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1.MepiAnwn

To mapdv épyo amotelel pio eyvikn ovdivon evog hack n slash kon wave-based rogue-like moyvidion,
gunvevopévov amd to Hades, to omoio avanthydnke amoxAeioticd otnv mhatedppo Unity. To moyvid
EMIKEVIPAOVETAL OTIC YPNYOPES, SVVOLIKES LAXES Kot TNV €vTovT] oA AETidpacn pe exfpovg mov gpooavilovrol
o€ KAMpakovpeva KOHaTo. XToy06 ToV maikt etvor va emPudost and dradoytkd Kopoata ex0pdv, evéd
mapdAinia avoaBabpilet Tig tkovoTTEG TOL HEGA A0 £VO GUGTNLLN TOV TOV EMLTPEMEL VAL EMAEYEL VEEG
de&10teg kan Omho o€ KABe «runy». Avtod to otoryeio mpoodidel vynin emavainyodtta (replayability),
KaBdg kabe véa mpoomdbeto Tov maikn eivatl S10POPETIKN ATO TNV TPONYOVUEVT, LLE TUYXOLO YEVVILLEVES
TPOKANCELS Kat £xHpoe.

O unyavicpog Tav exfpiKdv Kopdtov ivatl Kevipikodg otov oxedlocid Tov motyvidlod, pe Kabe koo
Vo TPosappoleTatl SUVOUKA OTIG EMOOCELG TOV TOikTN. AVTO eMTPEMEL TNV TPOOSO TNG SUGKOALNG GE OLLOAT
KApoKo, TPOGOEPOVTAG CLVEYN TPOKANGN Y®PIG va yivetar adiko 1 vepPoiikd dvckoro. [Tapdiinia, ot
€x0poti drapéPovv o€ GTPUTNYIKEG KOt IKAVOTNTES, AVaYKALOVTOS TOV TAIKTN VO TPOGOPHOLEL TIG TAKTIKES TOV
ouveydG. Ot TOTOoL £XOpdV Kot 01 IOTNTES TOV KUHATMV TOVG dNULOVPYoVV Eva TeptPdAiov yepdto mokiiia,
divovtag EUQaon 6T GTPATNYIKN Kol TV TPOCHPUOGTIKOTNTA.

H avéamtoén tov moyvidion €ywve pe ) ypnom g yawooag C# kot tov epyodeimv Tov Unity. O
K®AKOG TOL dloyelpiletor ta KopoTo x0pdV Kot T GUUTEPLPOPE TOV TaiKTn gival opyaveuévog o modular
GLOTNLLOTA, EMLTPEMOVTOS EVKOAN TPOGAPLLOYN KOl ETEKTACT] TGV SUVOTOTHTMV TOL TTatyVidov. Ot unyovicpol
TOV poy®v eotidlovv ot ypnyopn amdkpion (FreSPonsiveness) tov eVIoA®V ToV TaikTn Kot 6TtV akpiPn
ekTédeon ToV enBéoemv kot apvvav. Kabe cootnuo payng Exel oxedlootel MOTE Vo TPOGPEPEL IGOPPOTTIOL
OVALESO GE TAYVTITO KOl GTPOTIYIKT], EXITPETOVTIOG OTOV TOUKTY VO AVTIOPG AUEGH o€ EXOPIKEG KIVIGELS.

To mayviol ypnoyonotet third-party povtéda ko assets yio o ypo@ikd kot o mepBaAiova, e Tic
VIOAOITEG TTUYES VAL £xovV avartuydel amd Ty opdda tov project. To ypaeikd TpoGOEPOLY L0 OTTIKY
gumelpio oL EVIoYVEL TNV aicOnom dpdong, evad Ta teptPaiiovia dnpovpyodv pio TAovcto atpdseotpo. H
teyvnty vonuoovvy (Al) tov exbpdv éxetl oyediaotel date vo TpocapudleTal oTIG EVEPYELES TOV TAUKTT,
npocBétoviog Eva emmAéov eninedo otpatnyikng otn payn. H cvveyng e£éMEn Tov kavot)T@v Tov moik,
péowm avapadbuicemv kot emAoydv, kabiotd to Toryviol €010TIKO Kol ETTPENEL GTOV TOIKTN VO AoBAvETUL TMG
Beltidveton og ke run.

Mehrovtikd, To Taryvidl pmopei va enektabel pe multiplayer emloyéc, Tpocpépovtag ™ duvatdtnTa
€0-0p kot GAA@v Modes, avEAvovTag T oTPOTNYIKN Kol KOWOVIKH didotacn Tov matyvidiod. Ot eneKTacelg
avtéc Bo pmopovoav va meptiappdvovv véoug gxBpolc, TioTEG KOl AVTIKEILEVA, TPOGPEPOVTAG LEYOADTEPT|
mowiAio kot Babog otnv gumeipia tov maikty. Ta Tpdcheta yapaxmpiotikd Oo propovcoy eniong va
nepopfavouvv véa modes, omwg survival kot time attack, av&dvovtag teportépm v TpdKANCN Kat T
S100KES0.6M TOVL T VIS0V,

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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2.Eicaywyn

To mayvidl tov avartdydnke anoteAei évav hack n slash titho pe wave-based rogue-like otoyeio,
gunvevopévo and tov titho Hades. H Baocwkn 10éa nicw and Ty avantuén frav va dnpuovpyndet éva mayvid
70 omoio B GLUVIVALEL SUVOUIKT LAY, YPTYOPT] AVTATOKPLOT GTIG EVIOAEG TOV TTOIKTT Kot auEAVOUEVT
Sdvokolhia pécw Kopdtov exfpdv. Xe avtibeon pe mapadooiokd RPG mayvidia, to rogue-like povtélo tov
T VISL00 TPOCPEPEL EVAV TLO EVEMKTO Kol GUVEXDG EEMTTOLEVO TPOTO Ty VIdLoV, O6TTOL KAbE andnelpa
(run) tov maiktn gival dtapopetiky. To cvoTNHO VTO dratnpel TO EVILOEEPOV KO Sivel Eupoon 6TV
KOVOTITO TPOGAPLOYNG KOl GTPATIYIKNG OO TOV TOUKTH).

H dopn tov mayvidov Baciletal o dadoyikd kdpato exbpav, To onoio tpocappoloval avaroyo pe
T1g emddoeLg Tov k. Me kéBe Kdpa, 1 dSvokoAia avEdvetat, avaykdlovtag Tov TaikTn vo BEATIdVEL
oLVEXMGS TIG 8e&1OTNTEG TOV Ko vaL Tpocappolet T oTpatnyikn Tov. O unyoviopdg tov upgrades kot tmv
EMAOY®OV oV divel oTov TaikTn T0 cvoTra avaPddpong (onha, kavotteg) nailel kabopiotikd poro otV
TPOOJ0 KoL TN GTPATNYIKN TOV Tot ViS00, TPOCPEPOVTAS Lo dlopkh aicOnomn Tpoddov Kat emttuyiog.

To Totyviol 6yedIAoTNKE Vo TAPEYEL Lo, EUTEPIO OOV 0 TOUKTNG WITOPEL VO UTAVEL GE YPTYOPEG LAYES
pe €x0povg, va emAéyet Ta epyalein KOt TIG IKOVOTITES TOV YOPOKTAPA TOV, KOl VO TPOGOPHOLEL TV
TPOGEYYION TOL avAaroya Le Tig cuvOnkes. H duvatodtta avafadiiong kot Stapopomoinong tav epyaieiov
payng evioybdet To otoyyeio g emavainydmrog (replayability), divovtog ™ duvatdmTa oTov maikTn va
Beltidvet Tig deELOTNTEG TOL KO VAL EMOGTPEPEL GTO TOLXVIOL [LE VEEG GTPAUTNYIKES.

H éunvevon yua tov oxedracpd Tov mayvidlod aviindnke kuping and mayvidia 6nmng to Hades, to
0T010 KATAPEPE VO TOVIPEYEL APLOVIKE T dPACT| LLE TNV AP YNOT), TPOSPEPOVTAG L0 OAOKA POULEVN
eunepia otov maikt. [Hapdpoteg emppoég evronilovrar kot oto Dead Cells, to omoio Tpoceépet TaydTnTOL
OTIG LOXES KOL TPOGUPHOYN TG OTPOINYIKNG 08 TPAYLOTIKO Xpovo. Qotdco, To mayvidt pag Stopopomoteitol
EVOOUATOVOVTOG LOVAIIKA GTOLYEl TOV TPOcapLOLoVTaL OTIG EMBOGELG TOV TAIKTY, TPOCPEPOVTOS L0 TTLO
eEatopcevpévn epmetpial.

H avamtoén tov moyvidion £yve amokAeloTikd pe Ty xpnon g TAateopuag Unity, ) omoia
TPOGPEPEL EVEMELDL GTNV TPOGUPLOYT] TOV UNYAVICUOV TOV oL VISI00 KAl TOV AgLTovupyldv tov. H yprion g
YAdooog C# yuo Ty avamtuén Tov SlpopOv GLGTNUATOV LAXNS, TOV £x8pdV, Kot TV avapadpicewny
gmétpeye v €OKOAN dwayeipion kot Tpocapproyn tov gameplay, dnpovpydviag Eva cOGTNHA TOV UTOPEL VoL
eelMooetat Kot va Tpocapproletol pe v mdpodo tov ypdvov.

"Evog and Toug KOptovg 6Tdyovs Tov project frav 1 enitevén wag 16opponiog avapuesa oty Toy0TnTo
TOV LodV Kot T oTpatnykn BaBovs. Avtd emttuyydvetatl Le TNV TPOCEKTIKT GXEGL0CT) TOV GUOTHUATOV
exOpav, 6mov k4B exBpPOS €xel LOVASIKEG IKOVOTNTES KOl CUUTEPLPOPEG, aVOYKALOVTOG TOV AT Vol
TPOGapLUOLEL TIG TUKTIKEG TOV AVALOYO LE T GVOVOECT TOV KUUATOV.

Emumiéov, o1 punyoviopol xfpdv oxedidotnroy dote vo Tapéyovv Totkidia kol tpdkAnon oe kébe run,
pe KaBe kopo v auEAVEL TNV £VTOOT] Kot TV TOAVTAOKOTNTA. AVTO TO CUVEXMG HETOPAAAOIEVO TEPIBAAAOV
avaykalel Tov makTn vo YpNOLOTOIEL GTPOTIYIKT] KOl YPYOPO AVTOVOKAAGTIK Y10, VOl EXLPIOCEL, KATL TOV
Kavet kKaBe run povadikd Kot SLpKMG CUVOPTUCTIKO.

"Evog dAhog mapdyovtog mov mailel kevipikd pOAo TNV EUTEPi0 TOL TAKTY vl 1| 1IGOPPOTiaL
avapeca oTig avapadpioetg Kot ot TpokANoelg mov tpoceipoviat. Ot maikteg Kohovvtol va emAEEoVV

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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TPoceKTIKA TIS avafaduicels Tovg, Kobmg avtég pmopovv va kabopicovv v ékfacn g péyme. lapdiinia,
n e&€MEn Tov okt yivetan e TéTo10 TPOTO MoTE KAOE VEO KOLO VO OTTOLTEL TPOCOPLOYT TOV TOAKTIKOV Ko
TOV ETAOYAV TOV.

"Eva onpoavtikd yopaktnplotikod mov evoopatddnke sivat ) duvatodtnta avafadions tov OTAoy Kot
TOV IKAVOTNTOV 6€ KEOe run. Avtd divel otov Taiktn Tn SuvaTdTNTO VO TEPALATIOTEL [LE LOPOPETIKOVG
GLVOLAGHOVE, AVEAVOVTAG TV TOWKIALN KOl T1 GTPATNYIKY oV pmopet va epappocet o€ kbbe run. Avtég ot
eMA0YEC avaPfadiicemVv TPOGEEPOLVY L0 CLVEXDG EEEAIGOOUEVT EUTELPID, TTOV dlOTNPEL TO EVOLAPEPOV TOV
oK.

H cuvepyaocia g opddog avéntuéng pe m ypnon third-party assets yua to ypagikd, ce cuovdvoouo e
To. CUSLOM povtéda Kot EQE TOL dNOVPYNONKAV, CUVEIGEPEPE GTNV OTLTIKY KOl OTLOCPALPIKT EUTELPLOL TOV
oy vdro. Ta mepifdiiovta Kot ot xBpoi oyedAoTNKAY MGTE VO TPOSPEPOLV i Suvakn aicnon, pe
EVaALAYEG 0TO TEPIPAALOV OvaAOYO LLE TNV TPOOSO TOV TTAKTY).

H avantoén evog cvotipatog avapaduions yapaxtipa EmaiEe onpoviikd poro oty eEEMEN TG
GTPATNYIKNG TV TakT®V. O maiktng €yt T dvvatdtnta va emAélel omd TAnBmpa PeATIOCEDY OV APOPOHV
TO. GTOTIGTIKE TOL YOPAKTIPA, OGS TN SVUVOUT TOV EMBECEMV, TNV AVOEKTIKOTNTO, KoL TIG TOYVTNTES
AVaVEDOTG TOV IKAVOTTOV. AuTtd Tpochétel emmAéov enimeda PaOovg ot oTpatnyikn, kKabds kabe amdPacn
7ov AapPavetl o Toiktng ennpedlel Tov TpoTo oL mailgTal TO Ty VISl oTO EMOUEVA KOUATO EXOPDV.

H dnpuovpyio Tov cGUOTHRATOC LAYNG OTO ALY VIOl AmOLTOVoE AETTOLEPT] OXEOLUGUO TOGO Y10l TOVG
€x0povg 660 Kat Yo Tig duvatotnTeg Tov TaikTn. [ va Stoetnpn el 1 wooppomia avdpecsa 6TV TPOKANGN Kol
TNV ATOAALOT|, EVOOULOTOONKAY S1dQopoL TOTOL EMBEcEMV, Amd YPNYOpES EMOETELG e YOUNAT oYL PéYPL
Bpadvtepeg aAld mo woyvpis embBécelc. Ot gxBpol eniong TOWIAAOLY GTIC GTPATIYIKES TOVG, [LE LEPIKOVS VAL
EMKEVIPOVOVTOL OE GUECEG EMOECELS, EVED GALOL XPTGILOTOIOVY GTPATNYIKES ATOPLYNG 1 ETifeong amd
amootacn. Avt) 1 Tokihio dtac@arilel 6Tt o1 Taikteg TPEMEL Vo TPocapudlovy TG TAKTIKEG TOVG GE KAOE
run, S TnpOVTOG T0 EVOIAPEPOV 6€ VYNAY mimedal.

H ocoppomio peta&d g taydnTog TV Hay®y Kot Tov BABovs TS GTPaTyIKNAG TV VoG 0O TOVG
peyaAdTEPOLG OTOYOVG TG AvanTLéNG. H TpocaprootikdtnTa Kot 1) SUVATOTNTA TEWPUUOTICHOD [E
SLPOPETIKE OTA, TKOVOTNTEG KO OTPATHYIKEG TPOcdidovy peyolvtepn suPdbuvvorn oto gameplay. To
amotélecpio gival Eva matyvidt oV EXITPENEL GTOVG TAIKTES Vo, acBdvovtat 6t EEMGOOVTAL GLVEXDG KOl VOl
AVOKOADTTOVV VEEG TTPOCEYYIoEIS 6€ KAOE run, TPOGEEPOVTOG Lio TAOVGLO KOl OVTOTOO0TIKY EpmelpioL.

SUVOAIKE, 1 AVATTLEN TOL TOYVISLOD EMKEVTIPM®ONKE 0T dMLovpyio LOG EUTEPING OTTOV O TOUKTNG
KaAeitot va eEgpeuvnoet SLoPOPETIKEG TUKTIKEG KOl oTpotnykég og Kabe run. H wavotmta tov maiktm va
npocapproletol kot vo BelTidveTol péoca omd tn Stodtkacio Tov mayvidtov ival To KEVIPIKO onueio TOL
Kdavel o moyvidt povadikd. O otdyog Tov £pyov fTav va dnuiovpyndei o epmelpio ToL TPOGPEPEL dlopKn
wpdKANo™, oTpotNyKd Pabog, kol eAevBepio 0TI EMAOYES TOV TOUKTY, KATL TOV EMTELYONKE E TN CLUVELONTN
nmpoondoelo TG opAdaG OVATTLENG VO dNIIOVPYNOEL £V cOGTNHO TOL eEEAiooeTal e KAOe run kot
EVOOUOTOVEL LOVAITKA YOPOKTPLOTIKA.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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3.Avaokomnnon nediou (Research)

H xatnyopia tov rogue-like kot hack n slash moyvidubv éxet yvopioet onuavtik avamtuén ta
tehevtaio xpovia, kKabdg OA0 Kot TEPIEGHTEPOL TITAOL KATAPEPVOVY VO, GLVIVAGOVY TNV VIOV dpdon e
Suvapkd cvotnpata Tpoddov kot eepedvnong. To mayvidt poag avtiel otoygio Kot Epmvevon amd
S1popovg dNUoPIAElG TITAOVG, LepKOl ek TV omoimv Exovv Bécet Ta Bepéda Yo Tov oxedacd avTod TOV
gidovg. Tithot 6nwg To Hades, to Dead Cells, ko to Slay the Spire épepav véeg duvapkég oto gameplay
TOVG, EI0AYOVTOG KALVOTOLIEG TN Wayn, TNV avaPaOpon xopaKTHp®V Kot TG TPOKANGELS TOL AvTLeTOTI{ oV
o1 TOUKTEG.

3.1 Hades

To Hades tng Supergiant Games ivon éva amd to. o avayvepiopéva rogue-like oyvidw,
KATAPEPVOVTOG VO, TTAVTIPEYEL TN YPIYOPT] KOl OTOACVGTIKY oy pe e adid apnynon. H unyavikn tov
oy vidov givat oamAn: o maikng tpoonadet va amodpdoet and tov Kdtw Kdopo, mepvdviog pésa and
Swdoycéc Lmveg yepdteg exfpovs. Qo1660, anTd TOL dlapoponolel To Hades ard diia mayvidio Tov gidovg
glvar 1 épueaocn mov divel oty aenynon kot tnv eEEMEN g 1otoplag, aKoUN Kot HEGH 0o TIG SLadOYLKEG
amotuyieg Tov maiktn. Ot yapaKTipeg OAANAETOPOVV e TOV TOUKTT) [LE TPOTO TOV ONULOVPYEL Lo LOVODIKT|
gumepia, TPOoPEPOVTAG KATL VEO o€ KGO amdmepa (run).

H pdym oto Hades givor ypriyopn, pe moAdéc emhoyég ovapadpiong tov yopaktipa pécm twv Boons,
mov divovral amd Tovg Beovg Tov OAdUTOoL. AVTEG Ot avaPabiicelg aAAGlovY TV TOKTIKN TOV TaLy VIOl o8
KGO run, emTpEnovIag 6ToV TOUKTY VO TPOCSApUOLEL TN GTPATNYIKN TOV AVAAOYQ LE TIG EMAOYES TOV
npokvtovy. EmmAéov, | tuyadtnta otny emdoyn tov avafaduicenv kot tov dopov tpocdidel oto Hades
pa aicOnon epeckddag Kibe Popd Tov o TaikTNG T SoKILALEL EavaL.

Avto mov dwapopomotel to Hades and moAld dAla moryvidia tov £idovg givat 1 6OVEEST AVALESH GTNV
aprynon kot o gameplay. Kabe popd mov o maiktng anotuyydvet, dev vidbet 0Tt xdvet Tov xpdvo Tov, Kabmg
1N otopia cvveyilel va eEeAlooeTon Kot 01 YOPUKTHPEG BLLOVVTAL TIG TPOTYOULEVES OAANAETIOPACELS. AVT 1)
mpocEyylon divetl fabog oty gumelpia TOV TAIKTY, KAVOVTAG TOV Vo vidBet 0Tt KABE run £yl onpacio Kot
oupparrel otnv e£€MEN TG totopiag. To oTotyeio awtd vioBeToape oTO TaLYVIdL pag, divovtag onuacio ot
ovVOEoT LETAED TOV EMAOYMV TOL TOIKTN KOl TOV GUVETELDV TOVG TNV €EEMEN TOV YOPUKTIPA.

3.2 Dead Cells

To Dead Cells tng Motion Twin gionyaye puo taydtepn pocsyyion ot udyn, divovtag £ueacn otny
TaYOTNTA, TNV aKpiPela, Kot TNV TPOcapUoYn o€ Tpayuatikod xpdvo. To maryvidt elvat yvootd yio To choTn I
Tov "drapkovg Bavatov" (permadeath), 6mov o maiktng mpémet va Egkviael oo v apyn k6Os popd mov
yavet. Iap' 6Aa avtd, To Dead Cells xatagépvel va puny yiveratl amoyontevtiko, Kabmg kabe run mpoceépet
véeg emhoyég avaPadpong kot Tpochnieg mov PEATIOVOLV TIC EMOOGELG TOV TOIKTY|.

H tayotnro ko n gvedi&io g pdyng oto Dead Cells kabiotodv T mayvidt dkpmg S100kedaoTIKO,
KaBdG 0 TaiKTNG TPEMEL VA PLABEL VoL avTOTOKPIvETaL AIECH GTIG EMOECELS TOV EYOPDOV KoL VO, XPT|CULOTTOLEL
Tov €£0MAMGO TOL e TPOTO TToL PBeATIdVEL TIC TOAVOTNTEG EMPIOONG. AVTO TO YOPAKTNPLOTIKO

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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EVOOUATOCALE KoL 6TO OKO [ag Tatyvidy, pe TNV TaydTNTo TG Rayng va tailet kevipikd podo 6t por| Tov
Ty ViS00V,

Emndéov, to Dead Cells ypnoonoiei éva ovotnpa avofoduicemv mov evBoppvvel Tov maiktn va
doxipdlet S10popeTikoHs GLVOLAGHOVS OTAMY Kol IKOVOTATOV, TPOGPEPOVTOS TOIKIALN OTN GTPATNYIKY KaOe
run. Avté to 6Totyeio TG TEPALATIKNG TPOGEYYIONG EVOMUOTMONKE Kot 6TO S1KO Lag Tayvidl, ETTPETOVTOG
oToV alKTN Vo doKIUALEL SPOPETIKEG TOKTUKEG KOL GTPATNYIKES OVALOYO LLE TIG TPOKANGELS OV
OVTIHLETOTICEL.

3.3 Slay the Spire

IMapdT To Slay the Spire dev avrkel otnv katryopio Twv hack n slash mwayvididv, éxel Tpocpépet
onuavTIKéG Kavotopieg ato rogue-like €idog, £181kd PHEG® TOV GLOTALATOG KAPTOV KOL TOV GTPATNYIKOV
emioydv. To maryvidl eotidlel ot ANy amopdcoe®v og Kabe Ppa, TPocEEPOVTAG GTOV TTAIKTY VEES KAPTES
Kot tkovotnteg L kéBe emtuyn run. H 1déa g mpocaproctikdTTag Kot e oTpatnykns féovg ivar kdtt
OV VI0OETNCALLE GTO KO HOG TatyVvidl, OTOL Ol TOIKTEG KAAOVVTOL VO, TPOGAPUOGOVV TIG EMAOYEG TOVG LE
Baomn tig mpokAncelg mov avtipeTTilouy.

To Slay the Spire eionyaye éva cOoTNHO AVATTVENG GTPATIYIK®V, OTOV KEOE aTdQAcT HTopEl va
oAAGEEL SpapaTiKd TNV Topeia ToL Toyvidod. Ot TaIKTEG TPENEL VO GKEPTOVTOL TPOCEKTIKA TIG EMAOYES
ToVG, KaBMDG KAbe KapTo Lmopel va ennpedost BETIKA 1] apvnTIKAE TV endpevn péyn. Av Kot To moyvidt pLog
dev Paciletar og KAPTES, TO oTOYEID TNG OTPATIYIKNG BAOOVG KAl TG GLUVEXOVG TPOCUPLOYNG LIoBeTONKE,
dtvovtag otov maiktn T duVaTOTNTA VO TPOCSAPUOLEL TIC EMAOYES TOV OVAAOYA LLE TIG GLVONKEG TTOV
OVTIHLETOTICEL.

3.4 Rogue Legacy

"Evo. GAAo onpovTikd moaryvidl mov cuvelsépepe atny eEMEn tov rogue-like gidovg givar to Rogue
Legacy. Kvkhopopnoe 1o 2013 a6 v Cellar Door Games kot glofyaye pio povadikn TpocEyyion 6ty
évvota g "KAnpovodg” tov yapaktipa. e kdOe run, o maiktng eAEYYEL VOV ATOYOVO TOVL TPOTYOVLEVOD
YOPOKTAPA, KA|POVOUDVTAG TO. GTATIOTIKG Kol TIG avoPabuicelg tov, oAld Le EVIEADG VEEG KOVOTNTEG 1)
peovektiuoto. To Rogue Legacy emkevipdvetat 6 onptovpyio S10pkods Tpoddon HECH Omd Lo GEPA
ATOTLYLDV, KAVOVTOG KGO run onpavtikd yio mv e£€MEN Tov yapaKxTipa.

AVt 10 GOoTNHO KANpOVOLUKOTNTOG TPoGdidel oTov maikTn €va kivitpo va cuveyiletl, akoun Kot av
YAUOEL OE TPONYOVUEVA FUNS, KABDS KAOE EMOIEVO rUN EVIGYVETOL OO TIG TPONYOVLEVEG TPOCTADELES. XTO
b pog oy vidl, Savellopaote v W€ TG dopkovg TPoddov, aAld e Eppaot oTis ovafaduicels Omlmv
KO IKOVOTHTAOV, OTTOL KAOE run g£PVeL ToV TaikTn To KOVTA GTO VO YiVEL SLUVATOTEPOS KoL TTLO
TPOCUPUOCTIKOG OTIG TPOKANGELS TOV Ba avTipeTOmicEL

3.5 Darkest Dungeon

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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To Darkest Dungeon amoteAei pio GAAN evdagépovsa tpocéyyion oto rogue-like &idoc,
EVOOUATOVOVTOG T1 OLOYEIPIOT GTPES KOl TOVG YOYOAOYIKOVG TUPAYOVTES MG KEVTPIKA GTOLYEl0 TOV
gameplay. Ot naikteg doyepilovral pia opdda POV Tov eEEPELVOVY GKOTEWVEG UTOVVTPOVULO YEUATOL
KvoHvoug, evd Kabe amdpacn kot KGOe Pdyn uropel va EXNPEAGEL TNV YOYIKT KOTAGTUGT TOV NPO@V. AVTO
70 otoyeio Tpoacdidel fdBoc ot oTpaTNYIKY TOV ALY VIS0, KABDS 01 TaikTeg TPEmet va, AapPfdvouy vadym
OGO TN COUATIKY AVTOYT OGO KOl TIV YUYOAOYIKN KOTAGTOGCT TOV YOPUKTHP®V TOVE.

Av ka1 o Darkest Dungeon dapépet amd to mapadootakd hack n slash wayvida, eviovtog
TPOGPEPEL £vO. BobV EMinedo GTPAUTNYIKNG TOV EYEL EXNPEACEL TOV GYESAGUO TOV KOV LOG Ty VIS0V,
Eotidlovtag mepiocdtepo oty viaon TG LaynNG Kot TIG GUVETELES TOV EMAOYDV TOV TAIKTY, EVOOUATOCULE
TNV avAayK”n Y10 TPOGOPLOYN 0TIG cLVONKES TOV TapovclalovTal 6e KABE run, evd 1 GTPATNYIKA ANy
aro@doemv dtadpapatifel kaboploTikd pOLO OTI HAKPOXPOVIO EXLTVYI0 TOV TAIKTY.

3.6 Risk of Rain 2

To Risk of Rain 2 givon pua e€€MEn tov apyucov Risk of Rain, gpépvovrag to rogue-like otoygio og éva
tpiedidotato mepidirov. Evd to gameplay mopapéver mapdpoto pe ta mapadootaxd rogue-like mouyvidia, 1
TPOGOHN KT TG TPITNG S1AOTACT S TPOSPEPEL L0 EVTEADG VEN SUVOUIKT 0T Payn Kot tnv eEepevvnon. Xto
Risk of Rain 2, o1 maikteg avtipetonilovv dadoykd kbpata ex0pdv, tpocnadmdvtog va enifidcovy yio 660
TO SVVOTOV TEPIGGOTEPO, EVD GVAAEYOLV avTiKEipEVa oV avafodpilovy Tig IKavOTNTEG TOVG.

H aicOnomn tov enciyovtog, kabdg ot exBpol yivovtar 1oyvpdTEPOL LE TNV TAPOSO TOV YPOVOL,
evBappOVeL TOVG TOIKTEG VO AvOTTOEOVY YPIYOPO. OTPATNYIKEG KOl VO Tpocapolovial og Kabe KatdoTaon.
Avt 1 aicOnon g avafaduiong péow g emPiong HTav KATL TOL EVEMUATACAIE GTO SIKO oG oy Vvidt,
HE TNV Tpooapuroyn TG SvokoAiog va e&optdtat amd Tig IKaVOTNTEG KoL TIG EMAOYES TOL TOUKTT.

3.7 Enter the Gungeon

To Enter the Gungeon, avartuypévo and tnv Dodge Roll Games, givar éva mayvidl mov cuvdvalet
évtovn dpaon pe rogue-like stoyeio kon daveiletar unyaviopove and ta bullet hell mayvidw. Kvkhopdpnoe
70 2016 ot amd 10TE £yve YVOOTO Y1 TO YPNYOPO Kot xaoTikd gameplay tov, 6mov ot maikteg mpémet va
ATOPVYOLV AUETPNTEG CPAIPES EVAD TAVTOYPOVA avTIHETOTILOVV £)Opovg kat bosses. To maiyvidt Tpoceépet
€va pLovodkod cvotnpa payng Baciopévo otny kivion Kot tnyv akpifeta, divovtag ELacn oty IKavOoTnTo ToV
moikTn vo TpocapproleTal 6€ KATACTAGES VYNANG EVTOONG.

H Baocwn 18éa tov Toyvidion TeptoTpiéPpetat YOopw and tnv egpedvnon pmovvipovpdv (dungeons) pe
v emdioén vo Ppedel éva pobikd 6mAo mov £xet ) duvatdtnTo va "okotdoet To mapeAdov". Kabdg ot
TOKTEG TPOYWPOVV, GLAAEYOVV VEQ OTAN. KOL IKAVOTNTEG TTOL TOVS BonBOVV VoL AVTILETOTIGOVV TOVG £XHp01G
O OTOTEAEGLATIKGA, KATL TOV EVOMUATMVEL TNV EVVOLOL TNG OTPATIYIKNG TPOCOPIOYNG KOl TNG GUVEXOVG
g€EMENG, YopaKTINPIOTIKG TOL £ivot Kowvd og ToAAG rogue-like mayvidia.

‘Eva and ta 1o gvaloeépovto yopaktnpiotikd tov Enter the Gungeon ivot ) mowiiio tov 6mhmv mov
npoceépoviat. Kabe 0mAo £xel povadikég 1010TnTeg Kol MBEGELS, HIvOVTaG GTOV TAUKTH TNV vKapia Vo
SOKIUAGEL SLOPOPETIKEG GTPATNYIKEG G KABE run. Avtd To oTolyeio dlopopomotel To mayviol, Kabmg n

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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EMAOYN TOL COGTOV OTAOL Y10 Tr COGTN oTyun etvor kKAeWi yo v emBioon. H tuyaidmra oty gvpeon
OMA®V, AVTIKEWWEV@V Kot avaPodiicemv Tpocbétet po aictnorn anpdPrentov, KPUTOVTAG TO EVILLPEPOV TV
TOIKTOV G€ KAOe run.

H évtaon xau 1 taydnta g payng oto Enter the Gungeon avrtikatontpiovv ) ethocoeia twv bullet
hell Tayvididy, 6mov 1 amoeLyN TV emBécemwv givol 1060 onuavtikh 660 kat 1 enibeon otovg gxBpovg. Ot
TOUKTEG TPEMEL VAL GLVOLAGOVV AYOYT KIVIOT LLE OTPATNYIKY PO TOV OTADV KOl TOV IKAVOTT®V TOVG Yo
Vol EMPLOGOVY, KATL TOV TPOCPEPEL it GuveYH aicOnon Tpdkinong.

3.8 Okhlos (EAANnVIKO mapadeiypa)

To Okhlos, éva moaryvidr tng eMnvikng etarpeiag Coffee Powered Machine, amote)ei pio
evolpépovca Tpocéyyion oto rogue-like €idog, siodyovag eAinvikr] pBoroyia kot pio duvapukn dtoyeipion
mAn0ovg (Mob management). Xto Okhlos, o maiktng eAéyyer £va mAn0og amd ToAites, PILOGOPOVCE, KL NPMES
™G opYOOTNTOS, e OKOTO va avatpéyel Toug Beovg tov OAvumov. H otpatnyu dayeipion tov minbovg kot
1 CLVEYNG EVOMUATMON VEDV LEADV GTNV OpAdA 0oTELEL £va PaSIKO YOPAKTNPIOTIKO TOL To)V1d10V.

Av ka1 1o Okhlos doépet and ta napadootaxd hack n slash woryvidia, or unyaviopoi tov rogue-like
ototyeiov givar eppaveic. Ot maikteg kKaAovvTal vo TPocapuolovTol OTIG AVAYKES KoL TIG IKOVOTITEG TOV
TANB0VG TOVG, EMAEYOVTAG TTOLOVG YOPOUKTHPES VO TPOGHEGOVV BTNV OULASO TOVG Yl VoL EVICYDOOVV TN Lyn
gvavtia otovg exBpovg Kot Ttovg Beovc. Ot oTpaTNYIKES ETAOYEG TOL APOPOVV TN GHVOEST TNG OLADAG KO TIG
avapaduicec Tov propodv va Kavouy givat TapdLOLES LE TO GTOLYELN TPOGAPLOYNS TOV KOV Lag oty vVidloD.

Yvvorkn Emokénnon kot Eveopdroon tov Ztoygiov

To mayvidl pag avtiel Eumvevon amd Tollovg tithovg tov rogue-like gidovg, evompatdvovtag mwotkiio
oTOlYEl Y10, VO TPOCOEPEL [0, LOVADIKT] Kot SUVaIKN epmetpio otov maiktn. H taydro g péymg amod to
Dead Cells, n otpatnywf Babovg omd to Hades, ko n aicOnomn g cvveyovc npoddov and to Rogue Legacy
glvat Booikd otoryeio Tov cuvdvdacTKay Yio vo. dnpovpyndel va cHGTNUA TOV TPOGPEPEL TPOKANGELS, EVD
TAVTOYPOVO, AVTAUEIREL TOV TaikTn Yo TV IKOVOTNTA TOL Vo TpocapuoleTat.

IMapdAinio, To ToLvidl pog S1POPOTOIELTOL TPOGPEPOVTAG VA TLO EEATOUKEVUEVO GOGTNUA
avafaduione, 6mov ot EMA0YEG TOV TTaikTn EXNpedlovV dueoa v Topeia Tov 6To Tayvidt. O TaikTng
KaAeitot va MaPel oTpatnyIkeG amopacels oxeTIkd e Tig avoPabuicelg kat Tig tkovoTnTég TOV, KATL TOL
kaB1otd KaOe run povadikd Kot yepdto mpokAncelg. Avti 1 aicOnon g e&atopikenong Kot g cuveXoHg
TPOGAPROYNG Elval £va amd To KEVTPIKG onueio Tov dtaympilovv 1o d1kd pag motyvidl amd to VTOAOTO TOV
gldovg.

AvdaAuon oTparnyiknig Badoug

"Eva koo onpeio og Ao ta motyvidia mov avadbnkav eivol n évvola g otpatnyknig aovg. Xe
nayvidio 6nwe to Hades kat to Dead Cells, n otpatnywkn eivar kevipiko otoyygio, kabhg ot moikteg mpémet
va pocappolovion o€ kdbe run. H emhoyn Tov coGTOV IKOVOTATOV, avofadiiceny Kot TOKTIKOV 6
TPayHoTIKO Ypdvo Kabopilel Tnv emttuyio N TNV amoTv)io TOvE. Xe TopdpHolo TAaictlo, To Toryvidt pag divel

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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wWaitepn Epeacn ot Ayn oTpatnyKedv aropdoewv. Ot taikteg dev facifovtatl pévo oty TodTNTA TNG
paymg oAl kadovvral vo e&gtdoovy g Ba ypnoonomcovy Tig dStabéoipeg avaPabpicelg Kot mOpovg Tovg.

Ewdwd oto Slay the Spire, n otpotnykn avortdcoetol LES® TV KapTdV, OTOL KGO emhoyn
emnpedlet dpeca tn Loy Kot T HETEMELTO Topeio Tov maikTn. AV N TPOGUPHOSTIKOTNTA VI0BETNONKE GTO
Kb pog moayvidt, OToLv 0 TOUKTNG TPEMEL VAL EMALYEL TPOGEKTIKA TS avafabicels kat TG ikavoTntes mov fa
OTOKTAGCEL, LLE GTOYO VO AVTILETOTIGEL EMTVYMOG TOVS £XOP0VG o8 KAbE KA.

MpoxkARoeig kai avrapoifég (Risk-Reward)

"Eva dAho kpioyo ototyeio ota rogue-like maryvidia eivar ) icoppomio avapesa otnv mpdkAnon kot
mv avtopoPn. ayvidw 6nwg to Enter the Gungeon kot to Darkest Dungeon givat yvootd yio Ty vynin
dvokoAia TovG, aALG TaVTOYPOVA ETPPAPEVOVY TOV TAIKTN Y10 TIS IKAVOTNTEG KOL TIG AmoPdoels Tov. Kdabe
run mov OAOKANPAOVETAL ETLTVYDS TapEYEL L aioBnon emPpdfevong, eite pécm vEwv OTA®V, gite HECH TG
TPoddov oty WTopia.

Avt 1 1oopporia evempotddnke kot 610 d1kd pag motyvidl. Ot naikteg kalovvTal va Eemepdoovy
SVGKOAEC KOTAGTAGELS, OAAL TOLTOYPOVA AAUPBAVOLY GNUAVTIKEG aVTALOBES, Ol 0TTOlES TOVG EMLTPETOVY VL
vivouv 1YvpdTEPOL KAl VOL TPOETOLOCTOVV KOADTEPQ Yo Ta EMOUEVA KOROTO. H cuveyng e&E€MEN Tov
YOPAKTAPA TOVG péca ard To. upgrades givar évo amd o 6ToKER TOV SLUPOPOTOLOVY TO TOLYVIOL LLOG KO
KPATOOV TO EVOLPEPOV TOV TTOUKTN AUEIMTO.

ZuveXAG Mpooapuoyn Kal €$€AISN

H mpocappoyn og véeg cuvBnkeg kot 1 cvvexng e&EMEN givan eniong kpioyia ototyeio ota mayvidw
mov avalvdnkav. Lto Rogue Legacy, n évvolo g KANPOVOLLAG EXITPETEL GTOV TOUKTN VO, cuveyIlel pe véeg
wovotteg, evd oto Risk of Rain 2, 1 tpocsapuoyf otn duokodia Kot 1 cuveyig CLALOYN AVIIKEWEVOY
Kévouv KaBe run povadikd. To moryvidtl Log EVOOUATMOVEL AVTV TN GLA0GO0Ia pe T1) SuVATOTNTO TOL TAIKTN
va avafadpilel kot va Tpocappolet Tig TaKTIKEG TOV o€ KABE run, Tpoceépovtag £Tot pio dtapkn aicnon
opeockadag kat eEEMENG.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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4.ApYITEKTOVIKN ZUCTHAMHATOC

4.1 GameManager

O GameManager.cs givot 1 Kevipikin kKAdon mov dwaxelpiletat T cLVOALKY Pon TOL ALy VISL0D.
opéxet Tov €leyyo kat t dwyeipion Pacikdv ctoryeimv Tov TayVIdov, OTMS 0 TAKTNG, 1| KALEPO KOl O
avapaduiceic. Xpnoyomoteitol og éva Kevipkd onpeio TpdsPacng yio ToALEG Aettovpyieg Kot GuVIEETOL
apeca pe GAleg KAdoels mov yepifovral v Tpdodo ToL TALVISIOL.

Zrarikn HeTaBAnTn instance

H «\don GameManager ypnoiponotei to design pattern Singleton péom g otatikic petapAntig
instance. Avtd emtpénetl TNV npodcPact og AT TV KAGON omd GAL0 GNUEiR TOL TALVISION YOPIG VoL
ypewdletar va dnpovpynBel véa mapovoia e.

public static GameManager instance;

Av16 10 KoppaTt Kddka Stoceorilet 6Tt povo pio Tapovsio tov GameManager Ba vdpyet kad' OAn
T dtdpKeta Tov wayvidlov, KaBMS To aVTIKEILEVO eV KATACTPEPETAL KATA TNV EVOALAYT CKIVOV.

Alaxeipion TOU MTAIKTN KAl TS KAHEPAG

H «Adon GameManager mopakolovbei To avTiKEiEVO TOV TOAKTY Kot TV KAULEPH, TOL YepileTal TV
omTIKY| eumepio Tov Tayvidov. [Hapakdtm eaivovtat ot peTafANTéG TOL AmodNnKEHOVY AVAPOPES GE CLTA TaL
avTikeipevo

public GameObiject playerObject;

public Cinemachine.CinemachineVirtualCamera vCam;

To playerObject avapépetat otov kevTpikd yapoaktipo Tov Taiktn, evéd 1 kapepa vCam yepiletatl v
OTTIKY TOL O V100, ypnoponotdvtag to Cinemachine yiua va dtucealiost oparéc petofdoelg kot oAlayig
YOVIOV KAUEPOC.

AsiToupyia Tng SetupCamera

H pébodog SetupCamera e&acpailet 6T 1 Kdpepo TOPUKOAOLOEL TOV TAIKTY KoL EMIKEVIPAOVETAL GTN
ocwotr Béon. Xpnowonotgitol 1 eikovikn kapepa tov Cinemachine (vCam), n omoia evuep®VETAL HOTE VAL
akolovBel Tov maiktn oto moyvidt. [apoakdto mapovoialetar n pébodog:

public void SetupCamera()

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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Debug.Log("Camera Setup™);
vCam = FindObjectsOfType<CinemachineVirtualCamera>()[1];
vCam.Follow = playerObject.transform.Find("CameraTarget");

FindObjectOfType<MMFloatingTextSpawner>(). TargetCamera = Camera.main;

}

Avt 1 pébodog avalntd mv wovikn kdpepa tov Cinemachine, ) devtepn mov Ppioketar o
oKknvi, Kot puBpilet to onpeio TapakoAoHONoNG GTOV TAIKTY, XPTCULOTOLOVTAG TO OVTIKEILEVO
"CameraTarget" og otoy0 Yo v TapakorovOnon. Emmiéov, evoopatdvel Tov yeipiopd yio ) dnpovpyio
awpovpeEvmV KelWEvoy pécw tov MMFloatingTextSpawner, opilovtag v kbplo KGpepo mg v Kauepa-
GTOYO YOl TOL EQE KEWWEVOD.

ZnpavTikoTnTa Tng SetupCamera

H pébodog avtn eivar {otikng onpociog yuo va e&acealiletor 6t 1 kdpepo Topakolovdei coatd tov
maikTn kaf' OAN T S1APKELN TOV TOLYVIOOD KOt EXTPENEL OLLOAT LETAPOCT] KO OTTTIKT 0TOS0GT GTO
TEPPAALOV TOV T VISLOV, TPOCPEPOVTOS Lo, BEATIOTN EUNEPIiO OTOV XPNOTY.

Epappoyn AvaBaBuicewv MaikTn

Mia omd T1g onpovtikég Aettovpyieg tov GameManager givat i) dwyeipion tov avapadbuicemv tov
naiktn. H uébodog SelectedLevelUpUpgrade dwyeipiletal tig avapadpicsig mov punopel va emdéEet o moiktng
Katd ™ StdpKeLa TOV Ty VISLov:

public void SelectedLevelUpUpgrade(int i)

e avtn ) péBodo, dtav 0 TaikTNng emAEyeL pia ovafabiion, 1 vyeio Tov evnuepdvetar kot to Ul
avavedvetat pécm tov UlHandler yo va avtikatontpiel T véa T,

4.2 PlayerClass

H xhdon PlayerClass.cs givat vrevfuovn yio ) Swygipion Tov BacikdV 6TATICTIKOY TOV TOIKTY, OTMG
n vyeia, n evépyela ko GAAeG TapapéTpovs. H khdon avth kAnpovouei arnd tnv Damageable, Tov onuaivet
011 0 TalikTNg popel va Aapfavel (npiég ko va dtoyelpiletor 10 mOco avOeKTIKOG givatl 6To Ty viol.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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Yovepydletan emiong pe dAleg kKhaoelg yuo va evnuepdvetl to Ul kot va yetpiletat tnv avatpo@odotnon Tpog
TOV TaoiKTY.

Alayeipion Yyegiag

‘Eva and ta kopa yapaxtnpiotikd g khdong PlayerClass givor 1 dioysipion g vyeiog tov naiktn. H
KMdon meprhopfavet pebddovg mov dwoyepifovrar to moon Inpid d€xeTat 0 TAKTNG KOl TAG EVILEPDVETOL TO
Ul 6tav n vysia aAhaCet.

public override void GetDamaged(float damage, float knockback, bool isCritical)

H pébodog GetDamaged kokeitar 6tav o maiktng déxetar {nuid, Kot EVUEPDVEL TO GLGTN O
UlHandler yio va mpofdidet Tig ardayég otnv vyelo. Eniong, evepyomotel v xivion animation {nudg péow
tov playerAnimationManager.

Arlayeipion Evépyelag

O maiktng €xet emiong evépyeta, n onoia ypnoLomoteitat o eWOKEG evépyeteg kat embéoeic. H khdon
PlayerClass mepilappaver pedodoug yio tn dwyeipion tng evépyeLog ToV maiker, OTmg v Tpoctnkm 1
YPNOM EVEPYELOG.

public void AddToEnergy(int amount)

curEnergy += amount;

if (curEnergy > maxEnergy) curEnergy = maxEnergy;

ulHandler.UpdateEnergy(curEnergy, maxEnergy);

}

H pébodog AddToEnergy mpocOétet evépyeta otov maiktn ko evnuepdvel to UlHandler pe ) véa
TN NG eVEPYELNG. AVTH 1) EVEPYELD XPTCULOTOLEITOL Y10, EIIKEC EMOECEIS 1] Y10 TV EVEPYOTOINGN EWOIKOV
KOVOTHTOV.

AlnAeniopaon pe v Avapdaduion tov Iaiktn

H PlayerClass cuvepydaleton pe tov GameManager ywa va dwyepiCeton ¢ avopobduiosig tov maikt.
Otav o maiktg Aappavel avapoduicsic, 6mwg avénuévn vyeia 1 evépyetn, avtég ot avaPadpiosig
epapuolovtat kot evnpepdvetat o UL

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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4.3 PlayerMovement

H «\don PlayerMovement.cs givail veedfuvn yio Ty Kivion Tov ToikTn 6Tov xdpo ToL Ty Vo,
Xpnowomnotel tig evIoAég mov AapPAvel amd TOV TOIKTN Yo VoL LETAKIVEL TOV YOPAKTNPO, EVA cuvepPYaleTot
pe Gidlo cvotiuata 6nwg o GameManager kot to InputHandler.

Kivnon Naikrn

H Baowkn pébodog mov yepiCetan v kivnon tov maiktn givon  UpdatePlayerMovement(), n omoia
EVNUEPOVEL TNV ToOTNTA Kot TV katevBvven g kiviiong pe Baon Tig £16650v¢ Tov Aapfdvet omd tov
YEWPIOUO TOL YPNOTY.

void UpdatePlayerMovement()

motion = inputHandler.move.normalized.y * cam.transform.forward +
inputHandler.move.normalized.x * cam.transform.right;

motion.y = 0;

motion.Normalize();

characterController.SimpleMove(motion * curSpeed * Time.fixedDeltaTime * 100);

}

Avt 1 pébodog kabopiler tnv TodTnTa TOL TOiKTH pécw Tov characterController ko Paciletan otig
€16600v¢ and To InputHandler ywo v katevBvvon g kiviiong. Xpnotpomroodvat TopapeTpotl OIS 1
moveSpeed kot 1 moveSmooth yia v opoAn Kivion Tov yapaKTpa.

Xpnon Tou CharacterController

H «\don ypnowomoiei tov CharacterController ywo va petakivel Tov yapaktipa 6Tov Ip1odidototo
YDOPO TOL TOYVIO0D. AVTO EMTPETEL TOV YEPIGHO TNG PLOIKNG KIVIOTG KAl TNV AAANAETIdpaon LE TO
TEPIPAALOV Y®PIG VO OTALTEITOL 1] (PO PUCIKAV SUVALEDV.

O CharacterController givor vrevBuvoc yio Thv €pappoyn e Kivnong pe Bdon tnv TaydThTa ToL £XEL
oprotel, eEacparilovog 0Tt 0 yapaxtipag Bo petaxvnOel pe TV amotto VeV ToXDTNTO Kol KATELOLVON.

Zuvepyaoia pe 1o InputHandler

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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H «Adom PlayerMovement cuvepydleton dueoa pe tnv kidon InputHandler.cs yuo va Aapfaver tig
gvtolég kivnong tov maixtn. H inputHandler.move anofnkevet tig £160800¢ 0o T0 TANKTPOAGYI0 1 TO
YEPIOTNPLO KOL YPNCUOTOLEITAL Y10 TOV VTOAOYIGHO TNG KATEVHVUVGTG KOl TNG TOYVTNTAG TOV TOIKTY.

4.4 PlayerCombat

H «Adom PlayerCombat.cs sivai vrebBuvn yuo t Swyeipion towv embéocwv tov maiktm, kabdg kot yio
™V aAAnienidpaon pe toug exfpovg. Emtpénet otov maiktn va emitifetar, va ypnoiponotel £1dtkég
KOVOTITES KOl VOL ALOVETOL EVAVTIL G EMOECELS.

Avt 1 pébodog eEacparilet 6Tt 0 maiktg pmopel va emitedel LOVO av EYEL ApKETEG GPOIPES, EVD
nwaparinia mpei tov puOud Tev embicewv (fire rate). Or embioelg extelodvran péow Tov weaponManager, o
omoiog drayetpiletar To OTAO oL el eEomMoTel.

AAAnAemidpaon pe o WeaponManager

H «\édon PlayerCombat cuvepyaletar pe tov WeaponManager.cs yio tn diayeipion tov embécemv Ko
™mg ypnong dmiwv. O WeaponManager emnitpénel 6tov ToikTn vo eVOALAcoEL OTAQ KOl VO, XPT|CULOTTOLET
Sdpopetikég emiféoeig avaloya e to eE0mTMOUEVO OTTAO.

public void SwitchToWeaponUsingIndex(int index)

curWeapon = allWeapons[index];

SetUpCurrentWeapon();

}

Avt 1 pébodog emttpénel otov maikt va oAMGCeL T0 €EO0TAIGHEVO OTTAO Kol VO, TTPOCapUOLEL TIG
embéoelc Tov avaroya pe tov eEomhMopd mov drubétet.

AvTidpaon oe Emifeon

H xhdon PlayerCombat eriong dwyeipiletar 1o ndg 0 maiktng avtidpd otig eniféoelc tmv exdpmv,
EAEYYOVTOG TNV KATAGTOOT QVVTIKOTITAG 1] OV O TOIKTNG UTOPEl Vo amoOyeL TIG emBEcelg. AVTéG ot
avTIOPACELG UTOPEL VoL TEPIAAUPAVOLY TNV ATOELYN 1] TNV avTENiOeD.

Ac mpoympricovpe pe v enduevn kAdor, WeaponManager.cs, | omoia givot vehBovn yia
dwyeipion T@v 6mA@V ToL TaikTN. Ao AvaADCOoVLE TN AgLTOVPYin TNG KOl THOG cuvepyaleTat pe GALeG KAAGEL,
YPNOLOTOIDVTOG OTOCTAGHATA KM ard Ta SCrptS Tov Hov €xelg dMoeL.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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4.5 WeaponManager

H hdon WeaponManager.cs givat vrehbvvn yio ) dayeipion tov 6nAwov tov maiktm. Avti 1 KAdon
EMUTPEMEL GTOV TAUKTY] VO EVOAALAGGEL OTTAQ, VO YPNOLLOTOLET EWOIKES IKAVOTNTEG KO VoL EMTIOETOL pLE TOL
eEomhopéva omha. O WeaponManager nailet onuavtikd poro otn payn, kabog kabopilel ™ xpnon Kot Tig
SuvaTOTNTEG TOV OTA®V TTOL £)EL 0T S1A0ECT] TOV O TAUKTG.

EvaAAayn OmAwyv

H hdon mepiéyet T pébodo SwitchToWeaponUsinglndex(), n onoia emitpénel otov maiktm vo
oArGCeL Ta OTA TOV, AVALOYQ LLE TOV EEOTAIGHO TTOL €Yl GLAAEEEL GTO TToyVidL.

public void SwitchToWeaponUsingIndex(int index)

curWeapon = allWeapons[index];

SetUpCurrentWeapon();

}

Avt 1 pébodog ypnorponoteitat yio vo emréEet To Tpéyov eE0TAIGHEVO OTAO 0O TO OTAOGTAGLO TOV
waiktn. Me v enthoyn tov véov dmhov, kareitor n SetUpCurrentWeapon() yia va pubpicetl to 6wio mov Ba
xpnoonomBel oty emduevn péym.

PuOuion OmAou

H pébodog SetUpCurrentWeapon() sivar veevBovn yuo ) pobuion tov eEonAicpévon 0TAov Kot Tov
yePopd Tov, KoBMS Kot yio v evnuépmaon Tov animation cueTHATOG PE TO KOTAAANAO OTTAO.

e avt ) péBodo, to eEomMapévo OmAo evepyomoteital, eV OA TO GAAA OTTA ATTEVEPYOTOLOVVTAL.
To animation tov maiktn evnuep®VETAL Y10, VO EUPAVILETOL TO CMGTO OTAO KOTA T ddpkelo TV emBEGEWDV.

ZuvoAikn AsiTtoupyia Tng Me®0odou

H pébodog SetUpCurrentWeapon() éxet wg K0plo okond va Stucparicetl 6Tt T0 OGTO OTAO ivar
gvepyd Ko 0TL OAEC 01 TaPApETPOL, OTTmg To animation kou to 1K, tpocapuolovrar oto eEonhopévo Omho.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.

18



Mruxiakn Epyacia 21é@avog MéproyAou

Etvat évag tpdmog yior vo GLVOESEL TNV EULPAVIGT KOl TY) GUUTEPLPOPA TOL TTOIKTY [E TO OTAO OV £xEl
EMAEEEL, DOTE VO, TPOCPEPEL LI TTLO PEAAIGTIKY KOl SVVOLLUKT] EUTTELPTQL.

4.6 Weapon (Melee)

H «\don Weapon.cs dwaygipiCetar Ty enifeon tov melee 6mlwv, kot dtov 0 maiktng extelel o
enibeon, n pébodog Strike() xarel To cvoTnua animation kot to feedbacks yio va evioyvoet v gpmetpia Tov
noiktn. Ta feedbacks mpooeépovv ontikf 1 aKOLOTIKH AVATPOEOSOTNON KATA TN d1dpKELD TG emibeong.

public class Weapon : MonoBehaviour

public void Strike()
public void EnableHitbox()
public void DisableHitbox()
void ApplyDamage()

}

ZuvoAikn Meprypapn

H pébodog Strike() exterel v enibeon, evd ta MMFeedbacks mapéyovv avatpopoddtnon katd
dudpketa tng eniBeong péow tov attackFeedback, hitFeedback, kot emptyFeedback. To cvotua feedbacks
divel 6TOV TAUKTI OTTIKG 1 OKOVGTIKG GNULOTO Y10, VO EVIGYXVGEL TNV gumetpio tng péyng. Ta hitboxes
EVEPYOTOLOVVTAL KATA TN S1GpKELN TG EMiBeomg kat pappolovy {nud otov avtitolio.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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5.Zuumrepaouara

To épyo avTd EMKEVTPOVETAL GTNV AVATTLEN £VOG GVUYYPOVOL Tatyvidloh Tov PacileTol ot pia
EMEKTAGIUT KOt EDKOAT GTI] GUVTIPNCT OPYLTEKTOVIKT. XTOYO0G LOG NTAV 1] SNovpYic EVOG CUGTHLLOTOG TTOV
B0 LmopovcE Vo TPOGPEPEL GTOV TOUKTT L0 OTOACDOTIKT EUTELPIN TALYVIO0V, AEOTOIDOVTOG TANPOG TIG
SuVaTOTNTES TOV TEYVOLOYIOV OV avarthydnkay katd tn didpketa Tov £pyov. O Kevipikodg dEovag avTig g
gunepiog paciotke og cvotipota 6nwg to PlayerMovement, to PlayerCombat, kot to WeaponManager.
KdaBe éva amd avtd to GUGTHLOTO GXESIEOTNKE MOTE VAL £IVOL EMEKTAGILO KOt EVEMKTO, TPOGPEPOVTOS TN
duvatdtnTa TPOGHNKNG VEMV AEITOLPYLDV HEALOVTIKE, Y®PIg va dtakvPedetal 1) GUVOAIKY| 0TOI0GT Kot
gumelpio ToL TOLVISL0V.

To WeaponManager sivai £va amd ta To Bacikd GUGTHLOTO TOL AVaTTUYONKAY, ETLTPETOVTAG GTOV
KT Vo EVOAAGGGEL Kot v, YpNGILOTOLEl S10popa OTAM [LE TPOTO TOV EVIGYVEL T GTPATNYIKY OAGTAGT) TG
péyms. Ot emAoyEC TOL TPOSPEPOVTOL GTOV TTOIKTY eV TEPLOPilovTat ATAMDG OTN YPNOT OTA®V, GAAL
EVOOUATOVOVV EMIOTG OTPATNYIKEG OTOPAGELG GYETIKA e TOV TOTO dmAov mov Ba ypnoiponombet og
OLYKEKPILEVES KaTaoTAGEG. H duvatdtnta evalioyfc Omlov kot 1) evewpdtoon embécemv melee kot range
TPOGPEPEL TEPLECOTEPES EMAOYEG KOL TTPOKANGELS, ENMLTPEMOVTAG GTOV TOUKTH VO, TPOcapUOLEL T GTPATNYIKY
TOV OVAAOY®G TOV GVVONKAV TNG LLaYNS.

Ta cvotfiuata Kivnong kat péyng tov moryvidov (PlayerMovement kot PlayerCombat) cuvepydlovton
OTEVA Y10l VO TOPEXOVV L0 PELGTH KO SLUVOLLIKY gpmelpia mayvidod. H kivnon tov maiktn emtpémet v
Tayelo avtidpaot Kot Tov eMypd Katd T StlpKeLo TG LAMGS, EVO TO COGTNIA LAXNG ENMLTPEMEL GTOV TAUKTN
vo Tpaypotonolel enféoelg pe axpifela Kot taxvmTo. Avti 1 cvvepyacio peta&d Kiviiong kot payng ivat
CoTikng onpociog Yo T S1Uovpyio, oG CUVUPTOCTIKAG EUTELPLOG TOLYVISIOV, OTTOV 0 TOiKTNG UTOPEl Vo
EVOALAGGEL YPIYOPQ TIG TOKTIKEG TOV Kol VO, TPOcapUoleTal oTIG aAAAYES TNG KATAGTUGTG 0TO TEdIO LLayns.

"Eva onpovtikd epyaieio mov cuvéBale oty emttuyio Tov épyov RTav 1 dnovpyio tov UML
Swypappdtov, To onoio wapeiyov o Eekdbopn ewovo TV oxEcEmV LETAED TOV GUOTNUATOV KL TOV
KAdoemv Tov avartoyxdnkav. To dtaypdupote avtd fTav Koiplog onuaciog yo, Ty Kotavonon g
OPYITEKTOVIKNG TOL TTOLYVISIO0 Kot TN Sac@aiion Ott ta dtpopa cuothata Bo propodcay va.
ovvepyalovtal yopig TpofAnuate. Me v avaivon Kot KoTovonon tov dloypoupdtoy, Katéstn duvotni 1
vAomoinomn PeATidoE®Y Kot VE®Y AEITOVPYIDV XWPig Vo ennpedletal 1 arddoct tov kddika. H cuvolikn
€1KOVH TOL TPocPEPOLY To. UML dtorypappata yio Ty apyltekTtovikn Tov oty vidlod d1evkolvvel exiong ™
GLVEPYACIN TOV LEADV TNG OUASOG KOl TN GLVTINPNOT TOL £PYOV GE LEAAOVTIKES PACELS.

To Enemy System amotelel dALo éva KPIGILO OTOLYEID TG CUVOAIKNG EUTELPING TOV Ty VISIOV.
XPpNOWOTOIOVTAG TEYVNTH VOT|LOGUVT, 01 £X0poi avTidpohv oTIC EVEPYELES TOV TTOAKTY KOl TPOGAPLOLovV T
GUUTEPLPOPA TOVG OVAAOYQ. LLE TNV TOKTIKT 10V akoA0LOEL 0 TaikTNG. AVTO KOBIGTA T1G PLAYES 10 SVGKOAES
Ko ampoPrentes, kabmg ot €xHpoi PTopovV Vo TPOGAPLOGTOVV GE SLOPOPETIKEG TUKTIKEG EMIOEOTG.
HapdAiinia, to Ragdoll System npocBéter o emmhéov didotacn peoliopod, EXLTPETOVTAS GTOVG £XOpOTG va
avTIOPOvV QLGIKE GTIG GVVALELG TOV AGKOVVTAL KATA TN SIEPKELX TNG LAY, TPOSPEPOVTAG ETOL TTLO
PEAMOTIKN gpumelpia.

MeAAovTiKéC EMEKTAOTEIC

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.

20



Mruxiakn Epyacia 21é@avog MéproyAou

To épyo, mapd v 0AOKANP®GN TOV PUCIKAOV CLGTNUATOV, TPOGPEPEL TOAAEG SUVOTOTNTEG Yo
peAAOVTIKT avamTuén Kot BeATimon. AVTéG Ol ETEKTAGEIS UTOPOVV VO TPOGPEPOVV VEES TPOKANGELG KOl
duvaTdTNTEG OTOV TAIKT, EVO Oa S100QaAicOVV OTL TO TTOYVISL TAPUUEVEL GUVOPTOGTIKO KO EVOLOPEPOV.

Bektioon g Teyvnmig Nonpoosvvng (Al): H teyvnti vonpocsivn propel va avortuybel meportépo,
®ote ot gxfpol va avTidpovv To oTpaTNyKd oTig evépyeteg Tov maiktr. Ot gxBpoi B uropovoav va
cvvepydlovtal petad Toug Yo va cuvtovicovy emBEcELS 1 va ovamTOEOLV SLAPOPETIKES TAKTIKEG VALY
pe 1o mepiPaiiov. Avti 1 Beltimon oty teYVNTH VONHOGUVT o eVIe)DGEL TNV EUTEPIN TOV TALYVIGLOV,
KaO1GTOVTOG TIG PiXeS o duvapkég Kot amortntikés. Eniong, n duvatdomto tev exfpdv va npocappolovon
OTIC OTPATIYIKEG TOV TTaikTn O Tposeépet peyodldtepo BAB0G oTIG AAANAETIOPAGELS.

IpocOnkn Online Multiplayer: H sicoywyn tov online multiplayer 6o pmopotoe va pépet véeg
TPOOTTIKEG OTO ALY VIdL, EMTPENOVTAG GTOVG TTaiKTES VoL avtaymvilovTat 1 va cuvepyalovtal o€ anoctorés. H
dnovpyia evog multiplayer nepipariovtoc Oo mpoceipet pia d1adpacTikn eumelpio, OTOV 01 TAIKTEG
UIopovV vo oynuaticovy opdadeg 1 va avtayavilovrot o€ pdyeg PVP. Avto Oa arartodoe v avamtuén
server-side Aoykng, aALG Ba mapeiye véeg SuvaTOTNTEG Y100 KOWOVIKE OAANAETIBpACT Kot avToyOVIGUO 6TO
oy Vvidl, KaoTAOVTOC TO 0 EAKVOTIKO Y10 TOVG TOUKTEG.

Beltioon tov Zvotipotog Avtikepévav (Inventory System): To vrdpyov chotnpa dwyeipiong
avTIKeWEVDV pmopei vo PeTimbel pe v tpochnkn vEmv 0@V, OTMG E101KEG avoPadpicels yio ta OTA 1)
avtikeipevo mov Oa Tpoceépovv otov maiktn emmAéov wkavottes. H mpoctnkn nepiocotepmv avIiKEWEVOV
B0 pmopovoe va avéNeeL TNV TOAVTAOKOTNTO TOV TTOLVIOI0, KaOMG 0 Taiktng Oo mpénet va Aappavet
GTPATIYIKES OTOPACELS Y1l TN PN o™ TV Tdpwv tov. EmmAéov, 1 duvatdtta avafdduiong tov
avTIKEWEVDV Bo Tpocépel peyadtepn aicbnon Tpoddov Kot avtapoPng, divoviag oTov TaikTn T
SVVaTOTNTO VO TPOGUPLOGEL TO ALY VIOl COUP®VO [LE TO GTVA TaLY ViS00 TOV.

Tovotnua [poddov (Progression System): H sicaywyn evog cuotipnatog tpoddov Ba tpocipepe
emmAEOV KiviTpo 6TOVG Talikteg va cuveyilovv va e&glicoovtal péoa oto motyviol. ‘Eva cvotnpa enmédmv,
omov o1 taiikteg kepdilovy eumelpio kat EeKAEIdDVOLY VEEG tkavOTNTES, B LITopovoE va BEATIDGEL T
ovvolikn aicBnomn g e&éMénc. Ot taikteg Ba pmopovGHY VoL ATOKTNOOVY VEES IKAVOTNTEG TOL Ha TOVG
EMTPEYOLY VOl AVTILETOTILOVV T10 SVCKOAEG TPOKANGELS, KATL IOV B TPOGEPEPE PeyaddTepN aicbnon
emitevéng.

YrootipiEn yia Kivntég Zvokevéc (Mobile Support): H avéntvén tov mayvidiod yio Kkivntég
oLoKEVEC Bo pmopovoe va TpoceAkhoeL Eva vEO KOO Kot vo, avéncel Ty TtpocsPaciudtnta tov moyvidiov. H
gieaymyn touch controls Ba emitpéyetl 6ToVG TATKTEG VO ATOAADGOVY TO TOVIdL 6€ KIVNTEG TAATQOPUEG, EVD
N Beltiotonoinon g amd300Mg Y10 GLOKEVEG XOUNAOTEPTG 1Y VOG o dtacparicst Tt To mayvidt Ba
Aettovpyel opadd o€ £va uph PACHO CLCKEL®Y. AVTN 1 Kivnon Ba propovoe va SlevpvVEL CNUAVTIKA TO
KOWO TOL TOLYVISIO0, KAVOVTAG TO TO EUTOPLKE ENLTUYTLEVO.

TIpocOnin Néwv Emnédov kot Atootolmv: H dnpovpyio véEmv emmédwv Kot 0mosToAdy Oa.
TPOGPEPEL GTOV TTOUKTN VEN GEVEAPLO Kot TPOKANGELS Yo e€epevvnon. Kdbe véo eninedo Oa pmopovoe va
meplapPavel véeg aANemdpacelg e Toug ex0povg Kot to TePPAAlov, KabmG Kol VEEG OTPUTNYIKEG LAYNG.
Emumdéov, n mpoctnin wog o avoiutikng totopiag Oa propodoe vo tpocBéaet fabog kot vonpo oty
EUTELPIO TOL TTALYVIFLOV, KAVOVTAG TO To gRPLOIGTIKO Yo TOV TaikT.

H cOAnyn evog mayvidion kot 1 avartuén tov og mepPdrrov Unity, pio Teyvikn Avdlvon.
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Me ovtég Tig HeEAAOVTIKES EMEKTAGELS, TO Tty VidL £xetl T duvatodTnTa Vo e&elyfel oe Eva molvoHvOeTo
KoL EVOLOLPEPOV TTPOTOV, TO 07010 B TPOGPEPEL GTOVG TTOIKTEG VEEG TPOKANGELS KOl LOKPOYPOVIOL EVOGYOANON.
KdaBe pio and avtég T1¢ enextdoelg o pmopovoe vo tpocbioet pia véa didotacn oto mayvidl, KafioTdvTog
TO TILO EAKVOTIKO Y10 TO KOWO TOV Kot dtacparifovtag tnv enttvyia Tov og BAbog ypovou.

H o0y evog maryvidiod kat 1 avortvén tov og tepifdiriov Unity, pia Teyvikn Avaivon.
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7. Mivakeg ka1 MapapTRuoaTa

7.1 Avaypappara UML

Controls \Handles

FollowAl RagdollController
+ FollowPlayer() + EnableRagdoll()
+ Patrol() + DisableRagdoll()

1.1 Aidypappa «ExBpwvy».

anages Weapons\Controls Movement

Weapon PlayerMovement
+ isMelee: bool + Move()
+ Strike() + Dash()
+ ApplyDamage()

1.2 Aidypauua «GameManager».

H cOMnym evig mayvidiov kot 1 avortuén tov og neptBdiiov Unity, pia Teyvikhy Avéivon.
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PlayerMovement

+ Move()
+ Dashl()

ollaborates

PlayerCombat

+ MeleeAttack()
+ AttackDash()

1.3 Aildypapua «Maiktn», Kivnon Kai gaxn.

PlayerCombat

+ MeleeAttack()
+ AttackDash()

anages ollaborates
Weapon PlayerMovement
+ isMelee: bool + Move()
+ Strike() + Dash()
+ ApplyDamage()

1.4 Nidypappa « OTTAwv-TaikTn».
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EconomyManager

+ AddCoins()

+ RemoveCoins()

anages Coins

Coin

+ Collect()
+ AddTolnventory()

1.5 Aidypappa «Oikovopiagy.

H o0y evog maryvidiod kat 1 avortvén tov og tepifdiriov Unity, pia Teyvikn Avaivon.
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7.2 User’s Manual (w/ Images)

Right Trigger

o “RTrigger” ¥

Techniques Interact Dash Move Attack
I ‘E" A “Space 4 “WASD % ‘R _Click’

-...

0
.
.

.
.
=
-
.
.
.
=
-
.
.
)

T L
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7.3 GAMEPLAY SCREENSHOTS

100/100

100/100

100/100

3.1 H «kivnon» Tou TTaikTn.

100/100

100/100

100/100

3.2 To Baoiké Ul Tou xpnotn.
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Clay wall

PIaDD I an

Fireball

2363

Lightning

L2242 L J

100/100

100/100

100/100

3.3 O1 «TEXVIKEG» TOU TTaIKTN.

100/100

100/100

100/100

3.4 O maiktng oTo TéAog piag “melee” emtiBeong.

H cOMnym evig mayvidiov kot 1 avortuén tov og neptBdiiov Unity, pia Teyvikhy Avéivon.
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3.5 ZknvA pdyng. Mapoucia VFX.

100/100

100/100

85/100
y 4

3.6 ZknvA pdxng. Number pop-ups d¢ixvouv 1o “damage”.
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3.7 O1 «exBpoi» wg Twpa.
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3.8 To povTtého Tou TTaikTN.

H o0y evog maryvidion kat 1 avortvén tov og tepifdiiov Unity, pia Teyvikny Avalvon.
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7.4 NMINAKAZ OPOANOrIIAZ

ZEevoyroooog Opog EAnvikog Opog
GameObject Avticeipevo oyyvidion
Performance Amddoon
Optimization BeAtiotomoinon
User Interface Aeraen Xpfio
Asset Iépog
Framework IMaicio Epyaciog
Animation Kwovpeva Zyéda
7.5 MINAKAZ YNTMHZEIZ —- APKTIKOAE=A - AKPQONYMIA

Xuvtopoypagio Ipng Avamtoén
Al Acrtificial Intelligence
ID Identifier
RPG Role-Playing Game
IK Inverse Kinematics
ul User Interface
API Application Programming Interface
GDC Game Developers Conference
UML Unified Modeling Language
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