 Impact

Mécoa og avTto T0 avTIKEiEVO VAoToinca Tov kddika Spikehead.cs o omoiog £xet
npokafopiopéveg Tiuég yro. to Damage, to Speed, to Range, to Check Delay kot yia to
Player Layer.
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pikehead : EnemyDamage

OnEnable()

Spikehead :
Stop()

destination = transform.position;
attacking = R

Ortav apyicet to moryviol tote Kakeite  cvvaptnon Stop() n oroia otopatd v Tayido
a6 to va enttifetan ko opiletl to destination oto cuykekpuévo oneio.

Spikehead : EnemyDamage

Update()

attacking
transform.Translate(destination * Time.deltaTime * speed);

checkTimer += Time.deltaTime;
if (checkTimer > checkDelay)
CheckForPlayer();

Kotd v d1dpkela Tov moryvidlon eAEyyete eav n mayida emtibeton, v vol T0TE N
moryido emtifetal Tpog TV KaTevBVVeN ToV. AAMDC EAEYYEL EGV O YPOVOC givat
ueyaAvtepoc omd to 0.35 to1e kokeite | cvvaptnon CheckForPlayer().
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Spikehead : Enemy g¢
CheckForPlayer()

calculateDirections();

i =@; i < directions.Length; i++

.DrawRay(transform.position, directions[i], Color.red);
stHit2D hit = P s2D.Raycast(transform.position, directions[i], range, playerLayer);

if (hit.collider = && lattacking)
{

attacking = g

destination = directions[i];

checkTimer = @;

CalculateDirections()

directions[@ transform.right * range;
directions = -transform.right * range;
directions transform.up * range;
directions = -transform.up * range;

Katd v extéleon g cuvaptnong CheckForPlayer() vroloyilovtot ot katevbivoelg
Thvo, Katm, 0e€1d kot apiotepd. Eneita eAéyyete eqv n mayido PAEREL TOV Oy TN KO
ToV gmitifeTo.

onTriggerEnter2D(Collider2D collision)

SoundManager.instance.PlaySound(spikeSound);

.OnTriggerkEnter2D(collision);
stop();

Xy mepintmon mov 1 woyido GLYKPOLGTEL Le ToV Taiytn T0TE apyilel 0 NyO¢ Ko
KaAgite 1 ouvaptnon OnTriggerEnter2D() tov EnemyDamage 1 omoio pe v cepd g
KaAel Tnv ovvaptnon TakeDamage() Tov kmdwka Health.cs mov Bpioketon otov Player
Kot yavel évav movro {onc. ‘Enetta kaAeite | cuvaptnon Stop() dote va 6TapaTthoEL TO
destination ko 1 kivinon ¢ mayidoc.

2.7 Melee Enemy
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Exo etidéer évo Melee Enemy mote va kéve to mtatyvidl 1o evotagépov Kabmg Kot vo
av&Nom TV SLGKOAL TOV TOLYVIOL0V.

I'o va o vdomomow énpene va dnuiovpynom oty Iepapyia (hierarchy) tov Unity éva
avtikeipevo pe to ovopa MeleeEnemy.

T EEEE Y

.’v v  MeleeEnemy

Tag Enemy Layer Enemy

Owverrides Select

Transform
Sprite Renderer
Animator

Box Collider 2D

Health (Script)

Melee Enemy (Script)

fault (M:
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Méoa og avTo T0 OVTIKEILEVO VAOTOINGO TovG KMdkeg Health.cs kol MeleeEnemy.cs.

eEnemy : MonoBehaviour

Awake ()

anim = GetComponent<Animator>();
enemyPatrol = GetComponentInParent<EnemyPatrol>();

Apywcd evepyomoteite 1 kivion tov €x0pod TPOg 6T APLETEPH KOl ETELTO TPOG GTOL
de€1a Paom g evepyomoinomng tov enemyPatrol.cs avth 1 cuvicTd®oo anobnkeveTe
otV petoPAantn enemyPatrol.

MeleeEnemy : MonoBehaviour
Update()

cooldownTimer += Time.deltaTime;

PlayerInSight()

if (cooldownTimer >= attackCooldown && playerHealth.currentHealth > @)
{

cooldownTimer = ©;

anim.SetTrigger(’

SoundManager.instance.PlaySound(attackSound);

enemyPatrol I=
enemyPatrol.enabled = !PlayerInSight();

Kotd v dibpreta tov moryvidiod avéavetat o xpdvog Kot eEAEYYeTe €6V 0 Taiytng stvon
oV meployn eniBeong tov gxBpov. Edv avtd 1oydet 10te eAéyyete €dv 0 xpovog gival
peyoldtepog M i60g pe Tov mpokabopiopévo xpovo (2) kat o tpéyov movtog {omg eivat
LEYaADTEPOG TOV UNJOEV TOTE evepyomoteite To Animation kot okovyeTe 0 YOG TNV
GUVEYELD EAEYYETE O UNYOVIGHOG TTEPUTOAING Kot SakOmTETOL EAV O Tty TG €ivat 6TO
onTiKO TOL TEdiO.
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2.8 Health (Take Damage)

Health : MonoBehaviour

TakeDamage ( _damage)

if (invulnerable) return;
currentHealth = Mathf.Clamp(currentHealth - damage, @, startingHealth);

if (currentHealth > @

anim.SetTrigger("hurt™);
StartCoroutine(Invunerabilit

SoundManager.instance.PlaySound(hurtSound);
if (currentHealth < @
anim.SetTrigger("die");
ch (Behaviour component in components)
component.enabled = A
dead =

SoundManager.instance.PlaySound(deathSound);
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print({“"The play
it (!dead)

I
L

*ach (Behaviour component in components)
component.enabled = H

anim.SetBool("grounded”,
anim.SetTrigger( e’ ;

dead =

SoundManager .instance.PlaySound(deathSound);

Ortav kaAgite n cuvaptnon TakeDamage() tote eréyyete €dv 0 yopoakTpOg eival
adpatoc ( Aev pmopet va deybei emifeon ), v oy 10t apoupeite Evag TOvTog (ong amd
mv undpo Cone. v ovvéyela eAéyyete ebv to Current Health givon peyaidtepo tov 0
(eréyxer eav o yapaxtpog sivar axoun (ovtavog ) kot apyilel to animation, Tov Mo
Kot Ty vropovtiva Invunerability() n omoia kével Tov yopoktipa va gival adpatog amd
Ka0e {nuia yio Aiyo ypovikod didotnpo. v cuvéyela eAéyyel ebv to Current Health tov
iy — yopokTipa eivar pikpdtepo Tov undév ((awtd yivete dtav o maiymg dex
moAamAEG emBéaelc amo exfpovg ) Kot apyilel To animation, amevepyomotel OAEG TG
Aetrtovpyieg ( Joystick movement, Attack kot Jump ) ko opilet pio petafinti bool wg
true. Me ootV v petafAntn eAéyyetl dv o maiytng — YopaKTPaG Etvat NoN vekpog Kot
OTEVEPYOTOLEL OAEC TIG AElTOVPYiEG OIS avApEPQ TTO TAV®. AVTO YiveTal yio va,
amotponei n loop tov death animation, mov evepyomoteitat 6tav 0 TALYTNG — XOPAKTNPOG
deytel Eava enifeon oty Béon adpdvelag ( dead ).

AvaTtrrugn Android duodidaTaTou Traividiou pe Tnv Xprion Firebase kai Unity Page 42 of 58



| Mruxiakn epyacia >wTAPNG Xat¢nkupidkou

IEnumerator Invunerability|()

invulnerable =
Physics2D.IgnorelLayerCollision(10, 11,
for i = ©@; 1 < numberOfFlashes; i++

spriteRend.color = ( 1, @, @, 0.57);

return WaitFors 1ds(iFramesDuration / (numberOfFlashes * 2));
spriteRend.color
yield return WaitFor (iFramesDuration / (numberOfFlashes * 2));

Physics2D.IgnorelLayercollision(1e, 11,
invulnerable = H

KepdAaio 3 — Animations

3.1 Player
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Parameters L yer Auto Live

g ro

ed - 4
Jump *
attack
hurt f
[ ime

1
Any State .

==

O yopaktipog Player £yet moAAd Animations dpme to mo onuavtikod and OAa ovtd
etvar To Die Animation.

3.1.1 Die

To Die Animation koaieitor dtav o yapaxtipag £xel Tebdvel amd onoia dimode
kataotact. Onwg PAETovE amd To dompo Peddkt vrdpyel Eva Event, o omolo kakel
v ovvaptnon RespawnCheck() tov yapaktipa Player.

Avt 1 cuvaptnon eAEyyel av o Taiyg €xet Eekledmoet checkpoints, edv vt tote
TOV HETAPEPEL GTO TLO TPOSPATO [e TANPN 1. Eqv Oyt tote kadel v cuvéptnon
GameOver() tnv omoia Oo LARG® apydTeEpO.

3.2 Fireball
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explode

Any State

Fireball_idie

J

Yo Fireball vapyovv dvo katactdoelc o ldle kot to Explode. To mo onpavtikd amd
avtd givon To Explode.

3.2.1 Explode

MO 4 b Pl

Il : Sprite

Add Property

To Explode animation kaAeite 6tav o maiyTng — YUPAKINPOC EVEPYOTOLEL TNV Kiviion
Attack. Onwc Aémovpe amd to dompo Peldkt vapyet Eva Event, to onoio kaAei tnv
ovvaptnon Deactivated() Tov kmdwd Projectiles.cs .

Avt 1 ouvdptnon anevepyomnotei To avtikeipevo tov Fireball dote va umopei o
YOPaKTNPOG — maiyg va Tupofoinoet moArég Fireballs.

3.3 Melee Enemy
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Parameters > ayer Auto Live

O yopaktipog Melee Enemy £yet moArld Animations opmg to o onuavtiko omd oo
avtd eivar To Die Animation kot to MeleeAttack Animation.

3.3.1 Die

® ka4 > Pl MM

-

To Die Animation koleite 6tav o Melee Enemy &yet mebdavel. Avtd pe v oepd tov
evepyomotei To Event mov kolel v cuvaptnon Deactivated() Tov Health.cs to omoio
amevepyomolel Tov x0po.

3.3.2 MeleeAttack
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® K4 |4 P> Pl M

Add Property

To MeleeAttack Animation kaAeitar 6tav o maiytng ivot kovtd oto Range tov €x0pov,
aVTO UE TNV GEPA ToV evepyomolel To Event 1o omoio kaAel v cuvaptnon
DamagePlayer() tov kddwka MeleeEnemy.cs.

Avt 1 ovvhptnon eAEYyEL €4V 0 TtaiyTng — YapoKTpog ival oto Range kot koAel Tnv
ovvaptnon TakeDamage() ywa vo apaipeon évav movto {ong.

Kepdhao 4 — Zvompata [Toyvidon

4.1 Death Menu

RESTART

Login Screen
auiT

"o vo o vAomomom énpene va dnuovpynom oty Iepapyio (hierarchy) tov Unity éva,
avtikeipevo pe to dvopa GameOverScreen to omoio €xel wg modio To Background, to
Death Text ( You Died ) kot éva avtikeipevo pe to ovopo options mov €xet 3 moudia

( Restart, MainMenu kot Quit ).
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To Restart, to MainMenu kot o Quit givar TextMeshPro avtikeipeva mov égovv tnv
KOvVOTNTO EVOG KOLUTTLOV.

4.1.1 Restart

Apywd otav matn0el to kovuni g Restart kaleite n cuvdptnon Restart() mov Ppickete
otov kmotka UIManager.cs .

Restart()

er.LoadScene(SceneManager.GetActiveScene() .buildIndex);

Bdion avtrg g cvuvaptnong enavapEpeTe 1 TPEXOVGO GKNVY TOL PpiokeTon 0 TaiyTng.

4.1.2 Login Screen

Apyd 6tav matnei to kovuni tov MainMenu kakeite n cuvaptmon MainMenu() tov
Bpiokete otov kddKa UlManager.cs .

SceneManager.lLoadScene(0);

Bdomn avtig g Aettovpyio peTopépete 0 xpnotng oty apmtn oknvn ( Login Screen ).
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4.1.3 Quit

Apykd otav matnOel to kovuni Tov Quit kakeite n cvuvaptnon Quit() mov Ppiokete
otov kmotka UIManager.cs .Bdon avtig g Aettovpyiag 10 GOGTNHO TNG EPUPUOYNG
teppotiCeton.

4.2 Pause Menu

RESUME
SOUNDS:0

MUSIC:0
EACK TO LOGIN

aulT

I'o va o viomomow énpene va dnuovpyncm oty Iepapyia (hierarchy) tov Unity éva
avtikeipevo pe to 6voua Pause Panel to omoio €yel wg mandi PauseScreen. Méca. o€
avto 1o avTiKeipevo vapyovv 3 taudio. To Background, to Pause kot to avtikeipevo
option mov éyet 5 maudia ( Resume, Volume, Music, Menu kot Quit).

“r} Pause Panel
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To Resume, to Volume, to Music, to Menu ka1 to Quit eivor TextMeshPro avtikeipeva
OV £XOVV TNV KAVOTNTO VOGS KOVUTTLOV.

Apycd 6tav 0 xpNnoTng TaTNoEL To onpaddakt Tov Pause mov Bpickete oty mhve de&id
TAEVPE TG 000vN ¢ evepyomoteitar ) cuvaptnon TogglePause() n onoia amevepyomotet
OLo T EaPTHHATO TOL TOV €)M INAdoEL OTtmg eivar To Joystick , to Attack kot to
Jump.

4.2.1 Resume

Yty ovvéyeta otav totndel o kovpri tov Resume kaieite 1 cuvaptnon PauseGame()
mov PBpiokete otov kmoka UlManager.cs .

PauseGame ( status)
it (status == pauseScreen.activeInHierarchy

return;

pauseScreen.SetActive(status);

Time.timeScale = status ? @ : 1;

Bdon avtg ¢ Asttovpyia eAéyyete edv 1 Tpéyovca Katdotaot ival 1 0w pe tnv
Katdotoon avtikeyévov PauseScreen, ebv var tote dev KAvel Timota kot v oyt 101
gvepyomotel 1o avtikeipevo PauseScreen kot otapatd tov ypdvo Tov Toryvidlov.

4.2.2 Volume — Music

‘Emertd 6tav motnOei o kovpri tov Volume kot tov Music kaAeite 1 cuvaptnon

SoundVolume() ko MusicVolume() mov Bpiokete otov kddwka UIManager.cs .Bdon
QVTOV TOV cLVopPTNoe®V puiuileTon 1 £vTaon TG LOVGIKNE — NYOV.
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Kepdrorwo 5 — Evoopdtwon Bdong

5.1 Firebase

Apywd yio va suvdéom v Firebase pe to Unity énpene va dnpovpynom oty Console
tov Firebase éva project, avto e v 6e1pd Tov Tpémel va tpootebel otV gQoproyn
Unity.

Q00 <« «

Add an app to get started

Ortav emhéEm 10 gkovidto Tov Unity pov eppaviletot n ETA0YR Yo KOTOypoen Thg
epapuoyng oe Android kot 10S. Erterta yio va ohokAnpmOel 1 kotaypagn eTAEY® pia
amo Tig 2 emAoYEC Ko 160y To Package Name to onoio purmopd va 1o Bpm oto Project
Settings > Player > Identification > Bundle Identifier. Zmv cuvéyeia to Firebase
eTidyvel ovtopato éva Google Service Json kot o amobnkedm oty epapuoyn pov. H
Firebase ywa va cuvdedet amoivta oto Unity ypeidletal va Kotefdom Kot va E16AY® TO
Google API mov Bé e va ypnoyomomon (Firebase Authentication).

Me v évmaon tov Firebase oto Unity dnpodpynoa éva Login Screen yio tv gicodo
Kot €yypaen Tov ypnot (waiytn) oto moyviot.

To Login Button £yet tnv 1810tta vo. eAEYYEL €GV 0 ¥pNoTNG EXEL Aoyoplooud
amofnKevpévo oty Baon Kot €AV Vi TOTE TOV LETOPEPEL GTNV GKNVI TOL TOLYVIOL0V.
Yy mepintmon mov o ypNong Kataywpioel AdBog otoryeia Tov eppaviletor pnvoua
Kol Tov {NTa va Katoympicel ophd 1 va 10dyel KatvoHpylo AOYoploco.

To Register Button £xg1 tnv 1610t ta va kotoypa@et Kot vo, arodnkedet ta otoyeio tov
xprot otV Firebase.
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KepdAaio 6 — Camera Control

6.1 Camera

[No va etiaEm v Camera tov maiytn npene va ONUIOVPYNCO €V AVTIKEILEVO
oy vidlov pe to ovopo Main Camera kot va tpochécm endve ce avtd TV Agttovpyia
¢ Cameras.

@ v Main Camera Static
-

Tag MainCamera er Default

~ Transform

B v Camera
i1 v Audio Listener

v Camera Controller (Script)

r (Transform)

Exo otiaéetl éva KOdKao Tov TPEYEL KOTA TNV SLAPKELL TNG EPAPLOYNG Kot akoAlovOet

v Tomofeaio Tov maiytn and frame oe frame.

transform.position = \ 3(player.position.x, transform.position.y, transform.position.z);
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6.2 Door

& T

10 Room 6 &y etidéet Eva avtikeipevo pe to 6vopo Door to omoio pe fondd va
amoTpEY® TNV mepintwon wov ta Spike Heads akoAovBovv tov maiytn 610 emduevo
Aopdtio.

- - o~
Celling t[:j v Door
3 n d v

Tag Untagged v Layer Default

& Transform

O v Box Collider 2D
B  Door (Script)

Controller)
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onTriggerEnter2D(Collider2D collision)

if (collision.tag == "Player”

if (collision.transform.position.x < transform.position.x)

I
L

cam.MoveToNewRoom(nextRoom) ;
nextRoom.GetComponent<Room>() . ActivateRoom| )3

previocusRoom.GetComponent<Room> () .ActivateRoom(

cam.MoveToNewRoom(previousRoom);
previousRoom.GetComponent<Room> () . ActivateRoom(
nextRoom.GetComponent<Room>() .ActivateRoom

‘Etot Aowmdv £xm dnpovpynoet Eva kdowka mov eAEYYEL €6V o maiyng £pbet og
emapn pe to Collision Tov Door kot Baon owtov EAEYYX® TN POPEA TOV TOiYTN LE TV
dwapopd tov Collision. 'Etot Aowmdv eléyym edv givar aptotepd 1 6eE1d Ko
petapépm v Camera 6to avticToryo dMUATIO KOl OTEVEPYOTOLD — EVEPYOTOLD TO
avtiotoyo dmpdrtio pe v cvvaptnon ActiveRoom() v onoio Oa piinow oe

Baboc apydtepa.
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6.3 Rooms

e k0B doudtio £y tpocHicel v Aettovpyio ROOM.Cs 1 omoia £xel OAa ta otoryEin
Tov dwpatiov kot pe tnv Pondeia tov KOdwko Door.cs oty mopeia Oa
amevepyomomfouv.

——

t[:j v Room6

v
Tag Untagged

’ Transform

#] Room (Script)

ENES
Element O

Element 1

O mapoakdTm KOdkag £xel TNV Asttovpyia va amodnkevel v apyikn tomodesio TV
oToEIMV KO KOTd TNV EKTELEOTG TNG cvvaptnong ActiveRoom va evepyomotei — va
amevepyomolel o otoryeio Bdon tov _status mwov £xel 600el amd o Door.cs .
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[1 enemies;

[]1] initialPosition;
Awake()

initialPosition = v 3[enemies.Length];
for i =8; i < enem Length; i++

if{enemies[i] I= )
initialPosition[i] = enemies[i].transform.position;

ActivateRoom( _status)

©; i < enemies.Length; i++

if (enemies[i] I= )
s

enemies[i].SetActive( status);
enemies[i].transform.position = initialPosition[i];
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