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Amayopevetal n avTypagy, amofnKeLON Kot S10VOUT TNG TOPOVCAS EPYAGING, €&
0AOKAN POV 1) TUNHOTOG OVTNG, Y10 EUTOPIKO okomo. Emttpéneton ) avatdnwon, arodrkevon kot
SlVOUN Y10t GKOTIO U1 KEPOOOKOTIKO, EKTTAOEVLTIKTG 1) EPELVNTIKNG PVOTG, LIO TV TPoLTOHETT
VO OVOPEPETOL 1] TTNYT TPOEAELGNG KO VOL ST PEITOL TO TOPOHV VOO,

Ot amdyeLg KoL TO GUUTEPAGLOLTA TTOV TEPLEYOVTOAL GE QLTO TO EYYPOPO EKPPALOovV
OTTOKAEIGTIKA TOV GUYYPOPEN KOL OEV OVTITPOCMTEVOVV TIG emion e 0écelg tov [avemotnuiov
[Tepaide.

Q¢ cLYYPAPENS TNG TAPOVCOS EPYUGIOS INADV® TMG 1) TOPOVCO. EPYOCTO OEV OMOTEAET
TPOIOV AOYOKAOTNG KOl OEV TEPIEXEL VAMKO OO UT) OVOPEPOUEVEG TN YEGS.



Evyapiotics

®a 10era va guyoaplotHom Beppd Tov emPAémovia Kabnynt pov, OspetokAn
[Movayiwtéonovro, yio TNV kafodynon Tov, T TOAVTILES GUUPBOVAEG TOV KO TNV VTOGTHPIEN
TOV 6€ OA TN S1EPKELD TNG TTVYLOKNG HOV EPYOCINS.

Eniong, 6a nBeha va exppdom v evyvoLOocHVN HOL GTNV OTKOYEVELY LoV, TTOL 6TAONKE
dimha pov og kB Prina oG ™S TopEiag, TPOSPEPOVTAS LoV TNV YLYIKT Kot N0 otpién
oL YPELOUOVV Y10l VO PTAC® GE ALTO TO GTMUEiD.

[dwaitepeg evyaprotieg opeihm 6TOVG PIAOLG HOV, TTOV HE VITOCTHPIEAY AOLAKOTOL KO [LE
evBappovav kaf' OAN 1N d1dpKeln AVTNG TNG OVGKOANG KO OToNTNTIKNG dadikacioc. Xwpig v
a(pOGimo™ Kol TN cuveXT VTOSTNPIEN TOVG, dev B UTOPOVGA VO PTAC® GTIV OAOKANPOGT QTG
¢ epyaciog.



Hepiinyn

H mopodoa mtruyoxn epyacio emikevipovetal otnv avamrtoén evoc 2D Pvteomaryvidion pe titho
"Ot tepumétetec tov Odvocéa”, To omoio gumVEETOL amd TV EAANVIKT LOBOAOYIN KOl GUYKEKPILEVD TIC
nepételeg Tov OdVGGEa. XKOTOS TOV TOLYVIOLOD VUL VO EKTALOEVCEL TOVG TAIKTEC GTNV 1GTOPI0 TOV
Odvoacéa pe évav chYYPOvVo Kol S0CKESUGTIKO TPOTO, HECH OO TNV AAANAETIOPOOT] LLE YOPOKTNPES Ko
v e€gpehvnon Tov Ty vVidlov.

H vAomoinom tov mayvidion £yive ypnoporoldvtag ™ unyovn avartoéng Unity kot
Tpoypappatiotikny YAdooa C#. To motyvidl S100£Tel H14pOopovg UNYAVIGHOVG OTTmG payeS pe ex0poc,
ypipovg, Kot eEepedvnon SPOPOV EMITESMV, TPOGPEPOVTOS L0 TOKIALN TPOKAN GEMY GTOV TOIKTT.

H mpwrotumtio Tov Tayvidton £ykertal 6To Yeyovog 0TL AvTAEL EUTVEDGT] amd TNV EAANVIKY
pvboloyia, divovtog v evKapio 6TOVE TAUKTEG Vo yvopicovy ta katopOouate tov Odvecéa péca amd
oo dpaoTiKég epmelpiec.

To project Baciotnke o€ YPUPIKA Kol XOVE TOV avVTANONKAY amd S1APOPES VoL TEC TAUTPOPUES
onw¢ to Unity Asset Store, Itch.io FreeMusic. Méom avtig TG £pyaciag, 0 cUYypOaQEns OmEKTNOE
onNUavTIKéG 6eE10TTEC 0TV OVATTTLEN PrvTeomayvidldV Kot Katavonoe o€ Pdog Tic cVYypoveS TEXVIKEG
avATTUENG TOLYVISIDV.

AéEegic Kieldla:

Odvociag, eAnvikn poboroyia, 2D Action Platformer, Unity, avantvuén moyvididv

ABSTRACT

This abstract focuses on the development of a 2D video game titled "The Adventures of
Odysseus," inspired by Greek mythology, specifically the adventures of Odysseus. The goal of
the game is to educate players about Odysseus' story in a modern and entertaining way, through
character interaction and game exploration.

The game was developed using the Unity game engine and the C# programming
language. It features various mechanics, such as enemy battles, puzzles, and exploration across
multiple levels, offering a variety of challenges to the player.

The originality of the game lies in its inspiration from Greek mythology, giving players
the opportunity to experience Odysseus' achievements through interactive gameplay. The project
utilized graphics and sounds sourced from various open platforms such as the Unity Asset Store,
Itch.io, and FreeMusic. Through this work, the author gained significant skills in video game
development and gained a deep understanding of modern game development techniques.

Keywords:
Odysseus, Greek mythology, 2D Action Platformer, Unity, game development.
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Ewcaywyn

Ta Brvteomaryvidwa mhateoppag 2D €xovv yivel pio ToAd dNUOPIANG KaTnyopia To
tedevtaia ypovia, pe tithovg dmwe to Hollow Knight kot to Blasphemous vo tpocgépouvv
KaOnAoTiKég epmelpieg o€ moikteg maykoouing. Xe ovtd 10 mhaicto, to mapdv project, "Ot
nepmételeg Tov Odvocéa, Epyetotl va avadeiEetl Evav oNUOVTIKO PO TG EAANVIKNG
pvBoroyiag, Tov Odveacea, HEca amd Eva EKTOOEVTIKO KOl O10CKEIAGTIKO PrvTeomonyviot.

To maryvidl tomoBetel Tov maiktn otov poro Tov Odvcecéa, kabmg Tpoomadel va
EMOTPEYEL GTNV TaTpida Tov, TV 10dKM, aviipetonilovtag TpokAncelg Kot £x0poig mov
Bacilovtar e KAaowkovg pvbove. H emdloyn avtov tov Bépartog Paciletar oty embopia va
avaderBovv ot 16topieg TG EAANVIKNG puBoroyiag pe Evay 0100 pacTikd Kot OYYPOVO TPOTO,
KADIGTAOVTOG TNV EKTAIOELOT TAVE® GE OVTEC TIG IGTOPIES O EAKVGTIKN Y10, TO VPV KOWO.

H avartvén tov mayvidrod tpaypatomombnke pe ) yprion g Unity, pwog amd tig mo
IMUOPIAElG TAOTPOPLES avATTTLENG ToY VOBV, Ko TNG CH#, mov ypnoiporomOnke yio
dNuovpyia TV scripts wov dtayepilovtal TG SIAPOPES UNYAVIKES TOV TTALYVIOIOV.

H epyacia avt éxel og K0P10 6TOHY0 TNV TAPOVGINCT TOV UNYOVIGLOV, TOV EPYOAEIDV
Kol ToV peBOI®V oL YpNoIoTOmONKAY Yo TNV avVATTLEY TOVL A VIS0V, KOOMS KoL TNV
a&loAoynomn G EMOPAOTIC TOV £XEL GTNV KATAVONOT TS EAMANVIKTG puBoroyiag amd Tovg
TOKTEC.



To mpofinua kar mbavés mpoceyyicels

"Evo amd ta facicd mpofANHOTO TOV OVIILETOTIC0 KOT T SAPKELN TNG AVATTUENG TOV
TOVIOI00 LoV NTov 1 EAAELYT TPOTYOOEVTG eumtelpiag pe ) unyovn Unity. Eve eiyo emdéget
avTd TO £100G TALYVIOIOD Y10 TNV TTVYIOKT LOV EPYAGIN AOY® TOV EVOLOPEPOVTOG OV, M)
petdfoon and to Undév o€ Eva TANPOS AEITOVPYIKO TTayvidt amodelydnke 101aiTePO AmOLTNTIKY.

‘Eva amd o peyoddtepo oS oL OVTILETMOTION TAV 1 EKULAONGN ToL TPOTOL
Aerrovpyiog e Unity kot cvuykekpyuéva n dwoyeipion tov animation tov yapoktipov pov. H
dnuovpyia kot dwyeipton Twv animations, £101KA LEG® TOL Animator Kot TOV GUGTIILATOG
parameters ko transitions, amotéiece po TpokAnon. H duokoAia Bpiokdtav otn dachvoeon
TOV 010PpOP®V animations, MGTE VA AEITOVPYOVV OPUOVIKA HETAED TOVS Ympic TpofAnuato.

H Abon oto mpdPinua avtd Npbe péca and moArég dpeg TPOSTAHEINS KOl TPOKTIKTG.
AQEPp®GO OPKETO XPOVO GTNV EEACKNON KOl GTNV TAPAKOA0VOINGN SadIKTLOKMOV podnudTmv
ko Bivieo oto YouTube, 6mov GAAdot dnpovpyoi mapovoialay Tig S1KEG TOVG TPOOEYYIGELS Kot
pefodovg avdamtuéng moyvidlwdv otnv Unity. Méca amd avtn T 01001Kacio, KaTapepo vo
KOTOVONO® KOADTEPA TN AELTOVPYIL TS TAATQOPUAG Kol Vo EETEPAG® TOL APYIKE EUTOLN TOV
AVTILETOTILOL.

‘Eva dAAo onpavtikd tpdPAnua mov e aracyOAnce NTay 1o Tog Bo pmopovca va
"oyed1dcm" To TaVidl, 0E00UEVNG TNG TEPACTIOG KAMULOKOG KOl TNG TOAVTAOKOTNTOG TNG
otopiog Tov OdveGéa. AvTd POV dNUOVPYNOE LEYAAO AyYOC, KaBmG 1 1oTopia TEpAapPaver
TOAAEG TTTVYEG KO AETTOUEPELES, KOL NTOV OVGKOAO VAL POVTOST® TG B pmopovca vo
OTOTLTIMO® TNV TANPT 1oTopia HESH o€ £va Taryviol. Q¢ amoTELECO, ATOPAGIGO VO EGTIACM GE
€va, apKeTA PEYAAO UEPOC TNG 1oTOPlaG, Y®PIC Vo TPooTabNcm va KOAOY® T0 cHVOAD TG,
TNPOVTOG £TGL LU0 IGOPPOTILOL OVALEGO GTNV TTOAVTAOKOTITO KO T OlaXElp1on Tov project.



Ipoowaypapés — Avalvoon Anautyoewy

kou Avdiven s Epapuoyic

To moyvidt ekteAéoTnKe G€ £vav LITOAOYITTN UE TO EENG XOPOKTNPIOTIKA:
Agrtovpykd Xootnua: Microsoft Windows 11 Pro - 64 bit

Ene&epyaotc: AMD Ryzen 5 5600X 6-Core Processor, 3.7 GHz (6 Cores, 12 Logical
Processors)

Mviun RAM: 16.0 GB

Képta Mntpikng: Gigabyte B550 AORUS ELITE V2
Yvvolkn Xopntikotnto Aickov: 1TB (SSD)
"‘Exdoon Unity: 2022.3.22f1

[pénel va onueiwbel 6TL o mayvidl dev eivar amartntikd o¢ Tpog to hardware.
Emopévoc, axdun kot £voc vToAoyloTig e TOAOTEPO 1] YOUNAOTEPQ YOPOKTIPIOTIKA UTOPEL VaL
EKTEAECEL TNV EQUPUOYN XOPIS TNV EUPAVIOT) TEYVIKOV TPOPANUATOV.

[eprypagn e EQappoyng

H epappoyn mepiroppdvel dvo enineda (game levels), Ta onoia 0 Taikng Tpénet va
0AOKANPMOGEL Y10 VO TEPUATIOEL TO Ty Viol. Katd Ty mopeia Tov, 0 Taiking cuvavtd d1dpopovg
ex0poh¢ Ko TEpaTa TOV TPEMEL VO avTILETOTIGEL. H KEVTIPIKN 0mOGTOAN TOV KT GTO TPDTO
eminedo eivarl va Bpet tov dpopo yuo tov Kdtw Kdopo, 6mov Bpioketar Eva kKAEWL Tov amouteitot
Yo Vo EEKAEIOMGEL TV TOPTO TOL 001 YEL 6TO d€HTEPO EMIMEDO.

[Hphto Eminedo

210 TPdTO Minedo, 0 ToUKTNG KaAeital va e£EPELVNGEL OAPOPES TEPLOYES KOl VL
noAeuncet x0poic ya va Bpet to kAl otov Kdtm Koopo. Avtd to khedi eivan anapaimmro yuo
va EeKAedDoEL TNV TOPTA OV Bl TOL EMTPEYEL VO TPOYWPNGEL 6TO 0eVTEPO eminedo. Ta tépata
TOV GLVOVTA 0 TAIKTNG ATOTEAOVV GOPaPES TPOKANGELS, KAOMG ATOITOVV GTPOUTNYIKY| Kot
YPNYOPT QVTIOPOGT Y1 VO VIKNOOUV.



Agvtepo Eninedo

d1avovtag oto 6eVTEPO EMMEDO, O TAUKTNG EIGEPYETAL GTI GINALA TOV PLOIKOD TEPATOC,
Koxhora. H avapétpnon pe tov Kdkiona ivatl 1o amokopdempo tov motyvidlon, kadmg
npoKertat Yo o keviptkod Boss Fight. O Kbklomag dtabétet Tpopepn dvvaun kot n
OVTYETMTICT TOV OTOLTEL 0O TOV TAUKTN APIGTO EAEYYO TOL YOPUKTNPO Kot TV OEELOTHTOV TOV.
O Odvocéag TpEmel va, YPNOUOTOMGEL TNV €ELTVASN TOL KOl VO EKUETAUAAEVTEL TIC adLVOiEG
tov Kdxhona yio va tov viknoet.

[Ipwv ptdoel oty tedikn udym pe tov Kdxdomnoa, o maiktng 0o ypelaotel va Eavadiacyiost
emkivovva povomartia, 0mov Ba avtipetonicel poxdnpd tépata kot ex0povc, mapdHo10Vg He
exeivoug 1oV Tp®TOL EMIESOL. Q6T0C0, VILApYEL Evag emmAéov £x0pdg, 0 omoiog Oa dvoKoAEYEL
ONUOVTIKA TOV TOLKTN OV OTOQAGICEL VO TOV AVTILETOTIGEL X QVTHV TNV TEPITTMGT, UTOPEl va
elval cooTEPO Vo TPooTadNGEL va TOV amo@UYEL.

Yvotnua Oavdtov ko Exavapopdc

Y mepintwon mov o moiktng nrtnoel, eppaviCetan évo Death Panel pe emioyég yio v

e EeKwvnoet éva véo matyviol and to eminedo oto omoio méBave (m.y., av mEBave 6To
TPAOTO eMinedo, Ba Eavapyioel amd TV apyn TOL TPMOTOV EMTEOOV: av TEOAVE GTO
devTepo eminedo, Ba EeKvioel amd TV apyY| TOL SEVTEPOV EMUTEOOV).

e Emotpéyel 6T0 0pyikd pevoo.

e Byetamd 10 moyviot.



H Iotopia tov Odveacéa kar g Ilpocapuoyn tns oto Ilaiyvion

H 1ot0pia tov Odvocéa, OTmg teptypdpetor otnv Odvcoeia tov Opnpov, ivat pio omd
TIG TO YVOOTEG TEPWETELES TG EAANVIKNG puBoroyiag. O Odvocéac, Pactidg g I0dknc, Eexvd
70 Ta&id1 TOV Y10 VoL EMOTPEYEL OTNV TATPId TOV HETA TOV dekaet Tpwikod TTdéAepo. Qotdc0, 1
EMOTPOPN TOL dEV NTAV QA" CLVAVINGE TANODPO EUTOSI®V KOl TPOKANGEWMY OV TOV
kaBvotépnoay Yo AL Oéka xpovia. AT TIC TEPUTETEIEG e TOVG AMTOPAYOVS KO TOV
Kokhona [ToAdenpo péypt t pdym pe ) ZKOAA0 Kot TV TOPALOVH TOL 6TO VNGi NG
Koaivyovg, o Odvccéag Empene va emdei&el avtoyn, movnpid kot 06ppog yia va ¢Tacel Ticw
otV 104Km kot va amokatactoel TV TaEN 610 Paciield tov.

H 1otopia Tov Odvocéa mepthapfavel Evay tepaotio aplpid TEPMETEIDV, TOV OUMG Eival
d06KOAO Vo evemuatmBovv TANpmg o€ éva Prvteomaryviot. ['a tov Adyo awtd, otnv avamTuén
oL TayvioL "Ot eputételeg Tov OdVocEa", ECTIAGAE GTIG TTO YOPOKTNPIOTIKEG Kol
ONUOVTIKES oTIYHEG TOV Ta10100 Tov. Ot mepumételeg mov emAEYONKay dgv akoAovBovv avotnpd
™V 10T0p1KY| akpifeta g OdVoGENG, OAAG TPOCAPUOGTIKAY MGTE VA, TOPLELOVY GTNV OVAYKT)
v Suvopko gameplay Kot va TpocOEPOVY GTOV TAIKTI L0 IKOVOTTOINTIKY| EUTELPiaL.

H Ilpocappoyn g Ietopiag oto Iaryviol

To Nnoi e Kipknec xou 0 Kéto Koouoc

Mia a6 T1g mo onpavtikég meputételeg Tov Odvocéa ivor 1 exicKeyn TOV 6TO VNG1 TG
Kipkng. Xto moyvidl, OTmC Kol 6TV apyIkn 16T0pia, 01 GVHVTPoPol Tov OOVGGEN LETATPETOVTAL
o€ yovpovvia amd 1N payeca Kipkn. o va petapépovpe avtd to yeyovdg oto gameplay,
&yovpe evoopotdoel healing items wov amekovilovv o TIPSO YOLPOLVIOYV. ALTH TO
avTikeipeva Aertovpyovv og cOUPora TV cuVTPOE®V ToL OOVLGGEN, 01 0TToi01 TAEOV dEV
umopoHv va Tov fondncovy Kat EYouV HETATPATEL GE L0 TNYN TTOV TOV TOPEYEL LOVO avaryKoio

emBioon.

2710 1d10 pépog Tov o VooV, o Odvoaciag katefaivel otov Katm Koopo, avalntovrag
10 KAE101 oV YpeldleTan Yo vo TPOYMPNOEL GTO EMOUEVO GTAS0. AvTH 1] KaTdfaoT VTOdNADVEL
MV avdykn tov OdVGGEN VoL OVTILETMTIGEL TOVG VEKPOVG KO TIG TOAEG TOV QUaPTiES TPOTOV
umopécel va cuveyioet To taidl tov. O maiking npénet va Ppet o krewi otov Kdtw Koopo o
VO EMOTPEYEL KOl VO 0vOiEEL TV TOAT TPOG TNV EMOUEVT TEPIMETELO.

H XmAid tov Kokhoma

21 ovvéyewn, o Odvecéag katevBiveral otn omnid tov Kokiwma [Toivenuov. ITapdro
TOV GTNV TPAYLOTIKN 10TOPio 0vTH M TEPETEW OV amoTeLel TO TEMKO gUndd0 Tov Odvocéa,
010 moyvidt pog o Kokiomag éxet vhomomOei w¢ 1o tehkd gumdd1o Tpv amd TV OAOKANP®OT)
¢ amootoAns. O TToAdvenuog etvar £vag Tpopepds £xBpds, kot 1 vikn ent avTOV amoTEAEL TNV
KOPLP®GT TOL TTOLYVIOOV.



O Kokhomrag etvar 1 tedevtaio peydin mpdxinon tov Odvocéa 6To moyvidl Kot omontel
a0 TOV TOLKT VO YPTCILOTOMGEL OAES TG 0EEIOTNTEG TTOV £)XEL LADEL LEYPL TOPO. Y10l VO, TOV
viknoel. MOMG o maiktng kataeépet vo eEovdetepioet tov Kbkdmma, to motyviol petafaivel ot
TEMKT oKNvY, 1 ooia deiyvel Tov OdVGGEa Vo ETGTPEPEL GTNV TTATPIdM TOV.

To Téloc tov [Taryvidron

AoV 0 Odvocéag katapépel va, viknoel tov Kokioma, 1o matyvidt ohokAnpodveTot pe
L0 TEMKT) GKNVI TOL JElYVEL Ui GEPA amd eKOVEG pali pe Toug TITAovg TEAOVG. AVTN 1) GKNVN
ovpporilet v embupio Tov Odvocéa va emoTpéyel oty 104K petd and TOALY xpoVIa
nepumételng. H wotopia tov Odvecéa sivar pia 1otopio ETpovig kot 06ppovg, Kot o motyviot
EMAEYEL VO TEAEUDGEL LE TNV TNV aioBnom g VIKng Ko TG EMGTPOPNG GTNV TOTPIda.

2xeoiaon & EktéAeon

H ypagikn oyediaon tov moaryvidion apoypatonomdnkay pe tn yprion pepikov Tileset.
[Mapaxdato mapatiBevion kO veg amd TIG YPAPIKES TAAETEG TNG EPUPLOYNG.

I'pagwn TTaréta 1: ForestTileset




I'pagun oréta 2: ForestDecors

I'pagun TTaréta 3: CaveTileset




Apyixég O006veg ekkivong TG EQUpROYNS

O ypnog Votepa and T TPOPOAN TOV APYIKDY EKOVMV TNG EQAPUOYNS
petafaivel 6to pevov évapéne. Me Bdor to TopakdTm pevol o Taiktng £xet
T1G €&N¢ emAOYEG :

e No ekKivio€l To oy viol motdvtag 1o Kovuni ‘Start Game’
e No avoifel 10 pevov emhoydv tatmvtog to kovumni ‘Controls’

r

e Na kheioel v g@appoyn tatwvtog to kovuni ‘Exit Game’

v kdTo de€1d Yovia Tng 006vng, vdpyet o pmdpo pHOuiong g Eviaong g
LOVOIKNG. AVTH 1 APl EMTPETEL GTOV TOLKTY VO TPOGAPUOGEL TNV £VIOAGT] TOL YOV
TOV TTOLYVISIO0 GOUPOVA. [LE TIG TPOTUNGELS Tov. O maiktng prnopet ebkoro vo avéncetn
va Lewmoet TNV évtaon, eEaceaiilovtag 6Ti 1 LovGIKN Tov Ty vidtod dev Ba gtvor ovte
ToAD dvvatn 0VTE TOAD YOUNAT, AVAAOYQ LE TIG TPOCHOTIKEG TOV TPOTIUNGELS. H
dvvatdTa oV SVUPAAAEL 6T BerTimon g eumelpiog Toyvido, kabmg 0 ToikTNG
Exel TANPN EAEYYO GTOV YO ATO TNV aP)I] TOV TALYVIOLOV.

Ye mepintwon Tov Kavel KMK oto pevol emhoymv (Controls), tote Oa eppaviotel oto
nopaKato Koppd wov Ba PAénel 6Aa ta Controls ITov pnopet va ypnoyomomocet o
TOAKTNG KATA TN OLIPKELD TOV TOLYVIOOV, MGTE LLE AVTO TO TPOTO VOL UTEL
TPOETOUAGUEVOG Y10 VO EEKIVIGEL TO Ty Vidl Kol EVVOEiTal Twg LILdpyeL Kovumi
EMGTPOPNG GTO APYLKO HEVOD.



Move Left Right a d

Attack leftButton
Run leftShift
Jump -Space
Ranged Attack f
Interact e
Pause tab

e mepinton mov Kavel KMk 6to pevoL emaoydv (Exit Game), 10te Oa eppaviotel 6to
mopokdTo Koppd Bpicketon o epdon emiPefoimong GYETIKA LE TOV OV O TOIKTNG
ovimg 0éhel va Pyet amd to mayvidl N Oy, o€ mepintwon mov emAécer 1o Yes Oa Pyet and
T0 oy viotl ko Ba KAeioel ) epappoyn oAl og mepintmon mov emiécetl o No Ha
EUQOVIOTEL TTAA THG® GTO OPYIKO LEVOL

Are you sure you

want to exit?

e mepintmon mov o mwaiktng emAéset To Start Game, Oa petapepbei og onpeio dmov Ha
TPEMEL VAL E16AYEL Eva. Gvopa (LTopel va mepLEyeL aptOpove, YPAUUATO 1) OTO100)TOTE AAAO
ovpPoro embouel) kot va totioetl to kovpuni Confirm dote va Eekvioetl 1o atyviot. Av dev
CUUTANPOCEL KATL 6TO TTES IO OV QaiveTol otV £1KOVa, TOTE Bal TOV EUPAVIOTEL KATAAANAO
uvopa ov Bo Tov TPoTPEMEL va. 16AyeL Eva dvopa xpnoth. Puoikd, VITapyEL Kot KOvumi
EMGTPOPNG GTO APYLKO HEVOD.



Please enter a valid username.

MoMg o maiktng byt To Ovopa ypnotn kot tatioet Confirm, to moyviol Oo Tov
KatevBvvet oto loadingScreen kot pOAG avtd olokAnpwBei Tote Ba Eektvioet to Intro Story,
omov Ba e&nyeitar 1o g Eexivnoe o Taidt Ttov OdveGEn Yo TNV EMGTPOPT TOL GTNV 104K Kot
¢ Ppédnke oe avtd T0 cLYKeKPEVO VNoi. Onwg Exovpe NON avapEpPeL TNV 16TOPLa, N TPOTN
niota dwdpapatiCetar oto vnoi g Kipkng. Zto eicaymywo keipevo, meprypdoetal Tt o
OVTYETONICEL O TOUKTNG GTO VNGT ALTO Kot TO0 vl TO LOVOSTKO TPAYLL TTOV UTOPEL VoL TOV
BonBnoel 6cov apopd v tpoen Tov. Metd and avth TV EIGAY®YN, TO TOLKViol EeKvdL.

Otav oroxAnpwbet 10 e1caymykd 6topt, To Taryviol Oa Eekvhoet, Ko 1 ayovia Oa
KopLPwhel kKaBdc 0 Odvocéag Ba TpoomadnoeL va EMGTPEYEL GTNV TATPION TOV KO GTOVG
ayomnpéEVOLG Tov avBpdTovg. Avtd Ba yivel HOVO av KATAPEPEL VA OVTILETOTIGEL APKETOVS Omd
ToVg £xOpovg mov Ba Ppet atov dpdpo Tov, dmwg To. Goblins, tovg Skeletons, tovg Knights kot ta
Flying Eyes.

KaBng moepdet avtong toug exfpovc, o Odvocéas Ba mpémet tavtdypova va avolntd to
mépacua yo v endpevn wiota. Katd ) ddpkelo Tov mayvidlo, divovtar 0dnyieg yia 1o mod
TPENEL VOL TAEL, 01 0TOo1eg vl EVOMUATOUEVES 6TO TEPIPAALOV TOV YAPTY, EITE UE EIKOVES gite
pe yuiopuéva Tilesets ko Backgrounds mov kaBodnyodv tov maikt.

[Ipoywpmdvtog oto maryvidl, o Odvocéag Ba Ppet o TOAN, N omoia Opws Ba givat
Kiewopévn. Iatdvrag to kovuni Interact, Oa eppaviotet Eva Hint, mov Ba tov fondncet va
KataAdPet 1L Tpénel va kdvet. O povog Tpdmog yia va avoietl v moAn gival va katéPet otov
KAT® KOG, TOV KOGHO TOL Ad1, Yo vo. Bpet To KA1 mov {ntd 1 wOAN.



Exet, 6pmg, ta tpdaypata Bo eivat modd mo dokoia, Kabmg 0o GuVaVINGEL TEPIGGOTEPDL
TépaTa Kot x0povs, Log kot fpiokeTol TAEOV 6TOV KOGUO TOL Adn. AV Katagépel va BpetL To
KA1l Tov avalntd kot emotpéyel 6to onpeio Omov Ppicketor ) wOAN, Oo propécet vo v
EEKAEIOMGEL KO VO, TEPAGEL 0TI dEVTEPT THOTAL.

EIKONA 1: LoadingScreenl

After the fall of Troy. the Achaeans set sail for home,
but the gods of Olympus, angered by the destruction of
their temples, placed many obstacles in their path.
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Among these heroes was Odysseus. the cunning king of
Ithaca. His journey home was filled with peril. as the
gods sought to punish him and his crew.




EIKONA 4 : Storylntro3
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One of the most treacherous challenges was the island
of Circe, a sorceress who turned Odysseus’ men into
pigs. Although Odysseus escaped her spell, he paid the
price by having only them as food while trying to return
to his homeland.
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EIKONA 7 : Ag€lotnto evaéplag enifeong

HP 100 ¢ 100

EIKONA 9 : Hint after interact with the door

HP 52 / 100

HINT:
You need to “e key in the Underworld of Hades,
defeating the monsters that stand in your way!




EIKONA 10 : Knight enemy
SR, W, SR

HP 88 ¢ 100

EIKONA 11 : FlyingEye enemy

HP 88 / 100




EIKONA 13 : MapHintl
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EIKONA 14 : MapHint2

HP 96 / 100
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EIKONA 15: OpenDoor

HP 100 / 100

Metd v 0AOKANP®ON TNG TPAOTNG TIGTAG Kol T XPTON TOV KAEWD100 Y10 va. avoiEeL TV TOAN, O
Odvocéag mepvd otn 0evTepn miota. To maryviol TOTe kKateLHHVEL TOV TOTKTN GTO dEVTEPO
loading screen, kot LOAC avTO 0AOKANPWOEL, Eexva To devTEPO Story, To 0moio apnyeiton To
EMOUEVO KOUUATL TOV TaE10100 Tov Odvocia.

>opemva pe to StoryCave, o Odvcecéac, Exovtag Eepuyet amd to vnoi e Kipkng, cuveyilet to
Ta&iol Tov HOVOGS, PTAVOVTOG GE VA, LUGTNPLOOES VNG, YEUATO OKLEG Ko poBovg. e avtd T0
vnot, katowkel o Tpopepoc Kukiomag, yioc tov [ocewddva, o onoiog katafpoydilet dmoiov
TOAUNGEL VO TANGLICEL.

KaBag mincialet ot omniid tov Kokhona, n éviaon avédveral, kabog o Odvociag yvmpilet
ot endpuevn puayn Ba tvor n o 6VoKOAN Kot emKivovV OV EXEL AVTYLETMMIGEL LEYPL TOPOL.
Eépel 0L LOvo e T epovNon Kot v eEumvdda Tov Bo umopEcet VoL VIKNGEL AVTO TO TEPATMOES
TAdoa Ko va Bpet ToV dpOO TG EMGTPOPNG Yo TV 10dK.

Av10 10 gl00ywyKd kelpevo mpogTodlel Tov moiktn yo T deVTEPN TioTA, TOV ddpapoTiCETON
ot oAl Tov Kokhona, 6tov 0 Odvccéas Oa mpénet va xpnoHOTOmGEL OAES TOV TIG SVVAUELS
KO GTPOTNYIKES Y10l VO, EMPLOCEL Kt VO VIKNGEL TOV Ttavicyvpo Kokiwma.

AvTo 10 onpeio ¢ oediaong EVOOUATOVEL TIG £IKOVES Kat To backgrounds pe evempotopévo
hints kot 0dnyieg Yo T0 TOL TPETEL VAL TThEL O TOHKTNG, KOHIGTOVTAG TH POT) TOV TALYVISIOD
KaBapr Kol GUVEKTIKY|, EMTPEMOVTAG GTOV TOIKT VO TPOYWPNGEL LE GTOYO TN ViKT).



EIKONA 16 : LoadingScreen?2

Loading... 37%

EIKONA 17 : StoryCavel
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After escaping from the island of Circe, Odysseus
continued his jouwrney alone, arriving at a new island.

shrouded in shadows and myths.




EIKONA 18 : StoryCave?2

Thi=s island belonged to the fearsome Cyclops, the son of
Poseidon, who devoured anyone daring to approach him.
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A= he neared the Cyclops' cave, the tension grew. The
next battle would be the most difficult and dangerous
he had faced =o far.

Odysseus knew that only with his wit and cleverness
could he defeat the monstrous creature and find his
way back home.
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EIKONA 21 : CaveStart

HP 100 / 100

EIKONA 22 : Goblin enemy

HP 5& / 100




EIKONA 23 : MapHint

EIKONA 24 : BossFight

HP 100 # 100

cYCLOPS




EIKONA 25 : CyclopslsDead

HP 52 4 100

CYCLOPS

MoMg o maiktng pmel oty mepoyn tov Boss Fight Zone, dev vtapyet emotpoer|. O Odvcscéag
Exel TAEOV TayOEVTEL, Kol 0 HOVOG TPOTOG Y10, VoL GLUVEYITEL TO TSI TOV Eval VO OVTIETOTICEL
tov Tpopepd Kokhoma. O Kokiorag ivotl évag mavioyvpog avtimaiog, yryavtiaiog Kot
adVoMMNTOG, Y10¢ ToL [ToceWdmva, Yvmotog yio T Blon gvon Tov Kot T okAnpodtnTd Tov. H
péym pe avtov tov x0po Ba etvon  mo dvokoAn dokipacio tov Odvecéa uéypt otryuns. Movo
pe e&umvdoa Kot otpatnyky Oa pmopécetl va Pyet Vikntmg.

Epdcov katapépetl va vikioet tov Kokhoma, Eexiva €va cutscene, 0mov To Tty viol eTPBpadvvel
Y10 VO OMLIOVPYNGEL TNV AIOPOITN TN £VTACT) KO TOV OPOUOTIKO TOVO. XT0, EMOUEVAL
devtepOrenta, 1 oknvn petaPaivetl apyd otn terevtaio oknvny Tov Toyvidlov, to EndStory. Exel,
napakorovBovpe Tovg "TiTAOVS TEAOVS" Vo KLAOVV, GUVOSELOLEVOL A0 EIKOVES TOV AALALOVV
oTadKd, Tapovcldlovtag Tig Teevtaieg oTypéc Tov Odvocia kabmg emoTpepet oty 10dK.

2ty tehevtaia eikova, PAEmovpe Tov Oduecéa e TNV 0KoYEVELd Tov, palepévoug 0Aot pali oto
onitt Tovg YOp® omd T PoTid. O OdVGGENS, YEUATOS EUTEIPIES KO AVOUVIGELS OO TIC
TEPIMETEIEG TOV TOEIO100 TOV, APNYEITAL GTOVS AyAmNUEVOVS TOV 0G0 E0NGE, EVO 1) EIKOVA,
oLUPOAILEL TNV TEAIKT TOL VIKT, O)L LOVO OTEVOVTL GTOVG £XOp0DG TOV, AALY KoL OTEVAVTL GTIG
avTIEOOTNTEG TOV OVTILETOTIGE Y10, VOL EMOTPEYEL GTO GTITL TOV.

Katd m dibpketa avtig TG 6KNvNG, 1 EIKOVA TNG OIKOYEVELNG LEVEL GTAOEPT] GTO TOPAGKN VIO,
EVO 01 TITAOL TEAOVG KLAOVV apyd 6TV 000V, TaPoLG1alovTag GAOVG TOVG CLVTEAEGTEG TOV
oLy Vio100.



MoMc odokAnpwBel To animation Twv credits, To moyvidl TEAEIDOVEL, PEPVOVTOS TO Main menu
oV TeMKN 006V, apnvovtag pa aichnomn emituyiog Kot 0OAOKANPOGONG TNG TEPUTETELNS TOV
Odvocéa. ‘Etot, to The Adventures of Odysseus gtavel 6to T€A0g Tov, LE TV 16TOPI0. TOV NP
va £xel OLoKANPpmOEl emTLYOG.

EIKONA 26 : ReturnTolthacal
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EIKONA 28 : ReturnTolthaca3
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EIKONA 29 : ReturnTolthaca4

To my flmilg/ﬁd:,an



EIKONA 30 : ReturnTolthacab

EIKONA 31: PauseMenu




Y10 Pause Menu, 6tav emAégovpe v emthoyn Controls, vapyet piot GNUOVTIKY d10LPOPA GE
oyéomn Ue v avtiotoyn enthoyn oto Main Menu. Avtf T @opd, 0 TaiKTNG EYEL TN SLVOTOTNTO
va 0AAGEEL TOL TANKTPOL KO VOL TO TPOGAPUOGEL OIS eketvog emBupet, pe v mpobmdOeon o1
dgv pmopet va emAEEeL KATO10 TANKTPO TTOL ¥pnoomoteitol 11 amd AN evépyeta. Av
TPooTadnoEL VoL TO KAVEL, TO TToyvidt dev Ba Tov To emttpéyet.

EmumAéov, vrapyet to kovuni Reset Controls, 1o omoio emava@épet ta TANKTPOA GTIG
npokabopiopéveg puOPiceLS TOV TayVIO100, TPOCPEPOVTAG GTOV TTOUKTY T SLVATOTNTA VO
EMOTPEYEL OTIG OPYIKES EMAOYES OV YPELOGTEL.

Eniong, 0mmg kot 6to Main Menu, vrdpyet o pdpo otny kbt de€1d yovia, 1 onoio emttpénet
oTOV TToKTN va puOuicel TV £vTaon TG LOVGIKNG TOL TTayvidlov. Avto divel Tn duvaTdTNTO
oTOV TO{KTN Vo LENGEL 1] VO LELOGEL TNV £VTOOT OVOAOYO LLE TIG TPOTUNGELS TOV,
eEaopaAifovtag TV KOADTEPN dSuvaTH EUTELPIN KOTA TN S1APKELL TOV TOLYVISLOV.

EIKONA 32 : DeathPanel
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HINAKAY ME TA SCRIPTS

RebindButton.cs

Awyepiletor v aAlayn tov
TANKTPOV/KOVUTLDV E1GO60V 0o TOV
TOKTN, EMTPETOVTOG TNV Ao KEVOT

KoL EVIUEPWOOT) TOV GALOYDV.

ResetBindings.cs

Emavagépet ddeg Tic pubpicelg
TANKTPOV/KOVUTLDY GTIV OPYIKT TOVG
KaTAoTOOT), O10YPAPOVTOS OTOIEGONTOTE
oAhayéc,

BossFightZone.cs

Awyepiletor ™ Covn péymg tov boss,
gvepyomotel v pdiyr, GTOUATAEL T
LOVGIKT Kol EAEYYEL TOVE TEPLOPLGLOVC
TOV Y(DOPOU.

CyclopsController.cs

EAéyyer ™ coumeprpopd tov Kukiomna,
nepauPavovtag TV Kivnon, Tig
emBEoELS KO TN AOYIKT GUYKPOVOTG LE
TOV TO{KTY).

CyclopsHealthBarController.cs

Awoyepileton T pmdpa vyeiog Tov
KvkAiomo, evnuepmvovtic mv Kadag
déyeton Inuud kKo epeavilel to Keipevo

TouchingDirectionsCyclops.cs

Aviyvevet v emoen] tov Kukiona pe 1o
£30p0C, TOVG TOlYOoLE KOl TO TOPEVL Yo
va BEATIOGEL TNV Kivnon Kot TIC
OAANAETIOpAGELC.

CharacterEvents.cs

Anpovpyet Unity events mov
EVEPYOTOLOVVTAL OTAV O YOPOKTIPOG
déyetan {nua 1 Bepamedetan,
TapEXOVTOG ETGL peyaAdTepn eveMEia.

LoadingScreenManagerl.cs

Awyepiletor v gppdvion oBovaov
@oOptoong katd ™ petdfaocn peta&o
CKNVOV, TOPEYOVTAG OLOAOTEP
eumelpio otov maiktm (éxdoon 1).

LoadingScreenManager2.cs

Mo evoAlakTikny vAomoinon ofovdv
QOPTMOONG LE SPOPETIKEG PLOUICELS Ko
animations yia t @OpT®ON TOV GKNVOV

(éxdoon 2).

MainMenuController.cs

AwyepileTor To Kevipkd Pevoo,
EMTPEMOVTOG GTOV TOIKTN VAL EEKIVIGEL
TO TTOLYVidL, VoL TPOCUPUOCEL TIG
puluiceig M va Pyet

PauseMenuController.cs

Emutpénel v mavomn tov moyvidion, my
TPOGPacT 6To Pevol pubuice®y Kot T
duyeipion g £VINoNG LOVOIKTC.




MusicPlayer.cs

EXéyyer v avamapoywyn TS LOVGIKNAG
GTO TOPOUCKNVIO, TAPEXOVTOS ETAOYEG
TOoNG, GUVEYIONG Ko pOOIoNG TNG
£vTaonG.

FadeRemoveBehaviour.cs

[IpocBétel epé oTadoKng eapdviong
(fade out) og éva avtikeipevo mpv avTo
agotpedel amd ™ ornvi.

PlayOneShotBehaviour.cs

Iailel éva ynTikd KA Katd
duapKeln ™G AAAOYNC TV animations,
Bonbdvtog oty evioyvon g EUTEPiOG
TOV TToiKT).

SetBoolBehaviour.cs

EXéyyel tic boolean mopapétpovg 6to
Animator, evepyomolmvTag S1apopeTIKd
animations pe pdon v KeTdoTOGN TOL

YOPOKTIPOL.

SetFloatBehaviour.cs

EXéyyer tic float mapapétpovg 6to
Animator, enttpénovtog mo oporég
uetofaoeic ueta&d animations.

EndStoryManager.cs

Awoyepileton To TEAOG TG 10TOPIaG,
KLVAGOVTOG Kelpeva oty 006vn Kot
oAAGCovTag EIKOVEG, LEYPL VA EMOTPEWEL
670 KOPLo LEVOU.

StoryManagerCave.cs

IMoapoveialel Tig oeAidec TG 1oTOPiag
KaBmG 0 maikTng TPOYWPA, L
duvaTdTNTO TOPAKOLLYNG Kol LETAPBAOTG
GTNV EMOLEVI] OKNV).

StoryManagerIntro.cs

EpepaviCer mv elooywyn g wotopiog
TOV TTOLVIOLOV, LLE OLVOTOTNTO
TOPAKAUYNC Kot LeTdfoonc oty Kopla
GKNVI TOVIO100.

AnimationStrings.cs

[Tepéxet otabepés oupPorocelpéc yia Tic

AGOM Katd ™V avapopd Tous e d1dpopa

TOPOUETPOVS TOL Animator, LELDVOVTOG

scripts.

Attack.cs

Xepiletan Tic emMBECELS TOL YOPAKTIPOL
Kol epapprolel avaKpovsn 6Tovg
€x0povc, evd Tapéyel Ko dtayeipion
Ende.

CameraFollow.cs

H xduepa akorovBel tov maiktn,
SN padvTog o 6tadepr| amdeToon
(offset), PeAtidvovTag TNV OMTIKY
gumepio.

Damageable.cs

Awyepiletor TV vyeia TV
YOPOUKTAP®V, TNV EQAPHOYN CNUIdG Kot
Vv Kotdotoon aTposciog, evo
gvepyomotel animations Oavdtov.

DetectionZone.cs

Aviyvevel ta avTiKeilevo Tov
gloépyovtol o€ o {dvn aviyvevong,




YPNOLLOTOLDVTOG TAL Y10t VO
EVEPYOTOU)CEL GLYKEKPIUEVES EVEPYELEG.

FlyingEye.cs

EXéyyer mv xivnon evog umrtapevou
€x0pov Kot Tov kabodnyel péso amd
npokabopiopévo onpeio (Waypoints) yio
embéoelc,

Goblin.cs

EMéyyet tov gxBpd Gablin, mv aviyvevon
TOL TTOUKTN, TNV KaTevBuvon Tng kivnong
KoL TG EMOECELG TOV.

Skeleton.cs

EXéyyer tov gx0pd Skeleton,
EMTPEMOVTAC TOL Vo emitifeTon, va
oviyveDEL TOV TOKTY) KOl VoL KIVEITOL OTY

oK.

Knight.cs

EXéyyer tov gx0p6 Knight,
GUUTEPTAOUPAVOUEVDV TOV ETOEGEWDY,
™G aviyveLONG TOL TOUKTN KoL TG
Kivnong o€ GUYKEKPIUEVEC KOTELODVGELS.

ParallaxEffect.cs

Anovpyel to ¢ parallax ota poévta,
npocbétovtag fabog otV onTIKN
gumelpio Tov Tkt KaODC Kveiton ot
oK.

PlayerController.cs

O kbOprog Ereyyog Tov oK,
dwoyepileton v Kivnom, Tig embéoelg
KOl TIG OAANAETIOPACELS [LE TO
mepPaAlov.

Projectile.cs

Anovpyel ko drayepileTon PAqpota,
EMTPENOVTAC TV TTPOKANCT (Udg oe
€Y0povg Ko TNV €QAPLOYT OVAKPOVOTG.

ProjectileLauncher.cs

Exto&evel PAnpata and va
rkafopiopuévo onpeio ekkivinong,
vroloyilovtag T devBvvon Kot Tnv
Kivnon Tovg.

TouchingDirections.cs

Aviyvedel av o yapoKTipog etvat 6to
£00.p0g, o€ Toiyo N TaPdvt, Yo va
pulpicel KatdAAnia TIg KIVIGELS Ko Ta!
animations Tov.

HealthText.cs

Epopavier keipevo mov detyvel v
mocotnta Oepaneiog 1 {nuudg mov
Aoppdvet o yopakTpac, e Kivnomn kot
fade-out.

HealthPickup.cs

TTapéxet otov maiktn amokotdoToon
vyeiog otav cviieyBel, cuvodevdpevo
omd MYMTIKE EQE.

KeyPickup.cs

EXéyyer m ovAloyn Khedidv omd Tov
oK™, T 0TToin YPNGYLOTOOVVTOL Y10
10 Eexdeldmpa TePLoy®dV 6To Ty Vidt.




UlManager.cs

AwoyepileTat TNV ELEAVIOT] YPOQIKDV
otoyeiov (Ul), onmg keipeva
{nuac/Bepameiog, Ko ENTPETEL TNV
££000 oo 10 ALY VIOL.

HealthBar.cs

EXéyyer ) pumdpa vyeiog Tov maik,
EVILEPDVOVTAC TNV SUVOUIKA OTOV 1)
vyeio avEAVETOL ) LEIOVETOL.




2ZHMANTIKA SCRIPTS

PlayerController.cs

2V apyn Tov KOSKO, EYOVUE T OMMAWMOT OA®V TOV LETARANTAOV Kot T®V components
nov Ba xpnoomomBovV yio Tov EAEYYO TOL TOUKTN:

walkSpeed = 5f;
runSpeed = Bf;
airWalkSpeed = 3f;
jumpImpulse = 18f;

GameObject gameOverPanel;
deathPanelDelay = 2f;

isPlayerDead =
lastSceneName ;
= pestProcessingVolume;
thofField depthOfField;

moveleft;
moveRight;

e walkSpeed, runSpeed, airWalkSpeed: Opilovv tnv taydTNTO TOV TAIKTN KOTA TV
Kivnomn 010 £30¢0¢ (TePTATNUO/TPEELO) Kot GTOV OEPQL.

e jumplmpulse: H dbvoun tov dApotog tov maike.

e gameOverPanel: Avagopd oto mavel mov gupavifetal 6tov o maiktng neboaivet.

e deathPanelDelay: Opilet to ypovikd dibdotnua KaBuoTépnone TPV EUPOVIGTEL TO
gameOverPanel.

e postProcessingVolume: Xpnouomoteitot yio vo eAEYEOVUE TOL OTTIKG EQE HETA
mv eneEepyacio, OTme to Pdbog mediov (DepthOfField).

e moveLeft, moveRight: Aoywkéc Tyég mov deiyvouv av o maiktng Kiveitat
aplotepd N Oe&idL.



AxoAovBoHV 01 1310TNTES Kot 01 HEB0JO1 TOV EAEYYOLV TNV KIVNON TOL TTOUKTN

CurrentMoveSpeed

if (CanMove)

i
if (IsMoving && !touchingDirections.IsOnWall)
i
if (touchingDirections.IsGrounded)
£
if (IsRunning)
i
return runSpeed:
3

else

i
return walkSpeed;
3

1lse

return airWalkSpeed;

e CurrentMoveSpeed: Emiotpépet v TorydTnta Le TV 0moio Kiveitat o moiktmg.
EAéyyetan av o maiktng pmopei va kivnBel (CanMove), av givar og kivnon
(IsMoving), ka1 av givon 6to £€604p0g 1 oTOV a€pa. AV givor 6TO £60.POG,
ypnoponoovue gite v tayvnTo tepratiuotog (wWalkSpeed) eite v toydTa
tpe&ipotog (runSpeed). Av gtvarl 6tov aépa, ¥PNOYLOTOI0VUE TNV TOYOTNTO

nmong (airWalkSpeed).

_dis=Mowving =

IsMowving

return moveleft || moveRight;

_disMowving = a1 :
animator.SetBoolCAnimationStrings.isMowving,

isRunning —

IsRunning

return _isRunning;

_EisRunning = :
animator.SetBool(CAnimationStrings.isRunning,

—_AsFacingRight —

IsFacingRight

return _isFacingRight;

£ C_isFacingRight =

Ttransform. LlocalScale ==

_EisFacingRight =



Ot petafAntéc kot péBodot anTéc EAEYXOVV oV O TOUKTNG KIveltat Kot TPEYEL:

e IsMoving: Emiotpépet true av o moiktng Kwveitotl oplotepd 1 6514
(xpnowomoinvtog Tig petaPfAntég movelLeft ko moveRight).

e IsRunning: Xpnotponoteitar yia va kabopicet av o maiktme tpéxet. H tyun g
EVNUEPAOVEL TO animation TOv ToiKTY).

Av o0 maiktng aAlaéel kKatevBuvon, dOnAadn amd apiotepd og 0e€1d 1 TO AVTIGTPOPO, TOTE
avaoTpEPovpe TNV KApoka otov déova X:

e [sFacingRight: EA&yyetl av o maiktng korrdletl mpog ta de&id. Av 1 KatevBvvon
OAAGEEL, M KATLOKO TOV TTOAKTY OVTIOTPEPETAL MOTE VO KOITALEL TPOg TNV avTifen
TAELPA.

(@)

rb = GetComponent<Ri 20>();
animator = GetComponent r>();
touchingDirections = GetComponent<
damageable = GetComponent<Da

pauseMenuController = FindObjectOfType<PauseMenuControll

if (TryGetComponent<PlayerInput>(out var playerInput))
{

pauseAction = playerInput.actions["Pause"];

}

210 Awake() apxikotmoloUpe OAd Ta components TToU ATAltoUVTAl Yid TOV EAEYX0 TOU TTaikTn:

¢ Rigidbody2D: Xpnoomotgitot yio T QUGIKY Kivomn Tov TOiKTN 6TO ToyViotL.

e Animator: Xeipiletar to animations, 6wg 1 Kivion, to dipa, Kot o 0dvatog.

e TouchingDirections: EAéyyet av o maiktng Ppicketatl 6o £60p0G, 6€ TOiY0 1| 6TV
0poQn.

e Damageable: Awyepiletat Tnv vyeio Tov maikm.



if (ldamageable.lLockVelocity)
i
L moveX = 8;
if (moveleft)
{

moveX = —-1;

lse if (moveRight)

if (touchingDirections.IsOnWall && !touchingDirections.IsGrounded)

i
rb.velocity ew V r2(rb.velocity.x, Mathf.Max(rb.velocity.y, —5F));
else

rb.velocity = new V r2(moveX # CurrentMoveSpeed, rb.velocity.y);

}
IsMoving = moveX |= 8;
SetFacingDirection(moveX);

}

animator.SetFloat(Animat gs.yVelocity, rb.velocity.y);

1 ovveyewo oto FixedUpdate(), n puowkn kivion tov maiktn evnuepdvetal PAceL TV 16000V
TOL YPNOTN:

e E)\éyyovpue av o maiktng Kwveiton apiotepd 1 6e&1d Ko Tposapudlovpe v
tayvtta (velocity) Tov Rigidbody2D avéloya pe tn CurrentMoveSpeed.

e Av 0 TaiKTNG KOVUTAEL TO1YO Kot OgV Elval 6TO £001POG, dtoTnpeiTon pio otadepn
TTMOOT Y10 VO ATOPEVYETOL 1) TTOAD YPY|YOPT TTOGN.

OnJump(In Action.CallbackContext context)

if (context.started && touchingDirections.IsGrounded && CanMove &5 !PauseMenuController.isPaused)
{

animator.SetTrigger(A ngs. jumpTrigger);

rb.velocity = new Ve (rb.velocity.x, jumpImpulse);

OnAttack(Input n.Callb xt context)

if (context.started && !PauseMenuController.isPaused)
{

moveleft

moveRight = fa

IsMoving = false

rb.velocity = new Vector2(8, rb.velocity.y);

animator.SetTrigger(Animatic *ings.attackTrigger);




O maiktng umopet vo mnonéet kot vo emitedel pe Paon Tig e16080V¢ TV ¥PNOTN:

O naiktng umopei vo B€oetl To oy vidl o€ mavon (Pause) Kot vo To EToVIPEPEL LEGH TOV

Y10 OnJump(), av o TaikTNg €ival 610 £50(POG KoL OEV EYEL TAYMDGEL TO TOLYVIOL,

KoAgitat 1 evEpyeLa AALOTOG, TPOGdidovTag (o dnon otov d&ova Y.
Y10 OnAttack(), otapatdet n kivnon kot kaigiton to trigger enibeonc.

OnPause(InputAction.Callback ext context)

if (context.started && pauseMenuController [= )

{

playerInput = GetComponent<PlayerInput>();

playerInput.DeactivateInput();

pauseMenuController.OnPause(context);

GLOTNLOTOG EIGO0WV:

OnPause(): Otav 0 ToikTNng TOTHOEL TO KOVUTL Y10 TV TowoT (Tov £xEl OploTeEL

péow tov InputAction), amevepyomolovvtal o1 166001 TOV TOAKTY Ko

gvepyomoleitan To pause menu uéom tov pauseMenuController. Avtd daxodmtet

Vv €€EMEN TOL O VIS0V PEYPL va. ByEl amd TV TOOOT).



IEnumerator HandleDeathTransition()
(deathPanelDelay);

ime.timeScale = 6F;
if (backgroundMusic != null)
{

backgroundMusic.ignorelListenerPause = 1

}
gameOverPanel.SetActive( e);

blurDuration = 1.5F;
c elapsedTime = Of;
if (depthOfField I=
{
depthOfField.active = true;
depthOfField.gaussianStart.Override(5F);
depthOfField.gaussianEnd.Override(5F);

while (elapsedTime < blurDuration)
{
t = elapsedTime / blurDuration;
depthOfField.gaussianStart.Override(Mathf.Lerp(5f, 1f, t));
depthOfField.gaussianEnd.Override(Mathf.Lerp(36F, 18F, t));

elapsedTime += Time.unscaledDeltaTime;
yield return 2

}

depthOfField.gaussianStart.Override(1f);
depthOfField.gaussianEnd.Override(16F);

H HandleDeathTransition() eivor vrebOvvn yia to transition ov akolovbei tov Bévarto Tov

ToiKTN:

HandleDeathTransition(): Avti n cvvdptnon ypnowomnoei évo. IEnumerator yio
va, kaBvotepnoet v gpedvion tov gameOverPanel (tov maveA g 006vig
Bavartov) ya éva kaBopiouévo ddotnua (deathPanelDelay). Metd amd v
KaBvotépnon, 1o moryviol taymvet pe Time.timeScale = 0f ko evepyomnoeiton to
gameOverPanel. EmimAéov, av vdpyet evepyd 1o epé faBovg mediov (Depth of
Field), yivetou pua otodioxn eotioon kot 00Awon (blur effect) otnv 006vn kotd ™
d1apKeto Tov transition.



OnInteract(InputAction.CallbackContext context)

¥ (context.started)

{

if (isPlayerInRangeOfDoor && doorAnimator I=
{
if (HasKey)
f
if (lisDoorOpen)
{
doorAnimator.SetTrigger("OpenDoor");
isDoorOpen = true;

if (doorAnimator.TryGetComponent<Au 2 t var audioSource))
{

audioSource.Play();

Debug.LogError(~AudioSource is mi

eneManager.LoadScene("LoadingScreenScene2”);

ShowHintMessage();

O maiktng pmopei vo adAnAenidpdoet ue mopteg oto moryviol. H Onlinteract() eAéyyet avtv
JdpacTIKOTNTOL!

e Onlnteract(): Avti 1 cuvapton eAEYYEL av 0 TaikTnG PpiokeTon KOvVTd Gg o
nopta (isPlayerInRangeOfDoor). Av €xet to khedi (HasKey) ko n mopta dev
elval O avorytn, N TOPTA avolyel Ko avamapdyetal £vag xos. Av n mopta givorl
avotytn, 10te petapepopaote otn oknvn "LoadingScreenScene2". Av dev
VILApYEL TO KAEWI, gpeavileton Eva pnvope bdOEENS 6TOV TaUKTN Yo TO oV val
10 PBpet.



ShowHintMessage()

ect hintObject = new("H 4 )z
hintObject.transform.position = doorAnimator.transform.position +

ro textMesh = hintObject.AddComponent
textMesh.text = "HINT: \nYou to he d ¥ Hades, \ndefeating the
textMesh.fontSize = 4;
textMesh.alignment = TextAlignmentOptions.Center;

textMesh.color = Co

outline = textMesh.gameObject.AddComponent<Outline>();
outline.effectColor = Color.blac
outline.effectDistance =

Destroy(hintObject, 4f);

Otav 0 Taikng 0ev £l T0 KAWL Yo TV moOpTa, ep@aviletor Eva pnvopo vITOSEIENG 6TO
oLy vion:

e ShowHintMessage(): Anpovpyel Eva pvopo VTOSEIENG TPOYPUUUOTICTIKA
ypnoponowdvtag TextMeshPro. To ufvopa tomoBeteiton wéve omd v ndpTo Kot
TOPAUEVEL 0paTO Y10 4 OEVTEPOAETTO TPV KATACTPAPEL.

i oid PlayerDeath()

if (lisPlayerDead)
{
isPlayerDead = ¢

LlastSceneName ».GetActiveScene() .name;

if (backgroundMusic = null)
i

backgroundMusic.pitch = 8.5F;
3

if (deathMusic I[= null)

{
backgroundMusic.Stop();
deathMusic.Play();

3

StartCoroutine{HandleDeathTransition());

Otav n vyeia Tov TaikTn ETacEL 6TO0 PUNdév, Koieitan 1 dSadwkacio Bavdatov. H pébooog
PlayerDeath() eivar vrevBuvn yuo ) dayeipion tov Bavdtov Tov aik:

e PlayerDeath(): EAéyyet av o maiktng elvar 10n vexpde. Av dev etvar, aAraler v
T tov isPlayerDead o€ true kot amoBnkedel To Ovopa TG TEAELTOLNG GKNVIG
otV omoia PPLoKATAV 0 TAIKTNG, MOTE VO EMOVEKKIVNOEL OO aLTY]. TN GUVEKELX,



1 HOVOIKN eOVTOL emPpadhveTot Kot otapatdel, Tailovtog Tn HOVGIKY| TOV
Bavartov (av vapyet). Télog, kaieiton 1 HandleDeathTransition(), n omoia
dwyepiCetan to transition otnv 006V Bavatov.

i NewGame ()
ime . timeScale = 1F;
. IsNullOrEmpty(lLastSceneName) )
nager . LoadScene(lLlastSceneName) ;

LoadScene("DefaultScene™);

if (depthOfField Ii= L)
: 3

depthOfField. active =
E 5

ReturnToMainMenu()

me . timeScale = 1+F;
Manager . LoadScene(

+ (depthOfField 1=

depthOfField. active

QuitGame()

H NewGame() uébodoc ypnoylonoteiton yo va Egkivnoet Eavd to mayviot. Ta frpoto mov
axoAovBovvton eivar ta €ENG:

e Time.timeScale = 1f;: H toydtnta tov ypdvov enavépyetarl oto kavoviko (1),
KaBdg mBavov va glye yivet mavon (Time.timeScale = 0) mponyovpuévac.

e if (Istring.ISNullOrEmpty(lastSceneName)): EAéyyet av vdpyet omodnkevpuévo to
ovopo TG teAevTaiog oKV oty onoia Bprokdtav o maiktng (LEGm g
lastSceneName petaPAntic). Av vdpyel, TOTE POPTMVEL VTN TN GKNVA,
EMTPEMOVTOG GTOV TAIKTY VoL EEKIVIOEL Eava amtd €KEl TOV GTAUATNGE.

o else: Av dev vrdpyet oknvi amobnkevpuévn ot lastSceneName, poptdveton 1
npoemheyUévn oknvn te 1o dvopa "DefaultScene".



e depthOfFicld.active = false;: Amevepyonotei 1o epé Babovg nediov (Depth of
Field) av avtd givan evepyomompévo. To Depth of Field ypnowyonoteitat yo va
Bodmvel 10 vdPfabdpo, TOavOV KaTd TN ddpkeln TOL BavaTov Tov maikty. Me v
EMOVEKKIVNON TOV T VIOL00, ALTO TO EPE AMEVEPYOTOLEITOL Y10l VO EXOVLE
KkaBapn ewova.

H ReturnToMainMenu() ypnoylomoteital yio Ty EXGTPOPT 6TO KOPLO UEVOD TOV oLy VIS10D.
AxohovBel ta e&ng Prpata:

e Time.timeScale = 1f;: Onwc kot otn péBodo NewGame(), n taydTnTa ToL ¥POVOL
EMOVEPYETOL GTO KOVOVIKO EMIMEDO.

e SceneManager.LoadScene("MainMenu™);: ®optdvel T GKNVY TOL KHPLOL UEVOD
oL oy VoL (MainMenu). O ToikTNg EMGTPEPEL GTO APYIKO oNpEio amd OTOV
Eexivnoe to oy viot.

e depthOfField.active = false;: Onwg kou otnv Tponyoduevn uéBodo, av to g
Depth of Field eivat evepyod, avtd anevepyomoteitan yio va eEao@olotel 0Tt TO
pevov Ba giva KaBapod Kot EVKPIVEC.

H QuitGame() eivar n o amAn and T1¢ Tpelg pebddovg, kat £xel ¢ Koo VoL KAEIGEL TO Ay Viot.

e Application.Quit();: Xpnowomoteitat yia vo kAgicel v epappoyn. Otav o
naiktng emAéEet va Byet amd to moryvidl, To Application.Quit() teppoatiCer tnv
EKTEAECT] TOV TTPOYPAULOTOS. LE TEPITTMOON TOL TO TaLyViol PpickeTon o€
nepPdAiov avamtuéng (0nwg o Unity Editor), avtod dev Oa kheioel To
TpOypopp, 0AAG o€ Kavoviko build Oa teppaticet v epappoyn.

Ewoveg and to Animator tov Player :

GroundStates Any State

v

Player_Death

Upl Base Layer

A

Player_Al_Attack 1




Any Stata

PlayerR

Ya

Any State

Any State
Player_ldle

(Uph Base Layer

er_Run




Goblin/Knight/Skeleotn.cs

walkAcceleration = 58F;
maxSpeed = 3If;
walkStopRate = 8.85F;

e attackZone;
e cliffDetectionZone;

Xty apyn tov Script éxovpe to attribute [RequireComponent] to omoio docpolilet dti
10 avtikeipevo Goblin Ba Tepiéyet Ta amapaitnto components yio Tn AELTOVPYIN TOV,
ovykekpéva ta Rigidbody2D, TouchingDirections, ko Damageable.

e Rigidbody2D: Xpnoonotgital yio T QUOIKN Kiviion Tov £x0pov.

e TouchingDirections: EAéyyet av o £x0pog axovumdel To £5apoc, Toixove, N
0pPOPEC.

e Damageable: Awayeipiletar t {on kot v vyeio Tov gxBpov.

O1 petafintéc walkAcceleration, maxSpeed kot walkStopRate ypnoipomoovvtal yio vo
kaBopicovv v ToyvTNTO Kiviiong kot v emttdyvvon tov Goblin.

O1 DetectionZones givat 600 onuavtikég (dveg aviyvevong mov kabopilovv
CLUTEPIPOPE TOV EYOPOY:

e attackZone: Zovn aviyvevong mov kabopilet av o moiktng sivar evtdg epPéretag
v va ogyBetl emiBeon.

e cliffDetectionZone: Zavn aviyvevong ykpepov 1 akpwv, wote to Goblin va
aAAGEel kaTevBuvon Otav TANGLALEL Evav YKPEUO.

Awyeipton katevBovong kivnong (WalkableDirection)

WalkableDirection { Right, Left }

WalkableDirection _walkDirection;
Vector2 walkDirectionVector = Vector2.right;

e To Goblin propet va KvnBei eite mpog ta 6e&1d eite mpog ta apiotepd. Avtd
kabopiletar amd v enum WalkableDirection, n oroia pmopei va mépet Tig Tipég
Right 7| Left.

e H petapint _walkDirection xafopilel nv tpéyovoa katevbuvon tov Goblin kot
n walkDirectionVector givat éva Vector2 mov vmodeikvdel Tnv KatevBovon
kivnong otov a&ova X.

Metofoin katevbvvong (FlipDirection)



WalkableDirection WalkDirection

{ return _walkDirection; }

if (_walkDirection != value)
{
gameObject. transform.localScale =

if (
{

== WalkableDirection.Right)

walkDirectionVector = V r2.right;
}
else if (va = == WalkableDirection.Left)
{

walkDirectionVector = V 2.left;

}
}

—walkDirection =

(gameObject.transform.localScale.x # -1,

gameObject.transform.localScale.y);

e Av 10 Goblin aArdEerl katevBuvon (m.y., amd de&ld Tpog apiotepd), n localScale
TOV OVTIKEWEVOL aALGCEL. AvTd onuaivet 0ti to Sprite tov Goblin avaotpépeta,
wote va "kortalel" mpog ™ véa kotevbuvon.

e HwalkDirectionVector evnuepmvetor avordyms, kabopilovtag av to Goblin ba

kwvnOei mpog ta de€id (Vector2.right) v apiotepd (Vector2.left).

_hasTarget = ¢

HasTarget

_hasTarget = e;

animator.SetBool(AnimationStrings.

CanMove

return animator.GetBool(A

AttackCooldown
return animator.GetFloat(Anima

animator.SetFloat(Ani

mationStr

Evpeon otoyov (HasTarget)

ings.attackCooldown,

hasTarget,

canMove);

gs.attackCooldown);

Mathf.Max(val




e H 1510mta HasTarget ypnowonoteitan yio va eAéy&et av to Goblin éyet otdyo
(maiktn) evidg g Covng emiBeong.

o Av Bpebel o610)0¢, T0TE gVnuEepdveTOL TO Animator yio va Eekiviioetl Ty emifeon
péom tov AnimationStrings.hasTarget.

CanMove: 'EAeyyog kivnong

e To Goblin propei va kivnbei povo dtav n Ty CanMove givou true, 1 omoia
pvOuiletar oamd to Animator.

AttackCooldown: Xpovopetpo emBécewmv

e Avti 1 1010TNTA XPNCYOTOLEITOL Y10l VO EAEYYEL TO YPOVIKO SLAGTILLOL TTOV
pecorafet petald tov emBécemv Tov Goblin. Katd ™ didpkewa tov Cooldown,
10 Goblin dgv pumopel va emtedei Eavd péypt va AnEet antod 10 YPovikd S1GoTHUa.

eQ)

rb = GetComponent<R dy20>();
touchingDirections GetComponent<Touchi
animator = GetComponent<Ani r>();
damageable = GetComponent<D

te()

HasTarget = attackZone.detectedColliders.Count > 0 && attackZone.detectedColliders[0].CompareTag(”"P1

if (AttackCooldown > 8)
{

AttackCooldown —= Time.deltaTime;
3

te()

if (touchingDirections.IsGrounded && touchingDirections.IsOnWall)
{

FlipDirection();
}

if (ldamageable.LockVelocity)
{
if (CanMove && touchingDirections.IsGrounded)
i
rb.velocity = new Vector2(
Mathf.Clamp(rb.velocity.x + (walkAcceleration * walkDirectionVector.x
rb.velocity.y);

ime.fixedDeltaTime), -maxSpeed, maxSpeed),

}
else
{

rb.velocity = new ) f.Lerp(rb.velocity.x, 8, walkStopRate), rb.velocity.y);

Awake(): Apxikotroinon components

e 210 Awake() apxikommolouvtal OAd Ta amapdaitnta components:
o Rigidbody2D: Xpnotpomoleitat yia t Quaolkn Kivnoen tou Goblin.



o TouchingDirections: EAéyxel av to Goblin Bpioketat oto £3agog, o€ Toixo n
O€ YKPEWO.
Animator: Xpnowlomoleital yta va aAAadet ta animations tou Goblin.
Damageable: Awaxeipiletat Tnv uyeia tou Goblin.

Update() kat FixedUpdate()

e Xto Update(), To Goblin eAéyxel av UTTAPXEL KATIOLOG OTOXOG £VTOG TNG {wvng
emiBeong (attackZone).

e AvBpebei oTox0( pE To tag "Player”, To HasTarget yivetat true kat to Goblin
mpogTolpadetal yia emibeon.

e [apaAAnAa, to xpovopeTpo Tng emiBeong (AttackCooldown) pelwvetal 060 mepvAEL
0 XpOvog.

e 210 FixedUpdate(), To Goblin EA€yXel av AKOUUTIAEL TOIXO Kdal, av vat, aAAdleL
Kateubuvon xpnotpomolwvtag tn FlipDirection().

e 'Oco 1o Goblin pmopei va KivnBei kat givatl oto £€6aog, n TaxutnTd Tou auavetat
otadlakd xpnotpomolwvtag tnv walkAcceleration Péxpl va pTacel Tn PEyLoTn
Taxutnta (maxSpeed).

‘Otav 1o Goblin ctapatd va Kiveitat, n TaxutnTa Tou PELWVETAL OTAOCIAKA PECW TNG
Lerp HEXPL VA OTAPATAOEL EVTEAWG.

ite id FlipDirection()
if (WalkDirection = WalkableDirection.Right)
{

WalkDirection = WalkableDirection.Left;

1se if (WalkDirection == WalkableDirection.Left)

WalkDirection = WalkableDirection.Right;

OnHit(int damage, Vector2 knockback)

rb.velocity = new Vector2(knockback.x, rb.velocity.y + knockback.y);

OnCliffDetected()

if (touchingDirections.IsGrounded)
{

FlipDirection();
3

FlipDirection



e H ovvdaptnon FlipDirection() avtiotpépel v kotevbvvon tov Goblin dtav Bpet
EUTOO10, OTMG TOTYO N YKPEUO.

OnHit
e Otav 10 Goblin dgxbel yrommua, n cvvaptmon OnHit epapuoler knockback otnv

Kivnon tov, HeTtafAALOVTAG TNV TOYVTNTA TOL AVOLOYO LE TIC GUVTETAYUEVEG TOV
YTLTNLLOLTOG,

OnCliffDetected

e Avt 1 ovvaptnon koleitar 6tav to Goblin evtomicetl ykpepod (uéom g
cliffDetectionZone) kot aAldlel katevBuvon yio vo unv méoeL.

Ewoveg amd to Animator tov Knight(ioyvovv ta idia ko yio too Goblin /Skeleton) :

Knight_Death

A A

Knight_Hit
Any State

(Up) Base Layer

Any State

Knight_Attack




Any State

Knight_Run




CyclopsController.cs

To CyclopsController givat to script mov eAéyyetl to peydro boss tov maryvidiov, Tov
Korkhomo.

walkStopRate = B8.85F;
ne attachZone;
cliffDetectionZone;

mainCamera;
zoomDuration = 2f;
slowMotionScale = 8.4F;

e Onwg ka1 oto GAAa SCripts, ypnoipomoovue o attribute [RequireComponent] yuo
va BeParmBovpe 6t 0 Kikdomag Ba £yt Ta amapaitnto components:
o Rigidbody2D: Xpnowonoteitat yio Ty @uoikn kivnon tov Kokimma.
o TouchingDirectionsCyclops: Aviyvevet av o KdkAomog axovurd to
£001p0g M évav Toiyo.
o Damageable: Awyepiletar v vyeio tov Kokhoma kot T1¢
OAANAETIOPAGELS OTOV OEYETOL YTV LOTOL.
e H toyvmta kot n kivnon tov Kokiomo eAéyyoviat péow tov petafAntdv
walkAcceleration, maxSpeed, ko1 walkStopRate.
o walkAcceleration: H emtdyvvon tov Koxhona kabohg apyilel vo tepratd.
o maxSpeed: H péytot toydnta mov pnopei va @tdoet o Koklonag,
o walkStopRate: O pvOuédg pe tov onoio o0 Kdkhomag otapatd 6tav dgv
Kivettar TAéov.
e O DetectionZones mepihappdvovv dvo (mveg:
o attackZone: H {ovn péoa otnv omoia 0 KdkAwmag pmopei va aviyvedoet
TOV TOKTN Kot vo emitedet.
o cliffDetectionZone: H {mvn mov aviyvedet av o Kbkhwmnag tincialet évov
YKpeWS vy va aAAdEe katevBuvon.
e H mainCamera ypnoipomoteitot yio vo EQpapuooTel £vo 0TTIKO £QE ZO0OM KOTA T
ddpxeto g NrTag tov Kdkimma, oe cuvdvaouod pe éva slow-motion effect.



WalkableDirection { Right, Left }

ate WalkableDirection _walkDirection;
2 walkDirectionVector = Ve

KatebBuvon kivnong kat apykoroinorn HetapfiAntov

¢ H xatebBvvon kivnong tov Kokiwona opileton pécsm tov enum
WalkableDirection, to omoio pmopei va givar gite Right eite Left.

e H perapint walkDirectionVector avtitpocwnedel v katevfovvon kivnong
otov G&ova X. Av to WalkDirection sivan Right, To walkDirectionVector givou
Vector2.right. Av givan Left, 10te Vector2.left.

WalkableDirection WalkDirection

t { return _walkDirection; }

if (_walkDirection !=
{
ug.Log(*Ch ng
transform.localScale = ne (transform.localScale.x * -1, transform.localScale.y);

if ( e == WalkableDirection.Right)
{

walkDirectionVector
Debug.Log("Cyclops wa

lse if (v = == WalkableDirection.Left)

walkDirectionVector 2. left

);

’

Allayn katevBovong (WalkDirection)

e Av oAAdGEel ) katevBuvon kivnong tov Kokiomra (m.y. and Right o Left), n
KMpoko 6tov a&ova X avaotpéPetal, e amoTELEGHLO. Vo, YVpilet To Sprite tov
®ote va Korraletl v avtifetn kotevbuvon.

e Xpnowonoovpe to Debug.Log() yio va mapakorovdncovpe oto Console v
aAlayn KatevBovong tov Kdkiona.



_hasTarget = fal

HasTarget

t { return _hasTarget; }

_hasTarget =
animator.SetBo
Debug.Log("Cyc

CanMove

canMove = animator.GetBool(AnimationStrings.canMove);
Debug.Log("C c je: " + canMove);
return canMove;

t AttackCooldown

t { return animator.GetFloat(AnimationStrings.attackCooldown); }

animator.SetFloat(A on attackCooldown, Mathf.Max( e, 8));
Debug.Log("Attack se " + value);

"EXeyyoc otdoyov (HasTarget)

e To HasTarget ypnowomoteitot yio va eEAEYYEL av VITAPYEL 6TOYOG (0 TaUKTNG) EVTOG
¢ attackZone. Av evtomiotel 6td)0C, TOTE M TN ToL HasTarget yiveton true ko
10 animation oAAGCEL o€ emibeon).

e H petofAintr _hasTarget evnuepoveton péow tov Animator, o onoiog 0£tet to
animation string hasTarget avaioya pe 10 av vdpyel 6TOYXOG 1 O)L.

CanMove: 'Eleyyog av pmopet vo kvn0et

e To CanMove givar pio boolean 16i6tnta mov ehéyyet av o Kdkimmag pmopei va
KvnOet, pe faon v Katdotaon tov Animator.
¢ Av o Koxhomoag dev pmopet va kivn0ei, ) toydtntd tov pundeviCeton.

Cooldown gmbécewv (AttackCooldown)

e To AttackCooldown gréyyel Tov xpOvo TOL TPETEL VAL TEPAGEL LEXPL VO, LTOPEGEL
o Koxhomog va emtebet Eava.



o Kd&Be popd mov mpaypatonoteiton enibeon, to Cooldown peidvetan,
dwoparilovtag 6TL 0 Kbkhwmag dev Oa emtebel vepfoiikd ypryopa.

we()

animator = GetComponent<A
damageable = GetComponent

if (!canStartMoving)

t start moving yet.");

HasTarget = att dColliders.Count > 0;
Debug.Log("’ lops detected " + attackZone.detectedColliders.Count +

if (AttackCooldown > 0)

{
AttackCooldown ime.deltaTime;
Debug.Log("Cyc ck cooldown + AttackCooldown);

>t nébodo Awake(), apykomolovue to amapaitnta components tov Kokiwma:

e Rigidbody2D: I'o. TV kivion pe UOIKN.

e TouchingDirectionsCyclops: T'ta v aviyvevon enap®v pe 10 £30pog 1 GAAESG
EMPAVELES.

e Animator: ' ta animations.

e Damageable: I'io. T dorxeipion g vyeiog TOV Kot TG AAANAETIOPAGELS pE
YTUTTNLLOLTOL.

Update(): Evnuépmon katdotaong Kot 6Toxov

e Y10 Update(), o Koxhomag eréyyet av pmopei vo EeKVAoEL TV Kiviion Kot ov
VILAPYOVV 6TOYO1 EVTOG NG attackZone.

e Emiong, to AttackCooldown peidvetot o€ kabe frame yio va eAéyyel mdTe pumopei
va yivel 1 endpevn enibeon.



if (lcanStartMoving)

ps 1s mo g. Checking ground, wall, and ceiling states.");

if (!damageable.LockVelocity)
{

if (CanMove && touchingDirections.IsGrounded)

i
FollowPlayerOnXAxis();

else

i

rb.velocity = ne . f.Lerp(rb.velocity.x, 8, walkStopRate), rb.velocity.y);
Debug.Log(*"Cyclo ot moving, reducing velocity.");

FixedUpdate(): Kivnon kot aAAnAemidpdoetlg

e H FixedUpdate() dwayeipileton tnv kivnon tov Kokimmo pe fdon ) @uotkn kot
ToV av pmopet vo KivnOet.

e Epopudlel xivnon mpog tov maiktn otov X aZova HEGm g
FollowPlayerOnXAxis().

FollowPlayerOnXAXxis(): AxoAovOei tov maiktn

e O Koxhomag akoAovBel tov maiktn povo otov a&ova X, avaroya pe t 0¢on tov
TOKTN GE GYE0N LLE OVTOV.



OnDeath()

StartCoroutine(SmoothTransition());

IEnumerator SmoothTransition()
t startZoom = mainCamera.orthographicSize;
t targetZoom = startZoom * 0.8F;

t elapsedTime = OF;

Time.timeScale = slowMotionScale;

while (elapsedTime < zoomDuration)

{

elapsedTime += Time.unscaledDeltaTime;
mainCamera.orthographicSize = Mathf.lLerp(startZoom, targetZoom, elapsedTime / zoomDuration);

yield return

yield return

Time.timeScale = 1f;

~.LoadScene("Ret:

OnDeath(): Awygipion Bavatov kot epé

e H OnDeath() xoAeitar 6tav o Kokhomag nebaivel, EvepyonoidvTag Hio oTodoK)
uetapaocn (zoom-in kot slow-motion effect).

SmoothTransition(): Zoom-in kot slow-motion effect

e H SmoothTransition() epapudlel éva zoom-in oty Kapepa Kot £va slow-motion
€QE Katd TN O1dpkeLn. Tov Bavdtov tov Kdkimra. Metd and 3.5 devtepdienta, to
oL VIOL EMOTPEPEL GTNV KAVOVIKT To VTN TO KO YiveTon LETAPOoT 6TV EXOUEVT
oKNVI.



Ewoveg amd to Animator tov Knight(ioyvovv ta id1a ko yio too Goblin /Skeleton) :

Attack

Cyclops_Death

A A

Cyclops_Hit
ESD Any State

{Up) Base Layer

Any State

Cyclops_Attack

(Up) Basa Layar

Any State

Cyclops_Run




FlyingEye.cs

To TPp®TO KOUUATL TOV KOOKO TEPLEYEL TIC ONADMGELG TOV UETARANTOV TTOV Ot
YPNOWOTOMBOVV Y1 TOV EAEYYO TNG Kivnong, e cvumepupopdg tov FlyingEye, kot tng
aAANAETIOpaONG LE TOV TOUKTN:

ye : MonoBehaviour

t flightSpeed = 2f;
t waypointReachedDistance = 0.1f;
Zone biteDetectionZone;
r2D deathCollider;
orm> waypoints;

animator;
D rb;
damageable;

~ansform nextWaypoint;
t waypointNum = ©;

e flightSpeed: Opilet v tayvTnto ttnong tov Flying Eye.

e waypointReachedDistance: H ardotoon oty onoia Oswpovpe ot 1o Flying Eye éxet
@tdoel og €va waypoint (onueio otdyov).

e DiteDetectionZone: Xpnoipomoteitat yio va aviyvedoeL av o Toiktng Ppioketon o
euPéreta yuo enibeon.

e deathCollider: O collider mov gvepyonoeitar 6tav to Flying Eye nebdver, emtpénovrag
mOOVEC EMMTOGELS PE TO TEPPAALOV.

e waypoints: Mia Aota amd Transform avtikeipevo, mov avTitpoo®menOvV T0. CNUELD OTA
omoia Oa kivnOei 1o Flying Eye.

Opilovpe kdmota Pacikd components mov Ba ypnoipomomBovv yio va XEPIoTOVUE TV Kivnon,
T animations, Kot TV aAANAETiOpaon pe TV vyeia:

e Animator: Xepiletar To. animations tov Flying Eye, énwog v xivion kot tov Odvarto.

e Rigidbody2D: Xpnoonoteitat yia vo kivn0ei to Flying Eye oto 2D nepifddrov tov
O VIO100.

e Damageable: To component wov dwyspiCerar  (on tov Flying Eye, dniadr| o moon
Inud pmopet va dgytel mpv mebdvet.



L HasTarget

{ return _hasTarget;

_hasTarget =
animator.SetBool( 101 1gs . hasTarget,

CanMove

return animator.GetBool(Anim ionStr js .canMove) ;

Edd PAémovpe v xatdotaon tov Flying Eye oyetikd e 10 av €xel 6T0Y0 KoL av Umopet va
KivnOetl:

e HasTarget: Av 1o Flying Eye evtonicel tov maiktn oto detection zone (bite zone),
N petafintn avtn yiveton true, Kot 10 avTictolyo animation (mov eAEYYETOL LECW
oL Animator) eKvd.

e CanMove: Eréyyet av 1o Flying Eye umopei va kivnBei, kdtt mov e€aptdron omd
v Tp€Yovca Katdotaon tov animator. Av 1o Flying Eye Bpioketon og
Kataotaon enibeong 1 Bavdatov, avtd eivon false.

=0)

animator = GetComponent<
rb = GetComponent<Rig
damageable = GetComponent<

nextWaypoint = waypoints[waypointNum];

HasTarget = biteDetectionZone.detectedColliders.Count > 9;

te()

if (damageable.IsAlive)
i

if (CanMove)
{

Flight();
¥
else

{

rb.velocity




Apykonoinomn tov Pacikdv component kot optopudg Tov TpmTov Waypoint.

e Y10 Awake(), apywomotovue to factkcd components (Animator, Rigidbody2D,
Damageable).

e 1o Start(), opileton o TpdTO Waypoint oto omoio Oa katevBuvoei to Flying Eye.

O1 0v0 Paoikég péBodot yia Tov ELeyy0 TG KOTAGTOONG Kot Tng Kivnong tov Flying Eye.

e >10 Update(), eAéyyeton av o maiktng Ppioketarl otn {Ovn enifeong pécm tov
biteDetectionZone. Av vrapyovv colliders otn {dvn, tOte T0o HasTarget yivetan
true.

e Y7o FixedUpdate(), yiveton o éleyyog g kivnong. Av to CanMove givat true
(dnAadny, av to Flying Eye dev eivon o€ katdotaon eniBeonc 1 Oavatov), kaAeitot
n ovvaptnon Flight() ywa va kivnBel mpog 1o endpuevo waypoint. Av oy, to
Rigidbody2D crtopoatdet (dnAadn n toydnTa yivetal unoév).

Flight()

Vector2 directionToWaypoint = (nextWaypoint.position — transform.position).normalized;
t distance = Vector2.Distance(nextWaypoint.position, transform.position);

rb.velocity = directionToWaypoint * flightSpeed;
UpdateDirection();

if (distance <= waypointReachedDistance)
i

waypointNum++;

if (waypointNum >= waypoints.Count)

{

waypointNum = ©;

nextWaypoint = waypoints[waypointhNum];

Avt givan n suvdptnon nov kvel to Flying Eye amd to éva waypoint 6to GAro.

e directionToWaypoint: Yroloyilet tnv katevBuvon npog to endpevo waypoint.

e rb.velocity: Opilet tnv ToxdTnTa TOL Flying Eye Bdoet g katevBuvong kat g
TaOTNTOG TTHOMG.

e Avn amdotoon péypt to waypoint givor pikpdtepn omd v waypointReachedDistance,
16t 10 Flying Eye mpoympdet 6to endpevo waypoint.

e To Flying Eye emiotpépel 6t0 TpdTo waypoint 0TV OTAGEL GTO TEAELTAIO.



UpdateDirection()
Vector3 locScale = transform.localScale;

if (transform.localScale.x > 8)
i

if (rb.velocity.x < 8)

{

transform.localScale ew Vector3(-1 * locScale.x, locScale.y, locScale.z);

if (rb.velocity.x > )
{

transform.localScale ew Vector3(-1 * locScale.x, locScale.y, locScale.z);

OnDeath()

rb.gravityScale = 2f;
rb.velocity = new Vector2(®, rb.velocity.y);
deathCollider.enabled =

AMLGCeL TV katevBuvon tov Flying Eye dote va kortdletl mpog ) ocwoth katevbuvon avarloya
He to av kwveiton 6e€1d 1 aplotePd.

H ocvvéaptnon mov koieiton 6tav to Flying Eye nebdver. PvOuiler  Baponra kot thv toydtTa
Yol TV TTMOGN TOV GMUATOG LETE TOV OdvarTo.

e Av&daver ) Papotnta yo va técel To odpa tov Flying Eye oto £8agoc.
e Evepyonoiei tov deathCollider, o omoiog umopei vo odiniemidpdoet pe 1o mepifdilov
(.., Toryldeg 1 GAAEG EMMTMOELS).

Eikoveg amo to Animator tou Flying Eye :

Attack
A
FlyingEye_FLying FlyingEye_Hit

A

FlyingEye_Death Any State




{Up) Base Layer

Any State

FlyingEye_Attack

RebindButton.cs ka1 ResetBindings.cs

v apyr TOL KOJKA, EXOVUE TIG ONADGEIS TV PACTKOV LETAPANTOV:

tri actionName;
feshP I bindingDisplayName;

HeyCode currentKey;

<string, KeyCode> defaultMeys = KeyCode>();

'

<KeyCode, ing> activeBindings = ne ary<KeyCode, =t >();

e actionName: Movadikd dvoua Tov avtiotolysl o€ kabe evépyeia Tov ok (1.,
"MoveLeft", "Jump"). Xpnowonoteitot yio vo TposIOPIGOVLLE TO10 EVEPYELL
0élovpe va avabécovple og Eva KOV T,

e bindingDisplayName: To TextMeshProUGUI zedio mov gppavifel to dvopo tov
KOLUTOV otV 006V Tov TOliKTY.

e currentkKey: Amofnkedet to Tp€xov TAKTPO OV gival avortedeévo oy
gvépyeln aTh).

o defaultKeys: "Eva Ae&ikd mov amoOnkedel TIC TPOEMAEYUEVES TILEG KOVUTIDV Y10
Kabe evépyeia (1., "MoveLeft" -> KeyCode.A).

e activeBindings: 'Eva Ae€ikd mov amonkedel TIC TpEYOVGEG AVAOEGELS KOVUTIDV
(m.x., KeyCode.A -> "MoveLeft").



Ytnv Awake(), apy1komo1ohvToL To. TopuKITo:

playerInput = FindObjectOfType<Playe t>0);
actionMap = playerInput.actions.FindActionMap("Player”);

actionToRebind = actionMap.FindAction(actionName);

if (defaultKeys.Count == 8)

i
defaultHeys HeyCode.A);
defaultleys £", HeyCode.D);
defaultKeys , KeyCode.Mouse®);
defaultHeys HeyCode.LeftShift);
defaultHeys. Jump”, KeyCode.Space);
defaultleys. ck”, KeyCode.F);
defaultHeys I , KeyCode.E);
defaultieys. "F S KeyCode.Tab);

¥

if (defaultKeys.ContainsKey(actionName))
i

currentley = defaultKeys[actionName];

1se

Debug.LogError($"Action name '{actionName}

if (lactiveBindings.ContainsKey(currentKey))
i
activeBindings.Add(currentKey, actionName);

3

UpdateBindingDisplay();

e playerInput: Bpioketar to Playerlnput component mov ypnoiponoteiton yio
Olayeiplon TV eVEPYEIDV TOV TOUKTY.

e actionMap: Bpioketat o xaptng evEPYELDY TOL TEPIAAUPAVEL OLEG TIC EVEPYELEC
TOL TOKT.

e actionToRebind: Bpioketal ) cuykekpiuévn eVEPYELR TOV AVTIGTOLYEL GTO
actionName, onAaon 1n evépyela mov BEAoVLE VO IALAEOVLLE.

Opifovtar 01 TPOEMAEYUEVEG TILEG KOVUTLADV Y10l TIG EVEPYELES TOV TTOiKTTN. AV TO
defaultKeys eivat kevo, tpocBétovpie Tic TIHéC:

IT.y. "MoveLeft" -> KeyCode.A onuaivel 6Tt 1o mANKTpo A avTIGTOXEL 6TV
Kivnomn mpog ta apleTePA.

Emniong opiletar 1o mpoemleypévo mANKTpO oL avtioTtotyel oto actionName. Av vrdpyet
npoemheypévo mAnktpo oto defaultKeys yia v evépyeia, to anobnkedovpe oto
currentKey. Av oy1, epoaviCetor éva cedApa 6to console.



Téhoc, av to currentKey dev £xet o mpootebel oto activeBindings, mpootifetart kot
EVNLEPADVETOL 1] ELOAVICT] TOV KOVUTIOD GTOV TTOiKT HES® TG pebddov
UpdateBindingDisplay().

H StartRebinding() &ekwvaet ) dodikacio ariayng kovumov. O maiktng Koleitatl va
TOTHGEL TO VEO TANKTPO, VO 1 £VOEIEN oToV TTaikTn evnuepavetat (o bindingDisplayName
yivetan "...").

StartRebinding()

g.Log($"Starting rebinding for key: {currentKey}");

b1nd1nngsplayName text =
StartCoroutlne(Na1tForHeyPress())

H WaitForKeyPress() eivot évo, IEnumerator mov nepipével Tov maiktn vo ToTtnoel KATolo
mnktpo. Kdbe kapé, eAéyyovue av €xel mtatn0el kamoto mAnktpo. Otav motnOet, to
aroOnkevovpe o¢ newKey kot fyaivoope omd t Aovma.

System.Collections. IEnumerator WaitForKeyPress()

keyAss1gned = -
KeyCode newley = HeyCode None;

while (lkeyAssigned)
{
oreach (KeyCode keyCode in System.Enum.GetValues(: eof(HeyCode)))
(Input.GetKeyDown(keyCode))

newKey = keyCode;
keyAssigned =

i¥ (activeBindings.ContainsKey(newley))

{
Debug.Log($"The key {newkey} is already L y factiveBindings[newKeyl}.");
UpdateBindingDisplay();

lse
activeBindings.Remove(currentiey);

UpdateInputSystemBindiné(newRey);

currentHey = neuley;

activeBindings.Add(currentiey, actionName);

UpdateBindingDisplay();

Av 10 véo TAMKTpO €ivor oM o€ ypnon (vedpyet oto activeBindings), evnuepdvovpe tov
TOAKTN Kot ETOVOPEPOVLLE TO TPoTyoVUevo binding. Av dev eivar 6 xpnoT, APOPOVLE TO



nponyovuevo binding, EvUeEPOVOLLLE TO GVGTNIO YioL TN VEQ avTioTOl oM e TN LéBodo
UpdatelnputSystemBinding(), kot teAikd evnuepdvovpe to activeBindings kat to currentKey.

UpdateInputSystemBinding(KeyCode newKey)

if (actionToRebind != null)
{
g newBindingPath = "";

if (newKey == KeyCode.Mouse®)
{
newBindingPath '<Mou leftButton”;
¥
else if (newKey == KeyCode.Mousel)

{

newBindingPath = "<Mouse>/rightButton"®;

newBindingPath <Keyboard>/{newKey}";

actionToRebind.ApplyBindingOverride(new InputBinding { overridePath = newBindingPath });
Debug.Log($"Updated Input System binding for {actionName} to {newBindingPath}");

Avti n pébodog evnuepmvet to Unity Input System YL T0 VEO TANKTPO. AvaAoya pe TO

V€O TANKTPO, ONpiovpyeitor Eva véo binding  JEEEISTREEEREEEE S Eh L SRS

path (yio o Tovtiki ) To TANKTPOAOY10), Kot

T gPappdleTol HECH TNG if (activeBindings.ContainsKey(currentKey))
ApplyBindingOverride(). {

activeBindings.Remove(currentKey);

H pébodog ResetToDefault() emavapépet to }

binding otnv mpoemleypuévn tov Tiun,

Xpncluon()ld)vrag TO defaultKe}IS. A(palpgi if (defaultkeys - ContainsKey(actionName))
i

10 Tp€yov binding and to activeBindings, irrantRay — def anttiavaEactinniase]:

evnuepavel to Input System, ko tpocBétet }
Vv Tpoemreypévn tiun oto activeBindings.

UpdateInputSystemBinding(currentKey);

if (!activeBindings.ContainsKey(currentKey))

{

activeBindings.Add(currentKey, actionName);

i

UpdateBindingDisplay();



ResetToDefaults()

r rebindButtons = FindObjectsOfType<RebindButto

foreach (var button in rebindButtons)

i
button.ResetToDefault();

Av10 10 script givan amAd ko eravaeépel Ao Ta bindings otig TpoemAeypéveg Tineg. H
nébooog ResetToDefaults() Bpioker OAa ta RebindButton scripts oto oty viotr kou koAl Yo To
kabéva, ) nuébodo ResetToDefault(), emavapépovtog £T01 OAEG TIC EVEPYELES OTIC TPOETIAEYUEVES

TIEG.
Yvovoyilovrog:

e To RebindButton.cs enttpémel TV aAlayn KOLUTLOV HEGH OVALOVAG Y10, TV
€100YMYN TOV TOAKTY KOl EAEYYEL OV TO VEO TANKTPO £ivor 110N SEGUEVEVO.
Evnuepdvet 1o Unity Input System ywo ) véa pOOuon.

e To ResetBindings.cs emavagépet OAa ta bindings otic mpoemideyuéveg TIHES TOVG.

Avt 1 doun mpocPépet eveMEin 6TOVE TOTKTES VO aALAEOVY TIg pLOUIGELS EAEYYOV OTI(G
eMOLLOVY, EVD SLOTNPEITUL ] SVVOTOTNTO ETAVAPOPAS OTIC OPYIKES TYLES OV YPELOCTEL.



A&roloynon Hoyviorov

H a&loldynon tov moryvidrod £yve pésa amd Tn SOKIUN TOL 0o TPELS ATOLO, Ol 0TTOT0t
gmon&av To oy viol Kot £60c0V avaTpoPodOTNoT Yo TNV eunelpio Tovg. [lapakdtm
TaPOLGLALOVTAL 01 KPITIKES TOVC, 01 OTOIEG AVASEIKVDOLV Ta BETIKA GTOYEIN TOV ALY VIS0V,
KaBmG Kot pio o avaAVTIKY KPLTIKT TOL TAPEYEL EVA OTUAVTIKO ONUEI0 TPOS GKEWT).

Kpituen 1

«To mayvidl Tpoceépet o ToAD mpaio epmelpio Ko KATAPEPVEL VO, GLVOVAGEL TN
pvBoroyia pe daokedaotikd gameplay. Ot pnyoavicpol pdyng etvar amioi oAAd
amoTeELEoHOTIKOT, Ko 1] TPOKANON pe To TEMKO boss, Tov Kbkhoma, mpocpipet Eva
KAVOTTOMTIKO €mimedo dvokorag. H mhokn sivar evdlapépovca kot 6ivel 6ToV TaikTn o KoAY|
aioBnon tov 1a16100 0V OdVEGEN. ZVVOAIKA, TPOKELTAL Y10 VO O10GKESAGTIKO O Vidl Tov
KATOPEPVEL VO KPOTNGEL TOV TOUKTN EVTOG TNG 10TOPLNG. »

Kpitun 2

«Etvan gpoavég 6Tt 1o oy viot £xel oYed100TEL e TPOGOYN Kl PPOVTION OTN
Aemtopépeta. H amecovion tov onuovtik®v yeyovotwv g Odvooeiag yivetol pe TpOTo Tov
ko016t TO IO VIOl EAKVOTIKO, TOCO Y10l OGOVE Yvmpilovv TV 1oTopia Tov Odvocéa OGO Kot Yo
véovug maikteg. H pdym pe tov Kokhona ntov to ayornuévo pov Koppdtt, kabme 1 duoKoAio
Nrav IKavomonTikY ko ot xfpot elyav mowidio. To maryvidt diver emiong po KA ewova g
TPOocOTKOTNTAS TOV OdVocEa Kot TG TOPELNG TOV.»

Kpitikn 3

«Avtd mov mapatypnoa wailovtog To moryviol, Kot Katdlopao HeTd amd LEPIKES POPES
mov £xaoa, etvar OTL 0ev ypeldleTar va avTILETOTIGES GAOVS TOVG £xBpoVG Tov Ppickovial GToV
dpoLo cov. Apkel amAmdg Vo TOVG TPOSTEPAGELS OTOV UTOPELS, akpPBDS OTMG EKavE KOl O
Odvooéag pe apketd and ta epmodio Tov Ppédnkav otov Spopo Tov. AVTH 1| TAPATHPNGT LOV
£0€1&e M0G0 KAAOGYEOUGUEVO glvar TO Tayvidl Kot TG0 moTd givorl oty 1otopio mov dnyeitat.
To mauyvidt eivon emiong pia eonpetikn svkapia vo pdbet kémolog Pactkd TPAyHOTA Yo, THV
otopio Tov OdVGGEN KAt TIC TEPUTETELEG TOV.»



2YMIIEPA2MATA KAI MEAAONTIKH EPI'AXTA

H avértuén tov mayvidiov "Ot tepunéteieg tov OdVeeén amoTéAESE L0 ONULOVTIKY
TPOKANGT KoL TOVTOYPOVE, Lo 1d1aiTeEPO ONIovpyKT dadikacio. Méosa amd autn v epyacia,
KATAPEPO VO, GLVOVAC® TIG YVOGELS TTOV OTEKTNON KOTA TN SLAPKELDL TOV GTOVOMV LOV LE TNV
TPOGMOTIKN HOL aydnn yio T pvboroyio kot ta frvreomonyvidwa. H vAomoinom tov mayvidiov
TPOoGEPEPE TNV gukapia va e&gpevviom oe PdBog v mAatedpua g Unity, v avémrtoén 2D
TOLYVIOUDV, KOL TV EQAPLOYN UNYOVIGLOV HLAYMG, 0PNYNONG Kol TEPITETELNG,.

Ta Kup1dTEPO GLUTEPATUOTO TOL TPOEKLYOV Ot T O1SIKAGTIO AVATTLENG CLPOPOVV TN
onuoacio g cwoTNG O10YEIPIONG TOV TPOYPUUUATIGHOD KOl TG OpYAvmong Tov £pyov. H
EMewym eumepiog pe ) Unity oty apyn g epyoaciog amoTéAEse £Vl amd To LEYOADTEPOL
EUTOODL, OUM®G, LE TNV TOPOOO TOL YPOVOL KOl LEGH OO TN CLVEYT TPOKTIKTY, KOATAPEP VO,
Eemepdom TG apykéG OLGKOAES KOl VO OAOKANPOC® £Vl To VIOl TOV VO OVTATOKPIVETAL OTIG
aPYIKES TPOGOOKIES LLOV.

1. IIpooOnkn neplocoTep®V enMInéEd®V: H Tpéyovca ékdoon tov maryvidlol eotialel o€
HEPIKEG ATd TIG O ONUAVTIKEG TepuéETeleg Tov Odvaaéa. Mo peAlovtikn enéktoon Ha
umopovoe vo tepAopPavel mePIGGdTEPN ETITESN KOl TPOKANGELS, MOTE VO KAALPOOHV
TEPLGGOTEPA KOUUATIO TNG 16TOpiag Tov OdvGGEa.

2. Béektimon g Al Tov g0pav: Av kot n TEYVNTH VONUOSLVN ToV £X0pdV Aettovpyet
KOVOTOMTIKA, LITAPYEL TEPODP10 Y10 PEATIOOT), LE OKOTO VO TPOSPEPOLY LEYUAVTEPT
TPOKANGN GTOV MOIKTN Kol O PENACTIKEG OVTIOPACELS.

3. Epmlovtiopdg g aonynons: H otopia tov Odvocéa umopel va avoamtuydet
TEPLOGOTEPO, LE TPOSHNKN SHAOY®V, TEPICCOTEPMV cutscenes Kot o1y NLoTIKOV
otoyeimv mov Ba ddcoLVV 6TO TTaLY VIOl peYaAVTEPO Pdboc Kat Oa emTpéyouvv 6TOV TOTKTN
va, oLuVOEDEl TEPIOTOTEPO LLE TOVG YOPOKTIPEC.

4. BeltloTomoinon Tov 6LVOTHHATOS HAYNS: Mia o EKAETTUGIEVT UNYOVIKY] LOYNG, LE
TEPIOCOTEPES KIVNOELS KOl EWIKEG EMBEGELS, B0l LITOPOVGE VO TPOGPEPEL LU0, TTLO
SLVOIKT KO EVOLLPEPOVGA EUTELPTO. GTOV TOLKTT).

5. Anuiovpyia cvetnpatog avepadpicewv: ‘Eva cuotnpa mov Oa emitpénel 6Tov maikt
va avoBadpilel Tov yapoktipa tov pe Pdomn v tpdodd Tov 6To Taryvidl Ba propovce
va tpooBéoel pa véa didotacn oto gameplay, evbappidvovrag tov maiktn va egpevva
KO V0L ETTVYYAVEL VEOVS GTOYOVG.

6. IIpocOnkn ocvoTipaTog 0T00NKEVONS KAT POPTOONS TAIYVISIOV: XT0 TAMIGIN TNG
HEAAOVTIKNG avamTuéng, oyedialetal ) vAomoinon evog TApovg cuathpatog save/load
nov Ba EMTPEMEL GTOVS TAUKTES VO 0moBNKEVOLVV TNV TPHOAO TOVS KOl VO EMGTPEPOVV



apyOTEPO GTO OMUELD TTOL APNGOV TO O Viol. AVTO TO YapPaKTNPIOTIKO O PEATIOCEL
OTUOVTIKA TNV EUTELPIO TOL TOAKTY, EMTPEMOVTOS LEYOADTEPT EAeLOepia Kot eveMEia,
KkaBdg 0 xpnotg dev Ba yperdletar va Eekvd To oy vidl amd Vv apyn o€ Kabe véa
ouvvedpia.

JVVOMKA, 1 avATTVEN TOV T VIS0 NTOV Uio SNUOVPYIKN Kot SIPOTIOTIKN eUmelpio. Av
KO VITAPYOVV dSuvaTOTNTESG PEATiOONG, TO ALY VIOl EMTLYYAVEL TOV GTOYO TOV: VO TAPOVGIACEL UE
JoKESUGTIKO KOl SIOUKTIKO TPOTO OPIGUEVES 0l TIC Teputétele Tov OdVGGEa, EVD
TAVTOYPOVO TPOCPEPEL GTOVG TOUKTES L0 TTPOKANTIKY] KOl EDYAPIOTN EUTELPILQL.

Bifrioypagia — Yrepovvoeouot

2y avantoén tov mayvidlov "Ot mepuéteteg tov Odvocéa” comotfnkayv ddpopa
b
assets Kol TOPOL Ao TIC TAPAKAT® TNYEG:

e ltch.io: H xOpia mnyn Y10 0. TEPIGGOTEPQ ASSELS, GUUTEPIAUUPOVOUEVOV YPUPIKDY,
animations, Kol LOVTEA®DV YOPOKTPOV.
https://itch.io/

e FreeMusic: Ot nynrikéc emevdvoelc tov maryvidion tponAdav and to FreeMusic,
EVM 01 101 TPOTOTOMONKAY TEPALTEP® OO EUEVOL LECH TOV Tpoypaupatoc Audacity
Y va Tonptalovv KaADTEPA GTO TOYVIoL.

https://freesound.org/

e ChrisTutorialsYT (YouTube): To kavéii tov ChrisTutorialsYT oto YouTube
amoTéAECE PAGIKN TTNYN YVOOEWMV Kol resources. ATd avtd 10 KavaAl tponAbav to
neplocdTepo characters, sounds, Kot yevikdtepo T assets mov ypnoporonkoy 6to
oy viot

https://www.youtube.com/@ChrisTutorialsYT



https://itch.io/
https://freesound.org/
https://www.youtube.com/%40ChrisTutorialsYT
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