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Evyaplotieg

Me v 0AOKAMP®GT TNG TOPOVGOS TTVYLNKNG epyaciog, Ba NOeha vo guyoploTHom OAOVG
exetvoug mov pe v vooTNPIEYN TOLG GUVEROANY GTNV EMLTLYN OAOKANPMGT] CVTOV TOV EPYOV.

Apywcd Oa M0eha va gvyapiotiom Oepud tov emPAémovia Kabnynt pov, o omoiog avérafe
™V emifieyn TG TTLYKNAG LoV gpyociag kot pe kabodnynoe kab' OAn T dudpkeln g
dwdkacioc. H cuveyng vmoot)pi&n kot ot d1opatikég Tov cupPoviéc o€ kbbe otddo vnpEav
eEAPETIKA GNUOVTIKES.

TéNoc, aplep®V® TV €pyacio VTN GTOVS YOVELG LoV, Tov pe aydmn otpiéay Kabe Prpa g
EKTTOOEVTIKNG OV TTopeiaG, 6Tovg PiAovg pov, mov mepdoape pali avtd Ta ypdvia Kabng Kot
GTOV GKVAO Hov Tov PActu mov e Tov TpdTo Tou pov £dtve duvaun Kabe otyun).
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IHepiinyn

H epyacio avt agopd v avantuén evog d100pacTikoy TPIed1deTatov Prvteomatyvidion
npmtov Tpochnov (FPS) mov viomomOnke oto mepidriov tov Unity3D oe yAdooao C# pe
tov Titho «The Keyhunter of Hidden Chambers» (O Kvvnydc Kiediov tov Kpvppévaov
Aopotiov). To moyviot eivar coppotod pe Windows kot 6yed10GTNKE Y10 VAL TPOGPEPEL LLdL
TP epmelpia eEgpevvnong, emPBimong Kot GTPATNYIKNG OKEYNGC. X€ £VOL EYKATUAEAEYUUEVO
Bropunyovikd cuykpodTNUW, £V LUOTIKO EPYOCTAPLO £YEL ONLLLOVPYNOEL TEWPAUATA TTOV EXOVV
Eepuyetl amd KaOe Edeyyo. To cuyKpOTNUA, TOV KATOTE AMOTEAOVGE KEVTPO EMIGTNUOVIKNG
épeuvag, £xel petatpanei og Eva okoTevo AafOptvo yepdTo emkivouveg ovtOTNTEG TOL
QULAAGGOVV T LUOTIKA TOV. O Mpmag, Evag EUTEPOS KLV YOS KAEWUDV LE EWOIKEVOT TNV
eEepebivnon ETIKIVOLVAOV YOP®V, OVOAAUPAVEL TNV TEAELTALO OTOGTOAN TOV: Va. EIGEADEL GTO
CLYKPOTNUA, VO EEOVTMGEL TIG AMEIAEG KO VO OVOKTNGEL T TPt KAEWLA TOV EEKAEIBMVOLV
v aAnBeo Ticw and Tig kKAswouéveg moptec. H povn dwapouyn Bpioketon micom amd v
TEMKN TOPTO, AAAG eKel TOV TTEPIUEVEL O IO EMIKIVOLVOG £xOPpOG o' GAovC.

O maiktg avorappavel Tov poOA0 aVTOV TOL KUVIYOU KAEWDIDV, £EEPEVVE OVO EMimeda,
oLAAEYEL Tpia KAELO1A cLVOAIKA (2 Kavovikd + 1 pootiko), avtipuetomilel exfpoig pe texvnt
vonpocuvi, avafaduilel ta 6mia péow cvotiuatog epnelpiog (XP) ko 6to téhog
avtipetonilel tov Final Boss.

YAomomOnkav ta £ cvothpato: cuotnua 5 Omlov pe e&EMén néocm XP, chotnua
KAeduov pe Secret Room kot 30-6gvteporento timer, inventory yio evaiiayn 6mlwv, acmida
(shield) mov pewwvet to damage, medikit yio amokotdoTocn vyeiog, SUVAIIKT HOVGIKT TOV
aAAGCel avaroya pe TN katdotaot (eepevvnon/pdyn/Final Boss), fxot reload avd 6mho,
mpeg Ul (HealthBar, ShieldBar, AmmoDisplay, XP Bar, Key Counter) kot oAokAnpmpévo
Main Menu pe Settings (Volume, Brightness, Sensitivity).

Ag€erg Kaerdra: Unity3D, C#, FPS, NavMesh, State Machine, Weapon System, Key System,
Inventory, Game Development, Artificial Intelligence

Abstract

This work involves the development of an interactive three-dimensional first-person shooter
(FPS) video game implemented in the Unity3D environment using the C# programming
language, titled "The Keyhunter of Hidden Chambers.” The game is compatible with
Windows and was designed to offer a complete experience of exploration, survival and
strategic thinking. In an abandoned industrial complex, a secret laboratory has created
experiments that have spiraled out of control. The facility, once a center of scientific
research, has been transformed into a dark labyrinth filled with dangerous entities guarding
its secrets. The hero, an experienced key hunter specializing in the exploration of hazardous
locations, takes on his final mission: to enter the complex, eliminate the threats and recover
the three keys that unlock the truth behind the locked doors. The only way out lies behind the
final door but there, the most dangerous enemy of all awaits.

The player takes on the role of this key hunter, exploring two levels, collecting three keys in
total (2 normal + 1 secret), facing enemies with artificial intelligence, upgrading weapons
through an experience point (XP) system, and ultimately confronting the Final Boss.
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The following systems were implemented: a 5-weapon system with XP-based progression, a
key collection system with a Secret Room and 30-second timer, an inventory system for
weapon switching, a shield system that reduces incoming damage, a medikit for health
restoration, dynamic music that changes according to the game state
(exploration/combat/Final Boss), per-weapon reload sounds, a complete Ul (HealthBar,
ShieldBar, AmmoDisplay, XP Bar, Key Counter) and a fully featured Main Menu with
Settings (Volume, Brightness, Sensitivity).
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Ewcayoyn

H exndvnon piog ntuyakng epyosiog amoTeAel £vo oMUaVTIKO GTASI0 GTHY OAOKANP®GCT TV
OTOVdMV EVOG PortNTH, KABMG TOL dIVEL TN SLVOUTOTNTO VO EPAPHOCEL OTNV TPAEN YVADGCELG
Kot 5eE10TNTEC OV AMEKTNOE KATA TN S1dpKeL TV 6movddv Tov. [TapdAinia, amotedel pio
evkapia Yo evacyOANon Ue £Vl OVTIKEILEVO TTOV TAPOVGLALEL IO10UTEPO EVOLOPEPOV KOl
umopet vo GUUPAAEL GTNV TEPATEP® AVATTVEN TOV YVAOGEDV KOl TOV EMAYYEALATIKMOV TOV
de&lotnTov.

2NV Tapovca TTLYLOKT EPYACT, TO OVTIKEILEVO TNG LEAETNC KOl TG VAOTTOINONG apopd TV
avamtuén evog ynoelakov toyviolov. H emioyn tov cvykekpyévoo 0épatog £yve Aoy® tov
1010UTEPOV EVOAPEPOVTOG TTOV TOPOLGLALEL 0 TopEag Tov game development, kaBmdG
oLVOVALEL TOV TPOYPAUUOTIGUO LE OTOLYEIN OYXEOACLOD, OAANAETIOPOOTG Kot ONIoVPYiog
€VOG OAOKANPOUEVOL YNeLokoD TEPPAAAOVTOC.

Koatd ™ dudpketa g avamtuéng tov moyvioo a&lomomonkay chyypova epyareio kot
TEXVOAOYIES, LE GTOYO T ONUIOVPYI LG AEITOVPYIKNG Kol OAOKANpOUEVNG epapuoyns. H
dwdwkacio teptAdpove Tov oxedaGUd TOV TOYVIO0D, TV AVATTLEN TOV PacIK®V
UNYOVICU®MV TOV, TNV VAOTOINGCT TS GAANAETIOPAOTC TOL TOUKTN LE TO TEPPAALOV KOl TOVG
ex0povc, kabm¢ Kat T cuveyr| dokun Kot PeATion g eQaproyNc.

Méoa amd v LAOTOINOT TS GVYKEKPIUEVNG EPYAGTOG, EMOUDKETOL 1] KAAVTEPT) KOTAVOT O
NG S10dIKAGTOG AVATTLENG EVOC YNOLOKOD ToyVIO00, Ao TNV opyIKN 10€0 LEXPL TNV TEAK)
oV popon. [lapdriinia, n epyoacio ovT ATOTEAECE IOl ELKOIPIO Y10 TPOKTIKT EPOPUOYT
YVAOGEDV TPOYPOUUOTIGHOD Kot EE0IKEIDMON LE TIC OMOLTNCELS KOl TIC TPOKANGELS TOV LIToPEt
Vo, TPOKVWYOLV KOTA TNV aVATTLEN EVOG TPOYLLATIKOD £PYOV.

1.1 Ietopikn Avadpoun eto Game Development

H 1otopia Tov game development Eskivnoe ) dexaetio tov 1950. To "Tennis for Two" (1958)
tov William Higinbotham 6swpeitot évo omd To TpdTa Toryvidio. Akolovbnoe to "Spacewar!™
(1962) xat o "Pong” (1972) tng Atari. H dekoetia tov 1990 épepe to tpmdta 3D game engines
— 10 Doom Engine (1993) kot to Unreal Engine (1998).

To Unity dnuovpyndnke 1o 2005 and toug David Helgason, Nicholas Francis kot Joachim
Ante. Apywd povo yioo macOS, covropa £ywve cross-platform ko onpepa ypnoyomoteitat yio
Tave omd 10 50% TV ToyVISIdV ToyKOS UG,

1.2 Kivntpo kal Xtoyol

To kbp1o kivntpo mov e dONcE ot dNovpYic AVTNG TNG TTLYLKNG NTay 1 Padd aydmn
pov yw ta video games ko 1) embopio vo ONUIOVPYNCO KATL O1KO LoV — Eva TANPES

oy vidl Tov va GuVOLALEL eEgpehivnon, LLayn KOl GTPATNYIKY oKEYN. OEAnca vo ndbw mtmg
Aertovpyohv amd HEGA TO TOLY VIO TOV AyOTd KOt VO, ATOKTIGM TPOKTIKTY EUTEPiR GTOV
topuéa Tov game development.

O 010%0G NG TTVYLUKNG LoV, EKTOG A0 TO TEAKO amoTéAeSHA OV NOEAN VO, EMTVY®, NTOV
va ovorTOE® TIC OEIOTNTES OV G OAOL TOL GTASL TNG ONOVPYING EVOS NAEKTPOVIKOD
oy VooV, Avtd ta otdde TepapPdvouy moArég kKot ToAvTAoKES dradikacies, Onmg to 3D
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modelling, to animation, to level designing kot to scripting, ta omoio amattovv e&eldikevon.
O1 o1o)01 avtoi NTav Pacikol, kot Enpene, og kdmolo Padud, va avtamokpld® oTig
TPOKANGELS OV Ba TpodkumTay. AAAMGTE, GE Lo, LeYOAN TopaymYY|, KAOe £vag amd avtovg
ToVG ToElg avatifetol oe eEe1dKeLIEVEG OPAdES e ONUAVTIKY eumelpio Kot eEgldikevon,
KaOdc Oempovvtal S10kpLTol Kot oVTOVOHOL pOAOL.

1.3 Aopn ™ Epyaciag
H dopn g epyaociog mapovoidleton mopakdtm:

e X70 TPMOTO KEPAAOLO TOPOVCIALETAL 1) EICAYWOYT TNG EPYACING, OOV AVAAVOVTOL [E
Mya AdY10 TOGO TO KivnTpa 0G0 Kot 0 6KOTOG TG epyasioc, kabmg kot pio chvToun
16Top1Kn avadpoun oto game development kot to Unity.

e X710 dg0TEPO KEPAAOLO TOPOVSIALETAL 1| LTOOEST TOV TALYVIOI0V, HTTOV AVOAVETAL TO
backstory tov cuyKpoTHLOTOG, 1) IGTOPI0 TOV TPOTUYWOVIGTH Kol 1] QT TV £xOpmdV
OV OVTIUETOTICEL.

e X710 TpiT0 KEPAANO YIVETOL £VOL OVETVIEW TOV TTALYVIO0V, OOV AVAAVOVTOL Ol
Unyovicpoi Tov Taiktn, To VTN VYEiag Kot aomidag, To cuotnua XP kot e£EMENg
OmA®V, KaBmG Kol To cOHGTNIA KAEWIDV e To Secret Room.

e X710 TéTOPTO KEPAAOIO Tapatifevtal Ta SCENES Tov matyvidov — 1o Main Menu, ta
400 Kavovikd emimeda ko 1o TEAMKO enimedo pe tov Final Boss.

e XT0 MEUTTO KEQAAOIO YiveTaL avapopd otov Touéa twv Animations kot tov Animator,
avoAvovTag To animation states tov €x0padv, Tov Final Boss kot tov moptdv.

e 270 £KTO KEQAANLO avaivovtal To. facikd SCripts tov mayvidiov, and Tov EAeyyo Tov
maikTn péyxpt T Olayeipion exBpdv, OTA®V Kol managers.

e X710 £BO0oN0 KEQAAMO TOPOVSIALETAL TO GVOTNLA EXOPDV e avAAVOT TNG TEXVNTNG
vonpoovuvng pécm State Machine kot NavMesh, kabd¢ kot To yopakTnplotikd Tov
Final Boss.

e X710 0Y600 KeQALoo avaAveTot to User Interface tov moryvidion, tepthapufavoviog Tic
umapeg vyeiag, aonidag, XP, to inventory Kot to pause menu.

e X710 £vOTO KEQAANLO TAPOVGIALETAL TO GUGTNLLO LOVGIKNG KOL X0V, LE OVAALGN TNG
SLVOUIKNG OAAAYNG LOVGIKNG KOL TOV YOV TOV OTAMV.

e X170 0£KOTO KEPAANLO TOPOVCIALETAL TO GOGTNLLA OLOXEIPNONG EMTEI®V.

e XT0 &VOEKATO KEQPALOIO TPAYLOTEDOVTOL LEANOVTIKEG EQapUOYEG Kat Implementations
OV PUTOPoLV Vo Tpoctehohv 6To Toy Vidt.

e ZT0 OWOEKATO KEPAAOLO TEPIEXETAL T) OPOAOYIQ TTOL YPNGLOTOEITAL GTNV EPYOTIN

e X210 d£K0TO TPITO KEQAAOO YIVETOL AVALPOPA GTO TEAMKA GUUTEPAGLLOTO TG EPYUGIOLS.

e X100 AéKoto Té€TOPTO KO TELELTAIO KEQAAOLO TteptEyeTol 1 PifAoypapia.

10
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2.'Epmvevon
2.1 Mapopola Maryvidla

Doom Eternal (2020)

To Doom Eternal givan éva first-person shooter pe eEoupetikd ypriyopo pvoud gameplay. O
naiktg — o Doom Slayer — avrtipetonilel opdéc dapdvav avd eninedo, eEeAicoovtag Tov
omloud tov uécwm upgrades kot XP. O Bpoyoc gameplay «okotdvm gxfpo érnerta amoktd XP
Kot ovaPadpilopa evénvevoe queca o cvotnua EEMENG S 0mAwv Tov Keyhunter. Emiong,
N otadKn ovénon dvekoAag avd ninedo kKot 1 TowIMa ExOpdV e SUPOPETIKES OOVVOUIES

avTikotonTpileTor otov oyedlacud twv kavovikdv exfpav kat tov Final Boss.

Counter-Strike 1.6 (2000)
To Counter-Strike 1.6 (Valve, 2000) eivat éva amod ta mo eppAnuaticd multiplayer first-
person shooters oty 1otopio tov gaming. IMapd v nAikio Tov, TaPAUEVEL GE EVPEiLD XpPHoN
KO OTOTEAEGE TNV TPAOTN ETOPN TOAADV TOUKT®OV, OVAIESH TOVG Kot péva e o FPS gidoc.
Xapaxtnpileton and axpiPég recoil system ava 6TAo, edypnoto weapon switching kot
aoOnt) aicOnon Papovg otovg Tupofoiicuove. O oyedacpdc tov dmhov Tov Keyhunter
(Eexmwprotd damage, fire rate, magazine size ko fire mode avd 0mAo) gumvevoTNKE AUEGQ
amd oVt TN AoYIKN dtpopomoinons omAopov. EmmAéov n emloyn tov OmAmv £yve e
Bdomn 6mAa oL VITAPYOLVY 6To TTayvidypistol,uzi,shotgun,m4,ak-47).

Crash of the Titans (2007)

To Crash of the Titans (Radical Entertainment / Sierra Entertainment, 2007) givat £va. action-
platformer pe coaen dopun Tpoddov ava eninedo: o0 TOiKTNG VTIUETOTICEL KAVOVIKOVG £xOpo¢
(Titans kou Minions) kotd puko¢ kdbe emmédov Kot Kabe evoTnNTO KATAANYEL GE pial
1GYLPATEPT AVOUETPTOT). AVTH 1] SOUN «OCKOTMV® amA0VE £x0povG — SLVATOTEPOG AVTITAAOG
070 TEAOG» avTikaTonTpiletal dpesa ot ooun TV POV emmédmv Tov Keyhunter: L1 ko
L2 pe xavovikovg gxfpove, kot L3 mov katairyet otov Final Boss. Emiong, to cvotnua XP
rewards petd omd kébe kill evénvevoe 10 avtiotoryo cvotnua XP (+25 ava kill) tov

TOLYVIO0V HOV.

Xoykpion [Hoyvidiov
Y1ov mapakdto Tivoke cuykpivovtot ta tpio wayvido pe to The Keyhunter of Hidden
Chambers:
IMaryvidl Doom Eternal | Counter-Strike | Crash of the The Keyhunter
1.6 Titans
Perspective 1st Person 1st Person 3rd Person 1st Person
Eidog FPS / Action FPS/ Action-Platform | FPS / Horror
Multiplayer
Ex0poi & Boss | AaipovectBoss | Avrtimoin Titans+Boss Ex0poit+Final
OpLadaL Titans Boss
Yvommua XP Nou (upgrades) | Oy Nou (XP/kills) Nou (XP/kill)
"Epmvevon XP/6mho, Movtéha Kavovikoli | ====mmmmmmmemmee
duokoAia omlwv, reload, | exyfpoi—Final
ava level weapon variety | Boss

11
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2.2 Epyaleio Avamtoéng
Game Engine: Unity 2022.3.33f1

Mo v avartvuén tov mayvidov entléynke n Unity 2022.3.33f1, pia and T1¢ wo dnpo@iieig
game engines ov vadpyovv onuepa. H Unity ypnoiponoteital evpémg 1060 ond
aveEAPTNTOVG TPOYPAUUATIOTEG OGO Kol Ao LEYAAES ETOPELES, KATL TOV GNUOLVEL OTL
VIapyEL AoV TEKUNpimon, apbova tutorials kot o toAd evepyn KOWOTNTO TOV UITOPEL Va
BonBnoet 6tav mapovoiactel TpdPAnuo.H éxdoon 2022.3.x emhéydnke enedn eivar  Long-
Term Support (LTS) ékdoomn, dnradn n mo otabepr| dSwobéoiun exthoyn. e Eva project
OT®OC OV TO, OOV 1| TPOTEPALOTNTA EIVOAL ] OAOKANP®GT KoL O)L 1 YPNOT T®V O TPOCPATMV
yopaxktpotikav, o LTS ékdoon eivar 1 Aoyikr| emhoyn - amo@edyovion £161 anpOGUEVA
bugs kot aAAayEG TOV UTOPOVV VO ONLOVPYNGOVY TPOPANUATO GTN LEGT TNG AVATTLENG.

IMNaoooa lpoypappoticpon: C#

H xopa yAdooa scripting e Unity sivarnp C# (C-Sharp), avtikeipuevootpapng yYAOooo TG
Microsoft. Xpnowomnomdnke yw: kivnon maiktn (PlayerMovement.cs), mupooicoud
(PlayerShooting.cs), Al exfpav pécw State Machine (PatrolState.cs, AttackState.cs), UL
(UIManager.cs) ko dwyeipion emmédwv (LevelManager.cs).

Inuavtikd Packages (Unity Package Manager)

[Takéta mov eykatactdOnKoy:

New Input System (com.unity.inputsystem): Action-based cvotnua eilc6dov. InputActions
asset ue actions: Move, Look, Jump, Sprint, Shoot, Reload, Interact, Inventory, Pause.

Al Navigation / NavMesh (com.unity.ai.navigation): Pathfinding exfpov péowm
NavMeshAgent. PatrolState (waypoints) / AttackState (katadinén). NavMesh Obstacle
Carve=true otig mop1EC,

TextMeshPro (com.unity.textmeshpro): SDF text rendering yioa HP/Shield bars, ammo
counter, XP display, key indicators kot inventory tooltips

3. Overview IaIyvio100
3.1 Yn60eon
[otopia

To «The Keyhunter of Hidden Chambers» ektuAMiccetal o€ évo eYKOTOAEAELUEVO
Bropnyovikd cuykpdTNUa oTa TEPiY®PA oS Ayvmotng ToAng. [pwv and ypdvia, to
oLYKPOTNLA aVTO oTEYALE Eva amd T O PIAOO0EN ETGTNHOVIKG EPYAGTIPLOL TG ETOYNG TOV
,EVOL LEPOG OOV O1 EMGTHHOVEG TGTELAY OTL UTOPOVSAV VO, GTPAOEOVY T, OPLAL TNG
avBpomvng yvoong. Ta mepdpota mov deEdyovtay ekel Tav amdppn o, Kot Kavelg eKTog
TOV TEYADV OEV YVOPLLE TNV TPOAYLOTIKE GUCT TOVG.

O1 gmotpoveg Tov gpyactnpiov eiyov apyicel va tepapatioviot pe ) froloyikn
TPOTOTOINGT TOVL AVOPOTIVOL GMOUATOG. XTOYOG TOVG NTOV VO, OT|LLLOVPYNCOVY TOV TEAELD
oTPATIOTN, £vaV AVOP®TO TayVTEPO, SLVATATEPO Kot Tl avOeKTIKO amd oTdNmoTe VINPEE
noté. Ta mpdTa amoteAéopato AvnKaY EATO0QPOPa, aAAd cOvVTOA TO TPy HOTO ByrKoy

12
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extog eléyyov. Ta mepapotikd vrokeipeva, avOpmmot wov eiyav eBedovtid 1 pun vroPAnoei
OTIG OOIKAGIEG, Gpyroay va ekdNAmvouy aveEédeyktn emBetikdtnto. O 0pBoroYIGHOS TOVG
YGONKe, AL 1 COUATIKY TOVS SVVOAUT KO TO, EVOTIKTO TOVG TOPEUEIVOY TANPOS
OVETTUYUEVOL.

Kémow otiyun, ta neipopotikd vrokeipeva e&eyépdnkav. To Tpoocwnikd cpayldoTnKe M
eyKAmPBIioTNKe, Kol TO GLYKPITNH oPpayioTnke and Tig apyés. Ot Tpomomompévol avOpmmot
e&akoAovBovv va Louv péca GTOVG dLadPOLOVG TOV KTNPIOL, TEPUTOAMVTOAG UE GTPUTIOTIKY
nelfapyio oAl yopic kopio avBpomvn okéyn. Mowlovv pe avBpomovg — Kivodvtal,
TVPOLoAOVYV, TOPALOVEDOLVV - AAAG deV glvar TAEOV avOpwmot pe TNV NOKN Evvola Tov dpov.

To mo tpopaktikd amd 6Aa Bpioketal 6To KEVTPO TOL gpyactnpiov. To KHplo mepapaticd
vrokeipevo, o0 TPpMTOG £BEA0VTNG TOV VITOPANOINKE GTN SLOIKAGIO KO TO «ETLTLYNUEVO»
OTOTELEC O TOV TEWPAUATOV, ExEl LETAALOYOEL G€ KATL TOV dgV UmOpEl vaL Yo poKTNPIoTEL
A éov avBpomvo. To copa tov &xel mapopopemOet plikd amd T TEPALATO, ATOKTMOVTOG
TePAOTIO HEYEDOC, eEmavOpdmIvn SVVOUN Kol amicTeLTn avToy oTIS PAGPeC.

O TPOTAUY®VIGTAG TOL TOLYVIO00 Eival £vag EUTELPOS KUVIYOG KAEOIDV OV £XEL KAVEL
enayyeApa TV e&gpedvnon emkivovvey gykataieAetipévay yopov. H evtoir mov Aapupdvet
elval va e16€ABEL 6T0 GLYKPOTNUO, VO EVTOTGEL TPioL KAEOI Kol Vo EEKAEIODGEL TNV TEAKT)
TPt TOL 0ONYEL GTO KEVTIPO TOL EpyacTnpPiov. AVo KA1 Ppickoviot 6Ta TpdTO dVO
EMIMEDD, EVO £va LLOTIKO KAEWT PUAAGGETAL GE KPLEO dOUATILO.

210 TPp®TO EMMEDO, 0 TAIKTNG PpiokeTON 6T PLOUNYAVIKY] TTEPLYO TOV GLYKPOTHHOTOG, OOV
TPOTOTOMUEVOL AVOPMOTOL-(PPOVPOT TEPITOAOTVY 0dIIKOTO. XTO OeVTEPO EMIMEDO, TO
oLYKPOTNUA YIVETOL TTO TTOAVTAOKO, 01 £xBpoi o emkivovvol Kai 1 e£gpedvnon o
OTTOUTNTIKY. X€ KAOE eMimedo VLAPYEL Kot VO LUOTIKO OWUATIO LE PPOVPOVS Kot £VOL LVOTIKO
KAEWL, 0AAG 0 moikTng ypedletan Ldvo Eva amd avTd Yo Vo OAOKANPDOGEL TNV OTOGTOAN.

210 Tpito Kot teErevTaio eminedo PpickeTan n Kopdid Tov epyactnpiov. [Ticw arnd v
KEVIPIKY| TOPTO, 1) OTTOia Yo vou avotyTel ypetaletor Kot ta Tpia KA1 Ppioketar n
duvatdTtePN LETAALOEN, O TPDTOG E0EAOVTING,.

H vikn ent g petdAroéng onpatodotel 10 T€A0g G amooToANns. O Kuvnydg KAEOIDV
0AOKANPAVEL TV TO EMKIVOLVT] ATOGTOAN TG {MNG TOV, AMOKAADTTOVTAG TNV 0AN €10 TTOV
KpLPOTAV Y10 TOGA YPpOVIOL LEGH GTOVG TOTYOVG TOL GLYKPOTHLOTOG.

3.2 Mnyaviopoi Iaiktn
O maiktng eréyyeton og eENe:
« WASD: kivnon | Space: diua | Shift: sprint | Ctrl: crouch
+ Mouse: neprotpon| kapepag | Left Click: rupoporioudg | R: reload
- E:interact | I: inventory | Escape: pause
Ytatiotikd kivnong: Walk 5 u/s, Sprint 9 u/s, Crouch 2.5 u/s, Jump Height 1.5, Gravity -9.8.

3.3 Xootnuo Yyeiog kol Aomioog
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O naiktng €xet 100 HP kot pmopei va amoxtnoet 100 Shield. Otav 1 aonida ivol evepyn:

Health Damage = damage x 0.5

+ Shield Damage = damage x 2

Mapaderypa: 25 damage — 12.5 HP loss + 50 Shield loss.

Ewcovo, 1

Ewcévo, 2

3.4 Ldotnpa XP kol Onhov

Ka0e kill iver 25 XP. ITivokoag avapaduicemv:

Level 1 (0 XP): ITiotoéAr | 25 dmg | 0.2s rate | 12/3 | Semi-auto
Level 2 (100 XP): Uzi| 20 dmg | 0.08s rate | 30/4 | Auto
Level 3 (250 XP): Shotgun | 50 dmg | 0.8s rate | 6/4 | 8 pellets
Level 4 (650 XP): M4 | 30 dmg | 0.12s rate | 30/4 | Auto
Level 5 (850XP): AK-47 | 35 dmg | 0.10s rate | 40/3 | Auto

IMtoyaxn Alotpin

14
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Ewcovo 7

3.5 Xvotnpo Kieidimv

YvvoAkd vrapyovv 3 kAewdid: 2 kavovikd (L1, L2) + 1 pootico (Secret Room). H telikn mdpta
amoutel kKo ta 3. Aoy petdfoonc emmédwv:

+  XKOTOVEIS OAOVG TOVS KOVOVIKOVG £YOpoNG.
+ Tlaipvelg 1o kavoviko kiedi (E).
+ Tlpoarpetikd: pnaivelg oto Secret Room (30-sec timer).

« Av éyeig mapel 1o pootikd kKAl og ponyovuevo level, dev eppavifeton Eava.

Eixova 8

3.6 Alaypappata
Use Case Diagram — Main Menu

To mapaxdtom Use Case Diagram aneikoviCel Tic Paoikég Asrtovpyieg mov Tpocepépel o Main
Menu tov oy vidrov. O [Maiktng (Actor) aAAniemidpd e téocepig dwbéoipeg emAoyég:

16
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Main Menu

Eikova 9

Ta use cases Tov Main Menu: (1) Néo ITaryviol (Play) - edptwon oxknvig L1 kot
apykomoinomn OAmv Tov dedouévav maikty. (2) Zvvéyeto (Resume) - evepyomoteiton Lovo av
VIAPYEL amobnKevpEVO progress, dlopopeTikd sugaviletal anevepyomomuévo. (3) PvOuicelg
(Settings) - Volume, Brightness, Mouse Sensitivity. (4) 'E€odog (EXit) -Application.Quit().

Flow Diagram — Awdwkacio ITupofoiicpon

To mapaxdtem Flow Diagram avaidel ™ pon ektédeong KOdKa Kotd ToV Tupoforond
(aprotepd KAK), dmwg viomoteitor oto PlayerShooting.cs:

17
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i “
A

CurrentAmmo=0

TTtuyroxn Arpin

Msiwon CumrentAmmo
(curentAmmo—)

A

A4

‘Shoot animation &
‘Hyo¢ Tupookiapol

Evnuépwaon Ul
{Ammo counter)

Death Animation Nai
+ XP reward '\
ExBpoc Midave;

XTimnoEe Kdt,  ———» Boss i ExBpdg > Egapuoyri damage

{TakeDamage)

Miss
(Bev yiveT TimoTa)

Eixove 10

Avélvon pong: Apiotepd KAk — Eleyyog currentAmmo > 0. Av 6yt dev mopoforei. Av Nau:
shoot animation + yog — Physics.Raycast — av metvyet ex0pd6/Boss: TakeDamage() — av

nebavet: death animation + XP reward). e xd0e nepintwon: currentAmmo-- kot evnuépmon
Ul ammo counter.
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4. Scenes

4.1 Aopn Scenes

To mayvidr amotedeiton omd 4 scenes: MainMenu, L1, L2, L3 (Final). H petdBaon yiveron pe
SceneManager.LoadScene(). ' persistence dedopévav ypnoipomoteiton DontDestroyOnLoad
ota: Player, KeyManager, GameManager, WeaponSystem, InputManager, InventorySystem,
MusicManager.

Ewcova 11

4.2 Main Menu

To MainMenu mepiéyet: Play (véo mouyvidtr), Resume (cuvéyeia - ykpt av oev mailet), Settings
(Volume/Brightness/Sensitivity), Quit. To Play ykpildapet 0tav vrdpyel moaryviol og eEEMEN Kot
10 Resume ykpilapetl 6tav dev vapyet.

The Keyhunter of Hidden Chambers

Excévo, 12
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4.3 Level 1 (L1)

Factory mepipariov pe kavovikovg x0povg kor Secret Room. Asttovpyei g tutorial level yio
eEoelmon e TOVG UNYOVIGLOVG.

Eicova 13

4.4 Level 2 (L2)

Avénuévn dvokoria pe meprocdtepovg €xBpovc. O maiktng @Tavel pe to dedopéva (XP,
KAewd1d, 6mAo) amd o L1.

Eikova 14

4.5 Level 3 - Final (L3)

Amoutel ko ta 3 kAW Yo eicodo oto Boss Room. Iepiéyet tov Final Boss pe 1000 HP.

20
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Keys:.3/3
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Eiwéva 15
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Eixovo 16

5. Animation / Animator

5.1 Baolka Xtolyeio

To Unity Animator dwyepileton petofdoeig peta&d animations péom State Machine.
Parameters: Bool (m.y. ISRunning), Trigger (w.x. Attack, Death), Float, Int. T'ia tqv vAiomoinon
TV animation ypnoipomomnke to Animator Controller tng Unity, pe otoéyxo ™ dayeipion
TOV PACIKOV KIVAGEOV TOV YOPOKTIPO KoL TNV OROAN EVOAAOYN HETAED TOV SL0QOPETIKMV
animations oviAOya e TNV KATAGTOGCT) OV BPICKETAL O EKAGTOTE YAUPOUKTIPOGS

5.2 Animator Ex0pov

21
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Mo v vAomoinon TV Kavovikav gxfpav ypnoomomdnke 1o Animator Controller tng
Unity, pe otdyo ™ doyeipion TV PacIKOV KIVIGEMVY TOL YOPAKTHPO KOL TV OLOAT EVOALAYN
petall TV S10QOoPETIKAOV animations aviAoya pe TNV Katdotaor mov Ppioketat o ex0pog.

Me v évapén tov mayvidlov, n pon tov Animator ekivd amd 1o Entry ko odnyeiton
avtopata otV katdotaon Idle_enemy, n onoio avTioTorXEL GTNV KOTAGTOOT GVOLOVIG TOVL
ex0pov. Otav o gyBpdg dev extehel KAmOWL EVEPYELX, VIO TOPASELYUA OTOV CTEKETAL GE £Val
waypoint Kotd T SLIPKELN TG TEPUTOAING TOV, TAPAUUEVEL GE QTN TNV KATAGTOOT).

Otav o gyBpdc yperaletar va kivnbel péoa oto mepifdrriov, €ite KOTA TN OLUPKELD TNG
nepumoAiag €ite Otav Kvvnyd tov maiktn, petaPaivel oty katdotacn Walk _enemy. H
uetapacn avtn eréyyetar péom tov Float parameter Speed, to omoio maipvetl v Tur 0L AId
10 HETPO NG TayvTNTag Tov NavMesh Agent (agent.velocity.magnitude). ‘Etot, to animation
kivnong evepyomoteital avtopata OTav o ex0pog apyilel va Kiveltol Kot omevepyomoleiton OToV
OTOLOTA, ONUIOVPYDOVTOS L0 PLGIKT KOl PEAAIGTIKT] GUUTEPLUPOPA.

Me v olokAnpwon ¢ kivnone, o Animator emiotpépel oty katdotacn ldle_enemy,
OMUOVPYAOVTOG Evov cLVEYN KOKAO HETASD avapovig kol kKiviong mov mpocodidel atov £x0po
MO (QULGIKY TAPOLGiN 6TO emimedo. Xtov Animator vrdapyel emiong n Any State, n omoia
eEMTPENMEL TN UETAPOON 0 OMOWONTOTE KATACTOON OveEAPTNTOL amd TNV  TPEYOLOA,
YPNOOTOLEITOL Y10 AUEGEG EVEPYELEC OTI™G TO animation Bavatov (Death), to omoio mpémet va
evepyomoteitan Auecsa aveEdptnTa od To TL EKave 0 exBpog eketvn ) oTryun.

Eixova 17

5.3 Animator Final Boss

Me v évapén tov moyvidlov, n pon Tov Animator Eekwvd omd to Entry wou odnysiton
avtopoto oty katdotaon Monster_anim|ldle_1, n omoia avtictoyel oty KotdoTaon
adpdvelag Tov Boss ) otiypr| dnAadn mov o xapaKTnpos PPicKETOL GE OVOLLOVT TPV EVIOTIGEL
TOV oK. AT eKel, VALY LE TIG EVEPYELES TTOV TTPOYUOTOTOOVVTOL KATA TN SAPKELL TNG
péyme, o xopaKTPOS LETOPOIVEL SUVAIKA GE SLOPOPETIKEG KATAGTACELS.

H xatdotoon Monster_anim|Run gvepyomotgitar 6tav o Boss kweital 610 nepipaiiov, yio
napddetypa 0tav TANcdlel 1 Katadidkel tov maiktn pécom tov NavMesh Agent. T Tig
embéoelg &govv dmuovpyndel tpelg dSapopeTikég Kataotdacelg: Monster_anim|Attack,
Monster_anim|Attack 2 kot Monster_anim|Attack_3. Avtég ot katacTdoelg avTioToyovV
0€ TPEIS OLOPOPETIKOVG TOTTOVG EMIOECTG KAl EMTPETOVY HEYAAVTEPT TOIKIALL KO AVTIGTOLYOL
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ueyaAdTepPT SLOKOAIN GTIG KIVIOELS TOV TEAKOV avTimdAov, taitepa katd to Enraged Mode.
EmumAéov, n katdotacn Monster_anim|Get_hit evepyomotieitot kabe @opd mov o Boss déxetan
eniBeomn amd ToV MAIKTY), OTOTLTAOVOVTOS OTTIKA TNV 0VTidpact Tov 6T (Nl ToL VEIsTATAL.

[Switepa onupavtikn eivar n ypron ¢ Any State, kabog emrpémel T petafoon oe
CULYKEKPIUEVEC KATOOTAGELS aveEaptnta omd To animation wov mailel ekeivn tn otiyp]. Me
avTOV TOV TPOTO, EVEPYELES OTIMG 1) emifeon, N avTidpacn og yTHTNUA 1} 0 BAvVATOG UTOPOVV VoL
EVEPYOTOL0VVTOL dpeco yopic va amoarteitor n dnpovpyia Eexympromg petdfoaong ond kdbde
mOav TPONYOVUEVT] KATAGTOOT), KATL TOV OTAOTOEL GNUAVTIKE T dopu| Tov Animator.

Téhocg, dtav 1 vyeia Tov Boss undeviotel, evepyomoteiton ) katdotacn Monster_anim|Death,
N omoio avomeploTd T0 animation BavAatov Kot amoteLel TO TEAKO GTAOI0 TNG GLUTEPLPOPAS
ToL Yopoktnpo. Metd v olokKANpwon ovtod TOL animation, 1 UAYN TEAEIOVEL Kol
epeavifeton to Win Screen.

Ewcova 18

5.4 Animation Ioptog

"o v vAomoinon TV ToPTOV TOL TaY VIS0V YpnoiomomOnke To Animator Controller g
Unity, to omoio dtayepiletor tnv evorroyr| petad g avorytng Kot KAEIGTNG KATAGTAONG
™G TOPTOG HEG® UG amANG aALG amoteleopatikng State Machine.

H doun tov Animator amotekeitan and dvo Pacikég katactaoeis: Tnv Open kot v Closed.
H xatdotoon Closed opiletar g Default State, mov onpaivel 0t katd v évapén Tov

oy vidlov 1 wopta Ppicketon mhvto oty KAEGTH TG B€0M, KATL TOL £ELANPETEL TN AOYIKN
TOV TOYVIO00, KOOMG 01 TOPTES TPEMEL VO, Avoiyouv HOVO HETE amd oAANAETIOpOGT TOV
naiktn pe to Keypad.

O petafaoetg petald tov 000 Kataotdoemv ehéyyovtal pésm tov Bool parameter 1sOpen,
10 omoio tifeton o€ true 1 false amd to Keypad.cs script avaloyo e v vEPYELD TOV TOAKTT.
Otav o maiktng aAlniemdpad pe to Keypad kot minpodvtor ot amapaitteg tpoimobécel,
OT®G 1 KATOYY TOV amapaitnTOV KAEW1DV, T0 script KaAel animator.SetBool("IsOpen", true)
Ko 1 wopto petaPaivel and v kotdotoon Closed oty katdotacn Open, avamapdyoviog
70 animation avoilypatog. Avtictpoa, av 1 Toépta £xel puOOTEL Vo KAEIVEL aLTOpHOTO PETA
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a6 opropéva devtepdrenta, péow tov AutoClose Coroutine,to parameter tifeton Eavad oe
false ka1 n TOpTa EMOTPEPEL TNV KAEIGTH TG KOTAGTAGN.

[dwaitepn onuacio éxel n puOuion Has Exit Time otic petofdosic. Avt eivar
OEVEPYOTOMUEVT], DGTE 1) AAAOYT KATAGTACTG VO YiveTol dpesa HOMG aAAGEEL 1) T TOV
parameter, ymopic va yperdletot vo oAokANpmBel Tpdta To TpEYov animation. Avtd
eEacpalel opaAn Kot Auecn omdOKPIoT OTIG EVEPYELEG TOV TOIKT).

Ecova 19

5.5 Animation IMieToAIOV

"o v omtik avamapdotacn Tov motolod M1911 ypnowomombnke Animator Controller,
LLE GTOYO TNV OULOAT EVOALAYT] LETAED TNG KOTAGTAONG OVOLOVHG KOt TOL animation
Tvpofoicov.

H doun tov Animator amoteheitar and dvo Pacikég kataotaoeic. H katdotaon Idle opiCeton
¢ Default State, mov onpaivel 6t katd ™V Evapén to moToM Ppicketar mhvta o€
KOTAGTOOT OVOLLOVIG — O YOPOKTNPOG KPATA TO OTAO YmPIc va exteAel kdmota evépyeta. H
devtepn katdotaon, PistolShoot, avarapdyet to animation Tvpofoiicuov,
coumephappavopuévng g avakpovong (recoil) mov mpocdidel pealiopd otn for).

H petafaon and 1o ldle oto PistolShoot eléyyetar péow tov Trigger parameter Fire, to
omoio evepyomoteiton amd o WeaponHandler.cs script ka0e popd mov o maiktng Tupofoiet,
uéom ¢ kKAnong animator.SetTrigger(“Fire"). H yprion Trigger eaceolilet 0t To animation
nmvpoforiopot mailel akpBag pa eopd avd Topoforicod.

Mo ohokinpwBel To animation, n State Machine emiotpépetl ovtdpoTo 6TV KOTAGTOO
Idle péom g pvBuiong Has Exit Time, nepipuévovtag tov endpevo mopofoispo.
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Eixova 20

6. Xnuavtikda Scripts IMaikty

To InputManager.cs amotehel £vo 0md Ta O KEVIPIKE SCripts TOV oy vidoov, Kabmg etvar
vevBLVO Yo T dryeipton OANG TG IGO0V TOV ¥PNOTN OTd TNV KIvNom Kot T GKOTELGT
LéypL To pause menu Ko T petaPaocn petacd scenes. YAomotei to Singleton pattern pe
DontDestroyOnLoad, ®ote va emPudvel 6e OAN T O14pKELN TOL ALY VIS0V XIS val
KOTOOTPEPETOL KOTh TN LETAPOOT Ao scene og scene.

Singleton ko DontDestroyOnLoad

210 Awake() epappoletor to Singleton pattern: av dev vtapyeL 01 instance Tov
InputManager, 1o Tp€yov object opileTon ®g 10 povadIKd instance Kot EXPLOVEL PETOED
scenes pnésm DontDestroyOnLoad(gameObject). Av vapyet 1dn éva instance Kdtt Tov
umopet va cupPet av poptbel Eava pa scene mov mepiéyet Tov Player to véo object
KATAGTPEPETAL OUECHC, dtoucpaiilovTag 6Tt vdpyel mhvto axpPag Evog InputManager.

Néo Input System
To script ypnoyomnotei To véo Unity Input System péow g khdong PlayerInput kot tov

OnFootActions. Katd v apyuomoinon, eyypdeovtar callbacks ya tig evépysieg dhpatoc,
sprint kot crouch:
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System.Collections.Generic;
UnityEngine;
UnityEngine.InputSystem;
UnityEngine.SceneManagement;

* : MonoBehaviour

ic s InputM er Instance;
te PlayerInput playerInput;
PlayerInput.OnFootActions onFoot;
= PlayerMotor motor;
= PlayerlLook look;
GameObject pausePanel;
isPaused = { 3

Awake()
if (Instance == L)

{

Instance = this

i
DontDestroyOnLoad(gameObject);

}

else

{
Destroy(gameObject);
return;

}

playerInput = PlayerInput();

onFoot = playerInput.OnFoot;

motor = GetComponent<PlayerMotor>();

look = GetComponent<PlayerlLook>();
onFoot.Jump.performed += ctx => motor.Jump();
onFoot.Sprint.performed += ctx => motor.Sprint(
onFoot.Sprint.canceled += ctx => motor.Sprint(
onFoot.Crouch.performed += ctx => motor.Crouch(
onFoot.Crouch.canceled += ctx => motor.Crouch(
Cursor.lockState = CursorlLockMode.lLocked;
Cursor.visible = -H

Eixova 21

AVTOC 0 TPOTOC EYYPOPNC EMTPEMEL GLECT KO OTOOOTIKT OVTIOPOGT) OTIG EVEPYELES TOV
xpPNo Y®pic va yperdletar polling ke frame.

Kivnon kot Kdpepa

H xivnon tov maiktm dwayepileton oto FixedUpdate(), to omoio tpéyet o otabepd pubud
aveapmta and 1o framerate 13aviko Yo LGk kivnon. Awpaletl to davvouatikd input
Kivnong kot to tpowdei oto PlayerMotor.ProcessMove(). Avtictoyo, 1 kdpepa dwoyepileton
oto LateUpdate(), o onoio tpéyet petd to Update() eEacparilovrag 6t 1 képepa axorovbel
v teAkn B€om tov maiktn k4B frame. Kot o1 600 péBodot eréyyovv av to isPaused sivon
false mpiv ekteAecTOVV, MGTE M KivNoN Vo GTOUATA KOTA TN SLUPKELD TOV pause.

Emm\éov, epappoletar avtopotn avevpeon twv components PlayerMotor kon PlayerLook ov
avtd givon null 1} disabled xkdtt wov elvan amapaitnto petd amod restart 1 aAloyr| scene:
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ixedUpdate

if (!isPaused)
{
if (motor == || !motor.enabled)
{
GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
motor = player.GetComponent<PlayerMotor>();
}
if (motor != null && motor.enabled)
motor.ProcessMove(onFoot . Movement . ReadValue<Vector2>());

LateUpdate()

if (!isPaused)
{
if (look == null || !look.enabled)
{
GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
look = player.GetComponent<Playerlook>();
}
if (look != . && look.enabled)
look.ProcessLook(onFoot.Look.ReadValue<Vector2>());

Update()

if (Input.GetKeyDown(KeyCode.Escape))
{

if (isPaused) Resume();
else Pause();

}

if (Input.GetMouseButtonDown(0) &&
Cursor.lockState == CursorlLockMode.None &&
!isPaused &&
Time.timeScale > 0f)

Cursor.lockState = CursorlLockMode.lLocked;
Cursor.visible = false;

Eirxévo, 22

Xvotnua Pause

>to Update() evromileton to métnpa tov mAnktpov Escape. Av 1o mayvidt elvan o€ pause,
kaAgital to Resume(), oAAidg kaAeiton to Pause(). H pébodog Pause() maydvetl tov ypdvo
(Time.timeScale = 0f), anekevBepmvel Tov cursor kot gpeaviCel to PausePanel. To
PausePanel Bpioketat duvapuxd pécm g FindPausePanel(), n omoia ypnoyomotet
Resources.FindObjectsOfTypeAll<Canvas>() yia va gvtomicet 1o panel akdpo kot av givorn
inactive. Avtiotpo@a, to Resume() emovapépet Tov xpovo, KAEWMVEL TOV CUrSOr Kot KAEIVEL
1660 10 PausePanel 660 kot to InGameSettingsPanel av eivat avouyto.
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Pause()

isPaused = true;

pausePanel = FindPausePanel();

if (pausePanel != L1) pausePanel.SetActive(tru
Time.timeScale = 0f;

Cursor.lockState = CursorlLockMode.None;
Cursor.visible = true;

| Resume()

isPaused = false;
if (pausePanel != null) pausePanel.SetActive(f: );

GameObject settingsPanel = GameObject.Find("InGameSettingsPanel");
if (settingsPanel != null) settingsPanel.SetActive(false);

Time.timeScale = 1f;
Cursor.lockState = CursorlLockMode.lLocked;
Cursor.visible = false;

Eixova 23

Metdpoon oto Main Menu

H pébodoc GoToMainMenu() amoBnkevel v tpéyovca scene oto PlayerPrefs pe 1o key
"LastScene", ®ote 10 MainMenuManager vo yvopilel mobd vo eTGTPEYEL O TOAKTNG OV
emé€el Resume. Xtn ovvéyeto emavagEpel Tov xpovo kot poptdvel to MainMenu scene.

GoToMainMenu()

: currentScene = SceneManager.GetActiveScene().name;
PlayerPrefs.SetString("LastScene”, currentScene);
PlayerPrefs.Save();

Time.timeScale = 1f;

isPaused = false;

if (pausePanel != null) pausePanel.SetActive(false);
SceneManager.lLoadScene("MainMenu");

Ewcova 24

Awyeipion Scene Loading

H péfodog OnScenelLoaded() eyypdopetar oto event SceneManager.sceneLoaded kot
ekteAeiton ovtopata kdbe opd Tov PopPTAOVETAL VEN SCENE. Alakpivel dJVO TEPIMTAOGELS:

Av 1 véa scene dgv gival To MainMenu, snavevepyomolel OAa Ta scripts TOL ToikTN
(PlayerLook, PlayerMotor, PlayerShooting), evepyomotei tv Camera kot KAEW®OVEL TOV
cursor ywo kavovikd gameplay. Av n véa scene gival To MainMenu, arnevepyomotet to input
system kol aneAEVOEPDOVEL TOV CUrSOr MOTE O TOIKTNG VO UIOPEl Vo OAANAETIOpACEL LE TOL
KOLUTME TOV menu.
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OnSceneloaded(Scene scene, LoadSceneMode mode)

pausePanel =
isPaused = fals
Time.timeScale

if (scene.name != "MainMenu")
{
GameObject player = GameObject.FindGameObjectWithTag("Player");
if (player != null)
{
PlayerlLook pl = player.GetComponent<Playerlook>();
PlayerMotor pm = player.GetComponent<PlayerMotor>();
PlayerShooting ps = player.GetComponent<PlayerShooting>();
if (pl != null) { pl.enabled = true; look = pl; }
if (pm != null) { pm.enabled = true; motor = pm; }
if (ps != null) ps.enabled = t

Camera cam = player.GetComponentInChildren<Camera>(true);
if (cam != null) cam.enabled = true;

}

onFoot.Enable();
Cursor. lockState = CursorlockMode.locked;
Cursor.visible = false;

Disable();
lockState = CursorlLockMode.None;

visible = true;

Ecova 25

6.2 PlayerMotor.cs

To PlayerMotor.cs gtvatl vrevBovvo yia ) UGIKN Kiviion TOV TOUKTN 6TOV TPIoOLAGTATO
x®po. Awyerpiletor OAeS TIG HOPOES Kivnong TepmaTniaL, TPEEO0, CKOYILO Kot QAL
ypnooroiwvtog to CharacterController component tg Unity avti yw Rigidbody, étt
OV TTPOGPEPEL LEYAADTEPO EAEYYO KOl OMOPEVYEL AVEMBVUNTEG PVGIKES OAANAETIOPACELS.

Apywomnoinon ko Layer Collision
Y10 Awake() anevepyomotgital n cOykpovon petald tov layer tov waiktn (layer 11) kot tov

layer tov gxfpav (layer 19) péow g Physics.IgnoreLayerCollision(). Avto gumodilet Tov
TOAKTN VO GTPAYVEL 1] VO OAANAETIOPA PLGIKA [LE TOVG £YOPOVS KATA TNV ETOON:
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Awake()

Physics.IgnorelLayerCollision(11, 19,

Physics.IgnorelLayerCollision(19, 11,

Eixova 26

>to Start() yiveron apywwomoinon tov CharacterController ko evtomicpog g Camera péow
GetComponentInChildren<Camera>(true) to true e€ac@ariletl 6T1 fpiokel TNV Kauepa
akopa kot av etvon disabled, kdtt mov ivon amapaitnTo TNV 0PN TOL TOLYVIOOD OO TO
MainMenu scene. AmofOnkedetal eniong To apykd Vyog g kapepog (standCamHeight) ywo
¥pNom o1o crouch cvoTNUO.

i Start()

controller = GetComponent<CharacterController>();
playerlLayer = gameObject.layer;
- enemylLayer = LayerMask.NameTolLayer("Enemy");
Debug.Log($"Player layer: {playerlLayer} ({LayerMask.LayerToName(playerlLayer)})");
Debug.Log($"Enemy layer: {enemylLayer}");
Physics.IgnorelLayerCollision(playerlLayer, enemylLayer, true);

cam = GetComponentInChildren<Camera>(true);
if (cam != null)

standCamHeight = cam.transform.localPosition.y;

speed = walkSpeed;

Eiwcévo, 27

Xvotnua Kivnong

H xivnon tov maiktn tpaypotonoleitar otn pébodo ProcessMove(), n oroia kakeiton omd to
InputManager oto FixedUpdate(). AapPdaver g €lcodo éva Vector2 e tig TIHEG TV
mktpov WASD kot 1o petatpénet og tpiodidotarn katevbuvon kivnong:

ProcessMove(Vector2 input)

Vector3 moveDirection = Vector3(input.x, 0, input.y);
controller.Move(transform. TransformDirection(moveDirection) * speed * Time.deltaTime);

playerVelocity.y += gravity * Time.deltaTime;

if (isGrounded && playerVelocity.y < 0)
playerVelocity.y = -2f;

controller.Move(playerVelocity * Time.deltaTime);

Eixéva 28
H TransformDirection() petotpénel v katebbvvon amd o TOTIKO GVGTNILO GUVIETOYUEVDV

TOV O{KTY GTO TOYKOGUL0, AGTE 1) Kivnomn va ival TivTa GYETIKN e TNV Kotevduvon mov
KO1Td 0 TToKTING.
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Xvompo Bapvmrtog kot Adpotog
H Bapotnta epappoleton yeypokivnta kabe frame péow g petapintng playerVelocity.y:
Ortav o maiktng Ppioketar oto £dagog (isGrounded), n katakdpven toyd T opiletan o€ -2f

avti yio Of yuo va e€acpatotei 61 0 CharacterController mopopével otabepd oto £d0pog Kot
dev awwpeitar. To dApa vmoroyiletan pe Péon Tov TOTO TG KIVNUOTIKNG:

Jump()

if (isGrounded && !isCrouching)
playerVelocity.y = Mathf.Sqrt(jumpHeight * -3.0f * gravity);

Eiwova 29

Av10¢ 0 TOToG £EacPaAilel OTL TO VoG Tov GApTOG etvan mhvta otafepd aveaptnra amd
Bapvmta, ko propel va puBuotel evkoAa amd Tov Inspector.

Yvotnua Sprint
H pébodog Sprint() oArlaler tnv taydnTo oV okt petaéd walkSpeed kou sprintSpeed.

[MepiopPaver Edeyyo mov amoTpémet To SPrint kord tn didpketo Tov crouch, dracearilovtag
OTL 0 TOUKTNG OEV UTOPEL VO TPEYEL KO VOL EIVOIL GKOUUEVOS TAVTOYPOVOL.

| Sprint(bool sprinting)

if (isCrouching) return;

isSprinting = sprinting;
speed = isSprinting ? sprintSpeed : walkSpeed;

Ewcova 30

>votmua Crouch

To ovotua crouch tpomomotei toco o Hyog Tov CharacterController 660 kat ™) 0om g
KALEPAGS Y10 VO ATOdMGEL PEAAISTIKG TO okLY0. Otav o maiktng okvPet, To Vyog Tov
controller petdveran and standHeight e crouchHeight, kot 1 képepa katePaiverl kotd
crouchCamHeight povéoeg
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id Crouch(bool crouching)

isCrouching = crouching;

if (cam == null) cam = GetComponentInChildren<Camera>(true

if (isCrouching)
{
controller.height = crouchHeight;
speed = crouchSpeed;
if (cam != null)
cam.transform.localPosition = new Vector3(
cam.transform.localPosition.x,
standCamHeight - crouchCamHeight,

cam.transform.localPosition.z);

}
else
{
controller.height = standHeight;
speed = walkSpeed;
if (cam != null)
cam.transform.localPosition = new Vector3(
cam. transform. localPosition.x,
standCamHeight,
cam.transform.localPosition.z);

Ewxovo 31
Otav o maiktng onkwbel, GAeG 01 TYHEG EMGTPEPOVV GTIC APYIKES TOVG,.

Awayeipron Enagnc pue ExBpotg

IMtoyaxn Alotpin

2 )5

H pébodoc OnControllerColliderHit() koleitar avtopato and tov CharacterController ké6e
@opd mov 0 TaikTng EpyeTan o€ eman pe dAro collider. Av 1o object avrkel oto layer twv
exOpov ko £yt Rigidbody, undeviCeton n toydTnTd TOL Y100 VO OMOTPATEL TO PAVOUEVO O1

ex0poi va ompdyvovTal 1 Vo TEPTOVY A0 TOV TOIKTN:
id OnControllerColliderHit(ControllerColliderHit hit)

if (hit.gameObject.layer == LayerMask.NameTolLayer("Enemy"))

{
Rigidbody rb = hit.collider.attachedRigidbody;

if (rb != null)
{

rb.velocity = Vector3.zero;
rb.angularVelocity = Vector3.zero;

Eixévo, 32
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6.3 PlayerLook.cs

To PlayerLook.cs givat vrehBouvo yio T daxeipion g KAUEPOS TOV TOKTN Kot TNV
avtidpaorn oty Kivnomn Tov TovTiKioD. YA0mOo1El T0 KAOGIKO GVGTNIO OKOTEVOTG TPADOTOV
npocmmov (First Person Camera) mov ypnotponoteitat oto FPS mayvidia, dwoywpilovtag tnv
opllovTio amd TNV KataKOpLueN Kivnon e KAUEPOC.

Apywonoinon Kauepog

>10 Awake() kot oo Start() evromileTon SLVOUIKE 1 KAUEPO LECH
GetComponentInChildren<Camera>(true). H mapauetpoc true givar kpioiun, kabog enttpénet
v €0peom ¢ Kapepog axopa kot ov eivar disabled kdéti mov cvpPaivel 6to MainMenu
scene 0oL M Kdpepa TOV TaikTn Eivor amevepyoTOMUEVN Yo VO 0moPeLYOEl GOYKpovoT| e
™V Kdpepa Tov menu. MOAMG evIomoTel, evepyomoteitol apéowg,.

s Playerlook : MonoBehaviour

Camera cam;
xRotation = Of;
at xSensitivity = 30f;
ySensitivity = 30f;

Awake()

i€ Look.Awake()
cam = GetComponentInChildren<Camera>(true
if (cam != null) cam.enabled = true;

Start()

Debug.Log("PlayerLook Awake!");
if (cam == null)

cam = GetComponentInChildren<Camera>(true);
if (cam != null) cam.enabled = true;

Debug.Log($"PlayerLook Start! cam={cam?.name} enabled={cam?.enabled}");

- savedSensitivity = PlayerPrefs.GetFloat("Sensitivity", 36f);
if (savedSensitivity <= 0f) savedSensitivity = 30f;
xSensitivity = savedSensitivity;
ySensitivity = savedSensitivity;

Ecova 33

Real-time Sensitivity
Yto Update() dwapaletar n Ty g evaictnoiog movikiov oo ta PlayerPrefs kabe frame.
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Update()

savedSensitivity = PlayerPrefs.GetFloat("Sensitivity", 36f);

if (savedSensitivity <= 0f) savedSensitivity = 30f;
xSensitivity = savedSensitivity;
ySensitivity = savedSensitivity;

Eixova 34

Avt 1 Tpocéyyion eEacearilel 6TL aAlayég otig pubuicelg evarsnoiog and to Settings
menu epapuolovrtal dpeca ympig va yperdletal emovekkivnon tov moyvidoov. Eniong, o
éleyyog if (savedSensitivity <= 0f) anotpénel v mepintwon 1 evaucOnoio vo sivarl undevikn
KTt Tov B oNpave 6TL M Kapepa dev Bo Kivovvtay KaBoAov.

Xvotnua Kivnong Kdpepag

H Baoum Aoywn vioroteiton otn pébodo ProcessLook(), n omoia kaAeiton amd to
InputManager oto LateUpdate() ka0e frame. Aaupdaver og eicodo éva Vector2 pe tig tiuég
Kkivnong tov TovTiKio Kot EpapUOLel 600 d10POPETIKES TEPIGTPOPECS:

H xatoaxopven kivnon (mouseY) neptotpépet udvo thv KAUePo yopm omd Tov Tomiko aEova
X. H yovia xRotation av&avetor 1 peudvetol avdiloyo e TNV Kivnon Tov ToVTIKIoD Kot
nepropiletar peta&y -80° ko +80° péow Mathf.Clamp() yia va amotpanei  aveEédleykn

TEPIOTPOPT] TNG KAUEPOS

H opilévtia kivnon (mouseX) meptotpépet OLOKANPO TO GMLLOL TOV TAKT YOP® Otd TOV
KATaKOPLEO AEova Y, MOTE 0 YOPpOKTNPAS Vo oTPiPel apiotepd Kot 0e&1d:

AVTOC 0 S ®PICHAG KAUEPX Y10 KATAKOPLON Kivnom, copa Yo optidviio — givorm
KAao1kn vAomoinom tov FPS camera system kot eEac@ailel uoikn Kot OpoAn eumelpiol
GKOTEVOTC.

id ProcesslLook(Vector2 input)

if (cam == null) return;
1 - mouseX = input.Xx;
t mouseY = input.y;

xRotation —= (mouseY * Time.deltaTime) * ySensitivity;

xRotation = Mathf.Clamp(xRotation, -80f, 80F);
cam.transform.localRotation = Quaternion.Euler(xRotation, 0, 0);
transform.Rotate(Vector3.up * (mouseX * Time.deltaTime) * xSensitivity);

Eixova 35
6.4 PlayerHealth.cs

To PlayerHealth.cs diayeipiCeton T0 svotpa vyeiog kot acmidag Tov moaiker. Eivol vredbuvo
Yo TV €appoy {nudg, Ty amoKatdoTaoT VYEiag, TV OTTIKY amdd00 TOV UTAP®Y VYELOG
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Kot aomidag, kabmg Kot TNV evepyonoinomn tov Game Over 6tav 1 vyeio Tov TaikTn
UNOEVIOTEL.

Apykomoinomn kot Scene Loading

To script eyypdoetar oto event SceneManager.sceneLoaded péom OnEnable() kot
OnDisable(), ®ote va gkteleitar avtopata n péBodog OnScenelLoaded() kébe popd mov
eoptadveTal véa Scene. Avtd eivor amapaitnto eneldn| o maiktng eivar DontDestroyOnLoad
kot emProver peta&d scenes. 1o OnScenelLoaded() emavagépovtat ot Tipég vyeiog Kot
OTOOG OTIC APYIKES TOVG TIUES, EMAVEVEPYOTOLOLVTOL OAOL TOL SCTIPtS TOL TTAIKTN Ko
evtomiCovton dvvapika ta Ul references g véag scene:

id OnScenelLoaded(Scene scene, LoadSceneMode mode)

health maxHealth;
shield of;
isDead False;

PlayerMotor motor = GetComponent<PlayerMotor>();
PlayerlLook look = GetComponent<PlayerlLook>();
PlayerShooting shooting = GetComponent<PlayerShooting>();
PlayerInteract interact = GetComponent<PlayerInteract>();

if (motor != 1L1) motor.enabled = 1

if (look != i ) look.enabled = true;
if (shooting != null) shooting.enabled =
if (interact != L) interact.enabled

FindUIReferences();

if (frontShieldBar != null)
frontShieldBar.fillAmount = Of;

Ecova 36

Avvapukn Evpeon Ul References

H péBoodog FindUIReferences() evromiletl dvvapkd ta Ul elements g tpéyovoag scene
uéow GameObject.Find(). Avto givan anapaitnto enedn ta Ul elements avikovy ot scene
KOl KATOOTPEPOVTOL KOTA TN HETAPON, 0mOTE 0 TaikTnG TpEmeL va To. Bpiokel Eavd o€ KABe
véa scene:
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id FindUIReferences()

frontHealthBar = GameObject.Find("FrontHealthBar")?.GetComponent<Image>();

backHealthBar = GameObject.Find("BackHealthBar")?.GetComponent<Image>();
frontShieldBar = GameObject.Find("Shieldbar")?.GetComponent<Image>();
gameOverManager = FindObjectOfType<GameOverManager>();

Eixova 37

Yvomua Yyeiag pe Chip Damage Effect

10 Update() kaAeiton kdOe frame n UpdateHealthUI(), n omoia viomotel To kKAaoikd chip
damage effect mov fAémovpe o€ TOAAG cOYYpova Tayvidlo. H pmdpa vyeiog amotedeiton amd
dvo otpodpoata: To FrontHealthBar mov oAAalel apéomg 6tav o TaikTng YAveL 1| omoKTd vyeia,
ka1 to BackHealthBar mov akoAov0ei pe pio opodn kabvostépnon péow Mathf. Lerp():

Update()

health = Mathf.Clamp(health, ©, maxHealth);
shield = Mathf.Clamp(shield, @, maxShield);

UpdateHealthUI();
UpdateShieldUI();

Ecovao 38

H ypnon tov tetpaymdvov tov percentComplete (percentComplete * percentComplete)
dnovpyel éva easing effect n purdpo kwveiton apykd ypriyopa Kot 6T cuvexela emBpadvvel
KaOdc TAncalel v TeMKT T, divovtag mo euoikn aicOnon. Otav o maiktng amoktd
vyeia, n miow pmdpa yivetor TpAGIVI Y10 OTTIKN OVATPOPOSOTNOT).
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UpdateHealthUI()

if (frontHealthBar == null || backHealthBar == null) return;

t fillF = frontHealthBar.fillAmount;
t fillB = backHealthBar.fillAmount;
hFraction = health / maxHealth;

if (fil1B > hFraction)
{
frontHealthBar.fillAmount = hFraction;
backHealthBar.color = Color.red;
lerpTimer += Time.deltaTime;
t percentComplete = lerpTimer / chipSpeed;
percentComplete = percentComplete * percentComplete;
backHealthBar.fillAmount = Mathf.Lerp(fillB, hFraction, percentComplete);
}
if (FillF < hFraction)
{
backHealthBar.color = Color.green;
backHealthBar.fillAmount = hFraction;
lerpTimer += Time.deltaTime;
t percentComplete = lerpTimer / chipSpeed;
percentComplete = percentComplete * percentComplete;
frontHealthBar.fillAmount = Mathf.Lerp(fillF, backHealthBar.fillAmount, percentComplete);

Eixova 39

H pébodog TakeDamage() kakeiton ke popd mov o maiktng déyeton {nud — &ite omd
ocoaipa €xBpov eite and eniBeom tov Final Boss. Tlpv epappootel omoadnmote (nud,
eAEyxeTOn av 0 TTokTNG etvan 0T vekpdg nésm tou flag isDead, dote va amotpamet
0TO1ONTOTE EMMALOV enesepyacio

21 cvvEyeln EAEYYETONL OV 1] aoTio0 TOV TaikTn glvan evepyn. Av n tun g shield eivon
peyoAvTepN amd undév, n {nuid kotavépetol eTasy vyeiog Ko aomidag pe Baon tovg
nolaniaciooté 0.5F ko 2 avtiotorya. Av 1 aomida £xet e€avtindel, oAdxAnpn n nuid
nyaivel anevbeiog oy vyeio

Metd v epappoyn e {nudg, undeviCovrar ot timers lerpTimer kou shieldLerpTimer oote
10 chip damage effect va Eexvnoet and v apyn Kot va amodobel cootd ontikd. TElog,
eAéyyeTan av 1 vyela £QTace 6To UNOEV Kat oV 0 TaikTNg Oev gtva 101 vekpog, ondte
evepyomoteiton To Game Over.
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TakeDamage(float damage)

if (isDead) return;

if (shield > 0)
{
t healthDamage = damage * 0.5f;
t shieldDamage = damage * 2f;
health —= healthDamage;
shield —= shieldDamage;
if (shield < ©f) shield = 0f;
}
else
{
health —= damage;
}
lerpTimer = Of;
shieldlLerpTimer = OF;

if (frontShieldBar != null)
{

frontShieldBar.fillAmount = shield / maxShield;
}

if (health <= 0 && !isDead)

{
isDead = true;
if (gameOverManager != 1)
{

gameOverManager . ShowGameOver() ;

Eixova 40

Xvomua Aomidog

H aonida Aetrtovpyel o¢ éva emmhiéov otpoua tpootaciog. Otav etvar evepyn, n {nuid
Katavéuetot o¢ €ENc: To uiod damage mnyaivel oty vyeio Kot To SAGe10 6TV 0oTido

TakeDamage( GEUEGTY
if (isDead) return;

if (shield > @)

{

healthDamage = damage * ©.5f;
shieldDamage = damage * 2+;
health —= healthDamage;
shield —= shieldDamage;

Eixovo 41

[Mopaderypa: v 25 damage, o maiktng yével 12.5 HP kou 50 Shield. Avtd onpaiver 6t n
aomida avTEyel mepimov 2 mAnpm yrumnpata mpw eEoviAndel. H aonida epoaviletorl péom
tov frontShieldBar kot evnuepdveton pe Lerp yuo opoin kivnon.

EmumAéov, to ovomua aonidag mepthappdver 0o Pondnrtikéc pebddovg mov dwyepilovtan

NV TPOGHECT aOTIS0S KoL TNV OTTIKY| TNG ATOS00N.
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H pébodog AddShield() kodeitatl 6tov o maiktg omoKTd 0omido HECH EWIKOV AVTIKEWWEVOY
010 mepiarrov. [Ipocsbétel Tv kKabopiopévn TocOTNTA AOTIO0G Kol SICPOAILEL OTL 1] T
dev Eemepva o maxShield péom amkov eréyyov:

yid AddShield(float amount)

shield += amount;
if (shield > maxShield) shield = maxShield;

if (frontShieldBar != null)
{

frontShieldBar.fillAmount = shield / maxShield;
}

Eiwcova 42

1 ovvéyetln evnuepaovetal dueco to frontShieldBar pe v véa tiun, dote o moikg va
BAémer apéowme v addayn oto Ul yopic kabvotépnon.

H pébodog UpdateShieldUI() kaieiton kaOe frame amd to Update() ko dayepileton tnv
opaAn kivnon g urdpog aonidoag pécm Mathf. Lerp():

e avtibeon pe 1o AddShield() mov evnuepavet dueca v undpa, to UpdateShieldUI()
TaPEYEL Lo LA LETABOOT LETOED TNG TPEYOLCAG KOt TNG EMBLUNTNG TIUNG, divovTag o
QLOIKN aicOnon 6Tav 1 aoTida LEIDOVETOL GTASLOKE OO TIG EMOECEIS TV EXOPDOV.

Odavatog [Taiktn

Otav n vyela prdoel oto undév, evepyomoteitan to flag isDead ko kokeiton to
gameOverManager.ShowGameOver(). To flag isDead anotpénet v moAiamin
gvepyomoinon tov Game Over cg mepintwon mov o Taikng oeyTel TOLTOYPOVO TOAAUTAN

YTUTTNLLOLTOL.

if (health <= 0 && !isDead)
{

& (field) float PlayerHealth.health

isC
if (gameOverManager != null)

{

gameOverManager. ShowGameOver();

}

Ecova 43
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Amokatdotaon Yyeiog

H pébodog RestoreHealth() av&avetl v vyeia kotd o kabopiopévo tocd Kot undeviletl tov
lerpTimer ®wote to chip damage effect va Eexwvnoet and v apyn. H tyun meplopileton
avtopata omd to Mathf.Clamp() oto Update() yio va unv Eemepdoet to maxHealth.

RestoreHealth(float healAmount)

Debug.Log($"RestoreHealth called! health before: {health} healAmount: {healAmount}");

health += healAmount;
lerpTimer = Of;
Debug.Log($"health after: {health}");

Ewxcova 44

6.5 PlayerShooting.cs

To PlayerShooting.cs givai 1o o cOvOeto script Tov maiktn, vVIeEvBVVO Y10 OAGKANPO TO
ovotnua Tupofoicpov. Alayepiletal Tovg TOTOVE TVPOPOMGHOD, TO GOGTNLA YEUOTHPOV,
to reload, tov evtomiopd exfpdv pécm Raycast kot tnv epappoyr {npids pe StopopeTikon
TOAAOTAOGLOGTEG OVAAOYQ [LE TO OTUEI0 OV YTV ONKE 0 £XOpdG.

Apycomoinon

Y10 Awake() evtomiletar o PlayerUl component yio thv evnuépmon tov ammo display. Zto
Start() evromileTon | kapepa péow tov PlayerLook component kot apyikomoleitat to
ovotnua yepotpov pécm ResetAmmo(). To script eyypdoetal eniong oto
SceneManager.scenelLoaded event ®ote va yiveton reset TV TUPOUAYIK®OV o€ KAOE vEQ
scene.
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System.Collections.Generic;
UnityEngine;
ing UnityEngine.SceneManagement;

s PlayerShooting : MonoBehaviour

Camera cam;
InputManager inputManager;
e PlayerUI playerUI;

GameObject bulletPrefab;
Transform gunBarrel;

t bulletSpeed = 150f;

t fireRate = 0.2f;

t reloadTime = 1.5f;

t damage = 25;

t shootDistance = 100F;
isAutomatic = false;
isShotgun = { .

t pelletsCount =

t spreadAngle =

[Header("Magazine System")]
1 t magazineSize 125
t maxMagazines =

OnEnable() => SceneManager.sceneloaded += OnSceneResetAmmo;
OnDisable() => SceneManager.scenelLoaded —= OnSceneResetAmmo;

currentAmmo;
currentMagazines;
t nextFireTime = Of;
L isReloading = false;
WeaponHandler currentWeaponHandler;

Awake()

playerUI = GetComponent<PlayerUI>();

id Start()

cam = GetComponent<PlayerlLook>().can;
inputManager = GetComponent<InputManager>();
ResetAmmo();

Eixova 45

H pébodog SetWeaponHandler() koleitot and to WeaponSystem kd6e @opd mov odArdlet
omho, evnuepmvovtag to reference otov tpéyovra WeaponHandler yio mpocBacn ctovg
NYOVG Kot To, animations Tov OTAOV.

SetWeaponHandler(WeaponHandler wh)

currentWeaponHandler = wh;

Ecovo 46

Update — Aoy TTupoPoiicpod
Yto Update() viomoteitor oAoKAnpn n Aoyikn mopoPoricpov. [pdta eAéyyetar av to moryvid

etval o€ pause yio vo amoTpanel omoladmote evépyeta. Xt cuvEyeto Kabopiletor av o
naiktng mECEL TO Kovpmi TuPoPOAIGHOV, SOPOPETIKA AVAAOYQ [LE TOV TOTTO TOV OTAOL
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Update()
if (inputManager.isPaused) return;

firePressed = isAutomatic
? inputManager.onFoot.Fire.ReadValue<float>() > 0.5f
: inputManager.onFoot.Fire.triggered;

if (isReloading && isShotgun && firePressed && currentAmmo > ©)
{
StopAllCoroutines();
isReloading = false;
if (currentWeaponHandler != )
currentWeaponHandler. StopReloadSound();
}

if (isReloading) return;

if (inputManager.onFoot.Reload.triggered)
{
if (currentAmmo < magazineSize && currentMagazines > 0)
StartCoroutine(Reload());
else if (currentMagazines <= 0)
Debug.Log("No Ammo!");
return;

}

if (currentAmmo <= 0)

{

if (currentMagazines > 0)
StartCoroutine(Reload());
else
Debug.Log("No Ammo!");
return;

}

if (firePressed && Time.time >= nextFireTime)
{

if (isShotgun) ShootShotgun();

else Shoot();

Eixova 47

INa ta avtopato o6mho (Uzi, M4, AK-47) dofaletor n cuveyng Ty tov TANKTPOV
(ReadValue), evod y1a ta semi-auto (ITietod) ypnoomoteiton to triggered mov
gvepyomoleitatl LOVO TN GTIYUN TOV TOTIETOL TO TANKTPO.

Idwaitepa yio To Shotgun viomoteitar 1 duvordtnta interrupt reload: av o maiktng mathoet
fire Katd ) odpkela Tov reload kot €xel éoto pia oeaipa, To reload dwukdmTeTon dpeca

Avto givon pealioTtikd yopaxtplotikd towv Shotgun ota FPS moyvidwa, 6mov o maiktng
pmopet va dtakdyel To yEUIGHA 0V XPEaoTEl Vo TupoPoAncEL Apeca. X cuvE Eln EAEYYETOL
N avdykn yio reload — gite avtOpATO OTAV TEAELDOGOVY O1 GOAIPES, £lTE YEWPOKIVITA LE TO
nankTpo R.

HandleHit — Zvotnuo Znudc

H pébodog HandleHit() sivat vtehBovvn yia tov eviomopd tov 6T0X0v oL YTVTHONKE Kot TV

EPAPLOYN TG KATAAANANG CNpids. Alakpivel TIg TopaKAT® TEPMTMOCELS:
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[Tpdta eEléyyeton av yrvmniOnke o Final Boss. Avalnteitat to FinalBoss component toco oto
XTUTNUEVO object 0G0 Kat 6To root Tov Yo acediela. Av Bpebel BossHealth component 6to
hitbox, Aappdvetar o avtictoryog moAhanlociactng Cnuids:

BossHealth bossHitBox = hitInfo.collider.GetComponent<BossHealth>();
FinalBoss targetBoss = hitInfo.collider.GetComponentInParent<FinalBoss>();

if (targetBoss == null)

targetBoss = hitInfo.collider.transform.root.GetComponentInChildren<FinalBoss>();

}

if (targetBoss != null)
{
t multiplier = 1f;
ng partName = "Main Body";

if (bossHitBox != null)

{
multiplier = bossHitBox.damageMultiplier;
partName = bossHitBox.bodyPart.ToString();

t totalDamage = damage * multiplier;

Debug.Log($"[HandleHit —> BOSS] Found Boss! Part: {partName}, Multiplier: {multiplier}x, Final Damage: {totalDamage}");

targetBoss . TakeDamage(totalDamage);
return;

Eixova 48

Av dev ytomOnke o Boss, eAéyyetat av yTummOnKe Kovovikog ex0po¢ HEGm Tmv components
HitBox ka1 EnemyHealth. To HitBox component emitpénet d10popetikodc TOAATAUCIUCTES
avaAoyo LE To onpeio mov yTumiOnKe o ex0pog — Ke@AAL, chpa 1 TOO:

HitBox regularHitBox = hitInfo.collider.GetComponent<HitBox>();
EnemyHealth regularEnemy = hitInfo.collider.GetComponentInParent<EnemyHealth>();
if (regularEnemy != null || regularHitBox != 1)
i if (regularEnemy == L &% regularHitBox != null)
- regularEnemy = regularHitBox.GetComponentInParent<EnemyHealth>();

}

if (regularEnemy != null)
{
t multiplier = (regularHitBox != null) ? regularHitBox.GetMultiplier() : 1f;
t finalDamage = Mathf.RoundToInt(damage * multiplier);
g partName = (regularHitBox != null) ? regularHitBox.bodyPart.ToString() : "Body";

regularEnemy . TakeDamage(finalDamage);
Debug.Log($"[HandleHit —> ENEMY] Hit Enemy {partName}! Damage: {finalDamage}");
return;

Ecova 49

Shoot() — IMvpoPoricpog Oniwv
H péBodog Shoot() viomotel tov mupoforiopd yio dAa ta OTAa eKTOG Ao T0 shotgun

(ITwetoh, Uzi, M4, AK-47). TIpdto evepdVETaL O YPOVOS ETOUEVOD TVUPOPOAGLOD Kot
LEWOVETAL O APOLOS COOUPADV:
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211 GLVEXELN EVEPYOTOL0VVTOL TO animation Kol 0 1¥0G TUPOPLOMGLOV HECH TOV
WeaponHandler. O evtomioudg otdoyov yiverar pécm Raycast oo ) 0£om e Kapepag mpog
™V KatelBvvon Tov KolTd.

H ypnon tov ~LayerMask.GetMask("Player") eaceaiilel 6T 1 axtivo ayvoei Tov id1o tov

ToiKTN Kot Ogv yTumd Tov €avTO ToL. AV 1 aktiva Bpet 6tdy0, kaeitor  HandleHit() yio

epappoyn nuids. Téhog kaAeitar n SpawnBullet() yio ortikn avamoapdctoon.
: d Shoot()

{
nextFireTime = Time.time + fireRate;
currentAmmo—;

UpdateAmmoUI();

if (currentWeaponHandler != null)

{

currentWeaponHandler.PlayFireAnimation();
currentWeaponHandler.PlayFireSound();

int layerMask = ~LayerMask.GetMask("Player");
Ray ray = new Ray(cam.transform.position, cam.transform.forward);
RaycastHit hitlInfo;

Vector3 targetPoint;

if (Physics.Raycast(ray, t hitInfo, shootDistance, layerMask))
{

Debug.Log("HIT: " + hitInfo.collider.gameObject.name);
targetPoint = hitInfo.point;
HandleHit(hitInfo);

}

else

|
Debug.Log("MISS - nothing hit");
targetPoint = ray.origin + ray.direction * shootDistance;

}

SpawnBullet(targetPoint);

Eicova 50

ShootShotgun() — IMvpofoiliocpég Shotgun

H pébodog ShootShotgun() viomotei tov mupoPoricpd Tov Shotgun pe 8 pellets o kv
dwomopd. ['a kéOe pellet vmoroyiletar Toyaio amdKAION omd TNV KEVTIPIKT KoTELOULVON.
Ké0e pellet extedel Eeywpiotd Raycast oty kotevbuvon tov kan epapuodlet {npid
aveapmta. Avtd onuaivel 0Tt Eva mAnpeg yromnpa Shotgun pmopei va kévet £o¢ ko 8
@opég ) Pacwkn {nuuid av 6Aa to pellets Bpovv 616x0 KAVOVTAS TO 1310HTEPO ATOTEAEGLOTIKO
0€ KOVTIVEG OMOGTAGELS OAAA AtyOTEPO AEIOMIOTO Old LOKPLd.
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| ShootShotgun()

nextFireTime = Time.time + fireRate;
currentAmmo—;
UpdateAmmoUI();

if (currentWeaponHandler != null)

{
currentWeaponHandler.PlayFireAnimation();
currentWeaponHandler.PlayFireSound();

- layerMask = ~LayerMask.GetMask("Player");
(int i = 0; i < pelletsCount; i++)

Vector3 spread = new Vector3(
Random.Range(-spreadAngle, spreadAngle),
Random.Range(-spreadAngle, spreadAngle),
0
);
Vector3 spreadDir = Quaternion.Euler(spread) * cam.transform.forward;
Ray ray = new Ray(cam.transform.position, spreadDir);
RaycastHit hitInfo;

Vector3 targetPoint;
if (Physics.Raycast(ray, - hitInfo, shootDistance, layerMask))
{
targetPoint = hitInfo.point;
HandleHit(hitInfo);
3
else
{
targetPoint = ray.origin + ray.direction * shootDistance;

}

SpawnBullet(targetPoint);

Eixova 51

SpawnBullet() — Ontikny Avaroapdotaon

H péBodog SpawnBullet() dnpovpyet éva omtucod bullet prefab mov kwveitan mpog tov otdHy0,
TOPEXOVTOAG OTTIKT OVATPOPOSOTNOT GTOV TOUKTN. ZNUAVTIKO: O TPAYLATIKOS EVIOTIGUOGC
otoyov yivetan péow Raycast (instant-hit), evéd 1o bullet givar pdvo yio oodntikotvg Adyovg.
To bullet kataoTpépetar avtopoTo peTd 0md 3 dgvTePOLETTA Y10 VoL amoPeLyOEl GuGGDpELOT
objects otn oKNvY).

SpawnBullet(Vector3 targetPoint)

if (bulletPrefab == || gunBarrel == ) return;
Vector3 dir = (targetPoint - gunBarrel.position).normalized;
GameObject bullet = Instantiate(bulletPrefab, gunBarrel.position, Quaternion.FromToRotation(Vector3.up, dir));

Rigidbody rb = bullet.GetComponent<Rigidbody>();
if (rb != null) rb.velocity = dir * bulletSpeed;
Destroy(bullet, 3f);

Eixévo, 52

ResetAmmo() kot UpdateAmmoUl()
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H ResetAmmo() koieiton Katd tnv aAlayr 0TA0L Kot Kotd T OpTmo™ vEag scene,
EMOVAPEPOVTAS TIC GPAIPEG OTIS aPYIKEG TIES TOV TpEYovTOoS Omhov. H Update AmmoUI()
evnuepavel to ammo display oto Ul ka0e popd mov aArdlel o aplOudg cpopmv petd omd
nmupoPoroud, reload 1 aArayn émhov. Av 1o playerUl givor null, to evromilel Svvapukd péom
GetComponent().

UpdateAmmoUI()

{
if (playerUI == ) playerUI = GetComponent<PlayerUI>();
if (playerUI != )

playerUI.UpdateAmmo(currentAmmo, magazineSize, currentMagazines);

ResetAmmo()

currentAmmo = magazineSize;
currentMagazines = maxMagazines;
isReloading = false;
UpdateAmmoUI();

Eixova 53

Reload() — Zvomuo Eravoyéuong

H pébodog Reload() eivon Coroutine kot vAomotel 600 eVTEADG S10LPOPETIKEG AOYIKES
EMOVAYEUIONG OVAAOYA LLE TOV TOTTO TOL OTTAOV.

I'o ta Kavovika émha, 1 erovayéuion eivon andn: mailel o Nyog reload, mepipéver o
reloadTime kot yepilel apéowg 0AOKANPOS O YELUOTNPOG.

I'o o Shotgun n Aoy ivor eviehdg S10POPETIKT Kot O PEAAIGTIKY. AVTi vo, yepilet
O0AOKANPOG O YEUIOTNPOG TOVTOYPOVE, Ol CQOIPES EIGAYOVTOL pia-pia pe Eeymplotd NYo Yo
Kabe pio. O ypdvog ava ceaipa vroroyiletan drapdvtag tn didpketo Tov audio clip pe tov
apoud TOV GEUPOV.

Avt 1 vAomoinon £xetl 000 onuavtikd TAeovektiuata. Ilpdtov, o Nyog cuyypovileton
amdAvTa e Tov aptBpd cealpmv mov eweayovtal. Asutepov, to Ul evnuepmvetol o
TPAYLATIKO ¥pOVo Yo KAOE coaipa mov mpootifetal, dote 0 maiktNg vo. AEmeL Tov apBud
oOUPAOV va. avEdvetan otadtakd. Metd v oAokANpwon Tov yepiopatog tailel o TeEAMKOC

A

nxoc.
e cuvovao o pe 1o interrupt reload mov viomoteiton oto Update(), o maiktng pmopei va

dakoyet 1o yépuopa tov Shotgun omo10dNTote oTIypUn £XEL 0T pio 6QOipa, akpPmg OTmG
ocvpPaivel ota mpaypotikd FPS moyvid.
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IEnumerator Reload()

isReloading = 3
if (playerUI != ) playerUI.UpdateText("Reloading...");

if (currentWeaponHandler != )
{
if (isShotgun)
{
t timePerBullet = currentWeaponHandler.shotgunInsertSound !=
? currentWeaponHandler.shotgunInsertSound.length / 8f
: 0.5f;

while (currentAmmo < magazineSize && currentMagazines > 6)

{

if (currentWeaponHandler.audioSource != && currentWeaponHandler.shotgunInsertSound !=
{
currentWeaponHandler.audioSource.clip = currentWeaponHandler.shotgunInsertSound;
currentWeaponHandler.audioSource.time = (currentAmmo) * timePerBullet;
currentWeaponHandler. audioSource.Play();

}

yield return WaitForSeconds(timePerBullet);

currentAmmo++;
UpdateAmmoUI();

if (currentAmmo >= magazineSize) break

}

currentMagazines—;

if (currentWeaponHandler.shotgunEndSound != )
currentWeaponHandler.audioSource.PlayOneShot(currentWeaponHandler. shotgunEndSound) ;

}
else
{

currentWeaponHandler.PlayReloadSound() ;

yield return WaitForSeconds(reloadTime);

currentAmmo = magazineSize;
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else

{
yield return new WaitForSeconds(reloadTime);
currentAmmo = magazineSize;
currentMagazines—;

}

isReloading =
UpdateAmmoUI();
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RefilAmmo() - Avamiipwon I[Mupouayikmv

H pébodog RefillAmmo() koeitat amd o AmmoPickup script dtov o maiktng palevel ammo
box. Alakontel omorodnmote tpéyov reload Coroutine pécm StopAllCoroutines(), TpocBétet
TOVG VEOUG YEMOTNPEG Kot YEUILEL APEGMG TOV TPEXOVTA YEUIGTIPOL:

Y1 ovvéyetn kaieitar to VerifyAmmo() Coroutine mov erainbevet petd and 0.1

4

devtepOAenta OTL 01 TIES amoONKeELTNKAV cwGTd Kot evnuep@vel To UL

RefillAmmo(int magazines)

StopAllCoroutines();
currentMagazines += magazines;
currentAmmo = magazineSize;
isReloading = z

Debug.Log($"[RefillAmmo] currentMagazines={currentMagazines} maxMagazines={maxMagazines}");

StartCoroutine(VerifyAmmo());
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OnSceneResetAmmo()

H pébodog avt kaieitor ovtopata kKGBe popd Tov POPTMVETAL VEX Scene PEGM TOL event
SceneManager.sceneLoaded. Kaiei amhdg tnv ResetAmmo() yio vo emavoeépet o,

TVPOUOYIKE GTIG OPYIKES TIEG TOV TPEYOVTOG OTAOL, £EACPAAILOVTOC OTL O TaiKkTNG Eekvdl
KGO enimedo pe TANPN YEUOTHPO.

OnSceneResetAmmo(Scene scene, LoadSceneMode mode)

ResetAmmo();
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6.6 WeaponSystem.cs

To WeaponSystem.cs givotl 1o kevipikd script dtayeipiong tov cvothuatog OTAwv. Eivot
vrevBuvvo Yo v eEEMEN TV OTA®V pécm XP, TV evaAlayn HETOED TOLS KO TN LETOPOPA
TV stats kdBe 6mAov oto PlayerShooting.

Apycomoinon

Y10 Start() apykomoleitol T0 GVCTNUN: KOTAGTPEPOVTAL TVYOV VITapyovTa children Tov
weaponHolder yia va amopevyfel duthaclocpnog OmAmv, kot eEomAiletan To TPdTO OTAO
(TTwotoM) péow EquipWeapon(0). Exiong anobnkevetan to tpéxov XP w¢ XpAtLevelStart yia
YPNON GTO restart.

Start())

xpAtLevelStart = currentXP;
playerShooting = GetComponent<PlayerShooting>();
playerUI = GetComponent<PlayerUI>();

foreach (Transform child in weaponHolder)
Destroy(child.gameObject);

EquipWeapon(@) ;
playerUI.UpdateXP(8, GetXPForNextLevel());

if (armsHolder != 1)

{
armsHolder.localPosition currentHandler.armsPositionOffset;
armsHolder.localRotation = Quaternion.Euler(currentHandler.armsRotationOffset);

}

else

{
Debug.LogWarning("armsHolder is NULL!");
}
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To script eyypdopetar eniong oto SceneManager.sceneLoaded event dote va evnuep®veTot To
xpAtLevelStart k40 popd mov poptdveTar véa scene — e£ac@aiilovtag 0Tl 6€ TEPIMTOO
restart o waikng emotpéPel 610 XP mov giye katd v 160560 0T0 TPEYOV EMiNEDO.

Xvotmpo XP kot AvapdaOuong

H pébodog AddXP() kaAeitan amd to EnemyHealth kd0e popd mov crotmvetan £x0pdc,
npocBétovtag 25 XP. Metd and kabe mpocHnkn eréyyetat av 10 cvcscmpevpévo XP Eemepvd
TO KATOEAL TOL ETOUEVOV ETTEOOV.

AddXP(int amount)

currentXP += amount;
playerUI.UpdateXP(currentXP, GetXPForNextLevel());

if (currentlevel < xpThresholds.Length)
{

if (currentXP >= xpThresholds[currentlLevel])
LevelUp(currentlLevel + 1);
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Ta thresholds tov XP opilovton otov wivaxa xpThresholds = { 0, 100, 250, 400, 550 },
avTIoTOlYMVTOG oTo TéEVTE emineda OmAmv. H uébodog LevelUp() av&avet to eninedo kon
Kaiel apéomg v EquipWeapon() yio avtdpotn avaBaducn tov 0mAov, eved EVIUEPDOVETOL
kot o XP Bar oto Ul

id LevelUp(int newlLevel)

currentlLevel = newlevel;

Debug.Log($"Level Up! Level {currentlLevel}l");
EquipWeapon(currentLevel - 1);
playerUI.UpdateXP(currentXP, GetXPForNextLevel());
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EquipWeapon()

H pébodog EquipWeapon() eivor 1 o ohvBetn tov SCript kot extedeiton kabs @opd mov
aAraler oMo — eite amd avaPdduion XP gite and emroyn oto inventory. [Ipdta
KataoTpéPovtol OAa ta vapyovta children tov weaponHolder yio va apaipedel to
TPOTNYOVLEVO OTTAO, KOl GTI GLVEYELD dNovpyeital To vEo amd to avtictolyo prefab.

Agov evromotei o WeaponHandler component tov véov 6mlov, petagépovtot OAa ta Stats
tov oto PlayerShooting. Avti 1 pocéyyion enttpénel KAOe OTAO VoL EYEL EVTEADS

PO PETIKA YOLPAKTNPIOTIKA X0Pig va xpeldleTor aAloyn KK,

Emiong pvOuiletor ) 0éon, mepiotpoen Kot KAipoka Tov OTAOL 6TOV Ydpo pécw Twv offsets
nov opifovtan otov WeaponHandler.
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Téhoc, puOuiletar n 0éon tov xepuov (armsHolder) kot kokeitar n ResetAmmo() yio va
YEUIOEL QLTOUATO O YEUOTIPOG TOV VEOL OTTAOV.
rivate quipl £ in

eapon(1 dex

if (index >= weaponPrefabs.length) return;

foreach (Transform child in weaponHolder)
Destroy(child.gameObject);

currentWeapon = Instantiate(weaponPrefabs[index], weaponHolder);
currentHandler = currentWeapon.GetComponent<WeaponHandler>();

if (currentHandler != )
{

currentHandler.armsHolder = armsHolder;

currentWeapon.transform.localPosition = currentHandler.positionOffset;
currentWeapon. transform. localRotation = Quaternion.Euler(currentHandler.rotationOffset);
currentWeapon.transform.localScale = currentHandler.scaleOverride;

playerShooting. SetWeaponHandler(currentHandler);
playerShooting.damage = currentHandler.damage;
playerShooting.fireRate = currentHandler.fireRate;
playerShooting.reloadTime = currentHandler.reloadTime;
playerShooting.shootDistance = currentHandler.shootDistance;
playerShooting.isAutomatic = currentHandler.isAutomatic;
playerShooting.isShotgun = currentHandler.isShotgun;
playerShooting.pelletsCount = currentHandler.pelletsCount;
playerShooting.spreadAngle = currentHandler.spreadAngle;
playerShooting.bulletPrefab = currentHandler.bulletPrefab;
playerShooting.bulletSpeed = currentHandler.bulletSpeed;
playerShooting.magazineSize = currentHandler.magazineSize;
playerShooting.maxMagazines = currentHandler.maxMagazines;
playerShooting.gunBarrel = currentHandler.gunBarrel !=

? currentHandler.gunBarrel

: currentWeapon.transform;

if (armsHolder != null)

{
armsHolder.localPosition currentHandler.armsPositionOffset;
armsHolder.localRotation = Quaternion.Euler(currentHandler.armsRotationOffset);

}

Debug.Log($"Equipped: {currentHandler.weaponName} | Damage: {currentHandler.damage} | Level: {currentlLevel}")

}

playerShooting.ResetAmmo();

ResetXPToLevelStart() — Eravagpopd XP

H pébodog ResetXPToLevelStart() kaleiton omd to GameOverManager Kotd o restart.
Enavaeépel to XP oty tiun mov eiye o moiktng kotd tnv €16000 610 TpEYOV EMimEO,
OTOTPEMOVTOG TNV KaTdypnon Tov cuotatoc XP péow enavaiapuBavopevoy tpoctadeidy.
O Bpoyog dratpéyel To KATOPALL 0O TO VYNAOTEPO TPOS TO YOUUNAATEPO Y1a. VoL BpeL TO
oMOTO EMIMEDO OV AVTIGTOLYEL 0TO amokateatnuéEVO XP, ko eomAilel avtdpaTa T0
KATAAANAO OTTAO.

ResetXPTolLevelStart()

currentXP = xpAtlLevelStart;
for (int i = xpThresholds.Length - 1; i >= 0; i—)
{

if (currentXP >= xpThresholds[i])

{

currentlLevel = i + 1;

EquipWeapon(currentlLevel - 1);
break;

}
}
if (playerUI != null)

playerUI.UpdateXP(currentXP, GetXPForNextLevel());
Debug.Log($"XP reset to: {currentXP} Level: {currentlLevel}l");
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Bonontwkéc MéBodot

To script mapéyet o oepd amd public pebdd0VE OV YpNCIOTOOVVTOL OO AAAM SCTipts:
H GetCurrentLevel() ko1 GetCurrentXP() emotpépovy to Tpéyov eninedo kar XP yio yprion
a6 1o Ul kau to inventory. H GetXPForNextLevel() emotpépet 1o Katd@AL TOL ETOUEVOD
emmédon 1M -1 av o maikg £yl PTacEL oto péyioto eminedo. H GetWeaponName() kot
GetWeaponlcon() ypnoyomoovvton omtd to InventorySystem yio tnv epedvion tov
0VOLLOTOG Kol TOL £1KOVIdiov kdbe 0mAov oto inventory panel. TéLog, n
EquipWeaponByIndex() enttpénetl oto inventory va eEomAilel omolodnmote d10béotpo 6mho,
EAEYXOVTOG TPMTO AV O TTAKTNG £XEL PTAGEL GTO AmATOVpEVO eminedo XP.

int GetCurrentlLevel() => currentlevel;
t GetCurrentXP() => currentXP;
GetXPForNextLevel() => currentlLevel < xpThresholds.Length ? xpThresholds[currentlLevel] : -1;
GetCurrentWeaponName() => currentHandler != L1 ? currentHandler.weaponName : "None"
t GetCurrentWeaponIndex() => currentlevel - 1;

ing GetWeaponName( index)

if (index < weaponPrefabs.lLength)

{
WeaponHandler wh = weaponPrefabs[index].GetComponent<WeaponHandler>();
if (wh != ) return wh.weaponName;
return weaponPrefabs[index].name;

¥

return "Unknown";

EquipWeaponByIndex(i index)

if (index < currentlLevel)
EquipWeapon(index);

Sprite GetWeaponIcon(int index)

if (index < weaponPrefabs.Length)

{
WeaponHandler wh = weaponPrefabs[index].GetComponent<WeaponHandler>();
if (wh != ) return wh.weaponIcon;

¥

return
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6.7 WeaponHandler.cs

To WeaponHandler.cs givot to script mov amoOnkevel OAa ToL YOUPAKTNPIOTIKE KO TIC
Aerrovpyieg k6Oe OmMAoL Eeymprotd. Agttovpyel wg data container ko controller yio k60e
weapon prefab, mapéyovrag oto WeaponSystem kot to PlayerShooting tpocfacn og 6l ta
stats kot Tig peBOO0VS TOV OTAOV.

[ExecuteAlways]
H xAdon dakocpeitan e to attribute [ExecuteAlways], to onoio emttpénel 6o script va
exteAeitan kot evtdg tov Unity Editor yopig va ypetdleton va tpéyet To maryviot. Avtd

YPNOOTOLEITAL Y10 TNV GUEST) TPOETIGKOTNOT TOV GALAYDV 6T BE0T Kot TEPIGTPOPY| TOV
omhov katd T drdpkela Tov level design.
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System.Collections;

System.Collections.Generic;

UnityEngine;

[ExecuteAlways]

WeaponHandler

MonoBehaviour

IMtoyaxn Alotpin
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Opydvoon pe Headers

To script ypnowonotei extevag [Header] attributes yio v opydvmon towv nediov otov
Inspector o€ Aoywéc opuddec: Weapon Info, Magazine Settings, Shotgun Settings, Visual,
Arms, Audio kot Inventory. Avtd dlevkoAdvel onpovTIKA T pLOuon kabe OTAOV 0o TOV

weaponName;
t damage = 25;
t fireRate = 0.2f;
it reloadTime = 1.5f;
t shootDistance = 100f;
isAutomatic = :
isShotgun =

[Header("Magazine Settings")]
) t magazineSize = 12;
maxMagazines = 3;

[Header("Shotgun Settings")]
t pelletsCount = 8;
t spreadAngle = 15f;

[Header("Shotgun Reload")]
blic AudioClip shotgunInsertSound;
AudioClip shotgunEndSound;

t insertInterval = 0.5f;

[Header("Visual")]
blic Transform gunBarrel;
GameObject bulletPrefab;
t bulletSpeed = 150f;
Vector3 positionOffset;
Vector3 rotationOffset;
Vector3 scaleOverride = Vector3.one;

[Header("Arms")]

Vector3 armsPositionOffset;

Vector3 armsRotationOffset;
[HideInInspector] pu Transform armsHolder;

[HideInInspector] ic Animator weaponAnimator;

[Header("Audio")]
AudioClip fireSound;
f t fireSoundDuration = 0.1f;
AudioSource audioSource;
e AudioSource reloadAudioSource;
AudioClip reloadSound;
Coroutine stopSoundCoroutine;

[Header("Inventory")]
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ApplyOffsets()

Inspector yopig va yperaletor aAloyn KOOKA.

H pébodog ApplyOffsets() kaleitatl toco oto Start() 6co kot oto Update(), epappolovrog to
offsets Béonc, meproTpoPng Kot KAipaKoS Tov dTAhov Kabdg Kat Tt 0Eomn TV YEpLOV
(armsHolder). H kAnon oto Update() oe cuvovaoud e to [ExecuteAlways] entpénet real-

time mpoemicokoOmon otov Editor.

52



Moobtng Zmtplog IMtoyaxn Alotpin

Start()
weaponAnimator = GetComponent<Animator>();
audioSource = GetComponent<AudioSource>();
if (audioSource == null)
audioSource = gameObject.AddComponent<AudioSource>();

reloadAudioSource = gameObject.AddComponent<AudioSource>();

ApplyOffsets();

Update()

ApplyOffsets();

ApplyOffsets()

transform.localPosition = positionOffset;
transform.localRotation = Quaternion.Euler(rotationOffset);
transform.localScale = scaleOverride;

if (armsHolder != null)

{
armsHolder.localPosition = armsPositionOffset;
armsHolder.localRotation Quaternion.Euler(armsRotationOffset);

Eixova 65

Xvotnua Hyov

To script ypnowonotel dvo Eeymprotd AudioSources yia va amo@evydel aAlniemikdivyn
Nyov. To audioSource ypnoomoiital yia tov 1o mvpoPoiiouod kat to Shotgun reload, evad
10 reload AudioSource dnpuovpyeiton dvvapkd oto Start() Ko ¥PNOYLOTOLEITAL ATOKAEITTIK
v tov Nyo reload Tov kavovikov 6nAmv.H uébooog PlayFireSound() mailel tov fxo
mopoPoAiopod kai Eekva Eva Coroutine mov otopatd Tov Yo petd omd fireSoundDuration
deVTEPOAETTA. AVTO OMOTPETEL TNV EMKAAVYN YOV GE OVTOLOTA OTAN TOV TVPOPOAOVV LE
VYNAO poOuod.

PlayFireSound()

if (audioSourc (1L || fireSound == null) return;
if (stopSoundCoroutine != null)

StopCoroutine(stopSoundCoroutine);
audioSource.PlayOneShot(fireSound);
stopSoundCoroutine = StartCoroutine(StopSoundAfter(fireSoundDuration));
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PlayShotgunReload()
H mo odvBet pébodoc fyov eivar to PlayShotgunReload() Coroutine, to omoio cuyypovilet
tov o reload pe tov apBpd cpapdv mov gicdyovrot. To audio clip doupeitor oe ioa

Tuqpoto £va avd ceaipa kot mailel amd ™ oot Ypoviky BEon Yo ke coaipa:

‘Etot av ypeialovton 3 opaipec, axovyetatl povo 1o avtiotoryo tunipe tov clip kot oyt
0AOKANPOG 0 YOG divovTag TANPN PEAAMCUO GTO GUGTNLLO ETOVAYELLOTG.
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IEnumerator PlayShotgunReload(int bulletsToReload)
if (shotgunInsertSound == null) yield break;
timePerBullet = shotgunInsertSound.length / 8f;

for (int i = ©; i < bulletsToReload; i++)
{

audioSource.clip shotgunInsertSound;

audioSource.time = i * timePerBullet;

audioSource.Play();
yield return new WaitForSeconds(timePerBullet);

audioSource.Stop();
if (shotgunEndSound != null)

audioSource.PlayOneShot(shotgunEndSound);
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Animations

Ot péBodot PlayFireAnimation() kou PlayReload Animation() gvepyomotovv ta avtictoryo
Triggers otov Animator Tov 6TA0V.X10 project pog povo to motoM £xel FireAnimation
YeYOovOG T0 0oio apnvel avtég Tig pebddovg yio peAhovtikd implementation. To
StopReloadSound() otapatd kot ta dvo AudioSources tavtdypova, ¥PNCILOTOLEITOL KUPIMG
katd To interrupt reload Tov Shotgun.

PlayFireAnimation()

if (weaponAnimator != null)
weaponAnimator.SetTrigger("Fire");
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id PlayReloadAnimation()

if (weaponAnimator != null)

weaponAnimator.SetTrigger("Reload");
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6.8 InventorySystem.cs

To InventorySystem.cs dtayepileTat To GVGTNA InVentory ToL ToLVISOV, EMTPETOVTOS
oToV ToiKTn Vo PAETEL KoLl VoL EMAEYEL OTOOONTOTE OTAO €Yl EEKAEODTEL PHEYPL EKEIV TN
otyun. Etvar DontDestroyOnLoad kot emiudvetl o€ 6Aa ta enineda.

Apywonoinon kot DontDestroyOnLoad

Y10 Awake() to script opiletor mg persistent object kot eyypapetol 6To
SceneManager.sceneLoaded event.
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System.Collections;
System.Collections.Generic;
UnityEngine;

UnityEngine.UI;

TMPro;
UnityEngine.SceneManagement;

Inventor stem : MonoBehaviour

[Header("UI™)]
[SerializeField] private GameObject inventoryPanel;
[SerializeField] private Transform weaponSlotContainer;

[SerializeField] private GameObject weaponSlotPrefab;

[Header("References")]

[SerializeField] private WeaponSystem weaponSystem;

[SerializeField] private InputManager inputManager;
isOpen = f

Awake()

DontDestroyOnLoad(gameObject);
SceneManager.scenelLoaded += OnSceneloaded;
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Avto e€aopalilel 0t To iNventory Aettovpyel cwotd oe OAa Ta emineda ywpig va ypelaletat
emaveKKivnon.

Avvopikn Ebpeon Ul References
To mo onuavTikd YopoaKINPIoTIKO TOL script eivan 1 dvvakn evpeon twv Ul panels petd

amd kaOe aAlayn scene. Xto OnSceneloaded() undeviCovton ta. references kot avalnrodvron
€K VEOL usom Resources. FindObjectsOfTypeAll<Canvas>().

| OnSceneloaded(Scene scene, LoadSceneMode mode)

inventoryPanel = null;
weaponSlotContainer = null;

Canvas[] canvases = Resources.FindObjectsOfTypeAll<Canvas>();
foreach (Canvas c in canvases)

{

if (c == null) continue;

Transform ip = c.transform.Find("InventoryPanel");
if (ip != null) inventoryPanel = ip.gameObject;

Transform wsc = ip?.Find("WeaponSlotContainer");
if (wsc != null) weaponSlotContainer = wsc;

}

GameObject player GameObject.FindGameObjectWithTag("Player");
if (player != 1)
{

weaponSystem = player.GetComponent<WeaponSystem>();
inputManager = player.GetComponent<InputManager>();

}
isOpen = false;
if (inventoryPanel != null)

inventoryPanel.SetActive(false);
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H ypnon Resources.FindObjectsOfTypeAll<Canvas>() avti yia FindObjectOfType() eivau
kpiown, kabmg emtpénel Tnv e0peon objects axopa kot av gival inactive. Eniong
evromiCovton dvvapukd to references oe WeaponSystem kot InputManager an6 tov Player.
Avorypa kot Kieioyo Inventory

To inventory avoiyet kot kAgivel pe 1o TAnkTpo |, To omoio aviyvevetan oto Update() pécm
tov véov Input System. Katd to dvorypa (Openlnventory()), mpota eAéyyeton av ta UL
references givat éykvpa ko av Oyt avalntovvtat ek vEov. XTn cuvéyelo epeaviletot o panel,
anelevbepwvetat o cursor kot tifetan to isPaused flag Tov InputManager o¢ true yuo va
OTOLOTNOEL 1] Kivnon NG KApEpPOC.

Enuavtiko: o isPaused = true dev maydvel Tov ypovo (Time.timeScale mopapéver 1). Avtd
onpaivel 6t 1o oy vior cuveyiletan KavoviKd evd To inventory givot avorytd — o waikTng
umopel va kwveiton oAAd dgv pmopel va kovvnoel v kauepa. Katd to kieiopo
(Closelnventory()), emoTpE@EeTal O cursor 6TV KAEW®UEVN Kataotaot Kot to isPaused
ti0etan o¢ false.

OpenInventory()

if (inventoryPanel == null || weaponSlotContainer == null)
{
Canvas[] canvases = Resources.FindObjectsOfTypeAll<Canvas>();
foreach (Canvas c in canvases)
{
if (inventoryPanel == )
{
Transform ip = c.transform.Find("InventoryPanel");
if (ip != L) inventoryPanel = ip.gameObject;
}
if (weaponSlotContainer == null)
{
Transform wsc = c.transform.Find("WeaponSlotContainer”);
if (wsc != null) weaponSlotContainer = wsc;

if (inventoryPanel == L1l || weaponSlotContainer == L1) return;

isOpen = true;

inventoryPanel.SetActive(true);

Cursor.lockState = CursorLockMode.None;

Cursor.visible = true;

if (InputManager.Instance != null)
InputManager.Instance.isPaused = true;

RefreshInventory();

CloseInventory()

isOpen = false;

if (inventoryPanel != null) inventoryPanel.SetActive(f

Cursor.lockState = CursorlLockMode.Locked;

Cursor.visible = false;

if (InputManager.Instance != null)
InputManager.Instance.isPaused = {

Ecévo, 72

Refreshinventory()

56



Moobtng Zmtplog IMtoyaxn Alotpin

H pébodog Refreshlnventory() dnuovpyet dvvapikd to weapon slots kébe gopd mov avoiyet
1o inventory. Ip@ta dwaypdeovtar dAa to vedpyova Slots yio vo anoeevydei dimhacacpog,
Kot 6T ovvEyEln dnpovpyeitor va slot ya kdbe Eekdedwpévo dmho.

if (weaponSlotContainer == null) return;

List<GameObject> toDelete = new List<GameObject>();
foreach (Transform child in weaponSlotContainer)
toDelete.Add(child.gameObject);
foreach (GameObject obj in toDelete)
Destroy(obj);

int currentLevel = weaponSystem.GetCurrentlLevel();

for (int i = @; i < currentlevel; i++)

{
GameObject slot = Instantiate(weaponSlotPrefab, weaponSlotContainer);
WeaponSlotUI slotUI = slot.GetComponent<WeaponSlotUI>();

if (slotUI != null)
{
nt weaponIndex = i;
Sprite icon = weaponSystem.GetWeaponIcon(i);
slotUI. Setup(
weaponSystem.GetWeaponName(i),
i = weaponSystem.GetCurrentWeaponIndex(),
icon,
0O =>
{
weaponSystem. EquipWeaponByIndex(weaponIndex);
CloseInventory();
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Ka0e slot epeaviCel to dvoua kot 1o £1KOVIdo 10V OTAOV, EVD TO TPEYOV EEOTMOUEVO OTAO
ypopatiletar dSapopetikd (mpdotvo background). H Aoy emioyng 6mhov viomoteiton
uéom lambda expression mov kaiei Equip WeaponBylIndex() kot kAgivel avtdpota to
inventory.

Id1aitepng onuaciog givor n xpfon ™ Tomikng petafintng weaponlndex péca otov Bpdyo.
Xowpic avtn, 0Aa ta lambda expressions Oa ava@époviav oTnv TEAMKT TN TOL 1 AdY® TOV
closure mechanism g C# éva kKAoowkd bug mov amoevyeTaL Pe QVTOV TOV TPOTO.
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Inventory

i~ Pistol BT
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7. Xvomnua Ex0pov

7.1 State Machine

To StateMachine.cs vAomotiei To State Machine pattern yia tn dtayeipion TG CLUTEPIPOPAS
v xfpnv. Etvar éva amd to mo onuoviikd patterns oto game development, kaBwmg
EMTPEMEL TNV 0PYAVAOGT GLVOETNG CLUTEPLPOPAS GE EEYWPIOTES, SLUYEPICIES
kataotaoels. H 10éa micm amd to State Machine eivar amin: o €x0p6g Bpioketar Tavto oe pia
Kot udvo kartdotaon (activeState), kat kabe kotdotaon yvopilel ndte Kot Tdg va. petofel o€
GAAN. Avtd amopevyetl TV avaykn yia tolvmloka if/else chains 6tov K®dwka Tov £xOpov.

H pébodog Initialise() kadeiton amd 1o Enemy.cs petd and éva frame kabvotépnon pécw
Coroutine, ®ote va eEacpaiiotel 0Tt 0 NavMesh €yer poptbel mAnpwg tpv Eexvnoel n
State Machine. Opilel og apyikn katdotaon to PatrolState.Xto Update() kaAeiton n
Perform() tng evepyng katdotaonc kabe frame, exteldvtag Th AOYIKY OV AVTIGTOLKEL GTNV
TpEYOVoa CLUTEPLPOPA Tov €xOpov.O Eleyyog if (activeState != null) amotpénet
NullReferenceException katd v apyikomoinom, tptv opiotel n mpdtn kotdotoon.H
nébodog ChangeState() owyelpileton T petdfoon petacd Kataotdoemy og Tpia fripoto.
[Iporta karel Exit() oty tpéyovoa katdotaon yio Kabapiopd, otn cuvéyeln opilel ) véa
KOTAGTAOT Kot TEAOG TNV apyikomotel pe Enter(). Enpoavtikd ototyeio givor 611 KaOe véa
Kkatdotaon Aapupdaver reference oto StateMachine kot otov Enemy katd v £i6086 tc. Avtod
eEMTPENEL € KAOE KATAGTAOT Vo £YEL TPOGPaoT o€ O T OEOOUEVA TOV £YOPOD Kol VoL
umopel va {ntoet ahdoyn Katdotaong 6Tov To KpIivel omapaitnto.

System.Collections.Generic;
UnityEngine;

Sta hine : MonoBehaviour
BaseState activeState;
Initialise()

ChangeState(. PatrolState());

Start()

Update()

if (activeState != [S)
{

activeState.Perform();
}

id ChangeState(BaseState newState)

if (activeState != )
{

activeState.Exit();

}

activeState = newState;

if (activeState != 5]

{
activeState.stateMachine = :
activeState.enemy = GetComponent<Enemy>();
activeState.Enter();

Eikova 75
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7.2 PatrolState.cs

To PatrolState.cs viomotel v Kotdotacn nepimoiiog tov €x0pov. Katd v tepurodia, o
ex0po¢ Kveitan peta&y npokabopiopévav onueinv (Waypoints) kot mapoakorlovdei cuveymg
OV EVTOTICEL TOV TTOAKTY).

Enter()

H péBodog Enter() kodeiton pia opd Kotd tnv £16000 6TV KATAGTOOT) TEPUTOAING,.

Amevepyonotel v avtopartn nepiotpodn tov NavMeshAgent (updateRotation = false) yiori

N meploTpon Srayepiletar yepoxivita and v FaceMovementDirection(), kot opilel g

TPAOTO 6TOYO TO TPEYOV wWaypoint.
System.Collections;
System.Collections.Generic;
UnityEngine;

s PatrolState : BaseState

int waypointIndex;
Loat rotationSpeed = 5f;

1 Enter()

if (enemy == null || enemy. path ull) return;
enemy . Agent. updateRotatlon = £z -
enemy . Agent. SetDestination(enemy. path waypoints[waypointIndex].position);
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Perform()
>to Perform() mov ekteleitan kabe frame, eléyyeton TpdTa av o gxbpdg evromilel tov moikt
puéow CanSeePlayer(). Av vo, aAralel apécmg oe AttackState kot otapatd v EKTELECT UE
return yio. v, aro@evydei omorodnmote emmAéov eneepyocia.

Av 0 gxbpdc dev gvtomioet Tov maiktn, ovveyiletan kavovika n nepurodio péom PatrolCycle()
ka1 FaceMovementDirection().

Perform()

if (enemy == null) return;

if (enemy.CanSeePlayer())
{

stateMachine. ChangeState(‘e. AttackState());
return;

}

PatrolCycle();
FaceMovementDirection();

Eikova 77

PatrolCycle()
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H péBodog PatrolCycle() eréyyet av o x0pog €xel pThoel kKovtd oto TpEYOV waypoint

(remainingDistance < 0.2f) kot av vat, Tpoywpd oto emdpevo. Otav pTacel 6To TEAELTAIO

waypoint, ETIGTPEPEL GTO TPAOTO SNUIOVPYDVTOS £TGL EVOV ATEPUOVO KOKAO TEPUTOAING,.
| PatrolCycle()

if (enemy == null || enemy.path == null) return;
if (enemy.Agent.remainingDistance < 0.2f)
{
if (waypointIndex < enemy.path.waypoints.Count - 1)
waypointIndex++;
else
waypointIndex = 0;

enemy .Agent . SetDestination(enemy.path.waypoints[waypointIndex].position);
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FaceMovementDirection()

H pébodog FaceMovementDirection() mepiotpépet opard tov x0pd mpog v Korevhuvvon

kivnong tov ypnoipomoiwvtog Quaternion.Slerp() yio pUOIKY| KoL OHOAY TEPIGTPOPT:

O éleyyog sqrMagnitude > 0.1f eEacparilel 6t n weproTpoPn epapudletan povo dtav o

ex0po¢ Kiveitan mpayaTikd, amoTPEMOVTAG TUYOIEG TEPIOTPOPES OTAV 0 £XOPOC GTEKETAN GE

waypoint.
rivat FaceMovementDirection()

if (enemy == null) return;

if (enemy.Agent.velocity.sqrMagnitude > 0.1f)
{
Quaternion targetRotation = Quaternion.LookRotation(enemy.Agent.velocity.normalized);
enemy . transform.rotation = Quaternion.Slerp(
enemy . transform.rotation,
targetRotation,
Time.deltaTime * rotationSpeed
);

Ewcova 719

Exit() - 'E€odoc and v Katdotaon

Katd v €060 amd o PatrolState, emavevepyomoteitor | avtdpoTn TEPIGTPOPT] TOV
NavMeshAgent (updateRotation = true), ®ote oto AttackState o ex0pdg va otpépetan
OVTOLOTO TTPOG TOV TOUKTN.

id Exit()

if (enemy == 1) return;

enemy .Agent.updateRotation
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7.3 AttackState.cs

To AttackState.cs viomotiel Ty Kotdotoon enibeong tov £x0pov. Otav o £xHp6g eviomicel
TOV ToUKTN, HETAPAiVEL GE QLT TV KOTAGTAGT OOV KUV YA TOV TOUKTY, CTPEPETOL TTPOG
avTOHV Kot TVPOPOAEL GE TAKTA YPOVIKA SLOGTILOTOL.
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Enter()

Katd v gicodo oto AttackState, o exfpdg opilel apéows og otdY0 TN BE0M TOL TTAKTN
uéow tov NavMeshAgent. Avtd eEac@arilet 6Tt o gxBpoc apyilel auécmg va Kiveital Tpog
TOV TOUKTN LOMIG TOV EVTOTIGEL, Ympic kapio kabvotépnon.

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

> : BaseState
t moveTimer;

t losePlayerTimer;
t shotTimer;

i Enter()

enemy.agent.SetDestination(enemy.Player.transform.position);
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Perform()

Y10 Perform() draxpivovion 600 mepimtdoelc avdroya pe 1o av o x0poc PAEmEL TOV TOUKTN:
Av o gxBpdc Brémel Tov Taiktr, undeviletar o losePlayerTimer, evnuepmvovton ot timers kot
0 gBpOc oTPEPETAL AUETO TPOG TOV TTAIKTN:

O shotTimer gAéyyet av £xel mePAoEL APKETOG XPOVOC OO TOV TEAEVTOO TVPOPOAIGUO KoL OV
vai kohet ) Shoot(). O moveTimer vAomoiel Tuyaio TAeLPIKY kivnon: kébe 3-7
devtepdrenta o £x0pdG petakiveiton o Tuyaia BEom evtdg S povadwv, Kavovtag v kivnon
TOL AyOTEPO TTPOPAEYIUN:

Av 0 gx0pdg dev PAémel Tov maiktn, avédavetar o losePlayerTimer. Av o maiktng mapopeivel
EKTOG OTTTIKNG EMAPNG Yo 8 devTEPOAETTA, O £XOPOG eyKaTAAEITEL TNV £MiBEST KO EMGTPEPEL
oe PatrolState. H dutAn e€axpifwon pe enemy.CanSeePlayer() omotpénet tuyaieg petapdoeig

0€ TEPITTOON OV 0 TOUKTNG KPLOTEL KOl EAVOEUPUVIGTEL YPNYOPOL.
i verri Perform()

; bli
if (enemy.CanSeePlayer())
{

losePlayerTimer = 0;

moveTimer += Time.deltaTime;

shotTimer += Time.deltaTime;

enemy . transform.LookAt(enemy.Player. transform);
if(shotTimer > enemy.fireRate)

Shoot();
3

if (moveTimer > Random.Range(3, 7)M
{
enemy . Agent.SetDestination(enemy. transform.position + (Random.insideUnitSphere * 5));
moveTimer = ©;
3
3
else
{

losePlayerTimer += Time.deltaTime;

if (losePlayerTimer > 8 && !enemy.CanSeePlayer())
{

stateMachine.ChangeState(r PatrolsState());

Eixévo. 82
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Shoot()

H pébodog Shoot() viomotei tov mupoPoriopd tov exbpov. Yroroyilel v koatebbuvon mpog
TOV TTaikTN amd TN B€0m Tov KAvn Tov dmAov (gunBarrel) kot dnuovpyet éva bullet amd Ta
Resources.
Y7o bullet amodidovrar to damage tov exfpov kot to ownerTag = "Enemy” oote to Bullet.cs
va yvopilel 0T Tpoépyetar amd x0pd kot va epappdlel {nud povo otov moiktn Kot Oyt 6€
dALovg exBpovs. Metd tov Tupofoiicud undeviCetar o shotTimer yio Tnv Evapén véog
HéTpnone.
{

Shoot()

Transform gunbarrel = enemy.gunBarrel;
Vector3 shootDirection = (enemy.Player.transform.position - gunbarrel.position).normalized;

GameObject bullet = GameObject.Instantiate(
Resources.Load("Prefabs/Bullet") as GameObject,
gunbarrel.position,
Quaternion.FromToRotation(Vector3.up, shootDirection)

);
bullet.GetComponent<Rigidbody>().velocity = shootDirection * 48;
Bullet b = bullet.GetComponent<Bullet>();

if (b != null)
{

b.damage = enemy.bulletDamage;
b.ownerTag = "Enemy";

}

Debug.Log("Shoot");

shotTimer = 0;
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7.4 Enemy.cs

To Enemy.cs givon to kevrpikod script kébe x0pov mépa tov Final Boss, mov cuvdéel OAa ta
emuEPoLG cvotnuata — State Machine, NavMesh, animations, 6Aa Kol LOLGIKT).
Agrtovpyel og 10 «uLoko» Tov gxbpov, Tapéyovtac otig kataotdoelg (PatrolState,
AttackState) mpdcsPaon ce Oha ta anapaitnTa dedopéva.

Start() — InitializeEnemy()

>to Start() apyikonoovvtar ta facikd components, StateMachine, NavMeshAgent,
Animator, kot evtorileton o moiktng pécw tag. Xt cvvéysia kokeitat to InitializeEnemy()
Coroutine mov nepyévet 2 frames mpwv apykononjoet ) State Machine.

H xaBvotépnon 600 frames eivar kpiocyun yati 1o NavMesh ypetdleton Aiyo xpovo yuo va
QopT®OEl TANP®G Katd TV Evapén tov emmédov. Xwpig avtn v kabvcetépnon, to
SetDestination() oto PatrolState.Enter() 6o amotoyyave pe error yioti o xfpog dev Oa frav
axopa torofetnuévog oto NavMesh.
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Start()

stateMachine = GetComponent<StateMachine>();
agent = GetComponent<NavMeshAgent>();

player = GameObject.FindGameObjectWithTag("Player”);
animator = GetComponentInChildren<Animator>();
StartCoroutine(InitializeEnemy());
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te IEnumerator InitializeEnemy()

yield return null;
yield return null;

agent = GetComponent<NavMeshAgent>();
if (agent.isOnNavMesh)
{

stateMachine.Initialise();

}

else

{

Debug.LogWarning($"{gameObject.name} is not on NavMesh!");

}
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Update()

Y10 Update() epapuodlovtar 600 onuaviikoi EAeY ol acQOAEING TPV EKTEAEGTEL OTOL0ONTOTE
Aoyikn.Avtoi ot Eleyyotl amotpénovv NullReferenceExceptions katd v apytkomoinon, tpv
n State Machine kou to NavMesh &ivon étoyo. Xtn cuvéyeio evnuep®vovTaol To animations,
eAEYYETONL M OPOTOTNTO TOV TTOUKTY Kot StoryepileTon n povoikn péocw tov MusicManager.
[dwitepng onuaciog eivon 1 dtayeipion ™S LOVOIKNG: TapakoAovBeitat av o exOpoc
uetaPaivel oo PatrolState og AttackState kot avtiotpo@a, kot eidonoteitor o MusicManager
avardywc.To flag wasAwareOfPlayer e€acpaiilel 0Tt Ta events HOVGIKNG EVEPYOTOOVVTOL
puévo ) otyun aAloyng Katdotaong Kot Oyt ke frame.

Télog, epapuoletar fix yia v khion tov €xBpov: Khewddvovtat ot aEoveg X kat Z
TEPIOTPOPNG MOTE 0 £YOPOS va mapapéverl mdvta 6pbog.
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Update()

if (stateMachine == null || stateMachine.activeState == null) return;
if (agent == null || !agent.isOnNavMesh) return;

UpdateAnimations();
CanSeePlayer();
currentState = stateMachine.activeState.ToString();

isAware = stateMachine.activeState is AttackState;
if (isAware && !wasAwareOfPlayer)
{
if (MusicManager.Instance != null)
MusicManager.Instance.EnemySpottedPlayer();
3
else if (!isAware && wasAwareOfPlayer)
{
if (MusicManager.Instance != L)
MusicManager.Instance.EnemylLostPlayer();
}

wasAwareOfPlayer = isAware;

transform.rotation = Quaternion.Euler(®, transform.rotation.eulerAngles.y, 0);
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CanSeePlayer()

H pébodog CanSeePlayer() vAomoiet £vo peaMoTiKO GOGTNIA OPAoTC TOV EAEYYEL TPELS
ovvOnkec dradoykd. Tpmta eAéyyetar to flag iSAQgro — av o exbpdc €xet xromnOei, PAémet
TAvTO TOV TOUKTN aVEEAPTNTO OO amOCTOON N Y®Vio. TN GUVEXELN EAEYYETOL 1 ATOGTOON
peTa&y exBpov Ko maiktr, kKo av avth etvan evtdg Tov sightDistance eléyyeton | yovia
peta&y ¢ kotevBuvong PAEUIOTOS Kot TOV TOAKTY.

Av o maiktng Ppioketon evidg mediov opatotntog 85°, extedeiton Raycast amo 1o
eyeTransform yiwo va eheyyBel av vapyovv eumddio petacd x0pod kot waiktn. o owTikn
OTOGPUALATOON, 1 AKTIVO oYEIALETON KOKKIVT) OTOV 0V PAETEL TOV TTAKTT KO TPAGTVN
otav tov PAénel.H ypnon IsChildOf() eEacparilel 6Tt to Raycast avayvopilel Tov moiktn
akopa kot av yrord child object Tov (m.y. hitbox 1 collider mauoi).
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CanSeePlayer()

if (isAggro) return
if (player != )
{
if (Vector3.Distance(transform.position, player.transform.position) < sightDistance)
{
Vector3 targetDirection = player.transform.position - eyeTransform.position;
- angleToPlayer = Vector3.Angle(eyeTransform.forward, targetDirection);
if (angleToPlayer <= fieldOfView)
{
Ray ray = Ray(eyeTransform.position, targetDirection.normalized);
RaycastHit hitInfo;
Debug.DrawRay(ray.origin, ray.direction * sightDistance, Color.red);
if (Physics.Raycast(ray, hitInfo, sightDistance))
{
if (hitInfo.transform.IsChildof(player.transform) ||
hitInfo.transform.gameObject == player)
{
Debug.DrawRay(ray.origin, ray.direction * sightDistance, Color.green);
return true;

return f
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OnHit()

H pébodog OnHit() kaeiton omd to EnemyHealth 6tav o €x0pdg deytet {nuid. Evepyomotet
1o flag isAggro ka1 avédvel to sightDistance og 1000 povadec, 0vG1OGTIKA KAVOVTAG TOV
ex0p6 va «PAémeyy Tov maiktn amd Tavtov. Avtd eEacarilel 6t av o maiktng emtteel amd
miow, 0 x0pdg avtdpa dueoa ko petaPaivel oe AttackState.

OnHit()

isAggro = true;
sightDistance = 1000f;
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UpdateAnimations()

H pébodog UpdateAnimations() evnuepmvet to Float parameter Speed tov Animator pe to
pétpo g tayvntag tov NavMeshAgent. 'Etot o animation kivnong evepyomoteitan

avtopata Otav o £x0pdc Kveltal Kot anevepyomoteital OTav otapatd, ywpis va yperdletol
glpokivntn Swyeipion transitions.

/\

UpdateAnimations()

if (animator == null) return;

speed = agent.velocity.magnitude;
animator.SetFloat("Speed”, speed);

Ecova 89
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7.5 EnemyHealth.cs

To EnemyHealth.cs dwayeipiletar v vyeia kabe gxfpov Kot cuvtovilel OAa To GLGTHHOTO
nov ennpedloviat 6tav Evag ex0pdg yrumiétar N tebaivel. Xpnowomotet State Machine,
povoikn, LevelManager kot cuotnua XP.

TakeDamage()

H pébodog TakeDamage() eivar n povadikr péBodog tov Script kot extelel 100 pETIKT
Aoy avdloya pe o av o exfpodg emProverl | mebaiverl petd ) {nuid.

[Mpdta apapeiton n nuid amd v vyeio. XN cvvéyetn, av o ex0pog emifidvel (health > 0),
eléyyxeton av Ppioketon NON oe AttackState. Av oy, petafaivel apécmc o enifeon
aveEdptnta omd to av PAEREL TOV okt — awtd VAoTotel To Aggro system: o gyfpog

avTopa aueco 6tav yromnOel, axopo Kot ornd mio.

if (e.stateMachine != && !(e.stateMachine.activeState is AttackState))
{

e.stateMachine.ChangeState(new AttackState());

if (!e.wasAwareOfPlayer && MusicManager.Instance !=
{
e.wasAwareOfPlayer = true;
MusicManager.Instance.EnemySpottedPlayer();
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Tavtoypova ewdomoleiton o0 MusicManager va aAldEel 6e combat music, 0AAL PLOVO av O
ex0po¢ dev ftav NN aware — amotpénovog Tolaniés kAnoeic EnemySpottedPlayer() yo
ToV 1010 €YOp0.

Av o gxBpdc medaver (health <= 0), extedeiton po celpd and evépyeleg cuvtoviopov. Ipdta
eléyyxeTon av o gxBpoc Nrtav aware tov maiktn Ko ov var, kadgiton EnemyLostPlayer() otov
MusicManager yio va peiwbel o petpntg £x0podv mov mapakorlovboHv tov maike.

if (!e.wasAwareOfPlayer && MusicManager.Instance !=
{
e.wasAwareOfPlayer = true;
MusicManager.Instance.EnemySpottedPlayer();

Ecova 91

Y1 ovvéyetn swdonoteiton o LevelManager ya tov OGvato tov £x0pov, drakpivovtag av givort
Kovovikog 1 Secret Room gx0poc.
if (lm 1= 86 e 1= )
{
if (e.isSecretRoomEnemy)
1m. SecretEnemyKilled();

else
1m. NormalEnemyKilled();

Eixévo, 92

Avt 1 d1akpion givar Kpiolun yio ™ Aoy oAokAnpwong exttédov — to LevelManager
ypewletar va yvopilel Eexmprotd tdcot Kavovikoi kot tocot Secret Room gyfpoi €yovv
amopeivel. Téhog, divetar XP otov maiktn Kot 1o object KataotpépeTat.
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WeaponSystem ws = GameObject.FindGameObjectWithTag("Player")?.GetComponent<WeaponSystem>();
if (ws != null) ws.AddXP(xpReward);

Destroy(gameObject);

7.6 FinalBoss.cs

To FinalBoss.cs dwoyepiletal T GUUTEPIPOPE TOV TEAIKOV OVTITAAOL TOV TOYVIO00. ZE
avtiBeon pe Tovug Kavovikovg x0potc mov ypnoyomotovy State Machine, o Boss
dwayepiletar  cvumeppopd tov amevbeiog oto Update() pe Eleyyo amootdoemv ko timers.

Awake()

Y10 Awake() epappoleror éva wiaitepa £Eumvo trick yio tnv tonoBénon Tov Boss 6to
NavMesh. ITpmta arevepyomoteitar o NavMeshAgent, exteleitanr Raycast npog ta kdto yio
va Bpebel to axpiPég onpeio tov 6dpovg, Tonobeteitor o Boss kel kot 61 cuvEyela
enavevepyomoleitar o Agent. AVTN 1) TEYVIKT ATOTPENEL TO KAAGIKO TPpOPANHa OTov 0 Agent
dev umopei va tonoBetnBei oto NavMesh av 1o object dev Bpicketon akpifmdg mvw otnv

EMLPAVELOL.
Awake()

currentHealth = maxHealth;

NavMeshAgent ag = GetComponent<NavMeshAgent>();
if (ag != ) ag.enabled = false;

if (Physics.Raycast(transform.position + Vector3.up, Vector3.down, out RaycastHit hit, 1ef))
{
transform.position = hit.point;

}

if (ag != null) ag.enabled = t
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Update()

210 Update() viomoteiton 1 KOpia Aoyikn tov Boss pe faon v andotact and tov Toik.
[Ipota eréyyovioar 0o cuvOnKec mov aAAGLovv udvo pio popd Kad' OAN TN dS1PKELD TNG
uayme.-H petafaon oe Enraged Mode 6tov n vyeio téoet kKbt amd 50%. Otav o maiktng
Bpioketat evtoc detectionRange, o Boss otpépeton mévta mpog tov maiktn KAEWOOVOVTAG TOV
Y d&ova.H kAnon pe transform.position.y avti yw player.transform.position.y eEac@aiilet
6110 B0SS dev yépvel Tpog o TAVE® 1 KATM,KO1TA TavTo 0plovTio. LT cuveyela dtokpivovTot
dV0 VO-TEPMTMGELS: av 0 moikTng Ppioketon eviog attackRange, o Boss otapatd kot
emuifetar. Av Bpioketar ektoc epPéietoc, o Boss kuvnyd tov maiktn ko evepyomoteitat 1o
running animation. Av o maiktng eivan ektog detectionRange, o Boss ctapotd kot mepipévet.
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Update()
if (isDead || player == 1) return;
t distanceToPlayer = Vector3.Distance(transform.position, player.transform.position);

if (!isEnraged && currentHealth <= maxHealth * 0.5f)
{
EnterEnragedMode();
}
if (distanceToPlayer <= detectionRange && 'hasStartedBossFight)
{
hasStartedBossFight = t :
if (MusicManager.Instance != 1)
MusicManager.Instance.StartBossFight();
}
if (distanceToPlayer <= detectionRange)
{

transform.LookAt(new Vector3(player.transform.position.x, transform.position.y, player.transform.position.z));

if (distanceToPlayer <= attackRange)
{

agent.SetDestination(transform.position);
animator.SetBool("IsRunning”, false);

if (Time.time >= nextAttackTime && !isAttacking)
{
StartCoroutine(PerformAttack());
}
}
else
{
agent.SetDestination(player.transform.position);
animator.SetBool("IsRunning”, true);
}
}
else
{
agent.SetDestination(transform.position);
animator.SetBool("IsRunning”, false);
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PerformAttack()

H pébodog PerformAttack() eivor Coroutine kot vAomoiei Eva cvoTnua eniBeong pe
SLPOPETIKOVG TOTTOVE AVAAOYQ LLE TNV KaTAoTaoT ToL Boss. Xpnoomotel to flag
isAttacking yia vo anotpéyel moAlomhiéc Tavtdypoveg embéoeic. H emhoyn tomov enifeonc
yivetal toyaio, pe tov apBpd dwbécipumv embécemv vo eEaptdtol amd TV KoTAoTooT).
21V Kavovik katdotaon o Boss emAéyet Tuyaio peta&d ovo tonwv emiBeong (Attack,
Attack_2), evd oto Enraged Mode éyet ot 8160gom Tov kat tov tpito tomo (Attack _3),
KEvovTdég Tov Mo anpdPArento kot emkivovvo.

Metd and 0.5 devtepodrenta, ®GTE va GLYYpovioTel | {nud pe To animation, EAEYYETAL AV O
naiktng Ppioketon axopa evtdg epPéretog kot epapuodleton n {nuid. To attackRange + 0.5
npocbitel pikpo buffer yio vo amopevydei n tepintwon 1 enifeon va actoyel Aoym eAappdg
kivnong tov maiktn. Metd v enifeon opiletar o cooldown avdioya e TV KOTAGTAON.
>0 Enraged Mode to cooldown pewdvetar oo 2 og 1 devtepdiento, kdvovtag tov Boss va
emuifeTal 0OVO POPES YPIYOPOTEPQL.
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= IEnumerator PerformAttack()
isAttacking = true;
t attackType = isEnraged ? Random.Range(®, 3) : Random.Range(®, 2);

if (attackType == @)
animator.SetTrigger(“Attack");

else if (attackType = 1)
animator.SetTrigger(“Attack_2");

else
animator.SetTrigger("Attack_3");

yield return new WaitForSeconds(®.5f);

if (player != null)
{

t dist = Vector3.Distance(transform.position, player.transform.position);
if (dist <= attackRange + 0.5f && playerHealth != nul
{

playerHealth. TakeDamage(attackDamage);
Debug.Log($"Boss attacked! Damage: {attackDamage}");

t cooldown = isEnraged ? enragedAttackCooldown : attackCooldown;
nextAttackTime = Time.time + cooldown;

yield return new WaitForSeconds(0.5f);
isAttacking = false;
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EnterEnragedMode()

H pébodog EnterEnragedMode() evepyomoteitar pio povo @opd dtav n vyeio mEceL KAT® 0o
50%. AvEaverl v tayvtnto and walkSpeed o runSpeed, evepyonotei to Enraged Bool otov
Animator ko e10omotel tov MusicManager va aietl tov Bpuyn0uo.

»id EnterEnragedMode()

isEnraged = true;
agent.speed = runSpeed;

animator.SetBool("Enraged”, true);
if (MusicManager.Instance != null)
MusicManager.Instance.PlayBossEnragedRoar();
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TakeDamage()

H pébodog TakeDamage() koeitar and o HandleHit() tov PlayerShooting kabe popd mov o
naiktng yromd tov Boss. [lpdta eAéyyeton av o Boss givat 101 vekpog yio va amopevydel
OTO100NTOTE EMMAEOV eneEepyacio. Xt cvvéyewo aparpeitor 1 {npid kot evepyonoteitol To
GetHit animation yia onTIKY] avoTpoPoddTNOT.AV 1) VYElR PTACEL 6TO UNOLY, Kadeital
apécmg n Die().
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akeDamage(+Loat damage

Debug.Log($"[FinalBoss] TakeDamage called! Damage incoming: {damage}. Current HP before hit: {currentHealth}");

if (isDead)

{
Debug.LogWarning(”[FinalBoss] Damage blocked because isDead is TRUE!");
return;

}

currentHealth —= damage;

if (animator != )

! animator.SetTrigger("GetHit");

}

Debug.Log($"[FinalBoss] Damage applied! New HP: {currentHealth}");

if (currentHealth <= @)

Die();
}

Ewcova 97

Die()

H pébodog Die() opilet 1o flag isDead, otapatd tov Agent, evepyomotet to Death animation
kot cvvtovilel tov MusicManager yio. o Boavdatov kat emoTpo@n ot povctkn e&epebvinong.

isDead = true;
agent.SetDestination(transform.position);
agent.speed = 0;
animator.SetTrigger("Death");
if (MusicManager.Instance != null)
{
MusicManager.Instance.PlayBossDeathSound();
MusicManager.Instance.StopBossFight();
}
StartCoroutine(ShowWinScreen());
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ShowWinScreen() — Epgavien Win Screen

To ShowWinScreen() Coroutine wepyévetl 3 dgvteporenta dote va olokAnpwbei to Death
animation Kot 6N cuvéyela korel To winScreen.ShowWinScreen(). H kaBvotépnon divet
0TOV TTOHKTN XPOVO VO AmOAOVGEL TN VIKN TOL TPy epeavictel 1o Win Screen.

te IEnumerator ShowWinScreen()

yield return new WaitForSeconds(3f);

if (winScreen !'= null)
winScreen.ShowWinScreen();
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8. User Interface (UI)

8.1 I'evixkn) Aopn

To User Interface amotelel £va amd ta w0 KPIGILO KOLUATLO OTOI0VINTOTE TALYVISI0D,
KkaBmg elvar 1 yépupo emkotvoviag LETaED TOL TayvidoL Kol Tov moiktn. 'Eva kodd
oyxedlacpévo Ul divel otov maiktn OAeg TIg TANPOQOpiec oy ypetdleTon Yo va AaPet
ATOPACELS, YOPIC VO TOV AMOGTA OO TNV EUTEPIN TOL TALYVIOLOV.

To Ul oyedudotnke pe yvopovao v amAotnta Kot ) Asttovpykotnta. O maiking yperaleton
va yvopilel avd mdoo oTrypn TV vyEia Tov, TNV KATAoTOoN TG AGTIONS TOV, TOL TTVPO LLOUKEL
OV TOV ATOUEVOLV, TV TPO0dO Tov 6 XP ko mdca kKA1 £xel cuAAEEEL. OAeg avTég o1
TAnpogopieg eppaviCovrol Tavtdypova oty 006vn pe TpoOTO OV deV EUTOSILEL TNV
0paTOTNTO TOV TTOAKTY.

I'o v viomoinon tov Ul ypnoomombnke to Canvas system tng Unity, 1o onoio emtpénet
v tonofétnon ototyeiwv Ul mhvo oty 000vn o€ otabepéc Béoeig aveEaptnra and v
Kivnon g kauepoc. o v epedvion kelpévav ypnoyoromdnke to TextMeshPro avri yia
10 mopadoctakd Unity Text, KaOdg mpoopépel Gapdg KAAHTEPT TOOTNTO YPOUUUOTOGEPAS
Kol LTOCTNPIEN Yo EAANVIKOVG yapaktpes. [a Tig umdpeg vyeiog, aomidag kot XP
ypnoportombnkayv Image components pe tomo Fill, Ta onoia yepilovv amd apiotepd mpog
T 0€€18 aVAAOYO LLE TV TPEYOLCA TIUY).

Ta kOpra otorygeio Tov Ul eivon ta €€ng:  Health Bar mov epgavilel v tpéyovoa vyeia tov
ikt pe to yopoktnplotikod chip damage effect, n Shield Bar mov epgaviCetot mave omod
v health bar ko deiyvel Ty katdotaon g aonidag, To Ammo Display mov eppavilet Tic
dwbéoieg opaipeg oe Hopen «Tpéyovaes/yepuotnpesy, n XP Bar mov deiyvel v mpdodo
TPOg TNV enOueVN avaPaduion omiov, To Key Counter mov evnuep®vel Tov Toikn Yo To
KAE1140 oL £xel cLALEEEL, To Crosshair oto kévtpo g 006vng yia T okdmevo, Ko 1 Boss
Health Bar mov epugaviletal 6to move pépog e 006vng udvo katd tn pdyn pe tov Final
Boss.

‘Eva and ta Bacikd mpoPAnpoto mov avtipetoniotnkay kotd t oxedioon tov Ul ftav 1
dwatnpnon tov references peta&d tov oknvov. Enedn o naiktng eivon DontDestroyOnLoad
Kol emProvel € OAEC TIG okNVEG, evd Ta Canvas objects aviiKovv 61 GKnvn Kot
KOTOGTPEPOVTOL KATA TN HETAPOoN, ¥peldoTnKe va avartuyfel unyaviouog SuVOUTKNG
gvpeong tov Ul elements og ka0 véa oknvni. Avtd viomombnke péow tov OnSceneloaded
event e cuvdvacud pe GameObject.Find() kon pukpn kabvotépnon frames yio va
eEaopariotel 6t1 To Canvas éyet poptwOel TANpwg Tptv avalnmBovv ta elements

To Ul ypnowomnowei Canvas pe TextMeshPro kot Image components. Kopwo otoyygio:
HealthBar (chip damage effect), ShieldBar, AmmoDisplay (X/Y format), XP Bar, Key
Counter, BossHealthBar, Crosshair.

8.2 Health & Shield Bar

H pmdpa vyelog amotelel éva amd ta mo dueca avayvopiotpo otoryeio kdbe moryvioro,
KaOdG eival cLVEXDS 0PAT| KL EVILEPDVEL TOV TOIKTY] Y10 TNV KATAGTAOT) TOL GE
TPOYUATIKO ¥pOvo. AdONKe 1d10iTEPN TPOGOYN GTO OMTIKO AMOTEALECUA, LE GTOYO VO dobel
otov maikTn pio o {ovtavn gumepio omd pio oA Prdpo Tov adEdlel GTATIKA.

I'o tov A0yo avtd vdomomOnke choTna SUTANg urdpag, yvowoto og chip damage effect. H
umdpo amotedeiton amd 6vo emdAinio Image components: to FrontHealthBar kot to
BackHealthBar. To FrontHealthBar avtitpoconevel thv tpéyovca vyeio kKot aAAALEL
apéomg poAG o maiktng oeytel {nuid 1 Bepanevtel. To BackHealthBar Bpicketon omd kdtw
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Kot aKoAoVOEL e KaBuoTEPNON, ONOVPYDOVTAG EVOL EPE TOV ATOOIOEL OTTIKA TNV KOTOAEL
vyelog.

H xaBvotépnon viomoteitar péow tng Mathf.Lerp(), n omoia mopeppdiret opord peta&d g
Tp€xovoag Kot ¢ embountg Tywne. o mo guoikn aicOnon ypnoionoteital TETpaymVIKY
napepPoin avti yua ypaupkn to percentComplete * percentComplete wov kévet ™) pundpa vo
KIVeitat apykd ypriyopo Kot vo empadvvel kabdg TANcdlel TV TEMKN Tuy.

8.3 Ammo Display

EugaviCel "currentAmmo / currentMagazines” oe real-time

8.4 Inventory Panel

Avoiyer pe I. Epopavier ta owbéoua omia duvvapikd. To tpéyov Omho €xel mpacivo
background.

Inventory

i= Pistol
T Uzi
> Shotgun

- M4
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8.5 Pause Menu

Avoiyel pe Escape. Time.timeScale = 0. ITepiéyel Resume, Settings, Quit.
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Paused

Eicova 101

8.6 Settings

Volume (AudioListener.volume), Brightness (alpha overlay), Sensitivity (PlayerPrefs real-
time). AnoOnkevovtar pe PlayerPrefs.Save().
Settings

Volume D ——— L

Brightness —ee———e 97%

Sensitivity
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8.7 Game Over & Win Screen

Game Over: fade-in animation, Restart (eravapopd HP + XP oto level start) + Quit. Win
Screen: gppaviCeton petd ) vikn ent tov Boss, Restart (amd L1, reset kAe101d) + Quit.
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Game Over

| Quit ]

9. Xvotnpo Movoikig kal ‘Hyov

9.1 MusicManager.cs

To MusicManager.cs dioyepiletar 0OAOKANPO T0 GOGTNUO LOVGIKNG TOV TTouyvidov. Eivot
VIEVOLVO Y10 TNV OVOTAPOY®YT| TNG KATAAANANG LOVGIKNG OVAAOYQ LLE TNV KATAGTAGT) TOV
oy vidlov, eEepedvnon, nayn i Final Boss, kabmg kat yio Tovg yovg Tov Boss. YAomotei 1o
Singleton pattern pe DontDestroyOnLoad, dote va emPubvel oe OAES TIC GKNVES Kot vaL
TapEXEL GLVEYN LOVGIKN EUTEPIN Y®PIG SOKOTES KOTA TIG LETAPACELS.

>to Awake() epappoletar to Singleton pattern: av dev vtapyetl AN instance, To TPEYOV
object opileton mg T0 povadikd kot emPirdver peta&d scenes. Av vdpyet 1on KAt ToL puIopet
va ovpPet av n oknvi eoptwbet Eavd to vEo object KataoTpépeTar AUECHOC. TN CLVEXELN
dnpovpyovvtar dSvvapkd dvo Eeymplotd AudioSources.
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musicSource = gameObject.AddComponent<AudioSource>();
musicSource.loop = true;

musicSource.volume = 0.5f;

musicSource.spatialBlend = 6f;

sfxSource = gameObject.AddComponent<AudioSource>();
sfxSource.loop = Lse;
sfxSource.volume = 1f;
sfxSource.spatialBlend = 6f;
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To musicSource ypNGOTOLEITAL ATOKAEICTIKA Y10, TN LOVGIKY| VTdKpovom (exploration,
combat, boss) pe loop = true, evd 1o sfxSource ypnoylomoieital yio Tovg xovg Tov Boss
(roar, enraged roar, death sound) mov maiCovv pio opd. To spatialBlend = 0f eEaocpalrilet 61
Kol ToL 6o axkovyovtal ®¢ 2D 1yog opotopopea amd 0Aa ta nyeia oveEdptnTa omd ™ B€om
TOVL TA{KTN GTOV YMPO.

EnemySpottedPlayer(
enemiesAwareOfPlayer++;

if (!isInCombat)
{

isInCombat = t
SwitchMusic(combatMusic);
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Avvopikn AAhayn Movewkng Exfpov

To cvotua povoikng exfpdv Paciletal oe Evav petpnt enemiesAwareOfPlayer mov
napakoAovBel Tooot exbpoi Exovv eviomioet Tov maiktn. H uébodog EnemySpottedPlayer()
KkaAeitoan amd o Enemy.cs ka0e popd mov €x0pdg petaPaivel oe AttackState, av&dverl tov
petpnt Kot av dev mailel non combat music, gvepyomotet T petafoon.

Yvotnua Movoikng Final Boss

H StartBossFight() xaAeiton amd to FinalBoss.cs poig o maiktng ei0éABet oty eupéreta
aviyvevong. Iailel apéomg tov evapktiplo Bpoyndud tov Boss péow PlayOneShot(), dote
va 0KoVvoTel OAOKANPOC Y®piG Vo dlakoTel Kot 6T GUVEXELN EVEPYOTOLEL T peTdfaon ot
boss music.

StartBossFight()

if (bossRoarSound != null)

sfxSource.PlayOneShot(bossRoarSound);
SwitchMusic(bossMusic);
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O1 pébodot PlayBossEnragedRoar() kot PlayBossDeathSound() kolobvtan and 1o
FinalBoss.cs otig avtiototyeg otiypés 6tav 1 vyeio téoet kbt amd 50% kot dtav o Boss
neBdvet. H StopBossFight() kaAeitan emiong kotd tov 06vato kot emotpépel oty
exploration music.

FadeToNewMusic()

H mo onpavtikny Bondntcn pébodog sivar to FadeToNewMusic() Coroutine, To omoio
vAomotel opoAn petafoon petacd povowkav. [pmta kavel fade out oty tpéyovca povekn
Hewdvovtag otadtakd tnv évraon, aAldlet to clip kot kavel fade in ot véa.

IEnumerator FadeToNewMusic(AudioClip newClip)|

while (musicSource.volume > 6f)

{

musicSource.volume —= Time.deltaTime * fadeSpeed;

yield return :

}

musicSource.clip = newClip;
musicSource.Play();

while (musicSource.volume < 8.5f)

{
musicSource.volume += Time.deltaTime #* fadeSpeed;
yield return -

}

musicSource.volume = 0.5f .
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[dwitepng onuaciog etvon n drayeipion tov fadeCoroutine. Av kKAnOel véa petdfoon evod pio
TPEYEL NOM, N TOALA OIOKOTTETAL AUESMG Kol EEKVAL 1] VEQ, ATOTPENTOVTOS GVYKPOVGELS LETOED
tavtodypovev fade effects.

ResetToExploration()

H pébodog ResetToExploration() koAeiton and o GameOverManager kotd to restart.
Mndevilet tov petpnt gxbpav ko to flag isinCombat, ko emotpépel otny exploration
music eEacparilovrog 6Tt petd amd kdbe restart | povoikn Eekvd and pndevikr| Péon
avegapTnTa amd TV Katdotaot mov NTov Tptv Tov 0dvato tov moiken.

9.2 "Hy o1l Omlov

Kdabe omho €xer dwd tov fire sound ko reload sound oto WeaponHandler. Egywpiotd
AudioSources yuw fire kot reload anotpémovv arAnAenucdioym.

Shotgun reload sound: Avamapdyetat avaroya pe tov apldpd ceopmv mov ypetdletor. Clip 11
devteporémtav Yo 8 opaipec — 1.375 sec/coaipa.
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IEnumerator PlayShotgunReload(int bulletsToReload)

if (shotgunInsertSound == ) yield break;

timePerBullet = shotgunInsertSound.length / 8f;

= 8; i < bulletsToReload; it++)

audioSource.clip = shotgunInsertSound;
audioSource.time = i # timePerBullet;
audioSource.Play();

yield return WaitForSeconds(timePerBullet);

audioSource.Stop();

if (shotgunEndSound != L)
audioSource.PlayOneShot(shotgunEndSound);
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9.3 "Hyol Final Boss

« Epgavion Boss: Roar sound éretta switch o Boss music.
+ 50% HP (Enraged): Enraged roar sound.
+ Odavarog Boss: Death sound kot emiotpoeny oe Exploration music.

© Inspector 2 Navigation (Obsolete)
63 v MusicManager
Tag Untagged Layer Default
S~ Transform
v Music Manager (Script)

Music Clips

Settings
Fade S

Add Component

Ewcova 110
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10. Alayeipion Enintédomv

10.1 LevelManager.cs

To LevelManager.cs givat to script mov diayelpiletan T AoyKn OAOKANp®oNG KAOE emmédov.
Eivat vtevBuvo yia v mopakorovnon tov exbpdv, T cuAloyN KAEOIDV, TN dteipion
tov Secret Room kot v amd@acn yio To TOTE POPTMVETAL TO ETOUEVO EMIMESO. Lg avtifeon
ne Ta DontDestroyOnLoad scripts, to LevelManager avrket o€ ké0e oknvn Eexmpiotd Kot
KOTOGTPEPETAL KATA TN LETAPOON.

Start()

Yo Start() petpovvrat ot £x0poi tng oKNVNG dlakpivovTog Kovovikovg amd Secret Room
ex0povg pécm tov isSecretRoomEnemy flag. Av o maiktng £xet oM pootikd KAl amd
Tponyovuevo enimedo, kaieital 1 HideSecretKey() mov amokpintel 1o KA1 Ko
amevepyomolel To trigger tov Secret Room.

Start()

keysCollectedThisLevel = 8;
levelCompleteStarted = false;
Enemy[] allEnemies = FindObjectsOfType<Enemy>();
foreach (Enemy e in allEnemies)
{
EnemyHealth eh = e.GetComponent<EnemyHealth>();
if (eh != 1)
{
if (e.isSecretRoomEnemy) secretEnemies++;
else normalEnemies++;

}

Debug.Log($"Normal e : {normalEnemies} Secret enemies: {secretEnemies}");

if (GameManager.Instance != null &% GameManager.Instance.HasAnySecretKey())
HideSecretKey();
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[TapakoArovOnon Exfpav ko KAedidhv

O1 péBodotr NormalEnemyKilled(), SecretEnemyKilled(), NormalKeyCollected() kot
SecretKeyCollected() xaAobvtot 0md o avticToy o SCrptS Kot EVIUEPDVOLV TOVG HETPNTEG.
H SecretKeyCollected() emmAéov gdomotel tov GameManager va anofnkedoet 1t to

Lo TIKO KAEW £xel AneBel, dote va unv gppaviotel Eova g nOpeVO eMinedo.

CheckLevelComplete() ka1 WaitBeforeL.oadCoroutine()

H CheckLevelComplete() ehéyyet dradoykd av £xovv eEovtmbei 6Aot ot kavovikoi xfpoi kot
av &gl \Nebet 1o Kavoviko kAewi. Av vai, Eekva to WaitBeforeLoadCoroutine() mov divet
otov maiktn waitBeforeLoad devtepdienta yio va e16€A0eL 6to Secret Room. Av o moaiktng
EXELNON LLOTIKO KAEWT, TO EMOUEVO ETITEDO POPTOVETAL AUECHS YOPIG OVOLOVY.

Secret Room Timer
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Ortav o aiktng eléAel oto Secret Room, n PlayerEnteredSecretRoom() evepyomotei tov 30-
deutepOAENTO timer Kot aKVpOVEL TVYOV TpEYov Coroutine POPTOONG LECH
StopAllCoroutines(). To enduevo eninedo poptmveTar povo apod eEovimwbovv ot Secret
Room gxBpoi kot AneOet to pootikd kAedi evtdg Tov xpovikoh opiov

10.2 KeyPickup.cs

To KeyPickup.cs vAomotei tn Aoyikn cvAloync kAewdwmv. KAnpovouei amd v apnpnuévn
KAdon Interactable, ondte o maiktng 10 evepyomnolel matmvroc E 6tav mincidoet.

Tonor Kieduov
To script ypnoyomotei enum yia vo dtakpivel 600 THTOVG KAEWOLDV.
[Header("Key Settings")]
KeyType keyType = KeyType.Normal;
> LevelManager levelManager;

Awake()

promptMessage = keyType == KeyType.Secret

? "Pick up Secret Key [E]"

"Pick up Key [E]";
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Y10 Awake() opiletor avtopaTo To KatdAAnAo prompt message avéAoyo pe tov THTo, MOTE O
TaikTnG Vo yvopilel T TpdkeTon vo TapEL TPV TO GUAAEEEL.

Interact()

Katd v aAnieniopaon ektehovvron Tpelg evépyeteg oladoykd. [pdta gwdomoteitat o
KeyManager va kataypdwyet T cvAroyn kot evnuepmvetar to Ul pe tov véo apBuod
KAeW1DV. X1 cvvéyewn ewbonoteitar o LevelManager yio tov tHmo 100 KAE0100 TOL
CLAAEYONKe.
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Interact

Debug.Log(" picked up!");

if (KeyManager.Instance != null)
{
KeyManager.Instance.CollectKey();
PlayerUI playerUI = FindObjectOfType<PlayerUI>();
if (playerUI != 1)
playerUI.UpdateKeys(KeyManager.Instance.GetKeysCollected(), KeyManager.Instance.totalKeysRequired);
}

if (levelManager != L)
{
if (keyType == KeyType.Normal)
levelManager.NormalKeyCollected();
else
levelManager.SecretKeyCollected();
}

Destroy(gameObject);
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10.3 SecretRoomTrigger.cs

To SecretRoomTrigger.cs givot évo amkd aAAd onpavtikd SCript Tov aviyvevel TV £i6060 TOV
naiktn oto Secret Room kot €wdomoiel tov LevelManager va evepyomomoetr tov 30-
devtepdAemTO timer.

MonoBehaviour

LevelManager levelManager;
Start()

levelManager = FindObjectOfType<LevelManager=();

OnTriggerEnter(Collider other)

if (other.CompareTag("Player"))
{

if (levelManager != )]
levelManager.PlayerEnteredSecretRoom();
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To script tomoBeteiton oe €va invisible trigger collider otnv gicodo tov Secret Room. Xt0
OnTriggerEnter() eAéyyeton av to Object mov pmnke otov trigger eivot o maiktng pécm tov tag,
Kot ov voi kodgiton ) PlayerEnteredSecretRoom() tov LevelManager
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11. Meibovtikd Implementations

11.1 Enéxtaon Ilepigyopévou

To mayvidl otV Tp€Yovca LOPPT TOL ATOTEAEL Lo, OAOKANP®UEVT EpmELPin, ®GTOCO
VILAPYOVY TOAAEG SVVOTOTNTEG EMEKTACTG TOV TEPLEYOUEVOL TTOV ol LITopovGAV VoL
gumAovticovv onuavtikd to gameplay. [lpdta kot KOpla, 1 TpocONKn emmALoV eMNESWV e
véa Ko StpopeTikd tepiBdArovta Ba £dve oTOV TOUKTN pEeYOADTEPT TOKIAMQ Kol Oo
emekteivel ™ dudpketa Long tov moyvidov. Kébe véo enimedo Ba pmopovce va e1dyel véoug
TOTOVG £XOpDV pE EEXYOPIOTES IKOVOTNTEG — Y10 TaPAdELYLaL £XOPOVS TOV Bepamelovy ToVG
YOpw ToV¢ N} €xBp0vE oL emitiBevton and andotaot pe dopopetikd potifo. Emumiéov,
npocOnkn véwv omAwv 6mtmg sniper rifle 1 rocket launcher 6o epndovtile 10 ovoTnUA XP Kot
Oa £dve 6TOV MOIKTN TEPIOCOTEPEG EMAOYEG GTPOTNYIKNG. TELOC, TOL LLGTIKA dUdTIO O
pumopovoav va eEEAYO0VV amd amAohg YHOPOVS LAYNS € TANPT puzzles Tov amaTovV GKEYT
ka1 e&epedivnon yuo vo AvBovv.

11.2 Teyvikég Behtiooelg

Ao teYVIKNG dmoyng, N onuavtikdtepn Pertioon mov o pmopovoe vo vAomomBel etvar Eva
cvotnpa amodnkevons kot optmong (Save/Load), to omolo Ba enétpene ctov maiktn va
ocvveyloetl and exel mov oTapdnoe Ypic va xpetdletar va Eekva amd v apyn. [Hapdiinia,
1 TEYVNTA Vonuoouvn Tov exfpdv Ba propovoe vo BeAtiobel pe mo eEglypévoug
alyopBuovg pathfinding, kévovtog tovg ex8potic mo £Evmvoug kot SHGKOAOVS VoL
OVTYETMOMGTOVV. XTOV OTTIKO Topéa, 1 TpocOnkn particle effects yia mupofoicpoig kot
expn el kabag kot post-processing effects dmwg bloom xaut depth of field 6a avafadulov
OTUOVTIKA TNV oloONTIKT ToL oy vidlov. TéLog, Ta animations T@v 6mAmv Ba propovoay va
EUTAOVTIGTOVV [LE TO AEMTOUEPEIS KIVIGELS KOTA TOV TUPOoPOoAG O Kot To reload.

11.3 Multiplayer

‘Eva and ta o eihodo&a peAlovTika oyédia eivar ) tpocbnkn multiplayer Asitovpyucdnrac.
"Eva co-op mode Ba enétpene og 500 N TEPIGGATEPOVS TOUKTES VO GLVEPYOGTOVV Y10l VO
oAokAnpdcovv Ta enineda pali, popalovtag Ta KAWL Kot KOADTTOVTAG 0 £VaG TOV GAAOV
katd ) pdym. ‘Eva online leaderboard Bo mpdcbete aviaymvicotikd ototyeio, emTpémovtog
0TOVG TOUKTEG VO GLYKPIVOLV TO AOTEAEGLOTA TOVG e GALOVG € OAO TOV KOGHo. TéNoG, éva
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PvP mode Oa épepve Evav evieddg vEo Tpomo mayvidiov, fAlovTog Toug TaiKTEG Vo
avTETOTILOVV 0 €vag Tov AAAOV ot TEPIPAALOVTO TOV ALY VIS0V,
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12. Oporoyia

12.1 Epyaleia,

.

.

.

Unity: Game engine mov ypnoyonomOnke.

C#: '\woca TpoypappaticoD.

NavMesh: botuo Al Thonynonc.

Raycast: Aviyvevon cOykpovong HEGH axTivag.
CharacterController: Unity component yw kivnon.
DontDestroyOnLoad: EmiBimon object peta&b scenes.
Singleton: Pattern pe povadiko instance.

State Machine: Mnyovy katactdoswv Al.
PlayerPrefs: Atobnkevon pvOuicewv tomikd.

12.2 MMaryvion

.

FPS: First Person Shooter.

XP: Experience Points - mévtol euneipiog.

HP: Health Points - {on.

Shield: Aonida mov peidver damage.

Magazine: I'spuotipag 6mAov.

Pellets: Z@aipidia Shotgun.

Final Boss: Televtaiog exfpog.

Secret Room: Kpvpd dopdtio pe pootikd kKAWL,

Enraged Mode: Katdotaon Boss pe avEnuévn embetikotnra.

Inventory: Zootnpa evoAlayng 0miwmy.

Chip Damage: Ontiké £9é otadiokne peioong HP bar.
Waypoint: Enueio TAonynong yo mepumoAio.

Hitbox: Aoparog collider yio. damage detection.
Spawn: Anpovpyio ovTIKEWEVOL GTN GKNVY).

IMtoyaxn Alotpin
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13. Xoumepaocpata

H dnpovpyia tov "The Keyhunter of Hidden Chambers" omotélece pia GuvopmaoTiky Kot
arortntikn eumepio. Katd m didpkeia g nruylakng epyasiog eppdbuva oe moAlolg topeig
tov game development: @uGIKY Kiviomn, TEXVNTH VONLOGUVN, GGt OTA®V, dtayeipton Ul,
persistence 6£00UEVOV Kot SUVOLIKT LOVGIKT.

H peyordtepn teyvikn mpdxinon frav m dwyeipion persistence petad oknvov. To va
drtnpovvton XP, kAedid, 6mha Kot vyeio KOTA T LETAPOOT ATOiTNOE TPOGEKTIKO GYESACHO
ue Singleton pattern kot DontDestroyOnLoad. Eniong, n vAomoinon tov Shotgun reload sound
(avédroyo pe Tov OoplBud CEOPAOV) KOl TOL SUVOUIKOV music system ntav dlaitepa
INuovpykég AOGELS.

To cbomua KAeW1OV pe T Aoy tov Secret Room (30-sec timer, persistence peta&o levels)
OMOTELECE TOV KEVIPIKO UNYAVIGUO TOV oY VIO00 Kol £0GE 6TOV oKt eAevBepia emAoync,
Vo avalNTACEL TO HUOTIKO KAEWDL 1] VO TO 0PN OEL Y10 apYOTEPQL.

Yvvoyilovtag, to "The Keyhunter of Hidden Chambers" eivar éva minpeg mouyvior mov
amodewkvoel Tig dvvatotreg ™ Unity3D ko g C# yu onuovpyio obhvBetwv game
mechanics. H epnepia avtn omotelel e€opetikn faomn yio pehAovtikd Projects otov topén Tov
game development.
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