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>xedIaouog Ka

Anpioupyia utto@AakeAWY OTOV KEVTPIKO @AKEAO Artwork

H KevTpIKN €IKOVA TTOU XPNOIMOTIOINBNKE wg BAcn yia Tn OnUIoUpYia TWV OKNVWY TOU

Anpioupyia Atlas otov kevTpikd @akeAo Artwork
Ta features Twv graphics

Anpioupyia oknvwy

EvepyoTtroinon oknvwv

PUBuion tng Main Camera

Sorting Layers

KevTtpikd layers

: AmrevepyoTtroinon Tng emAoyrg Queries Start in Colliders
Menu

Exit Button

HUD with Menu and Death Menu

Ta scripts Tou dnuioupyndnkav
GameManager object

FloatingTextManager object

Player object

Weapon object

Player, SmallEnemy, Boss, Crates Fighter Tag
SmallEnemy object

Hitbox object

Boss object

Chest object

Portal object

Crate object

Healing Fountain object

NPCs object

Anuioupyia animations

Menu animator

Death Menu animator

Torch animator

Weapon animator
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MepiAnwn

216X0G TNG TTapoUcag METATITUXIOKAS dIaTpIBAG €ival 0 oXedlaoudgs Kai n avamruén evog 2D
Traixvidiou poAwv (Role-Playing Games, RPGS) ue Tn xpron TG YAWooag TTpoypauuaTtiopuou C#
aT1o TepIBAaAAov Tou Microsoft Visual Studio 2017 kai TnG TAaT@Opuag Unity v.2020.3.26f1. Ta
epyoAeia TNG TTAATQOPUAG TTOU XPNOIYoTToINBNKav ATav PNdevikou KOOToug. To Traixvidl Tng
TTapoUoag HEAETNG ONUIOUPYNBNKE yIa VA UTTOPEI VO EKTEAEDTEI € UTTOAOYIOTH], £XOVTAG WG TTNYN
EUTTVEUONG TO TTAYKOOHiOU Qriung traixVvidl Super Mario Bros, 6To otroio o Super Mario avtioToixa
TpooTTaBEl va owoel TNV TIpIyKiTiooa Peach trou atreixBer amd Tov Bowser. Emonuaiveral 611 10
Traiyvidl dnuioupyrdnke yia akadnuaikd oKOoTTé aTa TTAQITIa HETATITUXIOKAG BIATPIBAG, a@AvovTag
TEPIBWPIa BEATIOTOTTOINONG Kal dnuIoupyiag ETTITTAEOV OKNVWY OTO PHEAAOV.

Abstract

The aim of this master's thesis is the design and development of a 2D role-playing game (Role-
Playing Games, RPGs) using the C# programming language in the environment of Microsoft
Visual Studio 2017 and the Unity platform v.2020.3.26f1. The used platform tools were zero cost.
The game of the present study was created to be run on a computer, inspired by the world-famous
game Super Mario Bros., in which Super Mario tries to rescue Princess Peach who is abhorred
by Bowser. It should be noted that the game was created for an academic purpose in the context
of a master's thesis, leaving space for optimization and creation of additional scenes in the future.
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1. Eicaywyn

1.1. Mnxavi maixvidiwv Unity

H mAat@éppa Unity atroTeAei pia SNPO@IAAR uNXavA TTaIXVIOIWV Kal €va OAOKANPWHEVO TTEPIBAAAOV
avamTuéng (Integrated Development Environment, IDE) yia Tn dnuioupyia d1adpacTIKWV PETWY,
ouvABwg Bivreotraixvidiwv?, TTou avattuxbnke atmod Tnv etaipeia Unity Technologies 1o 2005.
ApxIk6G 0TOX0G ATAV N dNUIOUPYIa MIOG OIKOVOMIKAG MNXAVAG TTAIXVIOIWV WE ETTAYYEAUATIKA
EPYOAEIO yIO EPACITEXVEC TIPOYPAMMATIOTEG TralxvIdiwve. Ta Tov Adyo autd, onUAvVTIKO
TAcovéKTNUA TNG Unity atroTteAei n xopriynon dwpedv AdeIag 0TOUG XPHOTES TNG yia To Baaikd
AoyIOUIKO TNG, O OTToioI ETITTPOCOETWG £xouv T duvaTtoTnTa va xpnaipgotroijoouv 3D aAAd kai
2D assets katd Tn dnuioupyia Twy Traixvidiwy, péow Tou Asset Store Tng2. H TpwiTn €kdoon Tng
Unity (1.0.0) kukAogpdpnoe oTig 6 louviou Tou 2005 a1ré Toug David Helgason, Joachim Ante kai
Nicholas Francis otn Aavia, evw akoAolBnoav TTOAAATTAEG TPOTTOTTOINCEIG OTO AOYIOUIKO Kal TO
Ovoud Tng péXP! TNV Tpéxouoa ékdoon? (TeAeuTaia €kdoon KATA Tn OUuyypa@r TnG TTapolcag
MEAETNG givanr n 2022.1).

Otav kukho@opnoe apyikd, n Unity Atav dlaBéoiun amokAeioTikad yia Mac OS X kai ol
TIPOYPOUUATIOTEG UTTOPOUCAY VA AvATITUEOUV TIG dNUIOUPYIEG TOUG HGVOo o€ Aiyeg TTAATQOPUEG?.
Me tTnv Tdpodo Tou xpovou n Unity Eexivnoe va utroatnpiletal kai amd Microsoft Windows. H
avarTuén Tou iOS kal n KukAogopia Tou App Store TnG Apple atmoTéAege onuavTiké aTabuo yia
TN BeAtioTotroinon g Unity oTta pyéoa tng dekaetiag Tou 20002, ‘EkToTe, N Unity e1TekT@ONKE yia
va utrooTnpigel Tnv avattugn dia@dpwyv TAat@opuwy (6Tmwg Android, PlayStation, Steam VR,
Google's ARCore, Vuforia), kai GAAwvV AciToupylwov OTTwG dla@nuicewyv SIKTUOU Kal €AEyxou
ekddoewv?. 'ETol, n Unity ptropei va BewpnBei pia pnxavr yevikAg Xpriong, n otoia o€ avTtiBeon
ME TIG TTEPIOTOTEPEG UNXAVEG TTAIXVIOIWV OEV PIAOEEVET UOVO OUYKEKPIUEVOUG TUTTOUG QVATITUENG
AoyiouikoU. MapdAa autd n Unity e€akoAouBei va evBapplvel TOUG TTPOYPAUMATIOTEG va
OnuIoupyouv TTEPIEXOUEVO HE OUYKEKPIPMEVOUG TpoTToug. Ta  mapddeiyua, otnv  apxn
BeAtioTotroIBnKe yia T dnuioupyia TpiocdiaoTatou (3D) TrepIEXOMEVOU, £TOI WWOTE YIO TTOAAG
xpovia va avagépeTtal wg «Unity3D»2. H Unity éxel ypagBei o C kal C++ Kal 0 TIpOYpAUHOTIOHOG
oe auTh TNV TTAaT@Oppa yivetal kupiwg pye C# kai Javascript. Z1nv Tmapouca peAETN N YAwooa
TIPOYPOMMATIONOU TTOU Xpnoiuotroindnke Arav n C#.

‘Epeuva 1Tou d1e€fxBel atrd Tnv Developer Economics o€ mavw atd 10.000 TTpoypapuaTioTEG,
€61 OTI N TTAclown®ia (45%) Tou TTayKOOPIoU PEPIBIOU ayopdg TWV INXavWwy TraixviSiwy agopd
TNV TAaT@Sppa Unity (Eikéva 1.1).

Global game engine market share

Unity Closest competitor Others

Eikéva 1.1. Mepidio maykoopiag ayopdg Tng Unity o€ oUyKpion HE TIS UTTOAOITTEG HMNXOVEG
maixvidiwv (https://d3.harvard.edu/platform-digit/submission/unity-engine-a-unicorn-powering-the-
video-game-and-vr-ar-economy/)

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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Mapadeiyyata opICHEVWY TTAIXVIOIWY TTOU €XOUv avatrTuxBei pe tnv TTAaT@Opua  Unity
mepIAauBdavouv: Thomas Was Alone (2010), Temple Run (2011), The Room (2012), RimWorld
(2013), Hearthstone (2014), Kerbal Space Program (2015), Pokémon GO (2016), kai Cuphead
(2017)3.

1.2. Maixvidia péAwv - Role-Playing Games (RPGs)

Ta taixvidia poAwv (Role-Playing Games, RPGs) amoteAoUv pia katnyopia Traixvidiwv oTa
OTTOIO Ol GUUMETEXOVTEG AVOAANBAVOUV TO POAO PAVTACTIKWY XOPAKTAPWYV Kal YETW CUVEPYATiag
onuioupyolv A TrapakoAouBoulv 1oTopieg. O GUUMETEXOVTEG KaBopilouv TIG EVEPYEIEG TWV
XOPOKTAPWY TOUG €V PEPEI BACIOPEVOI OTOV OXEDIAOUO TOU XOPOAKTPO TOUG, KOl Ol EVEPYEIES
TTETUXQIVOUV 1 aTToTuxaivouv oUP@wva e €va, ouvlBwg TTOAUTTAOKO, oUGTNHA KAvOVWY Kal
o0nyIwv. ZT0 TTACICIO TWV KAVOVWY, Ol TTAIKTEG YTTOPOUV va auTOoXEDIAOOUV €AeUBEPA Kal Ol
emAoyEG Toug KaBopifouv Tnv KateuBuvaon kai Tnv ékBacn Twv Taixvidiwy. Opiouéva dnUoQIAn
TTaIXVidIa TTOU avrKouv oTnv €v AOyw Kartnyopia traixvidiwyv givar Ta Dungeons & Dragons, 10
oTT0i0 €ival To TTPWTO euTToPIKG d1aBéoiyo RPG pe €rog kKukhogopiag 1o 1974, Chrono Trigger
(1995), World of Warcraft (2004), Dark Souls (2011), Pokémon - Red and Blue Version (1996).

e avtiBeon pe Ta uTTOAOITTA €idn TTaIXVIOIWY TTOU TTPOAYOUV TOV avTaywviopo, Ta RPGs
TIPOAYOUV TTEPICCOTEPO Tr CUVEPYQOIA KAl TRV KOIVWVIKOTNTA dnAadr Tn Asitoupyia TNG oudadag.
MNa Tov Adyo autd 01O OUYKEKPIUEVO €iDOG TTaIXVIBIWV CTTAVIA UTTAPXOUV VIKNTEG i Xauévol. Mpiv
apyioel yia opdda va taicel éva RPG gival atrapaitnTo o1 TTAiKTEG va SNUIOUPYROOUV XOPAKTHPEG,
Mia diadikaoia TTOAUTTAEUPN TTOU £€aPTATAI KUPIWG aTTé TIG ETTIAOYEG KAl TIG ATTOPACEIG TOU TTAIKTN.

2. Zgvdpio maiyvidiou

To mrapév maixvidl RPG, «The Dungeon», a@opd otnv TTPooTTadela Tou KEVTPIKOU Hpwd Tou
(Panduin) va diacwaoel Tov PIkpo Tou adeA@d Tou (Pebblo), o otroiog atmrixon atrd poxonpd téparta
Kal BpioKeTal AIXNAAWTOG O€ £va PTTOUVTPOUWI. To «The Dungeon» €kTOG ATTd T WPuXaywyia Tou
TTAIKTN TTPOCRAETTEI KAl OTNV AvATITUEN TNG KPITIKIAG TOU OKEWNG, KABWG péoa atmd auTtd KaAeital
va TTAPEl TIS CWOTEG ATTOPATEIG OI OTToiEG Oa Tov 0dNnyroouv aTnv atmeAeubépwan Tou Pebblo. O
TTAIKTNG Oa TTPETTEl va XEIPIOTE Je OTpaTnyIK Tov Panduin, woTe va Kata@épel va aveRel o€
emiTredo Kal TTapdAAnAa va eEeAigel Ta OTTAA TOU KAl VO OKOTWOEI Ta poxBnpd téparta. To traiyvidl
£XEl TTPOYPOUUATIOTE €TOI WOTE OTAV O XAPOKTAPAG e€eAicaeTal TTEPA ATTO TIG PAXNTIKEG TOU
IKOVOTNTEG va augdvertal kal n ¢wr Tou, yia va ptropécel va avtatmeEéABel oTov SUCKOAO Kal
MOKPIVO TOU aywva.

2xedlaouog Kal avaTrtugn evog 2D Traixvidiol poAwv (RPG) oe TAat@opua Unity
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3. YAomoinon mmaixvidiou

3.1. A’ @aon: Anpiouvpyia oknvwyv kai features

Apxikd, 1o katéBaopa (download) Tng Unity v.2020.3.26f1 kai Tou Microsoft Visual Studio 2017,
TTpaypaToTroifénke atmd Toug akdAouBoug ouvdéopoug avTioToixa: https://unity.com/download
Kai https://visualstudio.microsoft.com/downloads/.

2TACIYo TTaixVvidiou (dnuioupyia Project)

Name:

The Create

Dungeon SOt

MNa TN owoTh opydvwaon Tou TTaIxVISIoU, OToV KEVTPIKG @AKeENO Artwork Kal p€ow TNG €TTIAOYHAG
Create Folder Artwork dnuioupynBnkav or akdéAouBor uttopdkehol: Prefabs, Scenes, Scripts
(Eikova 3.1).

Eikéva 3.1: Anpioupyia uTTopdkeAwV oTOV KEVTPIKO pdkeAo Artwork

Baoikd tabs yia tnv uhotroinon Tou Traixvidiou eival To Scene (yia Tnv TTPOOBORKN KAl TV
aAAayr TWV XApakTNPIoTIKWV) Kal To Game (yla TNV aTTEIKOVIon Tou TTaixvidiou 6TTwg Ba @aiveTal
Kal gTOV XproTn).

>xedI00uAG Kal avaTrTugn evag 2D maixvidiol poAwv (RPG) og mAat@opua Unity
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Anuioupyia Atlas

Méow Tou ouvdéapou https://0x72.itch.io/16x16-dungeon-tileset katéBnke n TapaKAaTw €IkOva

(Eikéva 3.2) Trou xpnoigoTroinénke wg BAcn yia Tn dnuIoupyia Twy OKNVWY, TWV XOPAKTAPWY Kal
TWV TEPATWV.

Eikéva 3.2: H kevTpIKA €IKOVA TTOU XpNOIPOTIOINONKE WG Bdon yia Tn dnuioupyia TwWV GKNVWV ToU
maixvidiou

H ouykekpipévn €IKOva atroBnKeUTNKE GTOV KEVTPIKO @AkeAO Artwork pe Tnv ovouaacia Atlas
(Eikova 3.3).

aw Artwork
e Levels
- Atlas

Ml SETBACK

Aa setbackt

Eikéva 3.3: Anpioupyia Atlas oTov kevipiké @dkeAo Artwork

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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ETiong, yia Tnv KAAUTEPN ATTEIKOVION TWV JNVUPATWY EVTOG TOU TTAIXVIOIOU, XPNOIUOTTOINONKE
n ypapuatooelpd Setback TT BRK Tmou katéBnke ammod

https://www.1001fonts.com/setback-tt-brk-font.html.

Anuioupyia graphics

Metd tn Snuioupyia Tou Atlas kar péow tng emAoyng Sprite Editor mpaypatotroiibnke

OUAAOYR TWV YPAPIKWY TOoU TTaiXVvidiou :

Nik6Aaog AéyyAepng

TOV TTapakdTw OUvOECO:

Players

NPCs

Bosses

Small Enemies
Weapons
Chests

Healing Fountains
Floor

Walls

Crates

Stairs

Pillars

Portals
Torches

OAa 1a Tapatravw features mou xpnoiyotroindnkav frav didotaong 16x16 (Height x Width)
Kal N avéAuon Toug 800x600 pixels (TrpoTeivopevn avaiuon yia TrTaAaidtepa Traixvidia Tutrou 2D).
Me tn xprion Tou tile palette (ovopdotnke Dungeon kai ammoBnkeltnke oto Artwork Levels)
atroBnkeuTnkav 0Aa Ta features (Eikova 3.4) Ta otroia mpooTéBnkav oTo tilemap Tng KGBe oKnNVAG.

2xedlaouog Kal avaTrtugn evog 2D Traixvidiol poAwv (RPG) oe TAat@opua Unity
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‘e floor_10
‘e floor_11
'8 floor_12
‘e floor_13

'#| healingFountain_0
| healingFountain_1
healingFountain_2

healingFountain_3
alingFountain_4
alingFountain_5

| healingFountain_6

[ menu_0

| pillar_0

| pillar_

| pillar_2

| pillar_3

M M M (D D T

e e e e

=

Eikéva 3.4: Ta features Twv graphics

Anuioupyia oknvwv

| pillar_5

Nik6Aaog AéyyAepng

| pillar_4

=

'wall_6
lwall_7
'wall_8
'wall_9

: wed F:I on _'::I

1
apon_3
apon_4
apon_s

Na Tov oKOTTO Tou TTaIXVIBIOU dnuioupyABnkav Tpelg oknvég (First try, Dungeonl, Dungeon?2)

OTTWG Qaivetal otnv Eikéva 3.5.

ﬂ The Dungeon - first try - PC, Mac & Linux Stand
File Edit Assets GameObject Component W

New Scene Ctrl+N
Open Scene Ctrl+0
Open Recent Scene >
Save Ctrl+5
Save As... Ctrl+Shift+5

Save As Scene Template..

Mew Project...
Open Project...
Save Project

Build Settings... Ctrl+5hift+B
Build And Run Ctrl+B
Exit

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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Eikéva 3.5: Anpioupyia oknvwv

>1n oknvA first try, o aiktng pabaivel va xeipifeTal TOV XOpaKTAPA Kal To Jevou. ETn oKnvi)
Dungeon1, o Panduin povopaxei pe 1a tépata Kal apou egehixBei T6oo o€ levels kal weapons,
elIoépyeTal oTnV TeAeutaia kal BUOKOAOTEpn oknvrl Dungeon2 otnv oTmroia Ba Trpémel va
Movouaxnoel Je Ta TéEpaTta Kal va ¢Tacel otov Pebblo. ETTiong, ol CUYKEKPIUEVEG OKNVEG Ba TTPETTEI
va gvepyoTroinBoulv péow tng Unity ammd tnv emAoyn Build Settings (Eikéva 3.6) TTpokeipuévou o
TIQIKTNG VO UTTOPEi va JETaQEPBEi o€ auTEG TIG OKNVEG (portals).

Build Settings

Scenes In Build

v Scenes/first try
v Scenes/Dungeoni
v Scenes/Dungeon?2

Add Open Scenes

Platform

PC, Mac & Linux Standalone L_T__] PC, Mac & Linux Standalone

WebGL Target Platform Windows
Architecture x86_64
Server Build

Copy PDB files

Create Visual Studio Solution

i0S

: tvOS Development Build

PS4
Universal Windows Platform
Android

Compression Method Default
Xbox One

Learn about Unity Cloud Build

Player Settings... Build Build And Run

Eikéva 3.6: Evepyotroinon oknvwyv

2TNCIUO KAUEPOAC

H Main Camera puBuiotnke wg €¢n¢ (Eikéva 3.7):

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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1. Projection: orthographic (atreikévion yia Traixvidia 2D)

2. Size: 1 (100 pixels = 1 meter) yia va €ival OTITIKG ATTOOEKTO YIA TO £TTIKEIMEVO 2D game
TToU OnuIoupPyNBNKE

3. AnuioupynBnke To script CameraMotor.cs, 0To 0TT0i0 opioTNKaAV TO 6pia Tou afova X

& Y, oTe N KAPEPA va aKOAOUBEI JETA aTTO KATTOIO ATTOCTACT TNV Kivnon TOU TTAiKTN.

Bound X =0,3 & Bound Y = 0,15
@ Inspector =

i

Ea v Main Camera Static
-

Tag MainCamw Layer Default =

Skybox

Everything

Orthographic
1

Eikéva 3.7: PUBuion Tng Main Camera

Anuioupyia Tilemap & Layers

MNa tnv opydvwon Twv layers dnuioupynonke éva kevipiko 2D object tilemap mou ovopdoTnke
Grid kai TrepiAapBavel Ta KATwo!I tilemaps oTIg OKNVEG TTOU QTIAXTNKAV:

e Floor pe order layer O

e Design dnAwpévo sorting layer “floor” kai ye order layer 1 (TrepiAapBaver Ta ypa@iké
Tou Traixvidiou 61Twg chest, healing fountains K.4.)

e Floor-Other dnAwpévo sorting layer “floor” kai pe order layer 1 (TrepiAapuével ypa@ikd)

e Other dnAwpuévo sorting layer “floor” kai pe order layer 2 (TrepiAappaver ypa@ikd)

e Collision dnAwuévo sorting layer “floor” kai e order layer 5 (TrepiAauavel Ta 6pia KEOe
TOTAG, TTOU YTTOPET va KIVNBET 0 XapakTRpag)

>uvoAikd €xouv dnpioupynBei 6 sorting layers (Eikova 3.8):

e Default
e Floor
e Wall

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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e Interactable
e Actor
e Weapon

ATTWTEPOG OKOTTOG TNG Opydvwong TWV CUYKEKPIPNEVWY layers gival To TTwg Ba @aivovTal e
TTPOTEPAIOTATA HECQ OTO TTAIXVIOI.

ETriong £€xouv dnuioupynBei duo kevtpikd layers, To actor kai To blocking (Eikéva 3.9). To actor
mepIAauBavel GAoug Toug players, Ta Npc Kal Toug enemies-bosses, evw 1o blocking agopd Tov
KaBopIouo6 TwV opiwv Kivnong Twv XapaKTApwV.

Floor

T
Interactable
Actor

Weapon

-4-

Blocking

Eikéva 3.9: Kevrpikad layers

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn

Nik6Aaog AéyyAepng

2nMelveTal 6Tl yIa TNV OPOAR Kivnon TOU XOPAKTAPA WOTE va PN UTTAOKAPETAI aTTd TOV idIo
TOU TOV €aUTO, aTtrevepyoTToINoBnke n Aoy Queries Start in Colliders (Eikéva 3.10).

£ Project Settings

Adaptive Performance
Audio
Editor
Graphics
Input Manager
Package Manager
Physics
Physics 2D
Player
Preset Manager
Quality
Scene Template
Script Execution Order
Services
Ads
Cloud Build
Cloud Diagnostics
Collaborate
In-App Purchasing
Legacy Analytics
Tags and Layers
TextMesh Pro
Time
Timeline
Version Control
XR Plugin Management

Physics 2D

Gravity
Default Material
Velocity Iterations
Position Iterations
Velocity Threshold
Max Linear Correction
Max Angular Correction
Max Translation Speed
Max Rotation Speed
Baumgarte Scale
Baumgarte Time Of Impact Scale
Time To Sleep
Linear Sleep Tolerance
Angular Sleep Tolerance
Default Contact Offset
Simulation Mode
Queries Hit Triggers
Queries Start In Colliders
Callbacks On Disable
Reuse Collision Callbacks
Auto Sync Transforms
Job Options (Experimental)
Gizmos
Layer Collision Matrix

Eikéva 3.10: AmrevepyoTtroinon tng emiAoyng Queries Start in Colliders

Anuioupyia Menu, Health Bar, Death Menu & Respawn

X0

None (Physics Material 2D)
8

3

0.2

0.75

0.5

0.01

2

0.01

Fixe d Update
v

AnpioupynBnke éva keviplikd Panel (Create Ul and Panel) 1o otmoio ovopdoTtnke HUD Kai
mepIAauBavel Tpia Bacikd XapakTnEIOTIKA TOu TraiXvidloUu, Ta OTroia €ival onuavTikKa yia Tn

A€IToupyIKOTNTA TOU TTAIXVISIOU.

AuTtd gival To Menu, To Health Bar kai To Death Menu.

e Ortav o TaikTNG €MAEYEl TO €IKOVIDIO , TToU BpiokeTal KATw apioTEPA TOTE
epgaviCetal To Menu (Eikova 3.11) é1rou o TraikTng €xel Tn duvaToTnTa Va £€EAIgEl TO
OTTAO TOu, €@OOOV £xel Ta QTTAITOUPEVA pesos, va aAAGEel Traiktn kalr va
TANpoopnBei yia 1o level Tou aAAd kal TTOOO akopa aTréxel amd 1o va avéRel level
(XP bar). Na 6Aa autd dnpioupynbnke 1o script CharacterMenu.cs 1o oTToio €xel
@TIOXTEl PE TETOIOV TPOTTO WOTE VA TTAPEXEl TIG TTAPATIAVW ETTIAOYEG OTOV TTAiXTh.
TéNog €xel dnuioupynBei kai n eTTIAoyR EXit TTATWVTAG TO KOUUTTI TTOU BPIiOKETAI OTO
KAaTw 0¢e€16 pépog (Eikdva 3.12) 6tav avoiyoupe To Menu 1y yia cuvTtopia o (control

+ Q).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn Nik6Aaog AéyyAepng

HEALTH

LEVEL

Em BB e

[

i 7 5l

Eikéva 3.11: Menu

Eikéva 3.12: Exit Button

e To Health Bar I TOU TTaiKTN BpioKeTal TTAVW ATTO TO €IKOVIidIO Tou Menu KATW
oTnv aploTepry TTAeupd Tng 0B4Ovng Kal peIwWvETal KABE @opd TTOU O TIAiKTNG
TpaupaTifeTal amd Toug avTirdAoug f auavetalr 6étav AauPdavel healing amméd Ta
Healing Fountains. lNa tn dnuioupyia TNG OUYKEKPIUEVNG ETTIAOYAG XPEIAOTNKE VO
yivouv o1 €€AG EVEPYEIEG:

o 2eg emimedo Unity dnuioupyndnke Ul image pe ovopacia HealthBar oto
KeVTPIKG panel HUD.

o 2Tn ouvéxela yia Ul image pe ovopacia Health, n otroia Ba augopeiwveral
avdaAloya pe 1o health Tou xapakTtripa pog.

o g emimedo KWOIKA 0TO Script GameManager.cs dnuioupynBnke n function
OnHitpointChange, pe Tnv oOTOi0 TTPAYUATOTIOIEITAI TO QVWTEPW KOl
TpooTEOnKe oto GameManager Tng Unity oto Hitpoint Bar.

o TéAog, aTo script Player.cs TrpooTéBnke n function ReceiveDamage.

e KAegivovTag, To Death Menu m epavifeTal 6Tav o TaikTNG XAoel OAn

Tou TN Cwn atd Toug avTiTTdAoug. Me Tnv €TTIAOY respawn o TTaiKTNG ETTIOTPEPEI
otnv apxikh oknvn (first try) kai aicer TTadA a1t TNV apxn. Apxikd, o ettiredo Unity
onuioupyndnke €va véo panel pe ovopacia DeathWindow kalr atn cuvéxeia €va
button ye 6voua ToMainScene pe text RESPAWN. ‘Emerra, 6Aa ta mmapatrdvw
TTpooTédnkav oe €va véo panel Tmou ovoudortnke DeathMenu (Eikéva 3.13) oTto
OTTOI0 TTPOCTEBNKE TO OXETIKO Animator TTou Ba avaAubei TTapakdTw oTo KepdAaio
3.3 1Tou ag@opd GTnV UAOTTOINGON TWV animations.

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn Nik6Aaog AéyyAepng

o] Menu
<) HUD
&) MenuButton
& HealthBar
Cr] Health

7 DeathMenu

eathWindow

Eikéva 3.13: HUD with Menu and Death Menu

3.2 B @aon : Anuioupyia scripts

Ta scripts mou Onuioupyndnkav arreikoviCovral otnv Eikéva 3.14 kal Treplypd@ovTal ev
ouvTopia oTtov lNivaka 3.1 Kal avaAuTIKOTEPA OTO iBI0 KEPAAQIO.

Eikéva 3.14: Ta scripts mrou dnuioupyndnkav

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn

Mivakag 3.1: Mepiypa@n Twv scripts

Nik6Aaog AéyyAepng

Script Name

Sort Description

CameraMotor.cs

Follows Panduin’s movement (added on main camera)

CharacterMenu.cs

Buy new weapons, information about experience level and
pesos amount, and switching of players)

GameManager.cs

Script for the setup of whole game (weapon sprites and
prices, player sprite, experience, hitpoint bar, menu, hud,
deathmenu floating text Save/Load state etc.)

Collidable.cs

Script for everything we have collision such as NPC,
Healing Fountain, Weapon, Enemy Hitbox

Collectable.cs

Script to collect pesos

Player.cs Script declaring players attributes

Enemy.cs Enemies’ movement and range, experience, and damage
Mover.cs Players’ and enemies’ movement

Boss.cs Boss’ movement and range, experience, and damage
Chest.cs Gives pesos

Crate.cs Destroyable item

Damage.cs Damage of Panduins’ weapon and push force

DontDestroy.cs

Script that keeps game objects between scenes

EnemyHitbox.cs

Received damage and push force

FloatingText.cs

Text display

FloatingTextManager.cs

Manager showing all floating text everywhere in the map

HealingFountain.cs

Players’ healing

NPCTextPerson.cs

Neutral Person who gives hints

Portal.cs

Teleport between scenes

Weapon.cs Weapons’ upgrade and movement

Fighter.cs S_crlpt used to declare hitpoint pushForce and damage to
fighters

Quit.cs Script made so we can exit from the game with two ways

via exit button or by pressing Ctrl + Q

Anuioupyia Collidable.cs

AnpioupynBnke To CUYKEKPIYEVO SCript yia va opioTouv TTola objects Ba BswpouvTtal cav
collidables kai oTn guvéxeia Ba TpooTeBei péow NG Unity n emAoy Box Collider 2D. Mg Aiya
AOyIa pe TTOIa Objects Ba £pyeTal o€ ETTAPA 0 XAPOAKTAPAG YOG KAl 0T CUVEXEIA OTTWG Ba doupe
oTa eTTOUEVA Scripts To KAOe object Ba éxel Tnv dIKIG Tou 18IAITEPSTATA. TETOIO Objects eival Ta
chests, healing fountains, NPCs, portals, weapon, enemy hitbox.

Anuioupyia Collectable.cs

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn Nik6Aaog AéyyAepng

AnuioupyrBnke To CUYKEKPIPEVO SCript yia va opioTouv Ta object e Ta otroia Ba £pxeTal
O€ ETTOQPN O XAPAKTAPAG PWaG Kal Ba Tou divouv KATToIa TIPAYUATA. ZTNV TIPOKEIYEVN TTEPITITWAN
TO Jovadikd OTOIXEIO TTOU QTIAXTNKE Kal Bivel KATTOI TTAEOVEKTANOTA OTOV XAPAKTHPA UAG Eival Ta
chests Ta oTroia divouv pesos Kal UTTOPE va Ta XPNOIUOTTOINTEl YIa va ayopdaoel véa OTTAa. Otrwg
avapépBnKe TTpoNyouuévVwWG, Ta TTapaTTavw objects eival kai collidable, yia autd Tov Adyo kKatd Tn
dnuioupyia Tou script collectable.cs, opioTnke wg children tou Collidable, TaipvovTtag €101 TIg
MeTaBANTEG TOU.

Public class Collectable : Collidable

TéNog TTPooTEBNKE N €TTIAOYA VO PTTOPET va KAvEl GUAAOYT TwV PESOS POVO O TTAIKTNG HaG.

Anuioupyia GameManager.cs

AnuioupyrBnke TO OUYKEKPIYEVO ScCript, yla va JTTOPOUUE va KpaTdue OAa Ta
XOPAKTNPIOTIKA TOU TTAiKTN pag o€ yia 1agn. Eival public yia va to BAéTTouv 6Aa Ta UTTOAOITTA SCript
Kal static yia va €xouue access atréd TavTou. To @TiIdxVoulue oucIaoTIKG yia va gival available o€
6Ao 10 game. Anuioupynbnke otnv Unity new empty Object pye Tnv ovopyacia GameManager.
Emiong opiotnkav Ta Bacikd pag references tou traixvidiou player, upgrade weapon (e€€AIEn Tou
o6trAou), floating text manager (didAoyog e Ta NPCs), xp level (TTwg Traipvel Xp Kal audveral To
level Tou TTaikTn), hitpoint bar (n pyeraBoAr g life bar Tou TTaikTn), menu, death menu (respawn
otnv first try oknvny), hud. Etiong oto ouykekpipyévo Bahape To Save/Load state, é1Tou o TTaIKTNG
Katd Tnv evaAAayn Twv oknvwyv dgv XAvel Ta pesos, Ta weapons kai 1a level Tou (Eikéva 3.15).

2xedlaouog Kal avaTrtugn evog 2D Traixvidiol poAwv (RPG) oe TAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn Nik6Aaog AéyyAepng

0 Inspector

i
[:[j v  GameManager

* Tag Untagged

, Transform
. Game Manager (Script)

Player Sprites
Weapon Sprites
Weapon Prices
Xp Table

:» Health (Rect Transform)
+DeathMenu (Animator)
B HUD

2 Menu

0

0

Dont Destroy (Script)

Add Component

Eikéva 3.15: GameManager object

Anuioupyia Quit.cs

To GUYKEKPIPEVO Script dnuIoupyrOnKe e OKOTTO O TTAIKTNG va PTTOPEi va Kavel Exit atrd
TO TTaIXVidl €iTE Y€ TN XPAON TOU KOUWTTIOU TTOU BpiokeTal oTo Menu ota Oe€Id €iTe Pe TN XpRon
Twv Kouptmwy Control + Q. MNMpoaTédnke oe etriedo Unity oav Button object k&tw atmd 1o Menu

Kal ovouaaoTnke Button_Quit.

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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MeTtaTmTuxiokn AlaTpifn Nik6Aaog AéyyAepng

Anuioupyia DontDestroy.cs

To ouykekpIuévo script dnuioupyrBnke PJe OKOTTO O TTAIKTNG va UV XAvel Ta weapons, Ta
pesos Kal Ta level Tou pe TNV evaAAayr oknvwv HETA Tn XpAoON Twv portals. MNpooTéBnke o€
etmiredo Unity oav component oTta objects Player, GameManager, FloatingTextManager, HUD,
Menu.

Anuioupyia FloatingText.cs & FloatingTextManager.cs

To FloatingText.cs script dnuioupyrbnke pe okomd Tnv ameikévion tou floating text.
>uvdébnke ye To GameManager.cs péow Tng function ShowText, n oTToia XPNOIYOTTOIEITAI KOI O€
dAAa scripts, 6TTwg oto NPCTextPerson.cs kal 01o Chest.cs, TTpokeIgévou 6Tav o TTaiKTNG Yag va
£€pxeTal o€ era@n pe katrolo NPC A o€ katrolo Chest va Byaivel To avTioTOIXO WUAVUUA TTOU €XOUME
ypawel. EmmTAéov Onuioupyndnke 1o FloatingTextManager.cs pe OkOTé TNV ATTEIKOVION TOU
floating text TTavTou o€ 6Ao TO TTaIXVIDI.

2 ¢ emiredo Unity dnuioupynBnke véo Ul Panel To otroio ovoudoaue FloatingTextManager
Kal 0TO 0TT0i0 TTPOoCTEBNKE TO Script FloatTextManager.cs 61rwg e1miong 1o text container & 1o text
prefab (Eikéva 3.16).

O Inspector

fﬁ v FloatingTextManager

- Tag Untagged ¥ Layer Ul

Rect Transform
Canvas

Canvas Scaler
Graphic Raycaster

Floating Text Manager (Script)
ext Container @ FloatingTextManager
ext Prefal W FloatingText

Dont Destroy (Script)

Add Component

Eikéva 3.16: FloatingTextManager object

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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Anuioupyia Mover.cs

AnuioupyrBnke TO script Mover.cs yia va opicouue TNV Kivnon Twv players kal Twv
enemies. OTIONTTOTE YTTOPEI va TTOAEURCEI UTTOPEI KAl va KIvNBEi yia autd Tov Adyo opicape 0TI TO
OUYKEKPIPEVO script Ba TTaipvel TIG HeTABANTEG aTd TO Fighter.cs (TTou avaAueTal TTapakAaTw).

Public class Mover : Fighter

Etiong o010 ouykekpipévo script opicaue kai To push force kai recovery rou 8a kdavel o
TTAIKTNG PG Kal oI enemies, PETA TNy €miBeon.

Anuioupyia Damage.cs

2KOTTOG TNG dnuioupyiag Tou script Damage.cs, €ivai yia va dnAwooupe To damage TTou
Ba £xel To weapon Tou TTaikTn aAAG Kal To push force.

Anuioupyia Player.cs

‘Eva ammé Ta mo Baaikd scripts Tou €xouv @TIaxXTEN gival autd Tou Player, To oTT0io €xel
ovouaoTei Player.cs. OTwg Kal OTIG TTPONYOUUEVEG TTEPITITWOEIG OPIOTNKE N aAAnAouxia peTagu
TOU OUYKEKPIPEVOU Script e To Mover.cs.

Public class Player : Mover

2T0 OUYKEKPIPEVO Script opioTnkav apyIkd n €ikéva kal n kivnon (Horizontal & Vertical
axis) Tou TraikTn pag, av déxetal damage, av €xel TTEBAVEI KAl TO respawn ToU oThV apXIKf aknvh,
TN duvatdTnTa va aANdfoupe augicon, Tnv auénon oc levels kai To healing Tou. MapakdTw
BAETTOUPE TTWG €YIVE N OUVOECN OAWY TWV avwTépw PE TNV Unity (Eikéva 3.17).

2xedlaouog Kal avaTrtugn evog 2D Traixvidiol poAwv (RPG) oe TAat@opua Unity
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© Inspector
Player

Tag Fighter

Transform

¢ Sprite Renderer

tes-Default

Order in Layer

ﬂ v Player (Script)

* Box Collider 2D
Dont Destroy (Script)

Add Component

Eikéva 3.17: Player object

Anuioupyia Weapon.cs

MNa va ptropécel o player va kdavel emiBeon otoug enemies/bosses dnuioupyABnke 10
OuUyKekpIpévo script Weapon.cs, oTo otroio €xel dnAwbei To damage 1Tou Ba kdavel kai To push
force avdAhoya pe Ta level Tou 61TAoU, TO upgrade Tou, TNV Kivnon Tou (swing) kai To cooldown
(swing = 0,5f, dnAadn 2 @opég/sec) kaBe emiBeang Pe 10 weapon. AQou @TIAEaUE TO Script,
TTpoxwpnoaue oe emimedo Unity atn petagopd tou weapon_ 0 kaTtw atd 1o object player. 21n
OUVEXEIO OPIOTNKAV Ol CUVTETAYUEVEG, TTPOCTEDNKE TO layer weapon. Emiong opiotnkav Ta 6pid
Tou Yéow Tou BoxCollider2D kai TpooTéBnke TO script Weapon.cs péow Tou add component
(Eikéva 3.18). TéAog va emaonuavOei 611 €xe1 dnuioupynBei kal animation 6aov agopd Tnv Kivnan
TOU weapon, 70 o1roio Ba avaAubei aTo TTapakdTw oTo KepdAaio 3.3 (Animation).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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v weapon_0

Tag Untagged

Transform

v Sprite Renderer

Simple
MNone

Center

Material ® Sprites

Additional Settings

O ~ Box Collider 2D
Ed v Weapon (Script)

™= v Animator

Add Component

Eikéva 3.18: Weapon object

Anuioupyia Fighter.cs

To script autd xpnaoiyoTroleital ammé éoa objects pmmopouv va kdvouv damage, va dexbouv
kar va tebdavouv, dnAadrn atmd Tov player kai Toug enemies, To script Tou fighter, émTwg
ava@épOnke TTapatrdvw divel TIG HETARANTEG TOU OTO script Mover.cs kal auTé e Tn o€ipd Tou O€
OAa Ta objects TTou ptTopoUv va kavouv eTTiBecn aAAd kal va KivnBouv péoa ato map (Eikéva
3.19).

Emiong dnuioupyrbnke 1o tag Fighter kai oTn ouvéxela dnAwoaue 10 tag oTov player,
oToUG enemies, bosses kal oTa crates (6TTwg Ba doUpe TTAPAKATW).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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Player
Tag Fighter Layer
O Inspector

i." +  SmallEnemy
w

Tag Fighter Layer

0 Inspector

+ boss_0

0 Inspector

~ + TwoCrates (1)
N (1]

Tag Fighter Laye

Eikéva 3.19: Player, SmallEnemy, Boss, Crates Fighter Tag

Anuioupyia Enemy.cs

Etiong aAAnAévdeto pe 1O script Tou Mover.cs eival auté Tou Enemy.cs, o1o otroio
opifoupe TOug enemies va PTTOPOUV va KivnBouv oav Fighters kai opifoupe Tnv Kivnon Trou
ekTEAOUV, TO trigger range 6tav TTANCIALEl O TTAIKTNG, AAAd Kal 6Tav auTtoi TTeBaivouv atrd Tov
TTAIKTN pag, TOTE va e¢agavifovTal atrd To map Kai va divouv xp. ¢ etmitredo Unity TTpoxwpAoaue
oTnv elcaywyn sorting layer Actor kai tag Fighter oto object enemy_0 (Eikéva 3.20). Emriong €yive
TpooBrikn Tou BoxCollider 2D component yia va dnNAWooupe Ta 6pia TOU CWUATOG TOU.

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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© Inspector

.“‘" v SmallEnemy (1)

Open Select Overrides

Transform 7]
7]

'8, ¥ Sprite Renderer

Sprite

Simple

None

Center

® Sprites-Default
Additional Settings
O v Box Collider 2D
Ed v Enemy (Script)

Default (Material)

Add Component

Eikéva 3.20: SmallEnemy object

Anuioupyia EnemyHitbox.cs

EmmAéov aAAnAévdeTo pe TO avwTépw script Tou Enemy.cs eival auté Tou
EnemyHitbox.cs, oto otroio opifoupe To cwua Twv enemies, To damage kal To push force TTou
KAvouv oTov TTaiKTN pag. e emitredo Unity Tpoxwpricaue otnv TpooBhikn evag 2D object ka&Tw
ammd 1o SmallEnemy kai To ovopdoaue Hitbox péow Tou add component TTpooTéONKe TO Script
EnemyHitbox.cs (Eikéva 3.21).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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O Inspector

.""" v Hitbox

Tag Untagged

;s Transform
O v Box Collider 2D

# I Enemy Hitbox (Script)

Add Component

Eikéva 3.21: Hitbox object

Anuioupyia Boss.cs

H Aoyikr Tou script Boss.cs €ival rapopola ge Tou Enemy.cs, opioTnkav 6TTwg Kal 6Toug
enemies, cav fighters. MpooTéBnke n kivnon TTou ekTeAoUvV, To trigger range 6tav TTANCI&gel o
TTaikTNG, TO0 damage 1ou Kavouv Kal To push force. ¢ emitredo Unity £yive eicaywyr oto Boss
oav sorting layer Actor kai tag Fighter, etiong €yive TpooBrikn Tou BoxCollider 2D component yia

va dnAwooupe Ta 6pid Tou (Eikéva 3.22).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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O Inspector
¥ boss_0

Tag Fighter

Transform

¢ Sprite Renderer

Simple

MNone

Center
EVETE] % Sprites-Default
Additional Settings

der in Layer

+ Boss (Script)
O ~ Box Collider 2D

Add Component

Eikéva 3.22: Boss object

Anuioupyia Chest.cs

AnuioupynBnke éva feature yia Ta chest pe 2 emAoyég, chest_0 dtav gival yepdro kai chest_1
OTav T0 CUAAEEEI O XaPaKTAPAG Hag auTd va adeiddel. MNa v TTapatmavw Aoy dnuioupynonke
€va véo script, To otroio T0 ovopdoape Chest.cs kal To opicape va Traipvel TIG JETABANTEG TOu
script Collectable.cs, TTou pe Tn o€ipd Tou UTTOONAWONKE va Traipvel TIG PETABANTEG TOU OTTO TO
Collidable.cs, 61Twg 6a BAETTOUNE aTTO TO KATWOI:

Public class Collectable : Collidable

Public class Chest : Collectable

Emiong péow tng Unity dwyoaue Tnv €mmAoyA o€ kGBe chest va divel dlagopeTikd amount of
pesos (Eikéva 3.23).

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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O |nspector

~ ¥ Chest
]

Tag Layer Default
Open Select Owver
Transform

Sprite Renderer

Draw Mode Simple
Mask Interaction Mone
Sprite Sort Point Center
Material % Sprites-Default
Additional Settings
Sorting Layet Interactable

COrder in Layer 0

O ~ Box Collider 2D
Chest (Script)

Add Component

Eikéva 3.23: Chest object

Anuioupyia Portals.cs

AnpioupynBnke emTAéov pia €AoYy OTTOU O XOPOKTHpag Ba uTropei va kdvel teleport
METAEU Twv oknvwv. MNa apxn dnuioupyndnke éva véo 2D Object (Sprites Square) kalr oTn
ouvéxela QTIAXTNKe To script Portal.cs, pye 10 omoio dwaoaue oTov TTaikTn TN duvaToTNTA AUTH.
‘Emreira, BdAape otnv €mmAoyr) scene name Tn oknvr Tou BéAoupe To portal va peTaQEpEl Tov
TTAIKTN MOG.

>1n &IKId pag TTepimTwaon BéAoupe Ta portals va £xouv Thv €§AG POr] OKNVWV:

>xedIaouog Kal avaTrTugn evog 2D taixvidiol poAwv (RPG) oe mAat@opua Unity
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First Try Dungeonl Dungeon2

MapdAa autd £xel doB¢i kal n duvartdTnTa, pEow Tou Portal.cs, 10 KABe portal va petapépel
randomly Tov TTaiKTn 0€ OTTOI00NTTOTE OKNVH. AUTO PTTOPEl va evepyoTroinBei av TTpooBécoupue oTa
elements Tou portal Tig oknvég oTo scene names (Eikéva 3.24).

Layer Default

"o

a

Box Collider 2D
Portal (Script)

4

Depth
nal Angle

Maormal Angle

Mothing

Jormal Angle

Scene Names

Add Component

Eikéva 3.24: Portal object

Anuioupyia Crates.cs
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MNa va yivel o eAKUCTIKO TO TTaiyVidl Jag dnuioupynoape éva emmiTAéov script Crate.cs,
oTo oTT0i0 £X0oUpE opioel aav Fighter kai Blocking layer Ta kouTid oUTwG WOTE O TTAIKTNG VA YTTOPET
va Ta JIaAUEl, KaBOTI auTd KAgivouv Tov OpOUO TOU TTAIKTN Kal OEV TOV a@rvouv va eI0EABEI o€ vEQ
OwpdaTIa TTou £xouv dnuioupynBei. Aev £xouue dWael TV TTIAOYR aTa KOUTId va kKdvouv Damage
OTOV TTAIKTN Pag, TTapd PHovo va d€xovTal £€T01 WAOTE va PTTopoUlv va diaAuBouv atrd To weapon
Mag. AnpioupynRBnkav 2 Game Objects Single Crates & Two Crates, Ta oTToia €xouv TOTT00€TNBEi
OTIG OKNVEG YIa va auérjaouv Tn duokoAia Tou Traixvidiou aAAd kal va BeATIOTOTTOINCOUV TO Uuser
experience (Eikova 3.25).

v SingleCrate Static =

- Tag Fighter * Layer Blocking

Prefab Open Select Overrides

- Transform (7]
O v Box Collider 2D e

#] Crate (Script)

Add Component

Eikéva 3.25: Crate object

Anuioupyia Healing Fountains.cs

EmiTAéov dnuioupyrioape Ta Healing Fountains waoTe o TTaiKTNG va YTTOPEI va avakTd TO
Xauévo life atrd Ta xTutrpaTa TTou dEXETAI ATTO TOUG avTITTGAOUG. N'a auTé Tov Adyo @TIagauE éva
véo script HealingFountain.cs kai @miagaue oto Player.cs tnv function public void Heal. O
ouvduaouog Twy 2 script TTou avagEpBnkav £yive WOTE O TTAIKTNG OTAV EICEPXETAI OTO OPICOUEVO
medio Twv healing fountain va yepicel 10 life Tou. TEAog dnuioupyrBnke £éva empty game object
ovopagoéuevo Healing Fountain ato otroio opicape Ta épia TTou Ba déxeTal heal o TTaikTNG péow
Tou component BoxCollider2D kai TrpooBécapue wg component To HealingFountain.cs (Eikéva
3.26).
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+ HealingFountain

- Tag Untagged yer Default

+ Transform
O v Box Collider 2D
B v Healing Fountain (Script)

> Triggers

Add Component

Eikéva 3.26: Healing Fountain object

Anuioupyia NPCs.cs

Nik6Aaog AéyyAepng

O1 OUYKEKPIPEVOI XOPOKTAPES dnuIoupyrnonkav, kaBapd yia va BEATIOTOTTOINGOUV TO user
experience, divovtag BonBnTikEG OUPPBOUAEG OTov TTaiKTn KATA Tnv €EEMIEN TnG PONG TOou
TrauxvIdIoU. Z€ aUTA TNV TTEPITITWON QTIAXTNKE TO script NPCTextPerson.cs, oto oTroio opicape
o1 6t1av o TraikTng £pxeTal o€ eragr ue Ta NPC va uttdpyel éva text Tou Ba divel cUNBOUAEG oTOV
TIAIKTN, VA £XEl CUYKEKPIPEVN BIGPKEID WOTE VA PTTOPEl va To S1aBdoel 0 TTaiKTNG KAl va €XEl KATTOI0
cooldown péxpi va evepyoTroinBei ek véou. TéAog, o€ kaBe NPC trou £xel TTpooTeBEi oTO map divel

Kal d1apopETIKY) oUPBoUAr oTov Panduin (Eikéva 3.27).
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O Inspector

[‘f{j v IntroNpc

-

Tag Untagged ayer Actor

Transform

Sprite Renderer

Box Collider 2D

NPC Text Person (Script)

Hello my friend Panduin. Hurry up

7

Add Component

Eikéva 3.27: NPCs object
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3.3 Animation

MNa tnv KaAUTEPN avatmrapdoTacn Tou Traixvidiou dnuioupyrBnkav opiouéva animations
(Eixéva 3.28), cuutrepihaupBavouévou Tou DeathMenu, Tou Menu, Tou Torch kair Tou Weapon
swing.

mw Assets
aw Animatio

Ll
(=]

nu_Hiding

u_Showing

Eikéva 3.28: Anpioupyia animations

¢ Menu:

AnpioupynBnke évag animator controller pe 1o €€A¢ flow:

menu_showing
Ary State

Entry

Eikéva 3.29: Menu animator

>tnv apyxn 1o Pevou eivalr kKpuppévo (menu_hidden) kar gpgavidetal (menu_showing) otav
ETTIAEYETAI TO KOUMTTI TOU menu.
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e DeathMenu:

Ay State

Dieathkdenu_Showing

E

Deathkidenu_Hiding

Eikéva 3.30: Death Menu animator

21NV apxr 1o yevou sival kpupuévo (DeathMenu_Hiding) kai epgavietal (DeathMenu_Showing)
étav o TaikTNg xaoel 6An Tou TN {wn. O TTaiKTNG €X€I TN dUVATOTNTA VA TTATHCEI respawn yia va
gavatraitel.

e Torch:

H dnpioupyia Tou ocuykekpipyévou animation pe Tnv Kivnon Tg @ASGYaG, aTTOOKOTTOUCE OTh
BeATiwon TG WuxaywyikAG EPTTEIPIAG TOU XPNOTN.

Ay State

Torch

© Animation ImF
M4 |4

g Sprite

Eikéva 3.31: Torch animator
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e Weapon swing:

H uAoTroinon Tou ouyKekpiyévou animation gival Mo gUvOeTn G€ OXEON ME TO AVWTEPW.
O Tmaiktng 600 dev xpnoldoTroiei TO OTTAO Tou, autd PpiokeTal o kartdoTacn idle
(weapon_idle), evwy oOTav TO Ypnoidotrolei BpiokeTalr o€ KATGoTOOn  Swing
(weapon_swing), ETTOMEVWG N TTPWTN @AaCN gival n katdoTaon weapon_idle kai étav yivel
trigger (space = attack button) petafaivel o€ KatdoTaon weapon_swing, 0TTwg Qaiveral
TTOPAKATW.

Any State WEAPoN_SwWing

weapon_ide

Eikéva 3.32: Weapon animator

H kivnon Tou OTTAOU €xEl TTPOYPAMMATIOTEI WOTE va €ival KUKAIKF Kal va akoAouBei 1éo0
KaBodikr) 600 Kal avodikA TTopeia (weapon swing), ETTAVEPXOMEVO OTNV apXIKA Tou B€on (weapon
idle).

2NV ouvéxela Onuioupynoaue dia ap@idpoun oxéon avaueca oe Weapon_Swing &
Weapon_ldle péow Tou Make Transition. Zta settings Kévape ta xpoviké mepiBwpla 0 Kal oTo
Weapon_ldle Bdhape conditions swing kai BydAape 1o exit time. Etmiong oto weapon_swing
Byd&Aape 1o loop time kal KAvape TIG aTTapaiTnTeG AAAayEG Kal OTO weapon.cs.

Ta BAuaTa yia TRV dnuioupyia Tou CUYKEKPIYEVOU animation gival Ta €€AG:

Weapon Swing:

Create Putitas Create W S Putiton Rec Button to
Artwork Animation Animator Weapon component in Animation Pn = Animations create the
Controller Weapon_0 Clip g Folder animation

Weapon Idle:

Putitas q Rec Button Disable
Create Create Putiton .
Artwork Animation Animator Weapon Com]i)::nent Animation Weapeon_ldl Animations o i;;e:te B%)I(ch}gier
ottty Weapon_0 Clip Folder animation weapon_0

Mapatmdvw trapoucidletal o TpOTTOG dnuioupyiag Tou Animation, Tou Weapon_Swing Kal Tou
Weapon_ldle (Eikéva 3.33 kai 3.34). £1n ouvéxela €yive n TTpooBrkn Tou trigger “swing” ato
Parameter, TTpokeiyévou va yivel trigger n Kivnon Tou 6TTAou.
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Animation
(L]

weapon_idle

© Animation P
[} ]

Eikéva 3.34: Weapon swing animation

3.4 Game manual

O XeIpIOPOG TOU TTAIKTN YIVETAI PE TN XPAON TOU TTANKTPOAOYioU wg €ENG:
Me 1o Left arrow i} A o TTaiKTNG KIVEITAI TTPOG Ta APIOTEPG

Me 10 Right arrow A D o Traiktng Kiveital Trpog T1a &eid

Me 1o Up arrow 4 W o TTaikTng KIVEITAI TTPOG TA ETTAVW

Me 1o Down arrow 1] S 0 TTaiKTnNG KIVEITaI TTPOG TA KATW

Me 10 Space o TraikTng KAvel €1iBeon We To oTrabi Tou

Me Control + Q k@voupe Exit atrd 1o TTaIyVviol

ok whNpE

H mAoAynon tou Traiktn pubuiotnke péoa amd tnv mAar@épua Unity, OTTwg @aivetal otnv
Eikéva 3.35.
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Input Manager

Eikéva 3.35: MAAKTpa TTAoRynong maikrn

3.5 Build and Run game

H teAeuTaia miveAId yia Tnv oAokAfpwaon Tou TTaixvidIou gival va kavoupe build To Traiyvidl péow
NG Unity ka1 0Tn ouvéxela putropoUlpe divovtag Ta apxeia Tou Ba dnuioupynBoulv oTov GAKEANS
pag (The Dungeon.exe & The Dungeon_Data folder) o1rol008ATTOTE VA TTAigEl TO TraIXVidl pag atrd
Tov uttoAoyI0TH Tou. H diadikaaia gival TTOAU atTAr, Ba xpelaaTei va emAéEoupe To TTedio File otnv
ouvéyela Build Settings (Eikova 3.36) kai TEAog Ba emAéEouue To Player settings.

Player settings: Resolution and Presentation (Eikéva 3.37):

e Fullscreen Mode: Windowed
e Default Screen Width: 800
e Default Screen Height: 600

(6TTwg eixaue avagépel aTnv apxn Tng Trapouagiacng Ot 1o resolution Tou Taixvidiol Ba eival
800x600).

TéAog Ba Tratiooupe TNV etmAoyn Build and Run kai 1o traiyvidl 8a gival €Toiuo!

KaAr améAauon!
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Platform

|;| PC, Mac & Linux Standaloneg

ebGL

Default

ut Unit ud Build

Player Settings... Build Build And Run

Eikéva 3.36: Build and Run Game

Resolution and Presentation
Resolution
Windowed

Splash Image

Other Settings

Eikéva 3.37: Modify Resolution and Screen Mode
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4. ZupTIEpAopaTa Kal HEAAOVTIKEG ETTEKTATCEIG

ATIO TNV TTapoUCa gpyacia yiveTal avTIANTITO 0TI N dnuioupyia evog TTaixvidiou RPG pe mn xprion
NG TTAATQOPUAg Unity atraiTei X1 HOGVO yvwOn TNG OUYKEKPIPNEVNG TTAATPOPUAG, OAAG KAl YVWOEIG
TTpoypauuatiopou. H mopeia uAoTroinong Tou TTapdvtog oUvBeTou project €0€1EE OTI n dnuioupyia
€VOG TETOIOU TTaIXVIOIOU ATTAITEI APKETO XPOVO TTPOKEINEVOU Va ival AEITOUPYIKO Kal va yivel opbn
ouvdeon 1600 Tou KWwdIKa (scripts) 60o kai Twv animations-features. Omwg éxel dN avaeepOei
oTnVv TEPIANYN TNG TTapoUcag HETATITUXIOKAG HEAETNG, TO OUYKEKPIPEVO TTaIXVidl UAOTTOIRBNKE yia
EKTTAIDEUTIKO-AKAONUATKO Kal OXl YIa EUTTOPIKO OKOTTO, a@rvovTag £T1a1 TTEPIBWPIa HEAAOVTIKNG
BeAtiwong kai €E€NiENG. Oplopéveg TTpoTdoelg yia TN PEAAOVTIKN €EEMIEN TOU OUYKEKPIPEVOU
TraixvidIioU gival n TTPOCOAKN TTEPICOOTEPWY OKNVWYV OTTWG ETTIONG KAl N augnaon Tou Babuou
OUOKOAIOG yia TNV QVTIHETWTTION Twv TEPATwyY. TEAoG, Ba umopoucav va TIPocTeBoUV
TTeEPIooOTEPA features o€ auTtd Pe OKOTTO va Yivel TTO EAKUCTIKG OTOV XPAOTN KAl OTNV EUTTEIpia
TTOU B0 ATTOKOIOEI.

5. System Full Specifications

e System Model: VivoBook ASUSLaptop X570ZD/X570ZD Laptop from ASUSTeK
Computer Inc.

e CPU: AMD Ryzen 7 2700U with Radeon Vega Mobile Gfx 2.20 GHz

e Display: 15.60 inch 16:9, 1920 x 1080 pixel 141 PPI, IPS, glossy: no

e Operating System: Microsoft Windows 10 Home 64 Bit

e GPU: NVIDIA GeForce GTX 1050
e RAM:8GB
e Storage: SSD 256 GB

e Weight: 1.97 kg

e Mouse: Razer DeathAdder Elite

e Keyboard: Razer Blackwidow V3
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