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TUHAPATOG AUTHAG, YIO EPTTOPIKO OKOTTO. ETTITPETTETAI N avaTUTTWwon, AToBrikeuon Kal diavoun yia
OKOTTO [N KEPOOOKOTTIKG, EKTTAIOEUTIKNG A €PEUVNTIKAG @UONG, UTTO Tnv TTpolTrébeon va
ava@EéPETal N TNy TTPOEAEUONG Kal Va dIATNPEITAl TO TTAPOV HAVUMA.

O1 atréYeIG Kal T CUPTTEPACUATA TTOU TTEPIEXOVTAI O€ AUTO TO £YYPAPO EKPPACOUV ATTOKAEICTIKA
TOV ouyypa@éa Kal Oev avTITTPOCWITEUOUV TIG £TTiIONWES B€aelg Tou MNavemmioTnuiou Meipaiwg.

Q¢ ouyypag£ag NG TTaPOUCaG EPYATiag dNAWVW TTWG N TTapoloa epyacia dev ATToTeAEl TTPOIGV
AOYOKAOTTNG Kal OV TTEPIEXEI UAMIKO aTTO PN avOaQEPOUEVES TTNYEG.
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EuxapioTieg

Oa BeAa va euxapIoTACW Tov KABNynTr pou, KUplo EuBuuio AAETTN Kal Tov BonB6 Tou Mapyapitn
KauAtolo yia v BonBeia Toug oTnv eKTTOVNON QUTAG TNG £pYATiag.

Oa ABeAa eTTiong va euxapIoTAOW OAOUG TOUG ayaTTNUEVOUG HOU avOpPWITOUG TTou PE oTnpifouv
TTAVTA KAl JE ayatrave, Kal e1I0IKA auToug TTou ETTaiéav To Traixvidl kai Bprikav Aden 1rou dev eixa
EVTOTTIOEI EYW. ZAG EUXAPIOTW KAl 0OG AyaTTaw TTOAU.
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MepiAnyn

H mrapouca mrTuxiakn epyacia pe TiTAo: Avatrtuén 2D Traixvidiol TTAATQOPUAS O HPECAIWVIKO
mepIBaANov:  «Meoaiwvikég TMepimméTeieg»  cival éva 2D side-scroller platformer  traiyvidl
uAoTToINuévo XPNOIMOTTOIWVTAG TNV Pnxavh ypagikwy Unity kai Tn yAwooa C#. To traixvid
amroteAcital amé  TrévTe (5) emmimeda Ta omoia EekAsidwvel oTadlakd o TTaikTnG. 'Exel kammoloug
BaoikoUg pnxaviopougs eupéwg dI0dedOUEVOUG OTA NAEKTPOVIKA TTaIXVidIa KaTd TNV I0TOPIA, O€ JIa
QapXIKr Toug Jopen. MNa mapddeiyua, uTrdpxel ouoTnUa JAXNG Kal £X0POoi TTou UTTOPET va XTUTTACEI
0 TTaiKTNG, KaBWG Kal £vag 1o dUOKOAOG exBpdg oTo TEAOG KABE etTiTédou (boss fight). ETriTA¢ov,
UTTAPXOUV KATTOIEG avaBaBuioslg (upgrades) TTou ITTOPET va ATTOKTACEI O TTAKTNG OTNV TTEPITTETEIG
TOU, Kal GAAoI pnxaviouoi TTou Ba avaAuBoUlv oTn cuvéxela, OTTwG N Jouoikn. H epyaoia cival
EUTTVEUOHEVN OTTO TTaIXVIOIA TTOU €Xw TTaIgEl Kal gival opdonua oTn Biounxavia kar Tautdéyxpova
atroTeAOUV EUTIVEUON YIa VEOUG avepXOMEVOUG game developers.

NECeic kAeidia: Unity, 2D, C#, platformer

Abstract

This thesis titled: Development of a 2D platform game in a medieval environment: “Medieval
Adventures” is a 2D side-scroller platformer game developed using the Unity graphics engine and
the programming language C#. The games contains five (5) levels which the player unlocks
gradually. It has some basic mechanics widely used in videogames throughout history, in a basic
form. For instance, there is a combat system and enemies that the player can attack, in addition
to a more difficult enemy in the end of each level (boss fight). Moreover, there are upgrades the
player can obtain in their adventure, and other mechanisms that will be analysed, like the music.
The project is inspired by videogames | have played and are landmarks in the industry, and are
also inspiring for young upcoming developers.

Key words: Unity, 2D, C#, platformer
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1. Eicaywyn

Ta nAekTpOVIKA TTaIXVidIa (videogames) éxouv pia TTOAU TTAoUCIa I0Topia. =eKivnoav atmd KAT
TTOAU aTTAG OTTWG TO VA XTUTTAEl JIa UTTAAQ O€ pia TTAEupd TNG 006vng Kai va TTnyaivel atTnv dAAn
TAEUPd, o€ KATI TTOAUTTAOKO TTOU TTPOCPEPEl TEPAOTIO Xap& o€ TTANB0G KOOHOU. Ta NAEKTPOVIKA
TTaixvidla gival TTAéov €éva TEPAOTIO PECO WuxXaywyiag, oTa oOToia 0 KatavaAwTAg dev eival
TaBNTIKOG, Kal ameuBovovTtal oe dTtopa KABe nAikiag TTou o KaBévag ptmopei va Traifel 61rolo
TTauxvidl rpotiudel. Maixvidl TTou QTIAXTNKE atrd YEYAAN €ITapeia Ye TEPAOTIA OIKOVOMIKY dUvapn
Kal XINGdEG epyalduevoUG, TTaIX VIOl TTOU QTIAXTNKE atTO OuAda OEKA ATOPWY HE £va OVEIPO Kal
TTEPIOPIOHUEVEG DUVATOTNTEG, TTAIXVIOI TTOU ETTISILKEI VO TTEl JIA TTOAUTTAOKN I0TOpIa, TTaIXVidl Je
KApPTEG KATT. To vonua eivalr 0TI utTdpxel éva Traixvidl yia Tov KaBéva o€ auth Tn TePAOTIA
Biounxavia. Kai 611 Trépa a1rd euTu)ia, £va TTaixvidl UTTOpEl va TTapEXEl CUVTPOPIA O€ KATTOIOV O€
OUOKOAEG OTIVUEG.

Evyw &exivnoa va aoxoAlouparl pe ta Bivreottaixvidla atmmd 1a TEAN Tou dnUOTIKOU Kal KEPDBIoAV TO
EVOIAQEPOV OU OKOPO TTEPICCOTEPO OTO Yupvaaoio. Exei AdTpewa didpopa €idn TTaixvioiwy aAA&
I010ITEPA AUTA TTOU £XOUV VA TTOUV PIa KAAR 10Topia. ‘Ewg kal oAuepa Ta TTauyvidia Trapapévouv
éva peyadho TTaBog oTn {wn Pou Kal KATI TTou AaTpelw va Kavw. Mou €xouv TTpooQEPEl AUETPNTES
OTIYMEG euTuXiag, Bupol, cuykivnong, ueAayxoAiag. TMoAAG Ttraixvidia atroteAolv Kal TTNyNA
EUTTVEUONG VIO EPEVA OANG O€ AQUTH TNV EpYOTia EUTTVEUOTNKA KUPiWG atrd duo. Auo Traixvidia TTou
gival TG00 TTapouoIa PETAEU TOUG OAAG KAl TAUTOXPOVA OIOPOPETIKG.

To TrpwTo TrauXVidI €ival yevikd 6An n oeipd Twv TTaixvidiwv Super Mario Brothers amé tnv
Nintendo. lowg 1O TTI0 10TOPIKG TTaIXVIdI KAl TTIBAvVOV O TTIO avayvwPIoIHOG XAPOKTHPAS TNG
Biounxaviag, o Mario, akéua kai a1rd aTopua TTou dev aoxoAouvTal pe Ta TTayvidia. To aixvidl autd
gival aivopevik@ atrAd. ‘Exel TioTeg OTToU 0 TTaiKTNG EEKIVAEI aTTd T apIoTEPA KAl TTAEI TTPOG TO
0e€Id, aTTOPEUYOVTAG TUXOV EUTTOBIA KAl £XBPpOUG, UEXPI VO PTACEI 0TO TEAOG TNG TTIOTAG. ZKOTTOG
TOU gival va VIKAOEI OAEG TIG TTIOTEG YIO VO OWOEl TNV TIPIYKITNIooa. H eTaipeia 1Tou €@miage 1o
Trauyvidl, n Nintendo, €ival yia I0TOPIKN ETTIXEIPNON WE TTOAU QaAvATIKO KOIVO Kal JEPIKA ATTO T TTIO
BpuAIkad TTaiyvidia otnv 1oTopia TWv BivreoTTaixvidiwy. OTTwG @aiveTal Kal atTd TIG TTAPAKATW
€IKOVEG, TO TTaIXVidI £x€1 €CeAIXOEl TTAPA TTOAU OXETIKA UE TO TTPWTO OTn CEIpd, aTmd Ta YPAPIKG
MEXPI TOUG TTIO  TTOAUTTAOKOUG PNXaviopoUs. H ouaia Ouwg TTapapével N idia Kal attoTeAE akOpa
Eva TTauyvidl T1Tou Kail £vag apxApiog JITTOPE va KATAAAREl UKOAQ TI XPEIAZETAI VA KAVEL.
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1.2 To mo mpdéo@ato Super Mario Bros, oto Nintendo Switch 1 & 2

To GAAo Trauyvidl TTou atroTéAece €uTTveucn yia Tnv gpyacia ATav 1o Hollow Knight, Tng Team
Cherry. Z¢ avtiBeon pe 10 Super Mario 61Tou QTIAXTNKE aTTd YIa TEPAOTIA £TTIXEIPNON, TO Hollow
Knight dnpioupynlnke Kupiwg atmd pia ogada TpIwV atduwy ol oTroiol EBalav auTtd To gyxeipnua
oTto Kickstarter yia oikovouikf evioxuon. ‘Exel yivel éva atrd 1a mo ayarrnuéva mraixvidia autou
TOU €idoUG yIa Toug TTAOUCIOUG UNXAVIOHOUG Tou, TRV JOVadIK) Tou aTuéo@aipa aAAd Kal yia TV
IoTOpia TNG dnuioupyiag Tou. Mépa armd 1o yeyovog OTI gival EKTTANKTIKO oav TraixVvidl, €ixe Kal
TEPAOTIA OIKOVOMIKA ETITUXIO KATI TTOU WONOE TNV opdda va @Tidger Tov diadoxo Tou, 1o Hollow
Knight: Silksong 1mou kukAo@dépnoe TTpdo@aTa Kal ATav éva OTTO TO TTI0 TTOAUOVAPEVOUEVA
TTaiyvidia.

Meoaiwvikég MNepITTETEIEG 8
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1.3 Hollow Knight, Team Cherry

Omtwg avagépbnke TTapatrdvw, Ta TTaixvidia otn Bacikr) Toug 16éa poidlouv apkeTd. Eival kai Ta
ouo 2D platformer 61T0U 0 TTAIKTNG TTPETTEI VA VIKNAOEI TOUG £X6p0UG XPNOIKNOTTOIWVTAG dIAQOPOUS
HNXAVIOUOUG. AIG@epoUV OUWG OTNV atudéo@alpa, oTnv TTPOKANCN, OTNV IoTopia Kal o€ GANoug
TOMEIG. Xwpi¢ 6uwg 10 Super Mario, 1o Hollow Knight dev Ba utmpxe 6TTwg kai GAAa XIAIGdES
TTaIXVidIa ylo Ta OTToia aTTOTEAECE KAl ATTOTEAEl akdua Eutrveuon. OTTwg Kal yia TV TTapouca
epyacia, og dIAQOPOUG TOEIG.

1.1 Aopn gpyaciag

270 KePAAaIO 2 TTapouciadetal n peBodoAoyia TTou akoAouBnoa yia TNV avatrTugn Tou Traixvidiou.
Molog €ival o OoKOTTOG Tou Kal TTEPIANTITIKA oI @AceIg TG avaAuong, NG oxediaong Kal Tng
ulotToinong. 210 KEQPAAAIo 3 TTAPOUCIAZETAI AVAAUTIKA 0 oXedIaoNOG Tou TTaivyidiou. Moleg fATav
Ol ATTAITAOEIG TOU, TO OEVApPIo Kal gameplay. ETitTAéov, TTapouciddovTal EexwpioTd OAEG O OKNVEG
kal 6Aa ta TuAdaTta Tou Ul To kepdAaio 4 €ival yia Tnv avAdAucn Kal TNV apXITEKTOVIKI TOu
TTaixvidiou. lMoia gival Ta Bacik@ Tou CUCTAPATA KAl UTTOEVOTNTEG yia TNV por} dedopévwy kar UML
dlaypdupata. 210 KeQAAaio 5 avaAuovtal Ta scripts Tou TTaixvidiol Kal 0AOKANPOG O KWAIKAG
TTapoucIAdeTal OTa TTAPAPTAMATA. ZT0 KEQAAQIO 6 ava@EépovTal Ta TTPORARKATA TTOU TTPOEKUWAV.
TéNog OTO KEQPAAQIO 7 avaypd@ovTal Ta CUPTTEPAoUATa Kal n Toavr) HEAAOVTIKA ETTEKTOCN TOU
TTaIXvidiou.

Meoaiwvikég MNepITTETEIEG 9
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2. MeGodoAoyia

2.1 ZKkomog

O okotrdg Tou TTaIXVIBIOU €ival va KOTA@EPEI O TTAIKTNG va VIKAoEl OAeg TIG TioTeg. Na va Ta
KATapéPEl TTPETTEI VO TTEPACEI aTTO Ta EUTTOSIA TTOU UTTAPXOUV OTO TTEPIBAAAOV, atrd £xBpoUGg Kal
atro €vav 1o duvaTto exBpo oTo TEAOG KABe TTioTag. ETAEXONKE £va PHECAIWVIKG TOTTIO I TO
TTaIXVidl HE OTOIXEIO QAVTACiag, XWpPig va diveTal ATTapaiTNTA £UOACn OTOV PEAAICHO.

2.2 AvaAuon

270 TTaIXVidI O TTaiKTNG £XEl €va oTTaBi Kal pia aoTTida oTa oTToia Ba TTPETTEl va BACIOTEl KOTA TN
OIdpKEIa TNG TTEPITTETEIAG TOU YIA va PTACE! £vav AyvwaoTo OTOXO. TN TTopEia Ba UTTopei va eTTIAEEE!
Kal KATTolEg «avaBabpuiosig» TTou Ba Tov BonBAcouv va VIKACE Toug £xBpoUg eukoAdTEpa. Mépa
a1Td TOUG £XBPOUC TTOU UTTOPOUV Va ToV BAGWOUV O TTAIKTNG TTPETTEI VA AVTIMETWTTIOE! Kal TO id10
TO TTEPIBGAAOV KaBwWG uTTdp)xouV TTayideg Kal dua TTéoel atrd 1o £dagog Ba xaoel {wr). ETmmAéoy,
KAOe TrioTa £xel éva checkpoint. Av To @TACEI O TTAIKTNG KAl XAOE€l hia {wr JETA aTTO €KEQ, Ba KAvEl
spawn o010 checkpoint kai éx1 oTnVv apxr TNG TTicTaAG.

2.3 Zxediaon

To TpwTo BriPa ATAV N €Upeon Twy assets , amod 1o Unity Asset Store, TTou va Taipialav oT1o €idog
TTaiyvidioU TTou BeAa va eTidlw. 'Exouv xpnoigotroinBei assets yia Tov TaikTn, yia 6Aa 10 ypa@Ika
YIO HOUGIKN Kal AXO0. TN OUVEXEIQ EEKIVNOQ va UAOTTOIW TOV TTAIKTN OTTWG TOV NBEAQ yia TO TTaixvidl,
TO ONUAVTIKOTEPO PEPOG KABE TTauXVvIdIoU. ‘ETTeiTa, oxedIAoTNKE TO ApPXIKO PeEVOU, TO PEVOU yid TNV
TTauon Kabwg Kal To Yevou yia Tnv €mAoyA TNG TTioTag. Metd dpxioe n oxediaon Tng KABE TTioTOG
&exwpIoTd. ApXIKA TO £00QOG Kal N Yevikr dOUA TNG TTIoTAG Kal 0Tn ouvéxela n 8€on Tou checkpoint
Kal TwV €X0pwV, N JOUCIKA KAl Ol AXOI, TO HEPOG TTOU TTAIKTNG UTTOPED va TTapel upgrade, o1 €xOpoi,
710 final boss kd&6¢ TioTag kai T€EAog 1o Ul (User Interface — Aictragny XpAoTn).

2.4 YAomoinon

Ymrépyxouv OIAQOPEG UNXAVEG YPAPIKWY yia TRV avatrTuén Traixvidiwyv. Kdrmoieg amrd Tig 1o
yvwoTég gival n Unreal Engine, n Unity kai n Godot. MNa autr) Tv epyacia emAEXOnke n Unity
eTTEION €ipal ECOIKEIWPEVOG UE QUTH, TPEXEI XWPIG TTOAU PEYAAN emTIBApUCVN OTOV UTTOAOYICTH] JOU
(yia Tnv avarmTuén diodiaoTatwy TraixviSIwv) Kal TEAOG yia TOV KWAIKA XPNOIPOTIOIEl TNV YAWwooa
C#, pe tTnv omoia ipal e¢oikeiwpévog. MNa Tnv avarTugn aixvidiwv oto Unity xpnoigotrolouvTal
assets. Ta assets PTTopei va gival ypa@Ikd, fixol, @€, akopa Kal KopuaTma Kwdika. Zxeddv 0Aa Ta
assets Tou TTaixvidiou gival atré 10 Unity Asset Store kai gival 6Aa dwpedv. To Taiyvidl arroTeAeital
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a1To OKNVEG (Sscenes) Yéoa OTIG OTToiEG UTTAPXOUV Ta assets, KwdIKag Kal 6TI GAAO XpeladeTal yia
va AEITOUPYAOEl CWOTA TO TTAIXVIOI.

3. Zxedi1aopog Maixvidiovu

3.1 AmaiITROEIg

O1 AeIToupyIKEG ATTAITAOEIG TOU TTaIXVIBIOU gival ATTAEG. O TTaIKTNG TTPETTEI VA KIVEITAI EAEUBEPT OTOV
Xwpo. AnAadn, va utropei va TTpoxwpdel 0egid kal apioTepd, va TTndOdel Kal va KAvel ETTiBeon.
EmmimmAéov, va uTTApXEl apXIKO PJevoU Kal HEVOU TTAUCNG KAl YEVIKOTEPA Eva TTANPWG AEITOUPYIKO Kal
euxpioto Ul yia va éxel yia euxdpioTtn eutrelpia o Taiktng. Etriong, Ba mpétrel va ammobnkeuovTal
oToIXeia OTTWG N TTPOOdOC TOU TIAIKTN KAl Ol ETTIAOYEG TOU, yIa TTAPADEIYUA TTOIEG TTIOTEG EXEI
gekheidwoel. TENOG, oI evéEPYEIEG TOU XOPOKTAPA VA €XOUV ATTOTEAEOHA OTOV KOOWO. 2Thv
TTEPITITWON TTOU TTECEl OTO KeVO va xaoel pia {wr, av XTUTTAoel évav €xBpd va peiwoel TRy (wn
TOU.

O1 un Acitoupyikég ammaITAOEIG €ival: va TpExel oTaBepd 1o TTaIxVidl. AKOun, va gival cuupatod pe
Windows kai TEAOG va €ival attAd Kal katavonTd Ta controls Tou TTaixvidlou Kal va unv PTrepdelouy
TOV TTQIKTN.

3.2 Zegvapio

To Ttraiyvidl dev eival story driven. AnAadrf dev TTapoUCIAdEl KATTOIO I0TOPIO OTOV TTAIKTA OUTE
eCehiooetal kaTToIa TTAOKT). Aivel OToV TTAIKTN TNV €AeUBepia va epunveloel Tov KOO0 OTTWG BEAEI
Xwpig va utrdpxel owoTd A AdBog. QoTéc0o, oTn @Aon Tou oXedlaouoU Tou TTaIxVISIoU gixa IO
10€a yia TNV I0Topia aTnv oTToia Ba puTTopolaa va BAcIoTW Yia TOV OXEOIOOUO TWV ETTITTEDWV.

O mpwTtaywvioTAG PpiokeTal o€ €va PEPOG OTTOU gival O TeAeuTaiog (wvTtavog avBpwTrog. lNa
KATTOI0 AOYO €XOUV aTTERILDOEI OAOI KOl Ol YUXEG HEPIKWV EXOUV LETATPATTEI OTOUG aTTAOUG £X0p0oUGg
TOoUu Traixvidiou. Aev kdvouv TTpooTraBeia Ouwg va €mMTEBOUV OTOV TTPWTAYWVIOTH, OTTAG
METOKIVOUVTAI AOKOTTO OTOV XWPEO TTEPIYEVOVTAG VO TOUG OKOTWOEI O TTAIKTNG VIO va UTTOPETEl va
aTreAEUBEPWOET Kal N wuxr Toug. AvTIBETWG, Ta bosses kdABe TioTag €ivalr exBpoi TToU €xel
onuioupynael 1o final boss, n evodpkwaon Tou GavdTou, yia va eUTTodicEl TOV TTPWTAYWVIOTH Va
TOV QTACEL. 2T0 TETAPTO ETTITTESO SNUIOUPYE PIa AvTIypa@r TOU TTAIKTN O€ PIa TEAEUTAIO aTTOTTEIP
VO TOV OKOTWOEL. ZTNV TEAEUTAIO TTIOTA O TTPWTAYWVIOTAG EPXETAI AVTIUETWITTOG ETTITEAOUG UE TOV
Odvaro. Av Kata@épEl va ToV VIKAOEL, Ba €xel atreAeuBepwoel OAEG TIG WPUXES TOU KOCHUOU TOU Kal
a@ou gival 0 TEAeuTaiog AvBpwTTog, dev £XEl KATI AAAO va KAvEl Kal TTEBaIVEI KAl AUTOG.
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3.3 Gameplay - Walkthrough

ZEKIVWVTAG TO TTAIXVidI, O TTAIKTNG PETAPEPETAI OTO APXIKO pevou. Ekei ummopei va &€l Ta controls,
va eTTIAECEN TO eTTiTTESO BUOKOAIOG TTOU €TTIBUEI Kal OTaV gival £TOINOG va Eekiviael To Traixvidl. H
QuoKoAia o€ autd To TTaIyVvidl eTTnPEeddel TN (wn Twv exBpwv. 1N Normal duokoAia Ba €xouv Tn
TpoemAeyuévn {wr) Toug. ZTnVv Easy 8a €xouv Aiyétepn kai atnyv Hard mepiocdtepn. ZTn oUVEXEID
METAQEPETAI OTO PEVOU €TTIAOYNG TTioTAG OTTOU Ba ¢l 6TI N Pbvn dlaBEaiun TTioTa €ival n TTPWTN.

ZEKIVWVTOG TNV TTPWTN TTioTa, 0 TaikTNG Ba d&l pia TrioTa Pe TTPacIivada kal dévipa. Oa
TTapatnpnoel kKatmola spikes TTou TTPETTEl va TTpoaTTePdael SIOTI av TO AKOUMTTACE! Ba PEIwBEi N
Cwn Tou. OTTéTE XPNOIMOTTOIWVTAG TO space bar ptropei va KAavel GAPa Kal va Ta atmo@uyel. Oa
£pBel KAl QVTIUETWTTOG UE TOV TTPWTO £XOPO TOV OTTOIO PTTOPEI €iTE VA ATTOPUYEI i} VO OKOTWOEI [E
TO OTTaBi TOoU Kal TO apIoTEPO KAIK oTO TTOoVTiKl. AQoU TTepdoel To checkpoint Ba &1 £va oTriTl.
Mrtraivovtag péoa Ba avTikpioel duo oevToUKIa aTTd Ta oTToIa UTTOPET Vo DIOAEEEI Hbdvo éva. To €va
Ba Tou auénoel Tn {wn poéviha kal To GAAo Ba peiwoel T ¢nuid TTou BEXETal aTTd OAOUG TOUG
exBpouc. MoAIg Byel atrd TO OTTiTI, Oa TTPETTEI VA QVTILETWITIOE! TO TTPpWTO boss, Tov Blue Bandit.
NIKWVTAG TOV, TTPETTEI VA TTPOCEUXNBOEI 0TO AYOAUa KAl £TOI ETTIOTPEQPEI GTO PEVOU ETTIAOYNG TTIOTAG
o1ToU Kal Ba el 611 £Xel EEKAEIDWOET Kal TO BeUTEPO ETTITTEDO.

MpoxwpwvTag oTn delTePN TTioTA, Ba TTapaTnEioel OTI TO TOTTIO €ival TTAPONOIO GAAG TWPA EXEI
Téoel 0 NAIOG Kal Bev €xel TOOO PWG. AQoU geTTepdoel OAa Ta eTTODIA, spikes, eExBpOUG Kal Ta Kevd
oT1o £da@og, Ba @Tdoel oTo deUTEPO boss 01O vekpoTageio 6tTou Kai Ba d¢l Tov Haunting King.
MpéTTel va 1o VIKACEI Kal va KAvVEl O,TI €KAVE Kal TNV TTPWTN TTioTa Kal Ba EekAeidwBei TO TpiTo
ETTITTEDO.

TNV TPITN TTOTA O TTAIKTNG BPICKETAI OE £va TTI0 OPEIVO PEPOG TNG TTEPIOXAG KAl TO TOTTIO £XEl
oMGEel. O oupavog cival pwfB, 1o €00@Qog €xel epaBei kal aTTOTEAEITAl QTTO TTETPEG KAl
VEKPOKEPAAEG KAl T KEVA TTOU TTPETTEI VA TTPOCTTEPACEl gival peyaAuTepa. MNa va TTPOoTTEPATEI
TNV mioTa Ba Tpétrel va EeTrepdoel TO TPITO boss, TRV UTTEUBUVN yia Ta Kpavia oTo £€5agog, TNV
Skullen Witch. Av kuplapyioel otn péxn, 0a ¢ekAcidwaoel To eTTiTTed0 TECTEPQA.

270 TETAPTO £MiTTEdO, O TTAIKTNG TTANCIAlEl 0TO TENOG. 'Exel Bpadidoel evieAwg Kal TO Hévo Qwg
gival a1rd Ta a0TEPIA, TA OTTOIA BiVOUV £VA KOKKIVWTTO XPWHO OTO £8a@OG KAl € OAQ TA AVTIKEIIEVA
NG oKkNVAG. Oa KANBEI va avTINETWTTAOEI TN JEYOAUTEPH TOU TTPOKANGN PEXPI OTIVUAG OXETIKA HE
Ta AAPOTA TTOU Ba XPEIOOTEN va KAVEL yia va OAOKANpwaoel Tnv tioTa. MNpiv 1o boss dpwg, Ba €xel
Mo eukaipia va Tapel GAAo €va upgrade ptraivoviag oT1o 8eUTePO OTTiTI. MTTOPEi TTAAI VO ETTIAEEE!
éva a1mo Ta dUo oevToUKIa OTToU TO éva Ba Tou dwael eMITTAoV (wr) Kal To Ao Ba Tov KAvel va
oéxetal Aiydtepn npId attd Toug £xBpoUG. Av KATAQEPE! O TTAIKTNG Kal PTACEl OTO TEAOG Ba £pBel
QVTIMETWTTOG WE Evav AyvwaTo £XOp06. 'Evav TTou yvwpilel TNV KABE Tou Kivnon Kal 6a QUCKOAEWEI
OPKETA TNV TTOPEIA TOU.

To TéuTTTO €TTITTEDO €ival TO TEAEUTAIO QUTAG TNG TTEPITTETEIAG TOU TTPpwTaywVvIoTH. O oupavog
@aiveral TToAU duooiwvog OTTWG Kal o1 exBpoi. ETTITTAE0V, atrd TO £80QOG TTPOEEEXOUV TEPATTIO
oTTaBId TToU O TTaIKTNG eV yvwpilel yiaTi eival ekei. AUTO TO TTITTEO €ival TO HEYAAUTEPO OE€ £KTAON
0AAG Kai TO TTI0 SUCKOAO OTN YETAKIVAON TOU TTAIKTN KABWG TTPETTEI va TTPAYUATOTTOINCElI AAATA
ME HEYAAN akpifeia aAAiwg Ba TTéoel oTo KevO. OTav o TTaikTNG T TTpooTTEPAOEl OAa auTd, Ba £pbel
QVTIMETWTTOG E TOV BUOKOAGTEPO £XOp0b. Tov idio Tov @dvaTto. Av Byel VIKNTAG aTTd TN JAxn Ba €xel
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Mruyiaki Epyaoia MouAadog KwvoTavTivog

OAOKANPWOEl To TTaIXVIdI Kal Ba ptTopei va dIaAECEl OTTOIOOATTOTE ETTITTEDO ATTO TA TTEVTE YA vd
TTaigel cava.

3.4 TKknvég

210 Medieval Adventures uttdpyouv evvid oknvég. Or oknvég StartingMenu TTou gival TO apyIKo
MevoU Tou TTauyvidiou kai n LevelSelection 61rou o Traiktng emmiAéyel TioTa. O1 TioTeG TOu TTaIXVIOIoU
gival ol Levell, Level2, Level3, Level4, Level5. O1 House, House2 cival yia Ta oTriTia 61T0U O
TTAIKTNG PTTOPEl va TTapel Ta upgrades. MNapakdTtw TTapouciadovTal O OKNVEG AVOAUTIKG.

3.4.1 StartingMenu

3.1 ZknvA Apxikou Mevou

AuTn gival n TTpwWTN oKNvr KABE popd TTou avoiyel o TTaiKTNG TO TTauXVidl. ‘Exel eTTIAOYR va EEKIVAOEI
TO TTQIXVIidI, VO avOoi&el TO JEVOU TWV PUBUICEWYV KAl va KAEIOEI TNV EQAPUOYH.
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3.4.2 LevelSelection

3.2 2knvA EmAoynig MNMioTag

AuT n oknNVvA gu@avilel TIG TTIOTEG TTOU £xEl EEKAEIdWAEI Kal YTTopEi va TTaigel o TTaikmg. Me 10
KouuTri «Back» Travw apiotepd odnyeitTal 0To apXIKO YEVOU.

3.4.3 Level1

3.3 Emitredo 1
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Mruyiaki Epyaoia MouAadog KwvoTavTivog

H oknvrl auth €ival 1o TTpwTo £TTiTredo TOU TraIXVIOIOU. Eival OXETIKA MIKPR) Kal OTTAR yia va
MTTOPECEI O TTAIKTNG VO TTPOCAPHOCTEI XWpIg 181aiTEPN BUCKOAIQ. Z€ auTr TNV TTiIOTA €ival TO TTPWTO
atré Ta duo OTTiTIa GTTOU O TTAIKTNG UTToPEl va SIaAéCel avdueoa og duo upgrades.

3.4.4 Level2

3.4 ETitredo 2

21nv deuTepn TTioTa O TTaIKTNG B SUCKOAEUBE Aiyo TTEPICTATEPO VA TTPOCTTEPACEI TA EUTTODIA TTOU
uttdpyouv. 'Evag TpoTTog Ye ToV 0TT0io £X€l augnBei n duoKoAia gival 6T Ta GApaTta TTou XpelddeTal
vVa TTPAYUATOTTOINCEl aTTaIToUV PJEyaAUTEPN aKkpifela.

3.4.5 Level3

3.5 ETriTre®o 3
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AuTH n oknvr atroTeAEl TNV TPITN TTioTA TOU TTaIXVIOIOU Kal €ival KAl auTr) DUOKOAGTEPN CUYKPITIKA
ME TIG TTPONYOUNEVEG TNG.

3.4.6 Leveld

3.6 ETriTredo 4

H tétaptn mTioTa gival y€xpl Twpa n 1o amwenTIKr yia Tov TTaikTn, T600 oTnV TTPOKANcn 6c0o Kal
oToV OXeDIAONG. Z€ QUTA TNV TTIOTA BPioKeTAl TO DEUTEPO KAl TEAEUTAIO OTTITI TTOU O TTAIKTNG YTTOPET
va €TMIAEEEI avAueoa o€ duo upgrades.

3.4.7 Level5

3.7 ETiTre®o 5
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H Tréumtn kol TeAeutaia TrioTa e€ival n YeyoAUTEPN O €KTAON KAl n 1o OUOKOANn. 'Exel
TEPIOTOTEPOUG £XOpoUg, duokoAo platforming kai 1o 1m0 1I0XUPS final boss oTo TTaIyVidI. Eivai
€TTIONG N TTI0 OKOTEIVI) O€ OXeBIOOWO, padi pe 1o Eiredo 4.

3.4.8 House

House Ghost: You may choose to open only one of the two chests. The left one grants you an extra 20 HP
and the right one reduces the damage you take by 5 damage points.
Which will you choose?

3.8 Zmim

To TTpwTO aTTO Ta SUO OTTITIA TTOU PTTOPEI va TTAPEI TO TTPWTO TOoU upgrade o TTaiKTNG, BpiokeTal
oTo ETitredo 1. Mopei va SiaAécel povo éva atmd Ta duo oevToUKIa va avoigel Kal POAIG Byel atrd
TO OTTITI &€V UTTOPET VA ETTIOTPEWEL.

3.4.9 House2

Your Max HP has increased by 20.

3.9 Zmmim 2
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To deuTepo oTrim Bpioketal oto Emimedo 4. Ommwg Kal 0TO TTPWTO OTIITI, O TTAIKTNG MTTOPEI va
emMAECEl povo €va atrd Ta duo oevTOUKIa KAl av Byel Oev UTTOPED va PTTeEl péoa avd.

3.5 Ul

3.5.1 Baoiké Ul

To User Interface gival éva atré ta onPavTikoTePa THAPATa evog Traixvidiou. Eival o Tpotrog pe Tov
oTT0ioV 0 TTAIKTNG GAANAETTIOPAE! e TO TTaIXVIdI Kal PTTOPEi va evnuepwOei péow autou. ExTog atmd
Ta TEOOEPA MEVOU TIOU TrapoudidoTnkav Trapatavw, To Ul €xel kal dAAa oToixeia. To
ONUAVTIKOTEPO YIO TOV TTAIKTN €ival N utrépa {wng TTou BpiokeTal oTnv TTAVW apIoTEPN ywvia Tng
006vng. Ekei @aivetal n {wr Tou TTaikTn KaBWwg Kal TTO0ES {WEG TOU OTTOUEVOUV.

3.10 TepdTn PTmdpa he 2 Qwég

3.11 M1répa a@ou £xel Peiwdei n (wn Tou TTaikTn Kal uoévo pe 1 dwn

EkT66 a116 TNV {Wr TOU TTaiKTN XPNOIMOTToIOVTAG ITTApa gaiveTal kai n {wr) Tou final boss o€ Ka0e
etTiTedo. EmMTpooBETwg, eupavifetal avaAoyo Keievo otav o TTaiktng B€AEl va ptTel Kal va Byel
oTo OTriTI, 6Tav BEAEl va avoifel KATTOI0 OEVTOUKI Kal OTav VIKAoEl To boss Kal BéAel va aAAGEel
emitredo.

The Blue Bandit

3.12 M1répa {wnA¢ Tou Final Boss
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Press 'E' to exit

3.13 Eiocodog oT0 OTIiTI 3.14 'E€0d0¢ atrd TO CTTITI

House Ghost: You may choose to open only one of the two chests. The left one grants you an extra 20 HP
and the right one reduces the damage you take by 5 damage points.
Which will you choose?

3.15 dwvr) Tou PavTaouaTog OTO OTTITI

3.15 AAN\ayn emimédou 010 dyaApa
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3.5.2 Apxiko Mevou

3.17 ApxIKO pevou

21V eikéva 3.17 @aiveral To TTPWTO TTPAYHA TTou BAETTEI O TTAIKTNG MOAIG EEKIVATEI TO TTAIXVidI.
Eival éva atrAd pevou pe pia eikéva atro TTicw, KATToIEG ETTIAOYEG Kal pouoikh. MNaTwvTag 1o Start
&ekivael To Traixvidl, av o TTaikTng dev €xel eTTIAECEI O OUOKOAIQ Ba Tou gu@avioTel auTéuaTa TO
MEVOU €TTIAOYRG BUOKOAIOG. 2Tn ouvéxela Ba petapiBaoTei oTo pevou Aoy TTioTag. MatwvTag
10 Options avoiyel To pevou e TG puBuioelg. TEAog, TTaTwvTag To Quit KAEIVEI TNV EQAPUOYA.

3.18 Mevou puBuicewv

21nv eikéva 3.18 @aivetal To pevou pubpiccwy. AVaAUTIKA:

e Controls: emAéyovtag autd Ba gu@avioTouv Ta controls e Ta OTToia O TTAIKTNG EAEYXEI TOV
XOPaKTHpa

o Difficulty: emAéyovtag autd Ba eupavioBolv Tpeig emAoyég duokoAliag: Easy, Medium,
Hard
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e Progress: €mMA£yovVTaG AQUTO O TTAIKTNG UTTOPEI av TO €mBUED, va dlaypdyel TNV TTPO0do
TTOU €XEl KAVEI OTO TTAIXVIDI

3.19 Controls

3.20 Difficulty
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3.21 Progress
+ v Q-

R StartingMenu
&) Main Ce

&) MainMenu

3.22 StartingMenu oTo Editor

2TnVv €Ikéva 3.22 paivovTal Ta gToIXEia aTrd Ta OTToia ATTOTEAEITAI [ OKNVR TOU apXIKoU pevou. Tnv
KGUEPQ TTOU QTTEIKOVICEI OUCIAOTIKA TI @aiveTal oTnv 086vn, 10 Canvas 1ou Trepiéxel 0Aa Ta Ul
oToixeia, To EventSystem trou xeipietal OAeg Tig evépyeieg Tou Ul kai éva Audio Source (Music).

Mépa atrd TNV €IKOVA Kal TO ATTAO KEIPEVO, TO KOUPTTIG atToTEAOUVTAI ATTO TO KEiEVO Toug, To Button
element TTou pTTOPE VO TTATHOEI O TTAIKTNG KAl OTTO KOYUATIO KWOIKA TTOU Ba TTapouciacTolv OTn
ouvéxela. MNa k&Be aAAay TTou JTTopEi va KAveEl O TTAIKTNG, TT.X. va aAA&&el 1 duokoAiaq,
EMQAVICETOI KEIPEVO OTOV TTAIKTN TTOU TOU ETTIRERAILVEI OTI N EVEPYEIG TOU OAOKANPWONKE ETTITUXWG.
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3.5.3 Mevou EmAoyng NioTag

3.23 Mevou emAoyAG TTioTag

21V eikéva 3.23 @aiveral To JeVOU ETTIAOYNG TTIOTOG, QUTO €U@AVICETAI OTOV TTAIKTN AV TTOTAOEI
Start o1o apyIkd pevou Kai Otav VIKnoel kKamola ioTta. Me 1o koupTri Back trnyaivel 010 apxiko
MEVOU Kal JE TO KOUMTTI TOU ETTITTEDOU TTNYAiVEI OTO AvTIOTOIXO €TTITTESO. YTTAPYXOUV OUVOAO TTEVTE
emiTreda. To KABe eTTiTTEdO (EKTOG TOU ETTITTEDOU 1) EEKAEIBWVETAI HOVO OTAV O TTAIKTNG OAOKANPWOEI
ME ETTITUXIA TO TTPONYOUNEVO ETTITTEDO.

3.24 Mevou etmdoyng TrioTag (2)
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MNa mapddeiypa, otnv eikOva 3.24 @aivetal To pevou Otav £xel EekAsIdWOET kal n deUTepn TTioTA
QaQOU O TTAIKTNG £XEI VIKAOEI TNV TTPWTN.

fA LevelSelection

nera

3.25 LevelSelection oto Editor

2TnVv gikova 3.25 @aivetal n dopr TG oknvig oTo editor n ottoia akoAouBei Tnv idla AoyIKA e auTth
TTOU XPNOIMOTTOINONKE yia TNV UAOTTOINON TOU apXIkoU pevou.

3.5.4 Mevou Navong

3.26 Mevou tTauong

21NV eikova 3.26 @aivetal To yevou yia Tnv TTavon. Otav o TTaikTng gival o€ Pia TioTa TTaTWVTAG
10 TTAARKTPO Escape (Esc) oto TANkTpoAdyio, kdvel TTauon 1o TTaixVvidl Kal EpavifeTal autd 10
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pevou. Maywvel Tov Xpdvo aTo TTaiXVvidl aKIVATOTTOIWVTAG T TTAVTA, CTOUATWVYTAG TN JOUCIKA Kal
Badel kai éva ykpido @iATpo oTnv 08évn Ticw atmd Ta KouuTid. O1 eTTIAOYEG OTO Pevou eivar:

e Resume: ouveyicel TO TTAIXVidI
o Options: epgavicel etTIAoyr va &€l o TTaiKTNG Ta controls

e Main Menu: odnyeital 010 ApXIKO YeEVOU, ByaivovTag arrd Thv TTioTa

AkOun, 6tav o TraikTng TTatioel Esc kal avoigel To pevou TTaldong, av To EavaTTaTroel TO TTaIyViol
Ba ouvexioTei. Eival dnAadr ocav va mrartdel To kouuTri Resume.

3.27 Controls 3.28 Controls (2)

3.5.5 MevoU Hrrag

3.29 Mevou 'HrtTag
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AUTO TO pevoU ppaviCeTal OTavV O€ PIA TTIOTA O TTAIKTNG XAoe€l Kal TIG duo Tou {wég. H 0846vn yiveTal
Maupn kai epgavifetal keipevo TTou avaypdagel: YOU LOST (Exaoeg), Kal €va KOUUTTI TTou odnyei
TOV TTQiKTN OTO PEVOU €TTIAOYNG TTIOTAG.

4. AvaAuon kail ApXITEKTOVIKN

4.1 Baoikd cuoTAHAaTAa

4.1.1 NaikTng

2¢€ KABe TTauyvidl To ONUAvTIKOTEPO PEPOG TOU gival o TTaikTnG. Na KIVEITal OJAaAG OTOV XWPO XWPIg
va eTnpedleTal apvnTiKG N eutTeEIpia Tou XpnoTn. O TTaikTng €ival To Y€CO PE TO OTT0I0 O XPNOTNG
Ba egepeuvAoel Tov KOOHO Apa TTPETTEI va AsIToUupyEi 600 KaAUTEPA YiveTal. [a autd TTpIv yivel
omidNTroTe AAAo €BaAa oTnv okKnvr Tov TTaikTn Kal ekivnoa va Kavw aAAayég yia va TTeETUXwW TO
€mMBOUPNTO atroTéAeopa. 'HBeAa o TTaIKTNG va UTTOPEi va KIvnBei de€Id Kal apioTEPA GTOV XWEO KAl
va €xel TNV duvaToTNTa Va KAvel GAua. ETiTTAéov, va utropei va emmTiBeTal 0Toug x8poUG e KATToI0
otmho. Wayvovtag oto Unity Asset Store Bprka akpiBwg auto TTou éwayva, To asset: HeroKnight.

4.1 O 1raiktng HeroKnight

To asset Tou emAéxOnke eixe Adn oAokAnpwpéva sprites, colliders, animations kair kwdika
Kivnong, o o1Toiog TPOTToTToINONKE yia va IkavotroinBouv ol avdykeg Tou Traixvidiou. Eixe etmiong
aoTTida N OTToIa EVOWHATWONKE Kal QUTA OTO TTaIXVidl.
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g HeroKnight_Yellow

4.2 Ta uTTOTUAMATA TOU TTAIKTN

Omwg aivetal oTnv TTAPATTAVW EIKOVA «JECO» OTOV TTAIKTN UtTdpxel €va SwordHitbox kai
ShieldHitbox Ta otroia eival colliders kal evepyotroloUvTal OTAV O TTAIKTNG KAVEl €1TiIBEoN PE TO
oTrabi kal 6Tav onKwvel TNy aoTrida avrioToixa. Etiong uttdpyxouv aioBntrpeg yia 1o £€0agog, yia
va eVTOTTICEl av O TTAIKTNG €ival TTAVw OTO €0a@OG 1 av TTEPTEI, KAl yia TOUG TOiXOug yia va
evepyoTroieital To wall slide animation.

(i ]
." v HeroKnight_Yellow

v
Tag Player v ayer Default

g Transform

Position X -10.793 Y -1.793
Rotation X0 Y O
Y 1

n v Hero Knight (Script)
Speed

Jump Force
Roll Fo

t

Lose Music

Rb

Knockback Force

Health Bar B HealthBar (Health Bar)

Lose Screen Ul T LoseScreen
Life 1 < Lifel
Life 2 T Life2

Lives Los 0

4.3 To Inspector yia Tov TTaiKTN: Script

2Tnv €Ikéva 4.3 givail To inspector Tou TTaikTn Kal gaiveTal To script Tou TTou Ba avaAuBei TTapakdTw.
Qaivetal €mmiong 6T 0 TTAIKTNG €Xel tag: Player TTou XpnOIUOTTOIEITAI KUPIWG IO va €AEYXETAI N
€i0000¢ Tou o¢ colliders. 10 inspector TTapaTnpouue Ta did@opa TTedia Tou script TTou PTTOPEi va
aAAGEel 0 xproTng p€ow Tou Unity. Zuykekpiyéva uttadpxouv Tredia:
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o [la TNV TOXUTNTA WE TNV OTTOIA KIVEITAI O TTAIKTNG

e [1a Tn dUvaun Tou AAPATOG

e [1a mn duvapn Tou roll

o Checkbox o¢ TTepiTrTwon mou dev EMOUPOUNE va QPaiveTal aija
¢ Particle effect yia 10 xwpa

¢ MouoikA yia 6tav xdvel o TaikTng

o Checkbox yia 1o av €xel Trépel ndn upgrade

e [16c0 damage TTaipvel atTd Toug £X0poUg

e To rigid body 2d

o [1600 pakpid Tetayetan 6tav déxeTal damage

o H péyiotn {wn Tou

o H tpéxouoa (wn Tou n otroia yiveTal 600 ival N PéyioTn HOAIG EeKIvioel N TTioTa
e H kaBuaTtépnon yia 1o respawn

e To script yia Tn pTmépa LwNg

o To Ul yia Tnv 086vn ATTAG Kal yia TNV KABe {wn &exwpIoTa

o Counter pe Té0eg {WEG €xel XAOEI

#~ + Animator e

% HeroKnight_AnimController

Normal

/s Animate

Simple
None

Center

Default

4.4 To inspector yia Tov TTaiKTN: animator, sprite renderer
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2TnVv eIkdva 4.4 BAéTToupe oTo inspector To animator, TTou XeiIpideTal TNV aAAayn Twv sprite yia KGBe
Kivnon (1m.X. GApa) kai To sprite renderer 1Tou ep@avifel kal eAéyxel Ta sprite (T1.X. aAAayn
XPWHOTOG TOu sprite).

Rigidbody 2D

Dynamic

Continuous
Start Awake

None

v Z

Nothing

Nothing

Material

Is Trigger

Y 0.6816€
Y 116066

4.5 To inspector yia Tov aikTn: Rigidbody2D, Box Collider 2D, ColorSwap

21NV €IkOva 4.5 @aivetal oT1o inspector Tou TaikTn T0 Rigidbody2D, 1ToU divel utrtdoTAON CGTOV
TTQIKTN, TOV METATPETTEI OUCIOOTIKG O€ KATI e BaputnTta Kal OxlI atmAd pia eikéva. H Tepiotpogn
oTov agova Z €xel emAexBei va gival «Traywpévny yiati utripxe éva TpoAnpa étav o xBpdg
TTEQTTATOUCE TTPOG TOV TTAIKTN KAl O TTAIKTNG TTPOG Tov £X0pd Kal CUYKPoUOdTav, UTTOPEI va ETTEQPTE
o Traiktng. EmmAéov, uttdpxel To Box Collider 2D 10 otroio XeIpideTal TIG OUYKPOUOTEIG TOU TTQIKTN
oTo TraixVvidl Kol cuvduaoTikd pe To Rigidbody2D Tou divouv pia OAOKANpwEVN QUOIKK UTTOOTACT.
TéNog, uTTdpxel script yia aAAayr XpWHATOG TOU TTAiKTN av UTTAPXElI auTrh n emluia.

MNa Tov TTaikTn Xpnoipotroindnke etmiong 1o DontDestroyOnLoad (Ba avaAuBei TTapakdtw) yia va
gival 0 id1og TTaikTNG KaTd TN didpkela Tou TTaixvidiou. Na cuykpatei dnAadr| upgrades, (wr kai O
GAM\o eival amapaitnto. MNa va akoAouBei n KAPEPA TOV TTQIKTN OTOV XWPEO Kal va aAAAdel
KateuBuvon pe ekeivov oTov kévipo xpnoipotroidnke Cinemachine Brain kai Cinemachine
Camera T1ou gival £Toipa epyaAeia Tou TTapéxel To Unity.
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4.1.2 'Edapog — Aopn mioTag

To £dagog oe kKABe TioTa eival éva Tilemap ot éva grid. Eival kAaooikdég 1pé1T0¢ dnuioupyiag
EMTTEOOU o€ TETOIOU €idoug TTaiyVvidia. Xwpilel oucIaoTIKA TO TTaixVvidl o€ TETPAYWVAKIO OTA OTToid
MTTOpOUV va ToTToBeTnBOoUY tiles katd Tnv dnuioupyia TNG TTioTAG.

& Grid

&0 Tilemap
4.6 Grid & Tilemap oTo Editor

‘Exouv xpnoiyotroinBei £Toipa assets yia ta tiles amd 1o Unity Asset Store kai éxouv Toto8eTnO¢€i
ME TETOIO TPOTTO WOTE O TTAIKTNG VA XPEIAZETAl VA KAVEI KAl GAPATA TTOU 0T OUVEXEIQ YivovTal OAO
Kal QUOKOASTEPQ.

Tile Palette
» s i

» =k

Tilemap

iz New Palette

4.7 Tile Palette

2TV €ikova 4.7 BAETToupE TO TTAPABUPO TTOU XPNOIKOTTOIEITAI Yia TNV dnuioupyia Tou tilemap. O
OnuIoupyog UTTopEi va eTTIAEEEI OTTOIO tile emBUE Kal OTNV cuvéxela va «BAwel» Tnv TioTa 6TTwG
BéAel. To tilemap €xel kai Colliders kai RigidBody yia va Aeitoupyei owoTd kai va utropouv
UTTOAOITTO AVTIKEIJEVA OTTWG O TTAIKTNG VA OTEKOVTAI TTAVW TOU XWPIG va TTEPVAVE NECT TOU Kal va
TTEQTOUV.
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21NV moTa WG EPTTOdIA, TTEPA aTTO Ta KEVA TTOU TTPETTEI va TTNONEEI O TTAIKTNG, UTTAPXOUV Kal spikes
(kap@Ia) wg TTayides. Av Ta OKOUPTIAOEI O TTaiKTNG Ba xdoel {wi.

4.8 Spikes

EmmmAéov, o€ kGBe TioTa uttdpyouv fall detectors. AnAadn adpata Colliders TTou evepyoTtToiouvTal
av o TraikTNG TTéoel atro TNy mioTa. Otav @tdoel oTo collider xavel pia wr) Kal KAvel respawn Tiow
oTnVv TioTa.

evikd n dopr) TTou akoAouBei n kaBe mioTa gival n €¢AG. O TTaIKTNG {ekivael atrd Ta aploTepd Kal
éel TTPog Ta OeCIA. ZTnV TTopEia Ba TTPETTEl va TTpooTTeEpdoEl XOpoug kal TTayideg otnv TTioTa. To
checkpoint Bpioketal TrepiTrou 0TN Péon KABe TTiOTAG. € UO ATTO TIG TTEVTE TTIOTEG UTTAPXEI OTTITI
OTO OTT0i0 PTTOPEi va PTTEl yIa va SIaAEEEl upgrade. YTTapyxouv pepikd chest o€ kGBe TTioTa TTOU TOU
avavewvouv éva 1mood NG {wNAG Tou. TéAog, KABe TTioTa €xel éva final boss To otToio O TTAIKTNG
TTPETTEI VA VIKNOEl YIO VO EEKAEIDWOEI TO ETTOPEVO ETTITTEDO.

4.1.3 Checkpoint

2 ¢ KGBe TTioTa uTTdpxel éva checkpoint TrepiTrou oTn péon. Otav o TaikTng eTdoel To checkpoint,
YEMICEl n Cwn Tou, YiveTal TTPACIVOG YIa €va TTOAU PIKPO XPOVIKO didoTnua Kal Traiel éva sound
effect. Av xdoel pia {wn amé autd To onueio Kal PETA, KAVEl respawn gKei Kal Oxl oTnv apxr NG
TTioTag.
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4.9 To Checkpoint Lamp

Otmrwg @aivetal otnv €ikova 4.9 1o checkpoint £xel TNV Hop®n piag Adutrag. MOAIG o TTaikTng @TaoEl
™ Aduma, Ba avayel. Ek1é6¢ amd 10 sprite, n Adumra amorteAgital kai amd effects TToU
gvepyotrolouvTal POAIG o TTaikTNG TN eTdoel, amd Collider kal atrd script Tou diaxeipideTal OAEG TIG
AgIToupyieg TnG.

4.1.4 Mouoikn - 'Hxol

H pouoikn kai ol fixor avatrapdyovtal atrdé Audio Sources. Kdbe TrioTa £xel OIKA TG EEXWPIOTA
Mouaolikn. ETTiong uttdpxel Jouaikn yia étav XAvel o TTaiKTNG, yia 6Tav VIKNCEl JIa TToTa, EXWPIoOTA
Mouoik yia kéBe Boss Fight kai nxnTikG @€ yia otav traipvel {wh kai 6tav avoiyel chests
(oevToukiaQ).

4.10 MouOIKEG ETTITTEOWV

MNa mapddeiyua, otnv cikéva 41.0 @aivovTal ol JOUCIKEG yia Ta TTévTe eTTiTTeda. EAEyxeTal T1éTE B
apxioouv va Traifouv 1 TOTE Ba OTAPATACOUV PHECW KWAIKA. 21NV €IKOva 4.11 avatrapioTaTtal T0
Audio Source oTo Editor ka1 o1 diapopeg pubuioeig Tou.
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v Audio Source

4.11 PuBpioeig Audio Source

4.1.5 Chests - Upgrades

270 TTaixvidl uttdpyxouv duo €idn chest: autd TTou eival evidg Kal auTd TTou gival EKTOG OTTITION.
AuTtd TTOU €ival €§w ammd To OTTiTI, dnAadh oképTTIa OTNV TioTA, divouv ATTAd OTOV TTQIKTN
TTpoowpIvr) {wr av €xel Xaoel Eva TTood. € KABe oTTiTi uTTApYouv duo chests: 1o éva divel upgrade
OTOV TTAIKTN AugavovTag Tn PEYIOTN {wh TOu, KAl TO GAAO pEIwvEl TN {wr) TTou XAvel OTav dEXETA
XTUTTNHO aTTd €X0p0UG A aTTd TTayidEG.

Otav avoiyel o Taiktng 10 chest TTaidel To animation Tou kai €va sound effect kal o TTaikTNG
TTPOCWPIVA AAACEl XpwHa WG €vOEIEN aToV XPAOTN OTI TIAPE TO «OWPOY».
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Normal

Always Animate

B ~ cChest (Script)

Reference
Settings

Give Temp Health
Is Ho

Open Ul @ OpenChest1
gue Ul

Sound Effect | SFXExtraHealth (Audio Sou

Runtime

[ v BoxCollider 2D

None

X 014

4.12 Ta TuApaTa Tou Chest oto Editor

Give Temp Health

Increase Health
Less Damage Taken

~  Give Temp Health

l SFXExtraHealth (Audio Sourc: ®

4.13 EmAoyég eidoug Chest

Otmrwg @aivetal oTig €ikéveg 4.12, 4.13 10 chest épa ammd Collider kai Animator, €xel Kal KWOIKO

ME TOV oTTOi0 pTTOPEi Va ETTIAEXBEI av gival chest omimioU, T divel TOV TTAIKTN, va €TTIAEXOET 0 AXOG
kai Ul.
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4.14 KAeio1o Chest o1o oTriTi 4.15 KAeio16 Chest pe Tov T1aikTn M0 KOVTA

4.16 Avoikté Chest oTo OTTiTI 4.17 KAeioté Chest otnv TioTa

211G €IkOveg 4.14, 4.16 @aivetal To chest pIv kAl a@oU To avoitel o TTaikTnNG, OTIG €IkOveS 4.15,
4.17 aivetal To prompt TTou ep@avigeTal 0Tav o TTAiKTNG TTANCIACcEl TO chest.

4.1.6 ExOpoi

>& KGBe emmiTred0 O TTAIKTNG Ba £XEI va QVTIMETWTINOEI KATTOI0UG £XBpoUg. MTTopEi va eTTIAEEEN va
Toug ayvonoel A va Toug emiTeBei. OTTWG QaiveTal aTnv €IkOva 4.18, k1o attd Ta colliders kai AAAa
oToixeia amd Ta otroia amoteAsiTal o £x0pOGg, PaivovTal Ta duo script Tou kKabBwg Kal To tag Tou,
TTou €ivalr Hazard, To idio pe Ta spikes. O1 €xBpoi dev £xouv OKOTTO va emMTEBOUV OTOV TTAIKTN.
ATTAG peTakivouvTal ammo €va onueio oto GAAO Kal O TTaiKTNG XAvel (W av TOUG OKOUUTTAOEL. 2TO
editor o xpoTng ptropei va B€o€l Ta onueia oTa otroia Ba Kiveital 0 xBpAg, TNV TaXUTNTA TOU Kal
TOV X0 TTou KAvel 6tav ebaivel. ETITTAov, TnNv apxik {wr) Tou Kai TN SIGPKEID TWV £QE yia OTav
meBaivel. Ta onueia Twv exBpwv gival atrAd empty objects péoa otnv TioTa.
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." v Enemy patroling Built-in

-
Tag Hazard - ayer Default

patroling Built-in
Select Open
e
X 797653 Y
X 0 Y O

& X1

B - Patrolling (Script)

Patrol Points
Element O 2 Enemy1PointA (Transform)
Element 1 2 Enemy1PointB (Transform) ®
+ -
Move Speed 3
Rotation Angles X 0
rol Sound 1 Pat
lio Source « En

n + Death Patrolling (Script)

4.18 Enemy oo Editor

Otav 0 exBpd¢ déxeTan XTUTTMA aTTd TOV TTAIKTN Ba yivel TTPOCWPIVA KOKKIVOG we £voeiEn OTI 0
TTAIKTNG TTPAYHMATI ToV TTETUXE. OTaV KATOPEPEI VO TOV OKOTWOEI Ba TTaigel Eva nXNTiIKG @€ Kal Ba
eppavioBouv kal particles 0TTwWG Qaivetal oTNV €Ikova 4.20.

4.19 ATTAGG exBpbg 4.20 Ta particles agou 1TeBdvel 0 £xBpdG

4.1.7 Final Bosses

Ymdpyouv tévTe final bosses, éva yia kdBe emimedo. MOAIG @TAOEl O TTAIKTNG OTNV «APEVAY,
epgavicetal oto Ul To évopa Tou boss kai n Prdpa {wrg Tou Kal aAAAZEl Kal N JOUOIKK). Agv YTTOpEi
va Byel amo ekei HEXPI va VIKAOEI TO boss 1} va XAoel. Av VIKAOEI, EVEPYOTTOIEITAI N VIKNTAPIA
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MOUOCIKA KAl O TTAIKTNG TTAEI KAl «TTPOCEUXETAIY OE £va AyaAua Kal €101 HETAPRIBACETAI OTO EVOU

€MAOYAG TTioTag 61ToU Ba d€l OTI £XEl EEKAEIDWOEI TO ETTOUEVO ETTITTEDO.

4.21 AyoAua

2KOTTOG Twv bosses gival va KATAQEPOUV VO OKOTWOOUV ToV TTAIKTN. Kuvnydave Tov TTaikTn MEXP!
va @Bacouv 600 KovTa Tou XpEeladeTal yia va Tov xTuttioouv. OTTwe @aivetal aTnv gikéva 4.22 o010
editor 0 xproTNG UTTOPEl va TTPOCapPOCEl TNV TaxUTNTA TOU boss Kal TTolov 0TOX0 Ba Kuvnydel
(oTnv TEPITITWON aAUTH, Tov TTaiKTN). AKOMN, TO €UPOG EVTOTTIONOU Kal TO €UpOg ETiBeONG, TNV
MEYIoTN wr) TOu, KAl TNV TPEXOUOA N OTToia yiveTal 600 N PEYIOTN MOAIG EEKIVAOEI N TTiOTA.

B ~ Bandit (Script)

Speed
Player

Detection Range

Max Health
Current Health
Health Bar
Enemy Health Ul
Win Music

»~ v Animator

2

A HeroKnight_Yellow (Transfor @
10

1.5

300

0

B BossHealthBar (Health Bar)

0 BossHealthBar

o WinningMusic (Audio Source @

Normal

Always Animate

0 Euler: 1 Scale: 1 Muscle

4.22 Boss: Script & Animator oo Editor
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1

4.23 Level 1 Boss 4.24 Level 2 Boss 4 .25 Level 3 Boss

4.26 Level 4 Boss 4.27 Level 5 Boss

4.2 Pon Asdopévwyv

H pofy dedopévwy eival icwg TO O ONPAVTIKG KOPPATI €vOG TTaiXvidlou, TOUAAXIoTOV o€
Aeitoupyiké eTitredo. Me TOoV 6p0 por) dedOUEVWY EVVOOUUE TO «OVOTTATI» TTOU GKOAouBoUv Ta
dedopéva yia va EPPavIOTEN OTO TTAIXVIOI TO ATTOTEAEOUA PIAG evEPYEIOG. [a Tnv dIEUKOAUvON TNG
TTapouciaong TNG pong dedopévwy, Ba xpnolyotroinBei wg TTapadEIyHa n €TTiBeon TOU TTAIKTN.
AnAadn, TTWG aTTO TO TTATNUA EVOG TTANKTPOU aTrd ToVv XPAOTN, BAETTEI TO aTTOTEAéOUA TNG TTPAENG
Tou oT1o Ul Tou TTaiyvidiou.

ApXIKA, yia va emITEDET 0 TTAIKTNG, 0 XPAOTNG TTATAEI TO APIOTEPO KAIK TOU TTOVTIKIOU. 2T CUVEXEIX
MEOoW TOu script Tou TTaiKTN EAEyXETAI Qv O XPAOTNG TTATNOE AUTO TO TTANKTPO. AQPOU TTATABNKE,
oTéAvel onua oTo animator kai Taifel To animation Tng €miBeong. e €va frame Tou animation
evepyoTroigital To collider Tou otraBiou, To SwordHitbox 1o oTToio £xel To tag: Weapon. To collider
TOU OTTAOU &€V €ival PHOVIHWG EVEPYOTTOINKEVO YIa va aTToQeuxBei n akouola ¢nuid oTtov £x6p0.
AnAadn, va dexBei Cnuid atTd Tov TTAIKTN XWPIG auTdg va £xel dWaoel VTOAN yia £1iBeon. Av 10
hitbox Tou 61TAoU «uTTE» GTO hitbox Tou €xBpoU, Yéow TOu KWAIKA TwV eXBPWV EAEYXETAI AV TO
QVTIKEIPEVO TTOU «UTTAKEY €XEl TO tag: Weapon. Av Oxl, dev yiveTal TITTOTA, AV VA, JEIWVETAI N W
Tou £XBpoU. MNa Tnv peiwon TG wnNg Tou xBpou Kal dpa yia 1o TTwg Ba eugavnadei oto Ul yia va
KaTaAdBel o TTaiktng OTI OVTWG XTUTTNOE TOoV £XOp0O, UTTAPXOUV dUO TTEPITITWOEIG. H pia gival o
eX0pAGg va gival £vag atd Toug atrAoug xBpoug atnv TrioTa. ToTe JOAIG deXOei TO XTUTTNPA YiveTal
TTPOCWPIVA KOKKIVOG Kal €TO1 O TTaIKTNG €TTIBERaIWVEl OTI TOV TTETUXE. AV PE TO XTUTTNUO TOU
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TeAelwaoel n {wn, TTaifel To animation Tou BavaTou Tou Kal Eva NXNTIKO e@€. H GAAN TTepiTITwon eival
étav £x0pog cival éva atod Ta TEvTe bosses Tou TTaixvIdIoU. Z€ auTh TNV TTEPITITwOonN POAIG dexOei
nuIa Ba peiwBei N utmdpa ¢wng Tou oto UL Av To XTUTTNPO TToU deXBEl TOU PEIWOEI EVTEAWG TNV
{wn T161€ TTCICEI TO animation Tou BavAaTou Tou, VIKNTAPIA JOUCIKN Kal e€agaviletal n utrdpa (wng
TOU.

4.3 UML di1aypaugara

4.3.1 Use Case Diagram

Use Case Diagram

Coose
Difficulty

Acior ( Select
Level

Pause
Game

Aildypappa 4.1 Use Case Diagram (draw.io)
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210 Use Case Diagram 4.1, tmmapouci&lovTal Ol EVEPYEIEG TTOU PTTOPEI va KAvel 0 XproTng. MoAIg
Qavoigel TNV epapuoyn PTTopei va gekivioel To TTaixvidl, va dlaAé€el SuokoAia kal va eTTIAEEEN Kal
emimedo. Méoa OTIG TTOTEG UTTOPEI va KAvel TTalon To TraiXvidl Kal av To €TmBUEi, va Byel Kal va
KAgio€l TNV €papuoyn.

4.3.2 Flow Diagram

Death
 Flow Digram (Atac) -
A
True
Deals . Enemy
damage dies
A

False

True

v

Enable _ Flashes
hitbox ey

False

-

Aiaypappa 4.2 Flow Diagram — Attack (draw.io)

To didypappua 4.2 gival €va flow diagram yia Tnv €1TiBeon Tou TTAIKTN 0TOUG ATTAOUG £XOpOUG Péoa
oTnv mioTa. AnAadrh 1o TTapddelypa TNG POAG OEBOUEVWY TTOU TTAPOUCIACTNKE TTAPATTAVW OAAG
MOVO yla Toug aTTAOUG £xBpoUG, OxI yia Ta bosses. O TaikTNG gekivael TNV €MIOECN TTATWVTOG TO
aploTePO KAIK OTO TTOVTIKI TOU, EVEPYOTTOIWVTAG £T01 TO attack animation oTnv TTOpEia Tou oTTOIOU
evepyotrolgital To hitbox Tou oTTaBiou. 21N CUVEXEIa av O TTAIKTNG dev XTUTTHOEI TOV £XOPO dev
yivETQI TITTOTA, AV TOV XTUTTHO€I TOU TTPOKAAET {nuId. Av wg atmoTéAeopa TNG {nUIAG AUuTAG, 0 EXBPOG
eBAvel, TOTE TTaiCel TO death animation Tou. Av i, yiveTal oTiypIgia KOKKIVOG.

5. AvaAuon Scripts

5.1 ActivateUIDialogue

OA6kANnpo To script Trapouoidletal oto Mapdptnua 10.1.
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AUTO TO KOPUATI KWAIKO XPNOIKOTIOIEITAI VIO va EJPavIOTEN 0 BIGAOYoG 6Tav O TTAIKTNG BpiokeTal
péoa oTa aTritia. 210 OnTriggerEnter2D eAéyxel av utraivel oTo collider kdtoio avTikeipevo e tag:
Player, dpa o 1Taiktng, Kal gpgavicel Tov didhoyo. 210 OnTriggerExit2D avTioToixa, he Tnv idia
oladikaoia e€agavilel Tov didAoyo.

5.2 Bandit

OA6KkANnpo 1o script TTapouoidletal oto Mapdptnua 10.2.

AuTOG 0 KwdIKag givar yia 6Aa Ta boss fights. AvaAuTiké:

Start: kavel assign TIG TINEG OTIC HETARANTEG, TTPOCAPPOLEl TN (wr Tou boss avaloya pe
TNV MAeyuEVN dUOKOAIQ, xpnaiyoTroiwvTag PlayerPrefs.

Update: xpnoiyotroiwvtag if statements, aA\dZel 1o animation Tou boss kail kKaAouvTail ol
KATAAANAEG péBodol.

OnTriggerEnter2D: eAéyxel av «ute» oto collider Tou boss, 10 avTikeiyevo pe tag
«Weapony, 10 o110i0 €ival To oTTaBi Tou TTaIKTN, av val KaAei TN péBodo TakeDamage.

TakeDamage: av 10 boss dev ptropei va dexBei {nuid, i gival Adn vekpo, TOTE KAvel return,
kaAei To DamageCooldown yia va pnv d€xeTal {nNUId cuvexXWwg To boss, Pelwvel TRV (wry Tou
Kal TTpooapuodel katdAnAa 1a Ul oToixeia Ommwg pmmapa {wng kai av 1ebdvel va
ecapavioTei N PTTdpa, va aAAAgel n JouaoIKr Kal va TTaiéel To animation B8avaTou. Av n {wn
Tou dev gival <= 0, dnAadn dev eival vekpod, TTailel To animation «hurt» TTou TTCICEl OTOV
OExETAI XTUTTNA.

DamageCooldown: aAAGZel TNV TIPA TNG METAPBANTAG yIa TO av PTTopEi va dexOei CnuId PeTa
atro €va Xpovikd didoTnua.

ChasePlayer: otnv Update eAéyxetal av o TTaikTng gival o€ amméoTaon TTou UTTOpEi va Tov
Kuvnyroel 1o boss, av val kaAgitar aut n péBodocg. Mailel To «run» animation kol aAAGlel
Kal N kateuBuvon Tou sprite avédAoya Je TO TTOU BPICKETAI O TTAIKTNG.

Attack: otnv Update eAéyxetal av o TTaikTng €ival o€ amméoTacn TTOU YTTOPE va Tou €TTITEDEI
10 boss. MNailel To «attack» animation kai petd kaAeitan 1o AttackCooldown.

AttackCooldown: utTGpxel yia va aTToTPETTEl TO boss aTrd To va mITiOeTal A0TAUATNTO.
StopMusic: oTapatdel Tn PouoikA Tou boss fight étav 1Tebaivel To boss.

MusicDelay: 1Tailel n viknTApIa JOUCIKA PETE atmd éva XPOoVIKO dlaoTnua OTav O TTaIKTNG
VIKAo€l TO boss.
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5.3 DeathPatrolling & Patrolling

Autd T duo scripts €ival yia Toug aTTAoUg £XOpouUg Tou TTaIXVIBIOU.

5.3.1 DeathPatrolling

OAG6KANnpo 1o script TTapouoidletal oto Mapdptnua 10.3.

o Awake: aAAaCel Tn {wr) Tou exBpou avaloya Pe Tnv €TTIAEypéEVn OUGKOAIQ.

o OnTriggerEnter2D: av o exBpdg cival Adn vekpog kavel return. Av «uTtrei» oTo collider éva
avTikeipyevo e 1o tag «Weapony» 161e KaAeital N péBodog TakeDamage.

o OnTriggerExit2D: av «Bye» 10 avtikeiyevo pe tag «Weapony 161€ 0 £X0pOG UTTOPEI VA
0exOBei Eava ¢nuid.

o OnTriggerStay2D: idio pye 10 OnTriggerEnter2D.
o CreateDeathParticle: epgavicel Ta e@é 6tav TebBaivel o exBpog.

o TakeDamage: av dev umropei va dex0ei {nuid kavel return. AANIWG dExeTal CnuId Kal KOAEITal
n péBodog FlashRed. Av n {wr Tou £xBpou cival <= 0 16T KaAgiTal N PéBodog Die.

o Die: maiCel o Axog Tou BavdTtou, eupavifovial Ta £@é péow TnG CreateDeathParticle,
KOTaOTPEPEI TO AVTIKEIMEVO (destroy).

o FlashRed: ANGCel To xpwua Tou sprite Tou £x0pouU yia éva TTOAU JIKPO XPOVIKO dIGo TN
Wwg €vOEIgn oToV TTAIKTN OTI KATAYEPE KAl XTUTTNOE TOV £X0p0.

5.3.2 Patrolling

OA6kANnpo 1o script Trapouaidletal oo Mapdptnua 10.4.

e Start: apxikotroligi Tov animator kai Ta oToIxeia PETAEU TwV OTToiwV Ba PETaKIVEITAl KAOE
eX0p0¢.

e PlayPatrolSound: TTaiCel fixo av o ex0pdg eival {wvtavog.

o FixedUpdate: av o £xBpdg cival (wvTtavog kai utrdpxouv Ta patrol points, kaAei Tn u€Bodo
Patrol.
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o Patrol: eAéyxel av AsitoupyoUlv owoTd Ta patrol points, av gival apkeTA KOVTA TOUG O £X0P0G,
0aAAGCel TO sprite avdAoya Pe TNV KATEUBUVON TTPOG THV OTTOIA TTNYQIVEL.

5.4 EnterBossArena

OA6kANnpo 1o script TTapouaidletal oto Mapdptnua 10.5.

o Start: amevepyoTtroiei TN JOUCIKA Tou boss OT1av apxicel TO €TTITTEDO.

e OnTriggerEnter2D: av o Taiktng «ume» oT1o collider Tng apévag paxng, TOTE
QTTEVEPYOTTOIEITAI N BACIK MOUCIKA Tng TrioTag, KaAeitar n péBodog MusicDelay,
gvepyoTroleital To Ul yia Tnv wn Kal To 6vopa Tou boss.

o MusicDelay: av o aikTng dev €xel mepdoel 1o collider, dev gival dnAadn de€id atrd auTo,
Kavel return null. Av ox1, evepyoTTolgiTal n Jouoikr) Tou boss kai To collider yivetal oTeped
yid va PNV PTTOPED va QUYEl O TTAIKTNG aTTO TNV apéva.

5.5 EnterBuilding

OAG6KkANnpo 1o script TTapouoidletal oto Mapdptnua 10.6.

o OnTriggerEnter2D: eAéyxel av «uTTEl» 0 TTAiKTNG 0TO collider. Av vai, EAéyXel O€ TTOIO OTTITI
Ba uTrel, evepyotroigi To Ul yia 1O 1010 TTARKTPO TTPETTEI VA TTATACEI O TTAIKTNG YIO VA JTTE
OTO OTTITI.

e OnTriggerExit2D: atmrevepyotroiei 1o Ul Tng €vOeIENG TTANKTPOU YIa va PTTEI OTO OTTiTI éTaV
o TaikTnG «Byem» amrd 1o collider.

o Update: av o raiktng éxel utrel oto collider kal Tatioel To TTAAKTPO «E», TOTE KaAgiTal n
MEéBodoG EnterExitHouse.

o EnterExitHouse: amoBnkevel oe PlayerPrefs 10 dvopa mng mrponyoluevng oKnvhng Kai
avaloya pe 10 av gival n oknv Levell ) Leveld, goptwvel Tn oknvr] House A House2
avTioToIxa. Kal avtioTpoga.

5.6 FollowingCameraTarget

OASkANnpo To script TTapouoidletal oto Mapdptnua 10.7.
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e Start: n kGuepa evroTrifel Kal aKOAOUBEI TOV TTAIKTN 0€ KABE oKNVA.

5.7 HealthBar

OAG6kANnpo 1o script TTapouoidletal oto Mapdptnua 10.8.

o Awake: av gival n ymrdpa Tou TTaikTn, T6T1E Instance = this.

o Start: av gival n ymmdpa Tou TTaiKTN Kol UTTApPXE!l Instance Tou TTaiKTN TOTE APXIKOTIOIE TIG
TIMEG CWNG OTNV UTTAPQ.

o Update: evnuepwvel oTnv Pummapa tnv TpEXouca Tiuf {wng.
o SetMaxHealth: evnuepwvel oTnv umapa TNV PEYIOTN TIMA {WAG.

o SetHealth: evnuepwvel otnv PTTépa TNV TREXWV TIKA {WAG.

5.8 HeroKnight

OAG6KANnpo 1o script TTapouoidletal oto Mapdptnua 10.9.

o Awake: gvTtotTiCel Tov TTaikTn Kol KAvel Destroy Tov TTaikTn 0TnVv KABE TTOTA KAl CUYKPOTEI
MOVO TOV BaCIKO TTaIKTR TTOU €XEl TTAPEl Kal TuxOv upgrades XpnOIMOTTOIWVTAG TO
DontDestroyOnLoad.

o Start: ue Ta PlayerPrefs apyikotroigi Tn {wr] Tou Kai T {nuid Trou d€xETaI a1Td TOUG £X6p0UG.
EmmAéov, divel oTig peTABANTEG TNV QPXIKI TOUG TIUA.

e OnlLevelWaslLoaded: av n oknvrj TTou QopTwveTal ekivael e «Level» (ekTdg ammd Tnv
LevelSelection), eival dnAadr) pia atrd Ta TEVTE ETITTEdQ, EP@Aviel CwoTA TN PTTdpa (WG,
eTava@épel TIg {wéG Tou TTaiKTN, O TTAIKTNG KAVEI Spawn oTnV apXh TNG TTioTag, eVvTOTTICEl
10 collider yia v apéva Tou boss fight, evromider To pevou kal TR POUCIKA ATTAG.
ApxikoTrolgi eriong To Animator, RigidBody2D.

e Update: av o raiktng gival vekpog, kavel return. ANIWG, XeIpiCeTal TIG (WEG TOU TTAIKTN, TO
XPOVOUETPO TTOU €ival UTTEUBUVO yia TIG ETTIBECEIG, Ta animations Kal YEVIKA Tnv Kivnon.

e AE_SlideDust: yia 6tav kdvel slide oToug T0iX0UG.

e OnTriggerEnter2D: av pmel oto collider pe tag: FallDetector, kaAcitar n péBodog
HandleFall, av 1o tag €ivai checkpoint, yivetal autd T0 respawn onueio Kal «yeMige» n dwn
Tou, av gival Boss1, av o TTaikTng dev gival vekpog Traiel To animation 1Tou déxeTal CnuId,
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TETAYETAl Aiyo TTiow Kal KaAgital n péBodog TakeDamage, av eival BossTrigger, 10
respawn onueio gival TTAéov péoa oTnv apéva.

e OnCollisionEnter2D: av o Taiktng dev eival vekpdg Kal To tag Tou avTiKEINévou Eival
Hazard, déxetal {nuid, maiel To avahoyo animation, TTeTdyeTal TTiow Kal KaAgital n p€6odog
TakeDamage.

o TakeDamage: av o TaikTng dev Ptropei va dexTei nUId i cival vekpdg kavel return. AAIWG,
kaAeital n péBodog DamageCooldown Kal 0Tn CUVEXEIA, av O TTAIKTNG KAvel block pe Tnv
aoTTida Tou dEXETAN TN MIOH NMIA aTTd auTr TTou Ba dexOTav Kavovika. AAAGCEl n pTTdpa
wng yia va avTITTpoowTTelel TNV TpExouca {wr Tou. Av n {wn Tou eival <= 0 TOTE, KAAEiTal
n uéBodog LoselLife, kai TTaidel To animation Tou BavdaTou, av gival > 0 Traiel To animation
TTou &éxeTal CnUId.

o DamageCooldown: n péBodog auth UTTAPXE!l £TO1 WOTE O TTAIKTNG VA PN OEXETAI HOVIHWG
NG atrd kdBe xTUTTNPA, dnAadr 6co BpiokeTal oTo avrtioToixo collider.

e Loselife: av o maiktng €xel kau TIg duo {WEG Tou, XAvel pia wn Kal n kapdid TTou TNV
avTITpoowTrevel oTo Ul KATW atrd mn Pmmdpa {wng ecagavicetal. Av éxel xdoel Adn pia {wn,
T6TE atevepyoTrolgiTal Kal n deutepn kapdid oTo Ul, TrpocapuddovTal Ta PlayerPrefs €101
woTe av £xel eBdaocel To checkpoint o€ yia TTioTa 6tav TNV TTpooTTadnoel avd, va KAvel
spawn oTnv apxn, EMQavideTal To Jevou ATTAG Kal TTaidel Kal avaAoyn JOUCIKN.

o RespawnAfterDelay: av xdoel Tnv TTpwTn ToU {WH va KAVEl respawn oTnv TioTa PHETd atTd
KATTOIO OEUTEPOAETTTA Kal OXI QMECWS. AQOoU KAvel respawn eTTavagépovtal OAa OTIG
QPXIKESG TOUG TIMEG (Cwn, uTTdpa (wAG, animator rebind).

e HandleFall: av réoel o TTaikTNG AT1TO TNV TTOTA XAVEl Pia wry. Av £xEl XAoEl dN pia {wr Kal
Téoel Kal XAoel Kal TN OeUTEPN, EVEPYOTTOIEITAI N 004VN KAl PHOUCIKN ATTAG, av OXI KAVEI
respawn.

o StopMusic: otapatdel 6Aoug Toug AXOUG.

e MusicDelay: gvepyoTrolgi T POUCIKN ATTAG META OTTO €va DEUTEPOAETITO APOU XAOElI O
TTAIKTNG.

o ActivateLoseScreen: gugavifel Tnv 0806vn ATTOG JE TO KOUUTTI TTOU 0dnyei oTnv £TTIAOYRA
TmioTag, 0Tav XAoEl O TTAIKTNG.

o ResetPlayerOnRestart: kavel reset OAa Ta OTATIOTIKA TOU TTQIKTN.

5.9 LampCheckpoint

OA6kANnpo To script Trapoucidletal oo Mapdptnua 10.10.
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AuTo TO script gival yia Ta checkpoints TTou uttdpxouv oTig TTioTeg. OTav o TaikTtng @Taoel éva
checkpoint, av éxel xdoel {wn, Ba yepioel TTAAI, Ba yivel dBNAadA 1O PEYIoTO. Av OPWG £xel XAoEl Jia
atro TIG duo {wég Tou, dev Ba Tnv TTdpE! TTiow.

o Start: «oBAver TN AduTra.

o OnTriggerEnter2D: av éxel AdN evepyotroinBei To checkpoint, kavel return. AAIWG, EAEYXEI
av TO QVTIKEiYEVO TTou pTTaivel oto collider gival o TaikTng, av vai, KaAei TI¢ PeBodoug
FlashPlayerGreen kai Activate kai amoBnketetal ota PlayerPrefs 611 €pBaoce o TTaiktng
oT1o checkpoint.

o Activate: n Aputra «avaBer» wg £voeign 011 o TaikTNg £pBaoe oT1o checkpoint kal TTaiCel éva
sound effect.

e FlashPlayerGreen: av uttdpxel o TTaikTng Kai To sprite Tou, 10 KAvel TTPAcIvo yia éva JIKPO
XPOVIKO dIAoTNUa WG €vBEIgn OTI TTRPE (wh Kal £pBace oTo checkpoint.

5.10 LoadLevels

OAO6KANnpo 1o script Trapoucidletal oto Mapdptnua 10.11.

O kwdikag auTtdg eival ato dyaApa TTou uttdpxel HETA atrd KGBe boss fight kai yéow autou o
TTAKTNG TTYaivel GTO PEVOU ETTIAOYNG TTIOTAG.

o Update: av o TTaiktng €ival kovtd 010 AyaApa Kal TTatioel 1o TTARKTPO «E», TOTE PE Tn
xpnon Twv PlayerPrefs ammoBnkevetal T0 dvoua NG TpEXOUCAS OKNVAG Kal avaloya Je
Tola  €ival, EeKAEIOWVETAI N avdAoyn TOTO KAl OTn OUVEXEIAd QOPTWVEI TN OKNvN
LevelSelection. MNa mapddeiyua av o aiktng vikAoel 1o Level3, Ba &ekAeidwBei To Leveld
Kal Ba eppavioTei oTo Pevou.

e OnTriggerEnter2D: av 10 boss dev uttapxel ) £xel undév {wn, eAéyxel av oto collider Tou
QyAGAPATOG PTTAIVEI O TTAIKTNG KAl av val, eggavicel To Ul TTou avaypd@el To10 TTANKTPO
XPeEIadeTal va TTatioel o TTaikTng Kai n ueTaBAnTA playerNearby yivetai true.

o OnTriggerExit2D: av Byel o TTaiktng, atrevepyotroiei 1o Ul kai n petaBAnthy playerNearby
yivetai false.

5.11 LoseMenu

OA6KkAnpo 1o script TTapouaidletal oto Mapdptnua 10.12.
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AUTO TO KOMMATI KWAIKA gival yia TO hJevoU TTOU eu@avieTal OTav XAVEl OPICTIKG O TTAIKTNG O€
Kdtrolo etritredo.

e GoTolLevelSelection: av arnBei 10 KoupTti oo Ul menu, odnyei Tov TTaikTn 0TN OKNVA
LevelSelection.

5.12 MainMenu

OA6KANpo 1o script TTapoucidletal oto Mapdptnua 10.13

To script auTtd civai yia To apxIKo Jevou.

o StartGame: autr| n YéBodog cival oTo KouuTri Start. Av o TTaikTng dev £xel €MIAEEEI RAON
QUOKOAIQ, TOU eP@avidel TO AvTIOTOIXO MEVOU, a@oU £TTIAEEEI TTNYaivVEl QUTOUATA OTO PEVOU
€TMAOYNG TTIOTOG.

o Options: eival oto koupuTi Options kai ep@avicel To pevou e Ta controls, difficulty, progress.
o QuitGame: oTto koupTri Quit, KAgivel TRV eQapuoyn.

e Back: gival oto koupTri Back kai avéAoya ue troia Ul oToixeia gival evepyd, €TTIOTPEPEI OTO
TTponyouuevo pevou. MNa mapddeyua, av o TTaiktng Bpioketar oto pevou Controls, av
TaTtoel Back, 8a emoTtpéwel ato pevou Options.

o OpenControls: yia 1o koupTri Controls, gu@avicel Ta controls (11 Kavel KABe TTARKTPO TTOU
XPNOIUOTTOIEITAI OTO TTaIXVidI).

o OpenDifficulty: avoiyel To pevou e1mAoyrG dUOKOAIaG.
o OpenProgress: avoiyel To HEVOU €TTIAOYNG dlaypaPrig TTPoddou.

o SetDifficultyEasy, SetDifficultyNormal, SetDifficultyHard: avaAoya pe Troia duokoAia
€MMAEEEI O TTaiKTNG, atToBnkevueTal oTa PlayerPrefs.

o ResetProgress: diaypd@el 6An TNV TTPO0O0 TOU TTAIKTN OTO TTAIXVidI.

5.13 PauseMenu

OA6kAnpo 1o script TTapouaidletal oto Mapdptnua 10.14.

O kwdIkag auTdg gival yia To yevou Tralong.

e Update: av rarnBei 1o TANKTpO «Escape» (Esc) 161e eugavideTal To pevou Travong. Av
TTatnOei evw gival AdN evepyo TOTE TO TTaIXVidI ouveXICETAl.
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o Resume: ouveyiel 1O TraIXViIOl, ETTAVAPEPOVTAG TO OTNV KAVOVIKI] TOUu TaXUTNTQ,
ouveXiCovTag TN HOUCIKK KAl EVEPYOTTOIWVTAG TNV KAUEPA.

e Pause: otauartdel TN YOUCIKA, TNV KAUEPO Kal TV TaxUTNTO TOU TTaixVIdIoU.
o Options: epgavicel To KOUUTTI yia Ta controls.

o Controls: av TTaTnO¢i TO KOUWTTI OTO PevoU gPgavidel Ta controls.

o Back: Aeitoupyei 611G Kal oto MainMenu.

o GoToMainMenu: emOTPEQPEI OTO APXIKO UeVOU Kal kKAvel reset Ta PlayerPrefs oxeTikd pe 10
checkpoint €101 WoTe av emMAEEElI TTANI O TTAIKTNG TNV TTIOTA va EeKivijoel aTTd TNV apxn Kal
Ox1 a1Td 10 checkpoint.

5.14 SceneSpawnPoint

OA6KANnpo 1o script Trapoucidletal oto Mapdptnua 10.15.

To onueio TTou KAvel spawn o TTaikTNG oTa ETTireda 1 kal 4 6tav emoTpéel atmd Ta oTriTia 1 Kal 2
QAVTIOTOIXO KOl AVTIOTPOYA.

o Start: cuykparTei To dvopa TNG TTPONYOUUEVNG OKNVAG Kal KAVEI Spawn ToV TTAIKTN aKpIBWG
£Ew ammd 1o oTiTl ) éoa oTnv €i00d0 Tou OTTITIOU avaAoya WE T oknvr ammd Tnv oTroia
£pXeETal.

5.15 SelectLevel

OA6KANnpo 1o script Trapoucidletal oto Mapdptnua 10.16.

To script yia Tnv €mmAoyA TTiOTOG.

o Start: avdloya pe Tmooeg TTioTEG £XEI EEKAEIdWOEI O TTAIKTNG, eP@aviCel TIG OlaBECIUEG
emAoyég oTnv 086vn xpnoipotroiwvtag PlayerPrefs.

o LoadLevel1-5: rdel oTn oKNVvr TOU ETTITTEQOU.

o BackToStartMenu: emoTpé@el 0TO APXIKO PEVOU.
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6. MpoBAnuara mou MpoEKUYav

O1rwg og KABe TTaIXVidI, £TO1 KAl KATA TNV AVATITUEN AuToU, TTPOEKUWAV dIdgopa TTPORARUATA Kal
eUTTOdIO. ApXIKA, TO PBaocikdTepo ATav av Ba ummopouca va Ppw Ta assets 1TTou nBeAa Kai
Xpelagopouv yia 1o TTaixvidl. Autd Tehdikd dev Tav 1600 otroudaio TTPORANUa dIGTI UTTAPXE!
TANBWpa assets yia k@Be ¢€idog kal Ty oto Unity Asset Store. OAa 1O assets 10U
Xpnoigotroinénkav Arav dwpedv. ZTn CUVEXEIQ ETTPETTE VA ATTOQPACIOW TN doun Tou TraixvIidioU
OTTWG yia TTapddelyua, TTéoa eTTireda Ba uttdpyxouv. Autd ATav Katrola atrd Ta TTPoRAfUaTa o€
0,TI apopd Tov OXeDIATHO.

270 KOUMATI TOU KWOAIKa UTTAPXAV TTOAAEG 16€€C TTOU Ogv YVWPIZa TOV TPOTTO PE TOV OTToioV Ba TIg
ulotroifow. & autd xpnoiyeuoe oAU To YouTube kai «tips» TTou utropei va éBpioka atrd GAAEG
10T00€AiIdeg (Unity Documentation). 'Eva ammd 1a Baoikétepa mpofAfuaTa Atav 1mwe Ba
atroBnkeUETal N TTPOODOG Kal 01 €TTIAOYEC Tou TraikTn oTo TraixVvidl. KatéAnfa va xpnoiygotrolw Ta
PlayerPrefs 1ToU cival pia kKAdon oto Unity TTou ammoBnkevel dedopéva OXETIKA YE TOV TTAIKTN.
Mepikd amdé Ta TUAWATA TOu TrauXVvIdIoU Trou Xpnoldotroibnkav ta PlayerPrefs nArtav: n
atroBrkeuon €mmAoywv upgrade Tou TTaiKTn, ATmoBriKeuan Tng TTPoOdou Tou, ATToBriKeuan TNG
ETMAEYHEVNG OUOKOAIOG. AKOUA, HIa aTTO TIG HEYAAUTEPES TTPOKANCEIG KATA TNV AVATITUEN ATAV TTWG
0 TraikTNG Ba ouykpartouoe Ta dedopéva Tou o€ KABe TTioTa. AnAadn, va gival To idlIo avTIKEIuEVO
TTAIKTN KABe @opd Kal Oxl ¢eXxwpIoTo. M autd o€ PeEPIKA KOUUATIA KWAIKA XPNOIKOTIOIEITAl TO
Instance Tou avTikelyévou Tou TraikTn. ETTA£ov, utTApxe TTPORANUG YE TNV Kivnon Tou TTaikTn
Kabwg «KoAAoUoe» O€ MePIKA onueia oto €dagog. Ma va AuBei autdé 10 TTPORANUG
mpooappoéoTnkav Ta colliders Tou tilemap o kGBe oknvr. ‘Eva aAAo TTpéBAnua Arav 6Tl av o
TTAIKTNG TTPOXWPOUCE TTPOG TOUG XBPOUG Kal EKEIVOl TTPOG auTdv, ApXIfav va TTNyaivouv TTpog Ta
TTAVW Kal va TTpoxwpdve oTtov agpa. MNa tnv emmiAuon autou Tou TTPoBAfaToG, oTa constraints Tou
RigidBody2D kd&6¢ exBpou, emAéxOnke 1o Freeze Position yia Tov aéova Y. ‘ETol 6,11 Kal va yivel,
KivouvTal govo atov dgova X. EmmpooBETwg, o€ pepika boss fights, av o exBpog xTuttouoe Tov
TTQIKTN UTTAPXE TTIBAVOTNTA VA TOoV TTETAEEI EKTOG TTIOTAG, XWPIG Va €xel TPOTTO va eTTIOTPEWEL. AUTO
O10pBwbnke BalovTag emmirAéov tiles oTov xdpTn.

Evvoeital, TTwg utpxav apkeTd TTePIOOOTEPA TTPOPRAMOTO TTOU EETTEPACTNKAV TTOU eV
ava@épinkav Trapatravw 810TI KpiOnke OTI dev ATAV APKETA oNUAVTIKA. AnAadr|, KATTOIEG PIKPES
METATPOTTEG OTOV KWOIKA OTTWG N TaxUuTnTa Twv £X0pWV, N amméoTacn eviotopou Twv boss yia
TOV TTaiKTN K.0. EvdéxeTal va uttdpxouv kal GAAa bugs oTo Traixvidl TTou dev evrotTiodnkav.
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7. ZUupmIEPAoHATA Kal HEAAOVTIKN EMEKTAON

7.1 Zuunrepdopara

Mpoékuywav didgopa cuutrEPACUATA atmd TNV TTapoUoa TITUXIaKA epyacia. ApXIKd, n avaTmTuén
MEXPI KAl VOGS @AIVOUEVIKA aTTAOU TTaIXVIDIOU, €ival TTOAUTTAOKN. ZEKIVWOVTAG ATTO TNV EUPEC TWV
assets kal Tnv avdAuaon kal uAotroinon kdBe Topéa Tou TTaixvidIoU, OTTWG: HOUCIKA, NXNTIKA £QE,
KWOIKA, AAANAETTIOpaCN hE TOV XPROTN, KATT. TToAU peydAn TpokAnon €TTiong ATAv N avaTTugn Tou
KWOIKA Kal N oUvOeDN Twv scripts JETAEU TOUG, £TOI WWOTE VA AEITOUPYOUV OA OUVOUAOTIKA XWPEIg
KATToI0 va TTpokaAei TTpoBAfuaTta oe kdmoio dAAo. Etriong, éva akdun cuptrépacua gival Twg
KATTOIO TUAMOTA TOU TTaiXvISIoU TTOU WTTOPEI va PNV TTapaTtnprioel KATolog, kKdvouv aiodnth
dlagopd. MNa eyéva oto Medieval Adventures auTtod ATav Ta NXNTIKG €€, OTTOU TTPIV TA TTPOCBECW
Oev EviwBa OTI EAEITTE KATI aAAd OTaV €QAPUOOTNKAY Kal PMETA Oev PTTOpoUCa va PAVTOOTW TO
TTauyvidl dixwg autd.

Ev katakA€idl, n avdamrugn evog traixvidiou atraitei TTOAU TTpogpyacia Kal éugacn otnv Kabe
AETTTOUEPEIO YIA VO €TTITEUXOEI €éva IKavoTToINTIKO ATTOTEAECHA. XpeladeTal va ypagei n ioTopia -
av UTTApXEl — va atropacioBbei n doun Tou Traixvidiou, To gameplay Kal Aa Ta GAAA KOPPATION TTOU
atroteAoUV éva Traixvidl. TEAOG, n avaTTugn evog Traixvidiou gival Kupiwg «trial and error», dnAadn
0 developer va PTTOPEi va TTPOCAPUOOCTEI Kal va TTIAUCEI TO TTPOBARWOTA TTOU TTPOKUTITOUV PEXPI
VA OAOKANPWOEI TO TTAIXVIOI.

7.2 MeAAOVTIKN EMEKTAON

To TTaiyvidl eival oAokAnpwuévo ota TTAdiola NG epyaciag. ‘Exel dnAadn, apxn kai TEAog, pevou,
MOUGCIKA Kal NXNTIKA Q€ Kal YeEVIKA OAa Ta KOUMATIa a1Td Ta oTToia atroTeAeital éva 2D platformer
TTaiXvidl. Autd dev onuaivel OpwWG 0TI dev PTTOPET va BeATIWOEI aAAG kal va eTTekTaBel. Mia aTrd Tig
oNPavTIKOTEPEG €TTEKTAOEIC Ba PTTOpOoUCE va gival n TTPooBikn emMITTAéov emTTESWVY KAl iICWG O
BIaXWPIOHOG TOUG O€ EEXWPIOTEG TTEPIOKEG TOU KOOWOU. 'ETO1 N KABE TTEPIOX Ba ATAV TTEPICCOTEPO
1I010iTEPN oTOV OXEDIAOO Kal avayvwpiolun. ETriong, n peyaAdtepn troikiAia oToug £XBpoug Kai
mpooBnkn AdMwv NPCs (Non Playable Characters) 8a ékave T10 Traixvidl akéua 1o
oAokAnpwpévo. TéAog, Ta boss fights Ba ptmopoloav PEAAOVTIKG va €XOUuv OIOQOPETIKOUG
MNXAVIOUOUG TO €va atrd To AANO Kal dIa@OopETIKOUG TPOTTOUG va Ta TTpooTTePdcel O TTaikTng. MNa
Tapadelyua 10 éva boss va avaktd {wr OTav dEXETAI XTUTTNUA O TTAIKTNG 1] va €XEl Kal DEUTEPN
@daaon 1o boss fight. ‘Eva traixvidl €xe1 auéTpnToug TPGTTOUG [E TOUG OTTOIOUG UTTOPET va BEATIWVETAI
ouveXxwg. I’ autéd gival onuavtiké o developer va PTTopei va oTauaTtioEl TNV avdatiTuén otav givai
IKAVOTTOINKEVOG YIaTi aAAILG TO TTaXVidl dev B OAOKANPwEOE TTOTE.
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8. OpoAoyia

AyyAiké EAANVIKG

Animation Kivnon

Animator EAeykTig kivnong oT1o Unity

Boss / Boss fight TeAeuTaia payxn o€ éva emmitmedo

Checkpoint 2nNueio eAéyyou o€ éva eTTiTTedO

Collider Meploxy ouykpouong OTO  QVTIKEINEVO OTO
Unity

Cotrols MAAKTPa XEIpICHOU

Difficulty BaBudg duokohiag

Instance 2TIYMIOTUTTO (QVTIKEIPEVOU)

Level ETitredo (trioTa)

Options PubBpioeig

Platformer Maiyvidl TTAaT@opuag

Player Maiktng

Progress MNpo6odog

Rebind Emavacivoeon (o€ KwdIKa)

Reset Etravagopd

Respawn ETmravep@avion (1T.X. Taiktn)

Script Kopudt Kwdika

Slide OAigbnon

Sound effects HxnTika e@é

Spawn / Spawn point Znueio eppaviong

Sprite AiodIdoTATO YPAPIKO (EIKOVA)
Start / Pause / Resume ‘Evapgn / MNauon / Zuvéxeia

Tag Emikéta (yia avTikeipeva ato Unity)
Ul AletTapn xpAoTn

Upgrades AvaBabpioeig

9. BipAioypapia

Unity Asset Store:
FREE Casual Game SFX Pack
8-bit Fantasy & Adventure Music

Pixel Skies DEMO Background pack
Free 6 Dark Fantasy Boss Battle Tracks

Free 2D Platformer - Skull Garden Tilesets Asset Pack

Free 10 Medieval Ambient Fantasy Tracks Music Pack
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https://assetstore.unity.com/packages/audio/sound-fx/free-casual-game-sfx-pack-54116
https://assetstore.unity.com/packages/audio/music/electronic/8-bit-fantasy-adventure-music-211334
https://assetstore.unity.com/packages/2d/environments/free-2d-platformer-skull-garden-tilesets-asset-pack-321830
https://assetstore.unity.com/packages/2d/environments/pixel-skies-demo-background-pack-226622
https://assetstore.unity.com/packages/audio/music/free-6-dark-fantasy-boss-battle-tracks-275561
https://assetstore.unity.com/packages/audio/music/free-10-medieval-ambient-fantasy-tracks-music-pack-310781
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Medieval King Pack 2

Bandits - Pixel Art

Hero Knight 2

Evil Wizard 3

Evil Wizard 2

Hero Knight - Pixel Art

2D Pixel Art Platformer | Biome - Plains

Free 2D Enemy Patrol Al — Animated Platformer Patrol System with VFX & Sound
2D Pixel Art Platformer | Biome - American Forest
2D TileSet Platformer

Pixel Art Platformer - Village Props

Medieval Music Pack Vol. 2

GothicVania Town

BipAioypa@ikn Bdon:

1. Kamitsios, M., Papadimitriou, S., Chrysafiadi, K., & Virvou, M. (2018). Incorporating quizzes
into a 3D educational game calling web services. In EdMedia

+ Innovate Learning 2018 (pp. 1170-1179). Association for the Advancement of Computing in
Education (AACE).

2. Kamitsios, M., Chrysafiadi, K., Virvou, M., & Sakkopoulos, E. (2018). A Stereotype User Model
for an Educational Game: Overcome the Difficulties in

Game Playing and Focus on the Educational Goal. 2018 9th International Conference on
Information, Intelligence, Systems and Applications (IISA).

IEEE. https://doi.org/10.1109/IISA.2018.8633655

3. Papadimitriou, S., Chrysafiadi, K., Kamitsios, M., & Virvou, M. (2018). FSP Creator: A Novel
Web Service API Creator of Fuzzy Students Progress Profile.

2018 9th International Conference on Information, Intelligence, Systems and Applications (IISA),
1-7. |IEEE. https://doi.org/10.1109/11ISA.2018.8633662

4. Papadimitriou, S., Kamitsios, M., Chrysafiadi, K., & Virvou, M. (2021). Learn-and-play
personalised reasoning from point-and-click to virtual reality mobile

educational games. Intelligent Decision Technologies, 15(2), 321-332.
https://doi.org/10.3233/IDT-200204

5. Chrysafiadi, K., Kamitsios, M., & Virvou, M. (2023). Fuzzy-based dynamic difficulty adjustment
of an educational 3D-game. Multimedia Tools and

Applications, 82, 27525-27549. https://doi.org/10.1007/s11042-023-14515-w

6. Chrysafiadi, K., Papadimitriou, S., Kamitsios, M., & Virvou, M. (2026; first online 2025). User
Experience in Serious Games: Adaptivity in the Plot and

Environment of the Game. In M. Virvou et al. (Eds.), Atrtificial Intelligence-Empowered Software
Engineering 2024, Lecture Notes in Atrtificial Intelligence
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https://assetstore.unity.com/packages/2d/characters/hero-knight-2-168019
https://assetstore.unity.com/packages/2d/characters/evil-wizard-3-284492
https://assetstore.unity.com/packages/2d/characters/evil-wizard-2-284501
https://assetstore.unity.com/packages/2d/characters/hero-knight-pixel-art-165188
https://assetstore.unity.com/packages/2d/environments/2d-pixel-art-platformer-biome-plains-255002
https://assetstore.unity.com/packages/2d/characters/free-2d-enemy-patrol-ai-animated-platformer-patrol-system-with-v-314155
https://assetstore.unity.com/packages/2d/environments/2d-pixel-art-platformer-biome-american-forest-255694
https://assetstore.unity.com/packages/2d/textures-materials/2d-tileset-platformer-254632
https://assetstore.unity.com/packages/2d/environments/pixel-art-platformer-village-props-166114
https://assetstore.unity.com/packages/audio/music/medieval-music-pack-vol-2-233785
https://assetstore.unity.com/packages/2d/characters/gothicvania-town-101407#content
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and Soft Computing, Vol. 52, pp. 215-230. Springer. https://doi.org/10.1007/978-3-031-98410-
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AAAeG TTNYEG:

Super Mario Bros - eikéva

Super Mario Bros Wonder - gikova

Super Mario Bros - Wikipedia

Hollow Knight - eikova

Hollow Knight - Wikipedia

Eikéveg pevou: Images by pikisuperstar on Magnific
YouTube: Brackeys — Health Bar

Unity Documentation

10. NapapTipara

10.1 NapdapTnpa
using UnityEngine;

public class ActivateUIDialogue : MonoBehaviour

{
[SerializeField] private GameObject enterUI;
private void OnTriggerEnter2D(Collider2D collision)
{
// activates when the object with the "Player" tag enters
if (collision.CompareTag("Player"))
{
enterUI.SetActive(true);
}
}
private void OnTriggerExit2D(Collider2D collision)
{
// deactivates when the object with the "Player" tag enters
if (collision.CompareTag("Player"))
{
enterUI.SetActive(false);
}
}
}
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10.2 NMapapTnua

using System.Collections;

using UnityEngine;

using UnityEngine.SceneManagement;
using UnityEngine.Windows;

public class Bandit : MonoBehaviour {

[SerializeField] float m_speed = 4.0f;

[SerializeField] Transform player;
[SerializeField] float detectionRange = 8f;
[SerializeField] float attackRange = 1.5f;

private Animator m_animator;

private Rigidbody2D m_body2d;

private Sensor_Bandit m_groundSensor;
private bool m_grounded = false;
private bool m_combatIdle = false;
private bool m_isDead = false;

private bool isAttacking = false;
private Vector3 originalSize;

public int maxHealth = 400;
public int currentHealth;

public HealthBar healthBar;
private bool isDead = false;
private bool canTakeDamage = true;

[SerializeField] private GameObject enemyHealthUI;
[SerializeField] private AudioSource winMusic;

// Use this for initialization
void Start () {

dit>Q);

ences

originalSize = transform.localScale;

m_animator = GetComponent<Animator>();

m_body2d = GetComponent<Rigidbody2D>();

m_groundSensor = transform.Find("GroundSensor").GetComponent<Sensor_Ban-

// changes boss' health based on the difficuty saved in the player prefer-

int difficulty = PlayerPrefs.GetInt("Difficulty");

if (difficulty == 0)

{
maxHealth -= 100;
}
else if (difficulty == 2)
{
maxHealth += 100;
}

// updates health
currentHealth = maxHealth;
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healthBar.SetMaxHealth(maxHealth);

if (HeroKnight.Instance != null)
{

player = HeroKnight.Instance.transform;

// Update is called once per frame
void Update () {

// if boss is already dead, return
if (isDead) return;

if (player == null && HeroKnight.Instance != null)
{

player = HeroKnight.Instance.transform;

if (player == null) return;
float distance = Vector2.Distance(transform.position, player.position);

//Check if character just landed on the ground

if (!m_grounded && m_groundSensor.State()) {
m_grounded = true;
m_animator.SetBool("Grounded", m_grounded);

}

//Check if character just started falling

if(m_grounded && !m_groundSensor.State()) {
m_grounded = false;
m_animator.SetBool("Grounded", m_grounded);

}
// Chase player
if (distance <= detectionRange && distance > attackRange)

{
}

ChasePlayer();

// Attack player
else if (distance <= attackRange)

{
Attack(Q);

}

// Idle

else

{
m_body2d.linearVelocity = new Vector2(0, m_body2d.linearVelocity.y);
m_animator.SetInteger("AnimState", 0);

}

}

private void OnTriggerEnter2D(Collider2D collision)
{
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// if the object entering is tagged with "Weapon" (player's weapon), call
the TakeDamage method

if (collision.gameObject.CompareTag("Weapon"))

{

}

TakeDamage (40);

}

void TakeDamage(int damage)

{
// if boss can't take damage or is already dead, return
if (!canTakeDamage || isDead) return;

StartCoroutine(DamageCooldown());

// reduces health
currentHealth -= damage;

// adjusts healthbar
healthBar.SetHealth(currentHealth);

// if health is 0, the boss dies, plays the correct animation and the object
is destroyed
if (currentHealth <= 0)

{
isDead = true;
m_body2d.linearVelocity = Vector2.zero;
m_animator.SetTrigger("Death");
Destroy(gameObject, 2f);
// disables enemy healthbar and stops boss music
enemyHealthUI.SetActive(false);
StopMusic();
StartCoroutine(MusicDelay());
}
// if health is not 0, plays the hurt animation
else
{
m_animator.SetTrigger("Hurt");
}

}

// exists so that the boss doesn't constantly take damage
IEnumerator DamageCooldown()

{
canTakeDamage = false;
yield return new WaitForSeconds(0.5f);
canTakeDamage = true;

}

// chases the player when detected
private void ChasePlayer()
{

Vector2 direction = (player.position - transform.position).normalized;

m_body2d.linearVelocity = new Vector2(direction.x * m_speed, m_body2d.line-
arVelocity.y);
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// Swap direction of sprite depending on walk direction
if (direction.x > 0)
transform.localScale = new Vector3(-originalSize.x, originalSize.y,
originalSize.z);
else
transform.localScale = new Vector3(originalSize.x, originalSize.y, orig-
inalSize.z);

// Run

m_animator.SetInteger("AnimState", 2);

}

// attacks the player when within attack range
private void Attack()

{
m_body2d.linearVelocity = Vector2.zero;
// if not already attacking, attack
if (!isAttacking)
{
isAttacking = true;
m_animator.SetTrigger("Attack");
StartCoroutine(AttackCooldown());
}
}

// exists so that the boss doesn't attack constantly
IEnumerator AttackCooldown()
{
yield return new WaitForSeconds(l.5f);
isAttacking = false;

}

// stops music when the boss dies
public void StopMusic()

{
AudioSource[] allAudioSources = FindObjectsByType<AudioSource>(FindOb-
jectsSortMode.None);

foreach (AudioSource source in allAudioSources)

{
}

source.Stop();

}

// plays victory music after the boss is defeated
private IEnumerator MusicDelay()

{
yield return new WaitForSeconds(1);
winMusic.Play(Q);

10.3 NMapdapTnua

using System.Collections;
using UnityEngine;
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namespace EnemyPatrolling
{
public class DeathPatrolling : MonoBehaviour
{
private bool isDead = false;
private bool canTakeDamage = true;

[SerializeField] int baseHealth = 80;
private int currentHealth;

[SerializeField] private AudioClip Death;
[SerializeField] private AudioSource audioSource;
[SerializeField] private ParticleSystem DeathParticle;
[SerializeField] private float flashDuration = 0.1f;

private Collider2D col;
private SpriteRenderer sprite;
private Color originalColor;

// called when the script instance is being loaded
private void Awake()

{
// changes the base enemy's health based on the difficulty chosen by the
user
int difficulty = PlayerPrefs.GetInt("Difficulty", 1);

currentHealth = baseHealth;

if (difficulty == 0)

{

}

else if (difficulty == 2)
{

}

currentHealth = baseHealth - u40;

currentHealth = baseHealth + 40;

// Get references to the collider and sprite renderer
col = GetComponent<Collider2D>();

sprite = GetComponent<SpriteRenderer>();
originalColor = sprite.color;

}

private void OnTriggerEnter2D(Collider2D collision)
{

// if enemy already dead, returns

if (isDead) return;

// if not dead and the object entering is tagged with "Weapon" (the
player's sword), calls the TakeDamage method to deal damage
if (collision.CompareTag("Weapon"))

{
}

TakeDamage(20);
}

private void OnTriggerExit2D(Collider2D collision)
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{
/* when the weapon exits, the enemy can take damage again
* this is done to prevent the enemy from taking multiple hits
* during on instance of the weapon entering its collider
*/
if (collision.CompareTag("Weapon"))
{
canTakeDamage = true;
}
}
private void OnTriggerStay2D(Collider2D collision)
{

// if enemy already dead, returns
if (isDead) return;

// if not dead and the object entering is tagged with "Weapon" (the
player's sword), calls the TakeDamage method to deal damage
if (collision.CompareTag("Weapon") && canTakeDamage)

{
TakeDamage(20);
}
}
private void CreateDeathParticle()
{
// creates the death partciles when enemy dies
if (DeathParticle != null)
{
Instantiate(DeathParticle, transform.position, transform.rota-
tion).Play();
}
}

// is called when the enemy takes damage
void TakeDamage(int damage)

{

if (!canTakeDamage) return;

/* if they can take damage (depending on the value of the bool above)
* their health is decreased and they flash red to indicate that they

have been hit
* if their health reaches 0, the method Die is called

*/

canTakeDamage = false;
baseHealth —-= damage;
StartCoroutine(FlashRed());

if (baseHealth <= 0) {
Die();
}

}

// is called when enemy health reaches 0
void Die()
{
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isDead = true;

// Play death sound

if (audioSource != null && Death != null)
{

}

audioSource.PlayOneShot(Death);

// Spawn particles
CreateDeathParticle();

// Hide visual and disable collision
if (col != null) col.enabled = false;
if (sprite != null) sprite.enabled = false;

// Destroy after 0.5 seconds
Destroy(gameObject, 0.5f);
}

// changes the color of the sprite to red for some seconds to indicate that

they've taken damage

IEnumerator FlashRed()

{
sprite.color = Color.red;
yield return new WaitForSeconds(flashDuration);
sprite.color = originalColor;

}

10.4 NapdapTnpa

using UnityEngine;

namespace EnemyPatrolling

{

public class Patrolling : MonoBehaviour

{

// sprite to rotate
private SpriteRenderer sprite;

// Array of waypoints the enemy will patrol between
public Transform[] patrolPoints;

// Speed at which the enemy moves between patrol points
public float moveSpeed = 3.0f;

// Rotation to apply to the enemy when it reaches a patrol point
public Vector3 rotationAngles = new Vector3(0f, 180f, 0f);

// Keeps track of the index of the current target patrol point
private int currentPointIndex = 0;
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// The transform of the current patrol target
private Transform currentTarget;

// Indicates whether the enemy is dead; prevents movement and sounds if true
private bool isDead = false;

// Reference to the Animator component for controlling animations
private Animator anim;

// The sound that plays while patrolling
[SerializeField] private AudioClip PatrolSound;

// The audio source component used to play the patrol sound
[SerializeField] private AudioSource audioSource;

// Called once when the game starts
private void Start()
{
// Ensure there are patrol points set up
if (patrolPoints.Length > 0)
{
// Set the initial patrol target and position
currentTarget = patrolPoints[currentPointIndex];
transform.position = currentTarget.position + new Vector3(1l, 0.5f,
0);

// Start playing the patrol sound every 4 seconds
// InvokeRepeating("PlayPatrolSound", 0f, 10f);

// Get the Animator component attached to this GameObject
anim = GetComponent<Animator>();
sprite = GetComponent<SpriteRenderer>();

}

// Plays a patrol sound if the enemy is alive
private void PlayPatrolSound()

{
if (!isDead)
{
audioSource.PlayOneShot(PatrolSound);
}
}

// Called at a fixed time interval, suitable for physics—based movement
private void FixedUpdate()

{
// Only patrol if the enemy is alive and has patrol points
if (!isDead && patrolPoints.Length > 0)
{
Patrol();
}
}

// Handles moving the enemy towards the current patrol point
private void Patrol()

{

// Calculate normalized direction vector towards the target
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Vector3 moveDirectionVector = (currentTarget.position - transform.posi-
tion).normalized;

// flipping sprite when changing direction
if (moveDirectionVector.x > 0)

{

sprite.flipX = false; // right

else if (moveDirectionVector.x < 0)

{
}

sprite.flipX = true; // left

// Move the enemy towards the target point at the defined speed
transform.position += moveDirectionVector * moveSpeed * Time.deltaTime;

// Check if the enemy is close enough to the patrol point
if (Vector2.Distance(transform.position, currentTarget.position) < 0.2f)

{

// Move to the next point in the patrol array
currentPointIndex++;

// Loop back to the first patrol point if at the end
if (currentPointIndex >= patrolPoints.Length)

{
}

currentPointIndex = 0;

// Set the new patrol target
currentTarget = patrolPoints[currentPointIndex];

10.5 NMapaprnua

using System.Collections;
using UnityEngine;

public class EnterBossArena : MonoBehaviour

{

[SerializeField] private GameObject enemyHealth;
[SerializeField] private AudioSource musicl;
[SerializeField] private AudioSource music2;

private BoxCollider2D bossCollider;
private bool bossFightStarted = false;

// Start is called before any of the Update methods is called for the first time
private void Start()

{

// disables the boss music when loading the level
music2.enabled = false;
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bossCollider = GetComponent<BoxCollider2D>();
}

private void OnTriggerEnter2D(Collider2D collision)
{

/* if the objects that entered the arena collider is the player, it disables
the main music,

* starts the boss music after some time,

* enables the boss' healthbar

*/
if (collision.CompareTag("Player") && !bossFightStarted)
{ bossFightStarted = true;
musicl.enabled = false;
StartCoroutine(MusicDelay(collision.transform));
, enemyHealth.SetActive(true);

}

// enables boss music 1 second after entering the arena and makes the arena col-
lider solid so that the player cannot leave
private IEnumerator MusicDelay(Transform playerTransform)

{
yield return new WaitForSeconds(1);
while (playerTransform.position.x < bossCollider.bounds.center.x)
yield return null;
}
music2.enabled = true;
bossCollider.isTrigger = false;
}

10.6 NapapTnpa

using UnityEngine;
using UnityEngine.SceneManagement;

public class EnterBuilding : MonoBehaviour

{

[SerializeField] private GameObject enterUI;

private bool player_detection = false;
private bool EnteredHousel => PlayerPrefs.GetInt("EnteredHousel", Q) ==
private bool EnteredHouse2 => PlayerPrefs.GetInt("EnteredHouse2", 0) == 1;

(=Y

private void OnTriggerEnter2D(Collider2D collision)

{
// checks if the object taht entered has the "Player" tag

if (collision.CompareTag("Player"))
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{
// if the current scene is the Levell or House and the player hasn't al-
ready entered House, enables the UI and sets the player_detection to true

if ((ScenelManager.GetActiveScene().name == "Levell" || ScenelManager.Get-
ActiveScene().name == "House") && !EnteredHousel)
{

enterUI.SetActive(true);
player_detection = true;

// if the current scene is the Leveld or House2 and the player hasn't
already entered House2, enables the UI and sets the player_detection to true

if ((ScenelManager.GetActiveScene().name == "Leveld" || ScenelManager.Get-
ActiveScene().name == "House2") && !EnteredHouse2)
{

enterUI.SetActive(true);
player_detection = true;

}

// when exiting, if the object is the Player, disables UI and sets player_detec-
tion to false
private void OnTriggerExit2D(Collider2D collision)

{
if (collision.CompareTag("Player"))
{
enterUI.SetActive(false);
player_detection = false;
}

// Update is called once per frame
private void Update()
{
// if the player has entered the collider and is pressing the E key then the
EnterExitHouse function is called
if (player_detection && Input.GetKeyDown(KeyCode.E))
{

EnterExitHouse();

}

// method for loading scenes: Levell, House, Leveld, House2

void EnterExitHouse()

{
// changes the player preferences "PreviousScene" to the current one
PlayerPrefs.SetString("PreviousScene", SceneManager.GetActiveScene().name);
PlayerPrefs.Save();

// if the current scene is the House, it loads Levell and changes the bool
Player Preference
if (SceneManager.GetActiveScene().name == "House")
{
PlayerPrefs.SetInt("EnteredHousel", 1);
PlayerPrefs.Save();
ScenelManager.LoadScene("Levell");
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// if the current scene is the House2, it loads Leveld and changes the bool
Player Preference
else if (SceneManager.GetActiveScene().name == "House2")
{
PlayerPrefs.SetInt("EnteredHouse2", 1);
PlayerPrefs.Save();
SceneManager.LoadScene("Leveld");

}
// if the current scene is Levell, it loads the House
else if (SceneManager.GetActiveScene().name == "Levell")
{
if (HeroKnight.Instance != null)
{
PlayerPrefs.SetInt("SavelLivesLost", HeroKnight.Instance.livesLost);
PlayerPrefs.Save();
}
SceneManager.LoadScene("House");
}
// if the current scene is Leveld, it loads the House2
else
{
if (HeroKnight.Instance != null)
{
PlayerPrefs.SetInt("SaveLivesLost", HeroKnight.Instance.livesLost);
PlayerPrefs.Save();
}
SceneManager.LoadScene("House2");
}

10.7 NapdapTnua

using Unity.Cinemachine;
using UnityEngine;

public class FollowingCameraTarget : MonoBehaviour
{

// Start is called once before the first execution of Update after the MonoBe-
haviour is created

void Start()

{
var cam = GetComponent<CinemachineCamera>();
// follows the player in every scene
if (cam != null && HeroKnight.Instance != null)
{
cam.Follow = HeroKnight.Instance.transform;
cam.LookAt = HeroKnight.Instance.transform;
}
}
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10.8 NMapapTnua

using UnityEngine;
using UnityEngine.UI;

public class HealthBar : MonoBehaviour

{

time

public Slider slider;

[Header("Settings")]
public bool isPlayerHealthBar = false;

public static HealthBar Instance;

// Awake is called when the script instance is being loaded
private void Awake()

{
if (isPlayerHealthBar)
{
Instance = this;
}
}
// Start is called just before any of the Update methods is called for the first
private void Start()
{
// sets up the player's healthbar
if (isPlayerHealthBar && HeroKnight.Instance != null)
{
slider.maxValue = HeroKnight.Instance.maxHealth;
slider.value = HeroKnight.Instance.currentHealth;
}
}

// Update is called once per frame
private void Update()

{
// changes the value of the healthbar
if (isPlayerHealthBar && HeroKnight.Instance != null)
{
slider.value = HeroKnight.Instance.currentHealth;
}
}
public void SetMaxHealth(int health)
{
slider.maxValue = health;
slider.value = health;
}
public void SetHealth(int health)
{
slider.value = health;
}
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10.9 NMapapTnua

using UnityEngine;

using System.Collections;

using UnityEngine.UI;

using UnityEngine.SceneManagement;

using UnityEngine.EventSystems;

using Unity.VisualScripting.Dependencies.NCalc;
using Unity.VisualScripting;

public class HeroKnight : MonoBehaviour

{

public static HeroKnight Instance { get; private set; }

[SerializeField] float m_speed = U.0f;
[SerializeField] float m_jumpForce = 7.5f;
[SerializeField] float m_rollForce = 6. GF
[SerializeField] bool m_noBlood = false

[SerializeField] GameObject m_slideDust;
[SerializeField] private AudioSource loseMusic;
private BoxCollider2D bossCollider;

private Animator m_animator;
private Rigidbody2D m_body2d;
private Sensor_HeroKnight m_groundSensor;
private Sensor_HeroKnight m_wallSensorRl;
private Sensor_HeroKnight m_wallSensorR2;
private Sensor_HeroKnight m_wallSensorLl;
private Sensor_HeroKnight m_wallSensorL2;

private bool m_isWallSliding = false;
private bool m_grounded = false;

private bool m_rolling = false;

private int m_facingDirection = 1;

private int m_currentAttack = 0;

private float m_timeSinceAttack = 0.0f;
private float m_delayToIdle = 0.0f;

private float m_rollDuration = 8. OF / 14.0f;
private float m_rollCurrentTime;

private bool canTakeDamage = true;
public bool obtainedUpgrade = false;
public int damageTaken = 30;

// fall detetction
private Vector3 respawnPoint;

// knockback from damage
[SerializeField] private Rigidbody2D rb;
[SerializeField] private float knockbackForce = 5f;

// health
public int maxHealth = 100;
public int currentHealth;
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public float respawnDelay = 2f;
private bool isRespawning = false;
private bool isDead = false;

public HealthBar healthBar;
public GameObject LoseScreenUI;

[SerializeField] GameObject lifel, life2;

private bool reachCheckpoint = false;
public int livesLost = 0;

/* player is not destroyed so that there is only one player in the whole game
* and upgrades are kept throughout

*/

private void Awake()
{
// ensures that a level can be played with the same player, without needing
to start at level 1
if (Instance != null && Instance != this)
{
Destroy(gameObject);
return;
}
Instance = this;
DontDestroyOnLoad(gameObject);
}

// Use this for initialization
void Start ()

{

// ensures the player has the correct stats depending on any upgrades ob-
tained

if (Instance != this) return;

maxHealth = PlayerPrefs.GetInt("SavedMaxHealth", 100);

damageTaken = PlayerPrefs.GetInt("SavedDamageTaken", 30);

m_animator = GetComponent<Animator>();

m_body2d = GetComponent<Rigidbody2D>();

m_groundSensor = transform.Find("GroundSensor").GetComponent<Sensor_Her-
oKnight>(Q);

m_wallSensorRl = transform.Find("WallSensor_R1").GetComponent<Sensor_Her-
oKnight>(Q);

m_wallSensorR2 = transform.Find("WallSensor_R2").GetComponent<Sensor_Her-
oKnight>(Q);

m_wallSensorLl = transform.Find("WallSensor_L1").GetComponent<Sensor_Her-
oKnight>(Q);

m_wallSensorL2 = transform.Find("WallSensor_L2").GetComponent<Sensor_Her-
oKnight>(Q);

loseMusic.enabled = false;
LoseScreenUI.SetActive(false);

respawnPoint = transform.position;
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entHealth = maxHealth;
HealthBar.Instance != null)

HealthBar.Instance.SetMaxHealth(maxHealth);
HealthBar.Instance.SetHealth(currentHealth);

1lled after a level is loaded
void OnLevelWasLoaded(int level)

f scene starts with Level, esnure everything works properly:
healthbar is displayed correctly

lives are reset

player spawns at the start of the level

finds the boss collider for the arena

finds lose screen and lose music

Instance != null && Instance != this)

return;

ng sceneName = SceneManager.GetActiveScene().name;
sceneName.StartsWith("Level") && sceneName != "LevelSelection")
currentHealth = maxHealth;

if (HealthBar.Instance != null)

{
}

HealthBar.Instance.SetHealth(currentHealth);

livesLost = PlayerPrefs.GetInt("SavelLivesLost", 0);
if (livesLost >= 1)

{

if (life2 != null) life2.SetActive(false);
}
else
{

if (life2 != null) life2.SetActive(true);
}
if (livesLost >= 2)
{

if (life2 != null) lifel.SetActive(false);
}
else
{

if (life2 != null) lifel.SetActive(true);
}

isDead = false;
isRespawning = false;
reachCheckpoint = false;
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GameObject musicObj = GameObject.FindWithTag("LoseMusic");
if (musicObj != null)
{

loseMusic = musicObj.GetComponent<AudioSource>();

if (loseMusic != null) loseMusic.enabled = false;

}

GameObject loseScreenObj = GameObject.FindWithTag("LoseScreen");
if (loseScreenObj != null)
{

LoseScreenUI = loseScreenObj;

LoseScreenUI.SetActive(false);

}

Collider2D playerCollider = GetComponent<Collider2D>();
if (playerCollider != null)
{

playerCollider.enabled = true;

if (m_animator != null)

{
m_animator.Rebind();
m_animator.Update(0f);
m_animator.SetInteger("AnimState", 0);
m_animator.SetBool("Grounded", true);

}

if (m_body2d != null)

‘ m_body2d.bodyType = RigidbodyType2D.Dynamic;
m_body2d.linearVelocity = Vector2.zero;

if (rb !'= null)

i rb.linearVelocity = Vector2.zero;

GameObject spawnPointYes = GameObject.FindWithTag("StartSpawnPoint");
GameObject checkpointSpawn = GameObject.FindWithTag("Checkpoint");

if (PlayerPrefs.GetInt(sceneName + "_checkpoint”, 0) == 1 && check-
pointSpawn != null)

{
transform.position = checkpointSpawn.transform.position + Vector3.up
* 2f;
respawnPoint = checkpointSpawn.transform.position;
reachCheckpoint = true;
}
else if (spawnPointYes != null)
{
transform.position = spawnPointYes.transform.position;
respawnPoint = spawnPointYes.transform.position;
}
}
if (sceneName.StartsWith("House"))
{
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}

obtainedUpgrade = false;
}

GameObject bossTriggerYes = GameObject.FindWithTag("BossTrigger");

if (bossTriggerYes != null)
{

bossCollider = bossTriggerYes.GetComponent<BoxCollider2D>();

}

else bossCollider = null;

// Update is called once per frame
void Update ()
{

// if player is dead, return
if (isDead) return;

// managing lives
if (lifel == null || life2 == null)

{
GameObject foundLifel = GameObject.Find("Lifel");
GameObject foundLife2 = GameObject.Find("Life2");
if (foundLifel != null) lifel = foundLifel;
if (foundLife2 != null) life2 = foundLife2;
}
if (HealthBar.Instance != null)
{
HealthBar.Instance.SetHealth(currentHealth);
}
if (lifel != null && life2 !'= null)
{
if (livesLost >= 2) lifel.SetActive(false);
else lifel.SetActive(true);
if (livesLost >= 1) life2.SetActive(false);
else life2.SetActive(true);
}

// Increase timer that controls attack combo
m_timeSinceAttack += Time.deltaTime;

// Increase timer that checks roll duration
if(m_rolling)
m_rollCurrentTime += Time.deltaTime;

// Disable rolling if timer extends duration
if(m_rollCurrentTime > m_rollDuration)
m_rolling = false;

// Check if character just landed on the ground
if (!m_grounded && m_groundSensor.State())

m_grounded = true;
m_animator.SetBool("Grounded", m_grounded);
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//Check if character just started falling
if (m_grounded && !m_groundSensor.State())

{
m_grounded = false;
m_animator.SetBool("Grounded", m_grounded);
}
// -- Handle input and movement —-

float inputX = Input.GetAxis("Horizontal");

// Swap direction of sprite depending on walk direction
if (inputX > 0)
{

transform.localScale = new Vector3(l, 1, 1);
m_facingDirection = 1;

}

else if (inputX < 0)
{
transform.localScale = new Vector3(-1, 1, 1);
m_facingDirection = -1;
}
// Move
if (!m_rolling )
m_body2d.linearVelocity = new Vector2(inputX * m_speed, m_body2d.linear-
Velocity.y);

//Set AirSpeed in animator
m_animator.SetFloat("AirSpeedY", m_body2d.linearVelocity.y);

// —— Handle Animations —-

//Wall Slide

m_isWallSliding = (m_wallSensorR1l.State() && m_wallSensorR2.State()) ||
(m_wallSensorLl.State() && m_wallSensorL2.State());

m_animator.SetBool("WallSlide", m_isWallSliding);

//Attack
if(Input.GetMouseButtonDown(0) && m_timeSinceAttack > 0.25f && !m_rolling
&& !(EventSystem.current != null && EventSystem.current.IsPointerOver-
GameObject()))
{

m_currentAttack++;

// Loop back to one after third attack
if (m_currentAttack > 3)
m_currentAttack = 1;

// Reset Attack combo if time since last attack is too large
if (m_timeSinceAttack > 1.0f)
m_currentAttack = 1;

// Call one of three attack animations "Attackl", "Attack2", "Attack3"
m_animator.SetTrigger("Attack" + m_currentAttack);

// Reset timer
m_timeSinceAttack = 0.0f;
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// Block
else if (Input.GetMouseButtonDown(1l) && !m_rolling)
{
m_animator.SetTrigger("Block");
m_animator.SetBool("IdleBlock", true);

}

else if (Input.GetMouseButtonUp(1))
m_animator.SetBool("IdleBlock", false);

// Roll
else if (Input.GetKeyDown("left shift") && !m_rolling && !m_isWallSliding)
{
m_rolling = true;
m_animator.SetTrigger("Roll");
m_body2d.linearVelocity = new Vector2(m_facingDirection * m_rollForce,
m_body2d.linearVelocity.y);
}

//Jump
else if (Input.GetKeyDown("space") && m_grounded && !m_rolling)
{
m_animator.SetTrigger("Jump");
m_grounded = false;
m_animator.SetBool("Grounded", m_grounded);
m_body2d.linearVelocity = new Vector2(m_body2d.linearVelocity.Xx,
m_jumpForce);
m_groundSensor.Disable(0.2f);

}
//Run
else if (Mathf.Abs(inputX) > Mathf.Epsilon)
{
// Reset timer
m_delayToIdle = 0.05f;
m_animator.SetInteger("AnimState", 1);
}
//Idle
else
{
// Prevents flickering transitions to idle
m_delayToIldle -= Time.deltaTime;
if(m_delayToIdle < 0)
m_animator.SetInteger("AnimState", 0);
}

}

// Animation Events

// Called in slide animation.
void AE_SlideDust()

{

Vector3 spawnPosition;

if (m_facingDirection == 1)
spawnPosition = m_wallSensorR2.transform.position;
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else
spawnPosition = m_wallSensorlL2.transform.position;

if (m_slideDust != null)
{
// Set correct arrow spawn position
GameObject dust = Instantiate(m_slideDust, spawnPosition, gameOb-
ject.transform.localRotation) as GameObject;
// Turn arrow in correct direction
dust.transform.localScale = new Vector3(m_facingDirection, 1, 1);

}

private void OnTriggerEnter2D(Collider2D collision)
{
// if player enters collider tagged: fall detector
if (collision.CompareTag("FallDetector") && !isRespawning)

{

StartCoroutine(HandleFall());
}
// if player enters checkpoint, replenish health, renew respawn position
else if (collision.tag == "Checkpoint")
{

if (reachCheckpoint == false)

{

currentHealth = maxHealth;

}

reachCheckpoint = true;

respawnPoint = transform.position + Vector3.up * 2f;
}

// if player enters bossl (boss' weapon)
else if (collision.gameObject.CompareTag("Bossl"))
{
// if player is not dead, play the hurt animation, take damage
if (!isDead)
{
m_animator.SetTrigger("Hurt");
TakeDamage(damageTaken);

// get knocked back if not dead
if (!isDead)
{
Vector2 knockBackDirection = (transform.position - colli-
sion.transform.position).normalized;
rb.AddForce(knockBackDirection * knockbackForce, ForceMode2D.Im-

pulse);
}

}
}
// if player enters boss trigger renew respawn position inside the arena
else if (collision != null && collision.CompareTag("BossTrigger"))
{

respawnPoint = collision.transform.position + new Vector3(2f, 0, 0);
}

}

private void OnCollisionEnter2D(Collision2D collision)

{
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// if player is dead, return
if (isDead) return;

// if player hits the spikes or the base enemies, play the hurt animation and
take damage
if (collision.gameObject.CompareTag("Hazard"))
{
m_animator.SetTrigger("Hurt");
TakeDamage(damageTaken - 10);

// get knocked back if not dead
if (!isDead)
{
Vector2 knockBackDirection = (transform.position - collision.trans-
form.position).normalized;
rb.AddForce(knockBackDirection * knockbackForce, ForceMode2D.Im-
pulse);

}
}
// method to take damage
void TakeDamage(int damage)

{

// if player is already taking damage or is dead, return

if (!canTakeDamage || isDead) return;

StartCoroutine(DamageCooldown());

// if player is blocking, take half the damage

if (m_animator.GetBool("Block") || m_animator.GetBool("IdleBlock")) {
currentHealth -= damage / 2;

}

else currentHealth -= damage;

// change health in the healthbar

if (HealthBar.Instance != null)

{
HealthBar.Instance.SetHealth(currentHealth);

}

// if health <= 0, call the loselife method and play the death animation

if (currentHealth <= 0)

{
LoseLife();
isDead = true;
m_body2d.linearVelocity = Vector2.zero;
m_animator.SetBool("noBlood", m_noBlood);
m_animator.SetTrigger("Death");
StartCoroutine(RespawnAfterDelay());

}

// if health is not 0, play the hurt animation

else

{
m_animator.SetTrigger("Hurt");

}

}
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// exists so that the player doesn't constantly take damage
IEnumerator DamageCooldown()

{
canTakeDamage = false;
yield return new WaitForSeconds(0.5f);
canTakeDamage = true;
}
void LoseLife()
{
// if player hasn't lost any lives, lose a life and disabe the corresponding
UI element
if (livesLost == 0)
{
life2.SetActive(false);
liveslLost++;
}
// if player has lost 1 life, lose the other one, disable the corresponding
UI element
else if (livesLost == 1)
{
lifel.SetActive(false);
liveslLost++;
// player dies, the UI for the loss screen is activated
isDead = true;
PlayerPrefs.SetInt(SceneManager.GetActiveScene().name + "_checkpoint",
0);
PlayerPrefs.Save();
ActivateLoseScreen();
// stops main music and playes the defeat music
StopMusic();
StartCoroutine(MusicDelay());
}
}

// respawn after some seconds
IEnumerator RespawnAfterDelay()

{

// if the player has lost all their lives, break
if (livesLost >= 2)
{
ActivateLoseScreen();
yield break;
}

yield return new WaitForSeconds(respawnDelay);

// reset health, animator, isDead bool
currentHealth = maxHealth;

if (HealthBar.Instance != null)
{

}

HealthBar.Instance.SetHealth(currentHealth);
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}

// needed so that the player does not lose all their lives

transform.position = respawnPoint;

m_animator.Rebind();
m_animator.Update(0f);

m_animator.SetInteger("AnimState", 0);

isDead = false;

IEnumerator HandleFall()

{

ject>(Q);

isRespawning = true;

Collider2D playerCollider = GetComponent<Collider2D>();
playerCollider.enabled = false;

LoseLife();

if (livesLost >= 2)
{
isDead = true;
if (m_body2d != null)
{
m_body2d.linearVelocity = Vector2.zero;
m_body2d.bodyType = RigidbodyType2D.Static;
}

if (LoseScreenUI == null)

{
GameObject[] allObjects = Resources.FindObjectsOfTypeAll<GameOb-

foreach (GameObject obj in allObjects)
{

if (obj.CompareTag("LoseScreen") && obj.scene.islLoaded)

{
LoseScreenUI = obj;
break;

}
isRespawning = false;
yield break;

}

currentHealth = maxHealth;

if (HealthBar.Instance != null)
{

}

HealthBar.Instance.SetHealth(currentHealth);

transform.position = respawnPoint + Vector3.up * 2f;

yield return new WaitForSeconds(0.2f);

at once if they fall
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if (playerCollider != null) playerCollider.enabled = true;
isRespawning = false;

}

// stops music

public void StopMusic()

{
AudioSource[] allAudioSources = FindObjectsByType<AudioSource>(FindOb-

jectsSortMode.None);

foreach (AudioSource source in allAudioSources)

{
}

source.Stop();

}

// enables defeat music after 1 second
private IEnumerator MusicDelay()

{
yield return new WaitForSeconds(1);
if (loseMusic == null)
{
GameObject[] allObjects = Resources.FindObjectsOfTypeAll<GameObject>();
foreach (GameObject obj in allObjects)
{
if (obj.CompareTag("LoseMusic") && obj.scene.islLoaded)
{
loseMusic = obj.GetComponent<AudioSource>();
break;
}
}
}
if (loseMusic != null)
{
loseMusic.enabled = true;
}
}

// activates loss screen
void ActivatelLoseScreen()

{
if (LoseScreenUI == null)

{
Canvas mainCanvas = FindFirstObjectByType<Canvas>();
if (mainCanvas != null)
{

Transform[] foundTransform = mainCanvas.GetComponentsInChil-
dren<Transform>(true);
foreach (Transform t in foundTransform)
{
if (t.name == "LoseScreen")
{
LoseScreenUI = t.gameObject;
LoseScreenUI.SetActive(false);
break;
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}

if (LoseScreenUI != null) LoseScreenUI.SetActive(true);

}

// resets the player
public void ResetPlayerOnRestart()

{
isDead = false;
isRespawning = false;
currentHealth = maxHealth;
livesLost = 0;
lifel = null;
life2 = null;
if (m_animator != null)
{
m_animator.Rebind();
m_animator.Update(0f);
m_animator.SetInteger("AnimState", 0);
}
}

10.10 Napaprnua

using System.Collections;
using UnityEngine;
using UnityEngine.SceneManagement;

public class LampCheckpoint : MonoBehaviour

{
public GameObject glow;
public GameObject lampLit;

public GameObject lifel, life2;

private bool isActivated = false;
[SerializeField] public AudioSource soundEffect;

private HeroKnight player;

// Start is called once before the first execution of Update after the MonoBe-
haviour is created
void Start()

{
lampLit.SetActive(false);
glow.SetActive(false);

}

private void OnTriggerEnter2D(Collider2D collision)
{
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1);

}

if (isActivated) return;

// if the object's tag is "Player", then it calls the function Activate
if (collision.tag == "Player")
{
player = collision.GetComponent<HeroKnight>();
StartCoroutine(FlashPlayerGreen(player));
Activate();
PlayerPrefs.SetInt(SceneManager.GetActiveScene().name + "_checkpoint",

PlayerPrefs.Save();

// lights up the lamp to indicate to the player they have reached the checkpoint
of the level
void Activate()

{

}

isActivated = true;
glow.SetActive(true);
lampLit.SetActive(true);

if (lifel.activeInHierarchy && !life2.activeInHierarchy) {
life2.SetActive(true);
}

soundEffect.Play();

// the player turns green for a moment to indicate they have reached the check-

point

private IEnumerator FlashPlayerGreen(HeroKnight player)

{

if (player != null)
{

SpriteRenderer sprite = player.GetComponent<SpriteRenderer>();
if (sprite != null)

{
Color ogColor = sprite.color;
sprite.color = Color.green;
yield return new WaitForSeconds(0.3f);
// reverts to original color
if (sprite != null)
{
sprite.color = ogColor;
}
}

10.11 Napaprnua

using UnityEngine;
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using UnityEngine.SceneManagement;

public class LoadlLevels : MonoBehaviour

{

0);

[SerializeField] GameObject loadLevelsUI;

[SerializeField] Bandit boss;
private bool playerNearby = false;

// Update is called every frame, if the MonoBehaviour is enabled
private void Update()

{

/* unlocks the corresponding level (using player preferences) depending on:
* - if the player is nearby
* — if the user is pressing E

*/

if (playerNearby && Input.GetKeyDown(KeyCode.E))
{

PlayerPrefs.SetInt(SceneManager.GetActiveScene().name + "_checkpoint",

PlayerPrefs.Save();

if (SceneManager.GetActiveScene().name == "Levell")
{
if (PlayerPrefs.GetInt("UnlockedLevel") <= 1)
{
PlayerPrefs.SetInt("UnlockedLevel”, 2);
PlayerPrefs.Save();
}
}
else if (ScenelManager.GetActiveScene().name == "Level2")
{
if (PlayerPrefs.GetInt("UnlockedLevel") <= 2)
{
PlayerPrefs.SetInt("UnlockedLevel™, 3);
PlayerPrefs.Save();
}
}
else if (ScenelManager.GetActiveScene().name == "Level3")
{
if (PlayerPrefs.GetInt("UnlockedLevel") <= 3)
PlayerPrefs.SetInt("UnlockedLevel™, 4);
PlayerPrefs.Save();
}
}
else if (ScenelManager.GetActiveScene().name == "Leveld")
{
if (PlayerPrefs.GetInt("UnlockedLevel") <= 4)
{
PlayerPrefs.SetInt("UnlockedLevel", 5);

PlayerPrefs.Save();

}

// loads level selection scene
SceneManager.LoadScene("LevelSelection");
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}

private void OnTriggerEnter2D(Collider2D collision)
{
// if the boss is deastroyed or it has no health left and the object enter-
ing is the player,
// it enables the UI and sets the playerNearby bool to true
if (boss == null || boss.currentHealth == 0)

{ if (collision.CompareTag("Player"))
¢ loadLevelsUI.SetActive(true);
playerNearby = true;
}
}
private void OnTriggerExit2D(Collider2D collision)
{ // when the player exits, disables the UI and sets the playerNearby bool to
fatse if (collision.CompareTag("Player"))
{ if (loadLevelsUI != null)
‘ loadLevelsUI.SetActive(false);
élayerNearby = false;
}

10.12 NMapapTnua

using UnityEngine;
using UnityEngine.SceneManagement;

public class LoselMenu : MonoBehaviour

{
public GameObject LoseUI;

// after the player deis, when the corresponding button is pressed it loads the
level selection scene
public void GoToLevelSelection()

{
}

SceneManager.LoadScene("LevelSelection");

10.13 NapapTnua

using UnityEngine;
using UnityEngine.SceneManagement;
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public class MainMenu :

{

// UI elements

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

GameObject
GameObject
GameObject
GameObject
GameObject
GameObject
GameObject
GameObject

private bool pressedStart =
private bool choseDifficulty => PlayerPrefs.GetInt("ChoseDifficulty", 0) == 1;
// player preferences to change the difficulty (enemies' health)

MonoBehaviour

mainMenu;
title;
backButton;
optionsMenu;
controls;
difficulty;
progress;
successText;

false;

// loads the level selection scene after clicking the "Start" button on the main

menu

public void StartGame()

{

pressedStart = true;

// if the player hasn't chosen a difficulty already, it forces them to do
so, then it loads the scene
if (!choseDifficulty)

{

mainMenu.SetActive(false);
title.SetActive(false);
difficulty.SetActive(true);

PlayerPrefs.SetInt("ChoseDifficulty", 1);
PlayerPrefs.Save();

}

else SceneManager.LoadScene("LevelSelection"); // if they have already cho-
sen a difficulty it loads the scene straight away

}

// opens options menu
public void Options()

{

mainMenu.SetActive(false);
title.SetActive(false);
backButton.SetActive(true);

optionsMenu.SetActive(true);

}

// quits the application
public void QuitGame()

{

Debug.Log("Quitting...");
Application.Quit();

// when pressed, enables and disables the correct buttons and other UI elements
public void Back()

{

if (optionsMenu.activeSelf == true)
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optionsMenu.SetActive(false);
backButton.SetActive(false);
mainMenu.SetActive(true);
title.SetActive(true);

}
if (controls.activeSelf == true)
{
controls.SetActive(false);
optionsMenu.SetActive(true);
}
if (difficulty.activeSelf == true)
{
difficulty.SetActive(false);
if (successText.activeSelf ==
optionsMenu.SetActive(true);
}
if (progress.activeSelf == true)
progress.SetActive(false);
if (successText.activeSelf ==
optionsMenu.SetActive(true);
}

}

// opens the controls UI

public void OpenControls()

{
optionsMenu.SetActive(false);
controls.SetActive(true);

}

// opens the difficulty UI
public void OpenDifficulty()
{
optionsMenu.SetActive(false);
difficulty.SetActive(true);
}

// opens the progress UI

public void OpenProgress()

{
optionsMenu.SetActive(false);
progress.SetActive(true);

// sets the difficulty to easy
public void SetDifficultyEasy()
{

if (pressedStart)

{

true) successText.SetActive(false);

true) successText.SetActive(false);

SceneManager.LoadScene("LevelSelection");

}

else

{

PlayerPrefs.SetInt("Difficulty", 0);

// difficulty = 0 (Easy)
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PlayerPrefs.Save();
successText.SetActive(true);

PlayerPrefs.SetInt("ChoseDifficulty", 1); // indicates that the player
has chosen difficulty so when pressing start the player doesn't have to do so again
PlayerPrefs.Save();

Invoke("Back", 2f);
}

// sets the difficulty to normal
public void SetDifficultyNormal()
{

if (pressedStart)

{

}

else

{

SceneManager.LoadScene("LevelSelection");

PlayerPrefs.SetInt("Difficulty", 1); // difficulty = 1 (Normal)
PlayerPrefs.Save();
successText.SetActive(true);

PlayerPrefs.SetInt("ChoseDifficulty", 1); // indicates that the player
has chosen difficulty so when pressing start the player doesn't have to do so again
PlayerPrefs.Save();

Invoke("Back", 2f);
}

// sets the difficulty to hard
public void SetDifficultyHard()
{

if (pressedStart)

{

SceneManager.LoadScene("LevelSelection");
}
else
{
PlayerPrefs.SetInt("Difficulty", 2); // difficulty = 2 (Hard)
PlayerPrefs.Save();
successText.SetActive(true);

PlayerPrefs.SetInt("ChoseDifficulty", 1); // indicates that the player
has chosen difficulty so when pressing start the player doesn't have to do so again
PlayerPrefs.Save();

Invoke("Back", 2f);
}

// resets all player preferences (progress, choices, difficulty etc)
public void ResetProgress()
{

PlayerPrefs.DeleteAll1();

PlayerPrefs.Save();
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successText.SetActive(true);

Invoke("Back", 2f);

10.14 NMapapTnua

using UnityEngine;
using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{

public static bool Paused = false;

// UI elements

[SerializeField] GameObject pauseMenuUI;
[SerializeField] GameObject pauselmage;
[SerializeField] GameObject backButton;
[SerializeField] GameObject controlsButton;
[SerializeField] GameObject controls;

// Update is called once per frame
void Update()
{
// if the games is not paused and the user presses the Escape key, it
pauses, if already paused, it continues
if (Input.GetKeyDown(KeyCode.Escape))

if (Paused)

{

Resume();
}
else
{

Pause();
}

}

// resets to defualt game speed, resumes music and re-enables camera rotation
public void Resume()

{
pauseMenuUI.SetActive(false);
pauseImage.SetActive(false);
Time.timeScale = 1.0f;
Paused = false;
AudiolListener.pause = false;
}

// pauses music and sets game speed to zero so everythinng stops, disables cam-
era rotation
void Pause()
{
pauseMenuUI.SetActive(true);
pauseImage.SetActive(true);
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Time.timeScale = 0Of;
Paused = true;

AudiolListener.pause = true;

}

// opens options menu
public void Options()

{
pauseMenuUI.SetActive(false);
controlsButton.SetActive(true);
backButton.SetActive(true);

H

// shows controls

public void Controls()

{
controlsButton.SetActive(false);
controls.SetActive(true);

}

// enables and disables the correct UI elements depending on which ones are ac-
tive
public void Back()

{
if (controls.activeSelf)
{
controls.SetActive(false);
controlsButton.SetActive(true);
}
else if (controlsButton.activeSelf)
{
controlsButton.SetActive(false);
backButton.SetActive(false);
pauseMenuUI.SetActive(true);
}
}

// quits the application

public void GoToMainMenu()

{
// resets if the player has reached the checkpoint
PlayerPrefs.SetInt(SceneManager.GetActiveScene().name + "_checkpoint", 0);
PlayerPrefs.Save();

Time.timeScale = 1.0F;
Paused = false;

AudiolListener.pause = false;
SceneManager.LoadScene("StartingMenu");

10.15 Napaprnua
using UnityEngine;

public class SceneSpawnPoint : MonoBehaviour
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[Header("Settings")]
[Tooltip("Write scene name from which the player comes from")]
public string comingFromScene;

// Start is called once before the first execution of Update after the MonoBe-
haviour is created
void Start()

{
// for entering and exiting the House, House2 scenes
if (HeroKnight.Instance != null)
{
string previousScene = PlayerPrefs.GetString("PreviousScene", "");
if (previousScene == comingFromScene)
{
HeroKnight.Instance.transform.position = this.transform.position;
PlayerPrefs.SetString("PreviousScene", "");
PlayerPrefs.Save();
}
}
}

10.16 NMapapTnua

using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.UI;

public class SelectlLevel:MonoBehaviour

{
public GameObject[] buttons;

// Satrt is called just before any of the Update methods is called for the first
time

void Start()

{

// enables the level button depending on how many levels have been unlocked
(Cusing player preferences)
int unlockedLevel = PlayerPrefs.GetInt("UnlockedLevel");

for (int i = 1; i < buttons.Length; i++)

{
bool isUnlocked = i < unlockedLevel;
if (isUnlocked)
{
buttons[i].SetActive(true);
}
else
{
buttons[i].SetActive(false);
}
H

}
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// the following methods load the correspodning level when the one of the level
buttons has been pressed

public void LoadLevell()

{
PlayerPrefs.SetInt("SavelLivesLost", 0);
PlayerPrefs.Save();
SceneManager.LoadScene("Levell");

}

public void LoadLevel2()

{
PlayerPrefs.SetInt("SavelLivesLost", 0);
PlayerPrefs.Save();
SceneManager.LoadScene("Level2");

}

public void LoadLevel3()

{
PlayerPrefs.SetInt("SaveLivesLost", 0);
PlayerPrefs.Save();
ScenelManager.LoadScene("Level3");

}

public void LoadLeveld()

{
PlayerPrefs.SetInt("SaveLivesLost", 0);
PlayerPrefs.Save();
ScenelManager.LoadScene("Leveld");

}

public void LoadLevel5()

{
PlayerPrefs.SetInt("SaveLivesLost", 0);
PlayerPrefs.Save();
ScenelManager.LoadScene("Level5");

}

// loads the starting scene
public void BackToStartMenu()
{

}

ScenelManager.LoadScene("StartingMenu");
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