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NepiAnyn

To mawvidt pag dnuioupyndnke otnv mAatpopua Unity 2017.1.0f3. Ito kepdaAawo 1,
kavoupe avadopd ywa to VR otnv eknaidsvon, oto KepAAalo 2, KAVOUUE AVOOKOTNON
nedilou, avadépovtag TNV LoTopikn €EEALEN TwV TtayVISLwV Kol avaAlovtag YEVIKOTEPA TNV
Bopnyavia twv moyviduwv. Xto kedpdalalo 3, MepLypAPOUE TO OEVAPLO KOL TOV OKOTIO TOU
naiytn. Xto kedpalalo 4, KAvoue avaluaon, oxedlaopd Kot uAomoinon He Slaypappata
Uml, ouykekplpéva pe Use Cases kal pe Class diagrams. Ito kepdAalo 5, meplypadoupe
OVOAUTLKA OAEG TIG AELTOUPYIEC TOU TTOXVLOLOU XPNOLLOTIOLWVTAC ELKOVEG Kal oVAAUOVTOC
Tov Kwdlka TouU xpnowomowoape. TéAog, oto kedbdlawo 6, meplypadoupe TaA
CUUTEPACHOTO KOL TIG LEAANOVTLKEG EMEKTACELG TOU TaLXVIOLOU, CUYKEKPLUEVA OE gaming,
o€ ekMaLSEUTIKO eMinedo aAAA Kol € TOALTLOTIKO emtinedo.
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Abstract

Our game was created on the Unity 2017.1.0f3 platform. In Chapter 1, we report on VR
in education, in Chapter 2, we are reviewing the field, referring to the historical evolution
of games and analyzing the game industry in general. In Chapter 3, we describe the player's
scenario and purpose. In Chapter 4, we analyze, design and implement UML diagrams,
namely Use Cases and Class Diagrams. In Chapter 5, we describe in detail all the game's
functions using images and analyzing the code we used. Finally, in Chapter 6, we outline the
conclusions and future extensions of the game, namely in gaming, at the educational level
as well as at the cultural level.
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ZTOUG YOVELG pou Kat otn ouluyo Hov,
yla TNV QUEPLOTN OTAPLEN KoL CUMIMAPAOTOON TOUG LEXPL KOL OHEPQ
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KedpdAawo 1° - Elcaywyn

To mauyvidt pag dnuoupyndnke otnv mAatdpopua Unity 2017.1.0f3. lNa tnv dnuovpyia
TOU TaLXVvIiSloU autol £yLVE ayopd KoL Xprion MOKETWY amnod TO KATAoTNHA unity asset store.
H QPXLTEKTOVIKN TWV TAKETWV TOU Xpnoldomolibnkav mapouctaletal pe tnv popdn
Slaypappatog oto kepahato 4.2. A SWOOUUE OUWG ML cUVTOUN Tieplypadn Tou Kabe
kedalaiou.

Y10 kedpAAalo 2, KAVoupEe avaockonnon nediouv. AvadEpoupe Aoutov Tnv Lotoptkn eEEALEN
Twv maxvidbtwy kat divoupe tpodn yla okéPn ya tnv popdn tou gaming oto PEAAOV.
Emetta  avadepopaocte  yevikd otV PBlopnxavia  twv  Pwteomayviblwy, HECW
Slaypoppatwy. Zta Staypappata autd BAEMOUUE Toug T{ipoug Twv BlvteomalyviSuwy, Ta
target group ota omola otoxelouv, AlOTO PE T ONUAVTIKOTEPEC TTAATHOPUEC KAl TAOELG
TWV Toytwyv. Emelta mapoucldloupe TO OUVOALKO  KOOTOC TMapaywyng  €vog
Bwrteomalyviblou aAAd kot TV Taxutnta anooPfeong kepoaAaiov. Kavoupe ouykpLon OTLg
ONUAVTIKOTEPEG TIAATDOPUES OSnuoupyiag Blvteomalyvidlwy kabwg emiong Kal oTLg
onuavtikotepeg mAatdopues Pnorakng S1abeong Bvteomaiyvidiwy.

210 KepaAalo 3, MePLypADOUE TO OEVAPLO UE LOTOPLKN avadpoun amo to napeAbov oto
TIaPOV 0AAQ KOl TOV OKOTIO TOU TtaliXTh OTOo Moty VidL pog.

2to kedAAalo 4, KAVOUUE avaAuon, oxedlaopo kal ulomoinon pe diaypdappata Uml.
JUYKEKPLUEVA XpnoLuomolwvtag dtaypdappoata Use Cases avaAUOUE TNV YEVLIKN emadr) Tou
XPAOTN UE TO TALXVIOL MAG, TIC KIVAOELG TIOU UTTOPEL VO KAVEL O XAPOKTAPOG AAAA KAl TLG
Baolkég Aettoupyieg Tou maixtn poc. Emewta Seiyvoupe Pe €IKOVEC TNV KaTnyoplomoinon
TIOU KOVOLLE OTLC TIEPLOXEG TOU TtaLXVLSLOU, £TOL WOTE va yivouv ta Slaypappata KAAong mo
Katavonta amd tov avayvwotn. Télog upe Class diagrams mapoucldloUpe TIC BOOLKEG
KAQOELG TOU TtaLXVISloU pag, TNV cuvéeon BACLKAG LOUCLKNAG LE KwdLKa ava mepLloxn aAld
KOLL TNV PXLTEKTOVIKN TWV TTAKETWV TIOU Xpnolpomnotitnkav ava neploxn matyvidlou.

Jto kepahalo 5, meplypddoupe avoAUTIKA OAEC TG AELTOUPYIEG TOu TaALXVISLOU
XPNOLUOTIOLWVTAC ELKOVEG KAl aVvOAUOVTOC TOV  KWOLKA TIOU  XPNOLUOTIOL|COLE.
Tuykekppéva avalloupe: 1% tnv Snuoupyia kat T Aettoupyieg Twv améBaviwv exBpwv,
2% v Snuoupyia kat Aettoupyio mayibwv, 3% tnv enefepyacia maixtn Kot TG VEEC
Aettoupyieg tou, 4°Y v Asttoupyia TUAWY, KAEWBLWY Kot oevtoukwwy, 5% tv Aswtoupyia
medikit, blue potion kat red potion, 6° tnv Aewtoupyia canvas kat panels, 7° tnv
Aetwtoupyia startmenu, 8% tnv Aewtoupyia emiyeprioewv oto mawyvidy, 9°Y tnv Asttoupyia
Baowknc Kat epedpkic pouotkic, 10°Y tnv Aettoupyia Mtwoewv-cUVEeon Le gameover Ko
11°" dAeg T1g AMeG Aettoupylec.
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TéNog, oto KepAAaLo 6, TEPLYPAPOULE TOL CUUTIEPACHATA KOL TLG LEAAOVTIKEG EMEKTAOELG
TOU TTOULXVLOLOU. JUYKEKPLUEVO OVOAUOUUE AETITOUEPWG TIC EMEKTAOCELC O€ eminedo gaming,
o€ ekmadeUTIKO eMimedo aAAd Kal O€ TIOALTLOTIKO emtinedo.

H xpnrion texvoloyiag ekovikng mpaypatikotntag(VR) amotedel to péAAov otnv
Sladikaoia SibaokaAiag. Kot autd cupaivel StotL:

<< 1. NMapéxel e€apeTIKEG amelkovioelg mou dev eival Suvatég otnv mapadoaoiakn aibouoa
SbaokaAlac.

H ewovik mpaypatikotnta ival Baupdola, SOTL pOC ETUTPEMEL VO SLEPEUVIOOULE
SL0POPETIKEG MPAYUATIKOTNTEG KAl va evaAAdfoupe TG eunelpieg pag. Dopwvtag Eva
0KOUOTIKO VR, avtlpuetwri{oupe omtikomolnoels uPnAng moldTNTAg MOU UMOpPoUV VO HOG
onuadéPouv pe BeTKO TPOTO. ALOTL OL ELKOVEC UITOPOUV TIPAYHATIKA va pag fondricouv va
paboupe KaAutepa.

OL mapadoolakéc péBodotl SidaokaAiag dev pmopouv TOTE va emitUXYouv €vav TOoO0
OTMOTEAECUATIKO TPOTIO €UPACNC TWV TPAYUATWY HECW ATIELKOVIOEWV.

2. Anuloupyel evlladépov.

Omnota nAkia €xouv, oL pabntég Ba ayamouv mavta va kabovtal Kal va mapakoAouBolv
Katt avtl va to Stapalouv. H texvoloyia VR eival moAv evéladépouoa, KabBwg pnopet va
SnULoupyNOEL €KTTANKTIKEG eumelpiec mou &ev Ba pmopouvcav moteé va "louv" otnv
npayuatikn {wn. Ot padntég Ba atcBavovtal ciyoupa peyalutepo kivntpo va pabouv pe
TN XPron autng tng texvoloyiag.

3. Au€avel Tnv aAAnAenidpaon twv padntwv.

IAueEpa, oL kaBnyntég Bewpolv OtL €ilval duokolo va SnuoupynBel pla apaywylkn
oAnAenibpaon péoa otnv TAfn. Me TNV TEXVOAOYLA ELKOVIKNAG TPAYUATIKOTNTAG TOU
UTIAPXEL oTnV ekmaideuaon, autn n rituxn Ba e€adaviotel yla mavra, KaBwg oL MEPLOCOTEPOL
Qo TOUG HaBNTEC Ba VIWOOUV TOV TTELPACHO VO WA GOUV YLOL TIG EUTIELPLEC TOUG HECA OTNV
ELKOVIKN TIPAYUATIKOTNTA TOUG.

4. Aev 10 awcBavovtal cav epyacia.
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Ac 1o mapadextoUpe. TomoBeTwVTAG €va OKOUOTLKO OTO KEDAAL pag kKal BAEmovrag ta
nipaypata va e€EAicoovtal UmpooTtd ota HATa pog, pabaivovtag véeg mAnpodoplec péow
Bivteo Kal EKMANKTIKEC ATEIKOVIOELG, eV pHOLALEL PE Epyaoia. AV UTIOPOUE VO KAVOULE TNV
nadeia dtaokedaotikn, ta matdid Ba Aaxtapouv va pabouv MepLOcOTEPA TIPAYLATO KAl VOl
elvat o ¢pobdoka.

AuTOG eival Baotka €vag yevikog kavovag. Otav amoAapuBAavoupe va KAVOUUE Katl, Ba to
KOVOUUE HE HEYaAUTEPO evlladEpov, Ba to kavoupe KaAutepa kol dev Ba viwoouue cav
va KAVOUUE KATL oduvnpo.

5. BEATWWVEL TNV moLotnTa TNG ekmaideuong o€ SLapopeTIKOUG TOUELS.

Mapte T0 Ppapupako yla mopadeypa. To 2016, ol mpwtomoplakol ylatpol enwddelovvral
anod tnv texvoloyia VR TIPOKEWWEVOU va SLEPEUVOOUV VEEG TITUXEC TNG LOTPLKAG KoL va
S6afouv tToug aAAouc kaAutepa. Eva aAAo mapadelypa Ba eival to medio ypadng kot
enefepyaciog meplexopévou. H €LKOVLIKA TPAYUATIKOTNTA UTTOPEL ouxva va Bonbrosl otnv
gvpeon OGAAUATWY OTO TIEPLEXOUEVO KAl va TPOodEPel €€ALPETIKEG SuVATOTNTEC
enefepyaociag.

6. E€aleidel To ppdyua yAwoowv.

To yAwoolkd eumodlo eivat ouxva éva peyaho TPOoBAnua Otav TPOKELTOL ylo TNV
exnaidevorn. Av BéAete va ortoudAoete o€ SLAPOPETIKA WP, TIPETEL VO KATAAABETE KalL va
UIAAOETE TN YAwooa. Mg TNV €LKOVIKN TIPAYHATIKOTNTA, KaBe duvatr) YAwooo UTMopEL va
ebappootel peoa oto Aoylopiko. Emopévwg, n yh\wooa dev Oa anotelel mAéov eunodio yla
Ta eKALSEVTIKA oXESLA TOU uaentr’]»*
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Kepdhaio 2° - Avaockomnon Nediov

2.1 Nouyvidia: Ano to NapeABov oto MEAAOV

<<H otopia twv Brteomayvidlwy ekwvael AdN amod TG apxeg tng dekaetiag Tou
1950, 6tav oL akadnuaikol €mMOTAUOVEG UTIOAOYLOTWVY apxloav va oxedlalouv amid
TALXVIOL KOl T(POCOUOLWOEL OTO TAALOLO TG €peuvdg toug. To video gaming &ev
€pBaoe otn yeviknl SnuotikotnTa HEXPL TN Oekaetia Tou 1970 kat tou 1980, otav
elonxbnoav oto gupl Kowo ta arcade video games Kol KOVOOAEC TALXVIOLWV TIOU
XPNOLUOTIOLOUV XELPLOTAPLA, KOUUTLA Kal dAAoug controllers, kaBwg kal ypadikd oe
0006veg umoAoylotwy Kal ratyvidla oto omitl. Ano tn dekaetia tou 1980, ta video games
€xouv yivel pa dnuodp\ng popdn Sltackédaong Kol €va PEPOC TNG oUyXPOovNC AQKAG
KOUATOUPOG OTO TIEPLOCOTEPA HEPN TOU KOOUOoU. Eva amd ta mpwrta mayvidia Atav to
Spacewar, To Omoilo avamtuxOnke amd EMIOTAPOVEG UTIOAOYLOTWVY. Ta Tpwta arcade
video games avamtuxOnkav amnod to 1972 €wg to 1978. Katd tn didpkela tng Sekaetiog
Tou 1970, mpoékue n MPWTN YEVIA KOVOOAWV OTO OTITL, cupmneplAapBavouévou tou
Snuodolg avidlol Pong kat Stadopwv "kKAwvwv". H dekaetia tou 1970 ntav eniong
N EMOXN TWV TALXVISLWV KEVIPIKWVY UTtoAoylotwv(mainframe computer games). H xpuon
emoxn Twv arcade video games tav amno to 1978 £wc to 1982. Video arcades pe peyala,
SloKooUNUEVA HE YPAPLKA UNXOAVALOTO TIOU AEITOUPYOUOOV PE KEPUATA NTAV KOWA OE
EUTTOPLKA KEVTPA Kal oL SNUODINELG, TTPOOLTEG KOVOOAEG OTO OTTiTL OTIWG To Atari 2600 Kot
1o Intellivision emétpedav otoug avBpwmnoug va nailouv matyvidla 0To omitL Toug Pe TNV
xpnon TtnAeopoong. Katda tn OSudpkela tng Oekaetia¢ tou 1980, sudoaviotnkav
UTTOAOYLOTEG gaming, mpwipa online matyvidia kot ¢popntég cuokeueg LCD malyvidiwy.
Ao to 1976 €wg 10 1992, epdaviotnke n devtepn yevid kKovooAwv Bivteo.

H tpitn yevid kovooAwv, mou fntav povadeg 8 bit, epdaviotnke oo to 1983 éwg to 1995.
H té€taptn yevid kovooAwv, mou Ntav 16-bit poviéla, mpoékue anod 1o 1987 £wg To
1999. H &ekaetia tou 1990 £ibe tnv avalwnupwon KoL TNV TTAPOKUA Twv arcades, TNV
uetaBaon oe 3D video games, BeAtiwpéva mavidia XepOg kal Tmayvidia ylo
UTTOAOYLOTEC. H TTEUMTN YeVIA KOVOOAWYV, TTou nTav povadeg 32 kal 64 bit, Atav anod to
1993 £w¢ to 2006. Katad tn Sldpkela autng TNG EMOXNG, eldaviotnke To mobile gaming.
Katd tn Sidpkela tng dekaetiag tou 2000, mpoékue n €KTn yevid KovooAwv (1998-
2013). Kata tn Stapkela autng tng neptodou, ta matyvidia oto dtadiktuo kat ta mobile
games £ywvov ONUOVTIKEG TITUXEC TNG gaming KouAtoupac. H €Bdoun yevid kovooAwv
Atav and 1o 2005 éw¢ to 2012. AUt n EMOXN XAPOKTNPLOTNKE MO TEPACTIOUG
avamntuélakoUs TMPOUTOAOYIOMOUG YL OPLOUEVA TOUXVIOL, HE HEPLKOUC va €XOUuV
Kwnuotoypadika ypadka(cinematics). Inuewdnke n évapén tg kovoolag Wii pe Tig
kKopudaieg MWANCEL;, KOVOOAa otnv omoia 0 xpnotng Ba pmopolos va eAEyXeL TIG
EVEPYELEC TOU TALXVISIOU WHE TNV TPOYHOTIKA Kivnon tou controller. InuewBnke n
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avodo¢ Twv meplotactakwy mayvidiwv PC mou SlatiBevtal 0TO EUMOPLO OE UN-TIALKTEG
Kal n epdavion tou cloud computing ota Blvteomatyvidia.

To 2013 eudaviotnke n oydon yevid kovooAwv, cupnephappfavopévwy tTwv Wii U kat
Nintendo 3DS tng Nintendo, tou Xbox One tn¢ Microsoft kat tou PlayStation 4 tng Sony
kal tou PlayStation Vita. To PC gaming €xeL kpatioeL peyadAo pepidlo ayopdg otnv Acia
Kal tnv Eupwnn yla dekaetieg kat ouvexilel va auvéavetatl Adyw tng PndLakng dtavoung.
Amo Vv avamtuén Kol Thv eupeia xprion twv smartphones amnod Toug KATAVAAWTEG, T
mobile matyvidla anoteAolv ToV KLVNTAPLO TAPAYOVTA TWV TALXVISLWY, KABW Umopouv
va mpooeyyioouv avBpwroug ou Sev evdladépovtal ya matyvidla Kal ekeivoug mou
6ev umopolV va avté€ouv OLKOVOULKA R va umootnpiéouv €l8kd hardware, oOmwg
KOVOOAEC BLvTEOTTaUXVISLV.>>

A¢ SoUpE OUWC KOt TO HEAAOV.

<<Evag amd TOouG MEYAAOUG TEPLOPLOMOUG TWV ONUEPLVWY OCUCKEUWV ELKOVLKNG
npaypotikotntag (VR) eivalr otL mpémel va eival ouvdedepéveg Pe KaAwdlo o€
UTTOAOYLOTEG YLaL VO YIVETOL OTIWC TIPETIEL N enegepyacia mou Oa emiTpEmnel TNV MPoBOoAN
vypadlkwv uPnAng avaiuonc. Qotdoo, To KAAWSLO PELWVEL TNV EUKLVNOLA KOl UTTOPEL va
€XEL WG ATIOTEAECA OL XPNOTEC VAL UTTAEXTOUV LIE QUTO, HE SUCAPEOTA ATIOTEAECUATAL.

Epeuvntég tou CSAIL (Computer Science and Artificial Intelligence Laboratory) npoodata
amokaAuav éva MPWTOTUTIO cuoTnUa ovopatt MoVR To omolo emITpémneL 6Toug gamers
va xpnotwdornolouv omotodnmote VR headset acupuata. Ou gpeuvntég Sokipaoav To
ocuotnua oto HTC Vive, aAAd umootnpilouv OTL UMOPEL va AELTOUPYIOEL UE OTOLASATIOTE
OUOKEUN.

Onwg ¢avnke oe SoklueG, To MoVR umopet va enttpePel aocUpuatn enKowwvia ot
eninedo moA\amAwv Gbps, xpnowtonowwvtag e6ka padlooriuata uPnAig cuxvotntag,
Ta anokaAlovpeva mmWaves (millimeter waves, kUpata xtAlootwv), mou cVudwva Ue
OpPKETOUG EPEUVNTEG, Kamola nuépa Ba PBonbrnoouv otnv aden toxvtatwv 5G
smartphones.

Ta mmWaves umnéoxovtal MOAA O i HEYAAn ykapa sdappoywv, amod Iviepvet
vPnAwv ToXUTATWVY HEXPL LOTPLKEG OSlayvwoels. Ta KUPATA QUTA €XOUV €va HEYAAo
TIAEOVEKTN A, WOTO00: AEV AELTOUPYOUV KOAQ OTAV UTIAPXOUV EUMOSLA I} AVTAVOKAACELG,
OTOTE AV OKOTOC £lval n ouvexng ouvdeon yua, Ty, €va VR matyvidi, xpelaletal navia
OTITIKN €Ttadr AVAPESA OTOV TIOUMO KoL TOV OEKTN- akOMa Kol €va XépL To omoio Ba
napeUPAnOet otypaia pnopet va dnuioupynoet mpoBAnUa.

Auto mou €kavav ol gpeuvntéG tou MIT Atav va avamntuéouv to MoVR wg €vav
npoypappotilopevo kaBpédtn, mou eviomilel TNV KATELOUVON TOU ELOEPXOMEVO
mmWave kOpatog Kol puBuiletal amo PHovo ToU yLa Vo TO aVOKAQ TIPOo¢ TV KatevBbuvon
tou &éktn otn ocuokeun VR. To MoVR pmopel va «poabaivet» tn ocwotr) katevBuvon tou
onuarog pe akpifeta dvo polpwy, £€tol wote va kabopilovtal cwoTtd ol ywvieg Tou. To
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MoVR amoteleitat and SUo KATeUBUVTIKEG Kepaleg, mMou n kaBeuia sival pey€éboug
HULKPOTEPOU TOU WULOOU HLOG TIOTWTIKAC Kaptac. OL kepaieg xpnowpomolwouv «phased
arrays» yla va €0Tla{ouV Ta OHUOTO O€ OTEVECG OKTIVEC, TTOU UItopoUV va KateuBuvovtal
NAEKTPOVIKA pPEoa o KAAoUata SEUTEPOAETITOU.

OL €pELVVNTEG EKTILOUV TTWE oL LEAAOVTLKEG ekbOOELG Tou MoVR Ba pmopouoav va €xouv
Héyebog smartphone, enitpénovtag tnv TaUTOXpOVN XPNHON TOAAWY CGUOKEUWV Of €val
SWUATLO, KaL ETMITPEMOVTOC O€ TTOAAQ ATopa va Ttaiouv TaUTOXpova Eva TTALXVIOL, Xwpig
T0 £va va UITAOKAPEL TO OO TOU GANOU.>>2

<<Epeuvntég tou University of Washington ékavav éva onupaviiko mpwto BAua otnv
KATELOUVON TOU XELPLOMOU O€ NAEKTPOVLKA TTALXVISLO ELKOVIKAG TIPOYHUATIKOTNTAG LECW
anevuBeiac Sleyepong eykepalou- h€PvoVTaC GTO VOU TO TEXVNTO GUUMAV Tou « Matrix»,
OTIOU Ol TPWTOYWVLIOTEG cuvdéovtav Kal dpoloav O €vav ELKOVIKO KOOUO, EVW OTOV
TIPAYUATIKO daivovTav oav va KOLLoUVTaL.

2 paper 1ou dnuootevtnke online otig 16 NoguBpiou oto Robotics and Al, oL epeuvntég
neplypadouv TNV Mpwtn emtuxn emnibel€n omou avOpwmotl mailouv €va  amlo,
Swoblaotato malyvibl otov UTOAOYLOTH, HOVO PECW OlEyepong eykedalou, Xwpic va
amattouvtal AANEG aLoBnoeLg, OMwG 6paoh, akorn Kot adn.

OL naikteg €mpere va KvnBouv oe 21 dtadpopetikoug AaBupivboug, pe duo emiloyéc: Na
TMAVE UMPOOTA N KATw, amodacn TOU E&ixe va KAVEL PE €V QVTIKE(UEVO OTITIKNG
SLEyepong (dwaodwvio), mou ekAappavotav wg KUKAOG 1 undapa ¢pwtoc. MNa va unodeiel
TIoU EMpene va KwvnBel, oL epeuvnteg mapnyayav Eva dwoPwvio HECW SLOKPAVIOKAG
HOYVNTIKAG SLEYEPONC- ULAC TEXVIKAG TIOU XPNOLLOTIOLEL €Val HayVNTLKO TINVIO KOVTA OTO
Kpavio yla Tnv aueon kat pn emeppatikn SLEyEPON ULAC CUYKEKPLUEVNC TIEPLOXAG TOU
eykedalou.

«H ewovikn mpaypatikotnta onfuepa AapPBavel ywpa péow oBovwv, headsets kot
Slomtpwy, alAd gival o eykEPAAOGC GOU TIOU SNULOUPYEL TNV TIPAYHATIKOTNTA 0OU» AEEL O
Patléc Pao, kaBnyntr¢ €mMOTAMNG UTIOAOYLOTWV Kal pnxavoAoyiag tou UW. «To
BepeAlwdeg epwtnua mou BEAape va amaviiooupe Atav: Mmopel o eykédalog va
aflomoloel TexvNTEG TAnpodopie¢ mou Oev €xel SeL TOTE, oL omoleg mapExovrav
anevBelag oe autov, yla va mAonynBel oe €vav €LKOVIKO KOOUO I va KAVEL EPYAOLES
Xwpic debopéva amo e atobnoslg; Kat n amavtnon sivat “vat”»

To TIEVTE ATOMO TTIOU CUMUETELXOV 0T SOKLUN TIPOERNCAV OTIC CWOTEC KIVAOELS OTOUC
AaBupivBouc 010 92% TWV MEPIMTWOEWYV, OTav Adupavav ti¢ mAnpodopieg HEow APEDONC
S1éyepong eykedpalou, v ouykpioel pe to 15% mou loxue avtiotoa otav v UTIHPXE
kaBodnynon. To amAo auto malyvidl emdekviel €vav TPOMO LLE TOV OTOLO VEEG
TANpodopleg anod Texvntoug alobnTipeg N MAPAYOUEVOUG ATIO UTIOAOYLOTH ELKOVLKOUG
KOOUOUG UMOpoUV va KwSLKomolnBolv EMITUXWE KoL VO aIMOCTAAOUV N EMEUPATIKA
otov avBpwrivo eykéPalo, WOTE va yivovtal gpyacieg. Emiong, ta dtopa autd ywvav
TIO LKOVAL OTNV TAONYNON HE TO TEPACHA TOU XPOVOU, KATL TTOU UTTOSELKVUEL OTL ATV
lkava va pdabouv va avtilapBavovtal kaAUTtepa Ta TexVNTA epedioparta. «Itnv oucia
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npoomnaboU e va SWOOUE 0TOUG avOpWIoOUG UL EKTN aloBnon» AEEL XOPAKTNPLOTIKA O
eMUKEPAARC CUVTAKTNC TNC épeuvac, NTtdpumt Adoei.>>>

2.2 H Bopnxavia twv Bwvteonawyvidiwv

H Blopnxavia twv Bwteomayvidiwyv amoteAel MAéoV évav KOAOOOCO. <<ZUudwva UE
v Evwon Aoylopikol Wuxaywylag, ot Apepikavol €66sav to moocd twv 24,5
Sloekatoppupiwv doAapiwv yla meplexopevo BvteomatyviSlwy MEPUOL, 0 oUYKPLON HE
HOALC 3,7 SLoEKATORUYPLA SOAAPLA VLA TO UALKO.>>"

Gaming Is a $30 Billion Market in the U.S.

Consumer spending on video game content, hardware and accessories in the U.S.
Video Game Content Spending Total Video Game

5 $24.5b Spending in 2016

$23.2b @ $24.5b Content
a $20.2b e $3.7b Hardware
$17.5b $17.6b i I I @ $2.2b Accessories

2010 2011 2012 2013 2014 2015 2016

@ ® @ *incl. VR .
@statistaCharts  Sources: The NPD Group, The ESA StatISta 5

e Toloug Ouw¢ ameuBuvovtal ta videogames; O kowog puBog mou nbele ta
videogames va ameuBuvovtal o€ aviplkd Kowo veapnG nAwkiog €xel katappldOet.
<<Zupdwva pe tnv Pew Research, 10 21% Twv yuvalkwv maii{ouv mavidia TouAdxlotov
UEPKEG Popeg, evw TO 19% Aéve OTL mailouv ocuxvd. OL nAKwpévol Apepikavol
armoAapBavouv eniong Ta Bvteomayvidla pe €va TETAPTO TWV ATOMWV NAKIAG 65 gTwv
Kol AVWw va Aéve OTL Ta tai{ouV TOUAAXLOTOV PLEPLKEG POPEG.
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To Gaming mowiM\eL eniong ava emninedo eknaibeuong. OL amddoltol KoAAeyiwv
(36%) eivat oAU Alyotepo miBavo va maifouv Bvteomalyvidia amd toug eVAAIKEC UE
KAToLo KoA€ylo (50%). 2tnv €peuva umoAoyiotnkav ta Bvteomnalyvidia mou nailovtal o
uTtoAoyLoTr, thAeopaon, KovooAa mavidiwyv i ¢opntr) CUOKEUN, OMWCE KWVNTO TNAE-
dwvo.>>

Who Are America's Video Gamers?

% of U.S. adults who often/sometimes play video games in 2017"

@ often Sometimes ® Net

Ages 18-29 I
30-49 I
50-64 I

65+ I

High school or less ¢
Some college N
Bachelor's degree+ ¢ 36

@O®G

@statistaCharts

nes on a computer, TV, game console, or portable device like a cellphone

Research Center 7 StatiSta 5

Mota elval OUWC N TILO ONUAVTIKN TAATPOpUa gaming;

<<MNa va eival emruxnuévn por TMAATHOPpUO TUXEPWV TAXVISWWY, eival omoAUTtwg
anapaitnto va unootnpixBel anod tnv kowotnta twv developers. EEaAAou, oco KaAO
elval to kaAutepo hardware gav ta kaAUtepa maxvidia dev ival StabBéoua og auto;

Aev amotelel EKMANEN TO yeyovog OtL o H/Y mapapével MPWTOMOPOG O OXEON HUE TNV
UToOTNPLEN TWV TPOYPOUUATIOTWY. To 52% twv epwtnBéviwv epyalovral emi tou
TapoOvTo¢ o€ éva TalyvidL To omoio Ba kukAodoprioel o€ UTIOAOYLOTEC. Ev Tw peTaly, ol
KLVNTEG OUOKEVEG €Xouv KaBlepwBel wg pa Biwoun mlatdopua Bwvteomayvidiwy. Ta
smartphones eival olaitepa EAKUCTIKA YL TOUG TIPOYPAUUATIOTEG AOYW TOU TEPAOTLOU
KolvoU Tou Umopel va emiteuxBel. H elkoviki mpaypatikotnta avadueTal ypryopa wg
po mAatdoppa BLVTeOTAXVIOLWY TOU MEAAOVTOC Kol £Xel SuTAaoldoel To emimedo TG
UTTOOTNPLEAG TNG YL TIPOYPAUUATIOTEG OE OXECN LLE TIEPUOL.
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MeTagu TnG TpEXOUOAG YEVIAG KOVOoOoAwy, To PlayStation 4 eival to mio ayamnnuévo amno
TOUC TpOYPAUUATIOTEC. To PS4 mpoomnepvacel to Xbox One tn¢ Microsoft (28% évavtl
23%), evw 1o Wii U tn¢ Nintendo ouveyilel va ayvoeital amd peyaAa TUAMOTO TNG
kowdtntag twv developers.>>°

The Most Important Gaming Platforms in 2016

% of developers who are working on a game for the following platforms

PC 52%

44%

Smartphones/Tablets

PlayStation 4 28%

Xbox One 23%

Virtual Reality 16%
Wii U

Xbox 360

PlayStation Vita

PlayStation 3 - 4%
Augmented Reality - 3%

30s [ 3%

@®E

@statistaCharts

Source: Game Developers Cc

OL Ttdoelg Twv maltwv otpédouv TNV Plopnxavia NAEKTPOVIKWY TALXVIOLWY OTO
mobile gaming.

<<H Blopnxavia mou otBnKe yupw amod Ta NAEKTPOVIKA TaXvidla €ival KUPLOAEKTIKA
xpuoodopa, kabwg, OMwE ekTipdTal, o T{ipo¢ Tou mobile gaming Ba ayyifel pétog ta 36
810. SoAdpLa, voUuepo Tou Ba au€nBel katd TouAdxLotov 50% éwc to 2019>>’

<<IUpdpwva pe to eMarketer, to 2013 Ba umdpyouv 121 ekatoppvpla Apeplkavol
mobile gamers. Na to 2014, o aplOPOg autog avauévetral va ¢pBacsl ta 141
EKATOUMUPLA, Tiepimou To 44% tou TANBuopol twv HMA. Autdo kablotda to mobile
gaming tnv taxUTePN avanTtuén OAwv Twv Katnyopwwv Pndlakol gaming.

H €€€Ai€n tou mobile gaming ocuvdéetal cadwe pe TNV TOXED AVOSO TWV KVNTWV
ouokeuwV. Tov AskéuPplo tou 2012, 125,9 ekatoppiupla avBpwrol otig HMNA kateiyav
smartphones, ou LooSuvapel pe Aol dvodo 22%.>>°
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The United States of Mobile Gaming

U.S. Mobile, Online Casual and Social Gamers 2010 - 2014 (in millions)

Il Mobile Gamers [l Online Casual Gamers [ Social Gamers -~~~ -+

2010 2011 2012 2013 2014
Gaming audiences are not mutually exclusive; there is an overlap between the groups

Statista 5 @EB%‘%%"&S ® @ Source: eMarketer

The Statistics Portal

Y€ QUTO TO ONnueio, pumopoUlUe va SOUUE KAl TO GUVOALKO KOOTOG MOpaywyns €vOg
videogame. To OUVOAIKO KOOTOG TAPAYWYNG OmoTeAel ABpolopa TOU KOOTOUG
Snuloupylog TOu, TOU KOOTOUG HOAPKETIVYK Kal Twv $Opwv. ITNV EKOVA TOPOKATW
MapaOEToupEe Pe OaVOAUTIKA otolxeio tnv Alota twv 11 titAwv videogames pe TO
aKPLBOTEPO GUVOALKS KOGTOG TOPOyWYHG.”
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List of most expensive video games to develop

From Wiikipedia, the free encyclopedia

This list Is incompiete; you can help by expanding It.

The following is a list of the most expensive video games ever developed, with a minimum total cost of US$50 million and sorted by the total cost adjusted for inflation.

Total
5 cost.
Marketing b
. Development cost cost Total cost
Name ¢ Year ¢ Developer L Publisher 4 Platform 4 L L i 2017 ¢
(million US$) (million (million US$) 3
inflation
Uss)
(million
uss)
Call of Duty: Modern - -
- 2009 Infinity Ward Activision PC. PS3. Xbox 360 50 200 2500 279

Warifare 2

) PC, PS3, PS4, Xbox ” _
Grand Theft Auto V 2013 | Rockstar North Rockstar Games - 13712 128 26501 272
360, Xbox One

Square Enix, Sony Computer

Final Fantasy VI 1997 | Square Entertainment (PS), Eidos Interactive PS, PC 4514 100051 145 216
(PC)
Star Wars: The Old . 5l 8l
oy 2011 | BioWare Electronic Arts, LUCasArts PC 20008 2004191 213+
PS3, PS4, Xbox 360, - - -
Destiny 2014 |Bungie Activision - <1400 <1400 140[HENS) 142
Xbox One
Grand Theft Auto IV 2008 | Rockstar North Rockstar Games PS3, Xbox 360, PC 100+{10) 11+
Too Human 2008 | Silicon Knights Microsoft Game Studios Xbox 360 60-100!11 100 111
) Electronic Arts, Realtime Worlds, Deep ~ 12
APB: All Foints Bulletin | 2010 | Realtime Worlds PC, PS4, Xbox One 100012 110
Silver (PS4, XB1)
Max Payne 3 2012 | Rockstar Studios Rockstar Games PC. Xbox 360, PS3 105013 105[13] 10
Red Dead Redemption [2010 | Rockstar San Diego Rockstar Games P33, Xbox 360 80-100"41 100[15] 110
PS3, PS4, XboX 360, )
Deadpool 2013 | High Moon Studios Activision - 10018] 103
Xbox One, PG

Ac¢ dolpe OpwG Kal TNV TaxUTNTA LE TNV OTola Ol €TOLPElEC TaLXVISLWV KAVOUV
anoocBeon XpNUATWV.

<<MpLv amo 1o MOAUAVAUEVOUEVO AQVOAPLOUA TOU TaxViSlou GTA V, ol avaAuTéC elyav
nipoPAEPel otL To Take-Two Interactive Ba pmopouos mBavwg va mouAnoesl 15 pe 20
EKATOUMUPLA LOVASEC TOU TtayVLSLoU Kal va kepbioel €tol éva Sloekatoppuplo SoAdpla
HExpL Tov Mdptio tou 2014. H ektipnon autr amodeixbnke amAd ouvtnpnIlki: TO
rayvidL k€pdioe 800 ekatoppUpla SOAAGPLA HECA OTIC TIPWTEG 24 wPEeG KUKAodopiag Tou
KOl LETA aTto AlyOTEPO amO TPELC NUEPEG, N Take-Two dnuooiceuoe éva eAtio TUTOU TTOU
avédepe OTL To TaLXVidL eixe HOAIC Mepaoel TWANOELS 1 SioekaTtoppupiou Solapiwv.

OxL pévo auto kavel to GTA to tayutepo malyvidt yla va ¢ptdcel o€ autd to opoonuo,
oAAQ To ToyUTEPA TIWANBEV Mpoiov Puxaywyiag OAwWV Twv enoxwyv. OL U0 TALVIEG PE Ta
vnAotepa k€pSn otnv Lotopla, o Titavikog kat to Avatar tou James Cameron,
XPELAOTNKAV TIOAU TIEPLOCOTEPO yLa va Tpafréouv éva dioskatoppuptlo. H tawvia Avatar
elval otn tétaptn O£on, evw n teleutaio tawia tou Xdapt Ndtep méumtn.>>°
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GTA V is the Fastest-Selling Entertainment Product Ever

Number of days it took the following games/movies to reach $1 billion in revenue

GTAV
Call of Duty - Black Ops 2
Call of Duty - Modern Warfare 3

Avatar

Harry Potter:
The Deathly Hallows Pt. 2

The Avengers

Iron Man 3

Transformers 3:
Dark of the Moon

The Dark Knight Rises
Skyfall

60

Statista 5 @ @ @ Source: Take-Two Interactive, Statista Research

The Statistics Portal @StatistaCharts

2.3 Zuykplon o€ mMAATPOPUEC SnLovpyiag ayvibLwv

OL o yvwoteg mAatdopueg dSnuloupylag mayvidlwy eival n mAatpopua Unity, n
Unreal Engine kat 1o html 5 frameworks. Ztnv avdAucn kot oUykplon pag Ba
Xpnolpomnotjooue Tig ekdooelg Unity5, Unreal Engine 4 kat Html5 frameworks.

To unity 5 umopel va xpnowpomnotnBel yia tnv dnuiovpyia peydAwv épywv 3D aAld kat
yla pikpd 2D matyvidia. MAgovektApata Tou unity 5 eivat:

1% n yAwooa nipoypappatiopol CH#, n omola eival yAwooa upnAol emutédou pe MoAAG
OTOLXELO KOl TEXVIKEC,

2% n petadopd tou i8lou kWK pe UIKPOOANAYEG, 0 SLadopeTIKEC TAATPOPUES, OTIWG
(Mac, Android, iOS, Web, WebGL kat BlvteokovoOAeg),

3°Y Unity Community, érou urtdpxel pa cadpic nepypadr Bookwv AELTOUPYLWV TNE
TAQTPOPHOAC KAL TIPOCWTTILKO TO OTIOLO ATIOVTAEL OE EPWTIOELS
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4% To Asset Store, éva KQTAOTNUA OTIOU UMOPOUHE va avalnTroOUHE OTLOATIOTE, VA
0yOPACOUNE TIOKETA 1 va ipopnBeutolpe Swpeav. H sloaywyn otnv mAatdpopua eivat
aueon.

5% H unxavh autr urtootnpilel assets amd: 3ds Max, Maya, Softimage, CINEMA 4D,
Blender."

H Unreal Engine 4 dnuwoupynBdnke amno tnv etalpeia Epic Games kat eivat o dtadoxog Tou
UDK. Eival n mAatdopua dSnuoupyiag ekatoviadwy titAwv. MNapa moAAol titAot €ywvav
EMUTIOPLKEG ETULTUYXLEG. ETiTU)ieg Omwg : Batman: Arkham Knight, Batman: Arkham Origins,
Batman: Arkham City, Batman: Arkham Asylum, Darksiders Ill, Resident Evil 2: Reborn,
Silent Hill: Downpour, Mortal Kombat Arcade Kollection HD, Mortal Kombat X, Unreal
Tournament 2004, Duke Nukem Forever kat moAAwv GAAwv. Mdvo Ta ovOpaTa QUTWY
TWV TITAwv, HIAAVE pova TouG ylo TNV duvaplkn Kot tTnv ¢Aun tng mhatdopuac. Mpog to
mapov Ta nawvidia tng mAathopuag autrg Unopouv va kukAodopricouv o PC, Mac, iOS,
Android, Xbox One kat PlayStation 4. Ynidpxouv TOAAEG OUOLOTNTEG UE TNV TAATHOpUA
Unity5 aAAd n peyoAutepn toug dtadopd BplokeTal otnv YAwooa MPoypopuaTIonoU. H
unxowvn Unreal Engine 4 xpnGLUOTIOLEL TNV YAWOOO TIPOYPAUUATIONOU C++ 2

H Html5 éxeL ta €€¢ MAEOVEKTAMATA KOl PELOVEKTAUOTA. Ta TTAEOVEKTAHATA Elval Ta
€&ng :

1% Aev xpeldiletat mpOoOeTo AOYIOUIKO, TPEXEL ameuBeiag oto mpoypappa TePLiynong
Kol amattel Alyotepoug mopoug

2% TupBatdrnTa.

3% Tomukr amoBrjkeuon kat Yroothptén ya Aettoupyia MOAAQITAWY XpNoTwV
4% Kootog. Elval Swpeadv

5% Xpnotpomnotel Aoylopikd avorytod Kwdika

MelovekTrpota :

1%V Mepikr| kaL acuVeni¢ ebappoyr] ota poypappata epLiynong

2°" "EMewn ouvtoviopol petafl TwV POoYPoUUETWY TEEPLAYNONG

3% Kakr urmoothpién

4% Mepropiopévol Népot™
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2.4 Xoykpion os nAatdpoppeg Yndrakng Stabeong mayvidiwv

H ynowokn 61abson mayvidwwyv yivetal online pe tnv xprnon twv mAatdpoppwy
Slavopunc steam, gog , origin. Ta mAgovekTpata tng Stadikaoiag autng eival n apeon
ayopa tou kaBe titAou online, xwpic va xpelalopaote dvd, kabBwg Kat n poviun vmopén
TOU oTtov Aoyoaplacpd poag. Me tov Tpomo auto dev KivduveUel To mauyvidt va xabei iy va
kataotpadel. MmopoUpe avd nmaca otyun va to favakatefdacoupe, adol Ba umdpyel
HOVLUOL OTOV AOYOPLOCUO HAG. TO ONUAVTIKO UELOVEKTNUA TwV TAATPOpUWY SLAVOURG
elval n moAttikny Sdlapolpacpoy, epocov Sev eMITPENETAL N LETATTWANCN. BEBala auto
SladpEpel amo stalpeia os eTalpeia.

To steam eival n mo yvwotn kot dtadedopévn mAatdopua Stadiktuakol matyvidlou.
AwaBétel tnv peyaAltepn BBALBNRKN yla tnv ayopd matyvidiwv umoAoyloth. Eival
daviko Kal yla xpAoteg Linux.

To origin gival pia mMAatdpoppa Stavoung amno tnv etalpeia EA. Mepléxel otnv BLBALoOAKN
TOU TIOAU yvwoTtoug Tithoug matyvidlwyv. AlaBEtel ava Kopol¢ Swpedv TMAALOTEPOUG
TITAOUC AL VIOLWY OTOUG XPNOTEC. AladopoTmoleital amod To steam, OTO yEYOVOG OTL oL
ayopég yivovtal kateuBeiav amd tov browser, xwpi¢ TNV avaykn va KOteBACOUUE
karolov client.

To gog amotelel pla aflomiotn eVoAAOKTIKA Tou steam kaBwg SlaBtel MOAU peyain
BBALOOAKN pe TTOAU YyVwoToUug TitAoug mayvisiwy. Me autr thv mMAATOpUa UMOPOUUE
va ayopdacoupe Kamolov titAo online, gite pe xpnon client, eite ameuBeiag amod tov
browser.™
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KepbdAawo 3° - Zevaplo

3.1 Ano to napeAOov, oto napov

H wotopla pag Eekva tov pecaiwva, Omou ta KAotpa, ol BacAlddeg, oL LAYLOOEC, Ta
poywka ¢iAtpa Kat ol KABe Aoyn¢ Hayeieg NTav OAa yvwpLla yla tThv €moxn ekeivn. Tnv
ETIOXN OTOU Ao OTOUO 0 oTopa {ovoav oL BpUAot, oL pubol, oL Kpuppévol Bnoaupol, Ta
pHoywKa XoAld, ol anéBavtol exBpotl kal tooca daAAa. Etol Aoutdv kal oto matyvidl pag, n
Lotopia, KaTd TNV HECALWVLKA Ttepiodo, ekiva :

Kamote unipye éva BaciAelo, pe €vav OAU yevvaio Kal ayarnnté otov KOopo BactAld, o
omolo¢ elxe ta mavta, mAoutn, 86fa, TLOTOUG UMNKOOUG, OAAQ Kal plo Tavépopdn
BaciAlooa mou Tou xaplos Suo vylEéotata matdid, Vo mavépopdouc mpiykumec. O BactAdg
ATtav TOAU ayamntog otov KOOUO, OLOTL AKOUYE HE TPOoo)XN Tov Kabévav mou eixe va
eKPpACEL TO TMOPATOVO TOU 1 va. avalntioel AUon oto MpoBAnud tou. EokuPe mavw oto
NMPOPANUa Tou kKABe umtnkoou Kal avalntouoes AUon dpeoa, Seixvoviag apépLotn mpoacoxn,
opeén yla dikatn emiAuon aAda kat yevvatodwpia. Ekave To mpofAnua S1K6 Tou, XwpLg moTe
va Seifel OTL umtapyel xawdng dladpopd aVAPECSH OTOUC ATAOUC UTINKOOUG KAl OE EKELVOV.
AkplBwg autd, o ouvduOOUO HE TNV YEVWALOTNTA TOU OTI MAXEG, TOV £Kavav TOOO
Sdlaonpo kot EakouoTo.

Ouwg SuoTuXwE yla Tov ATuxo BaclAld Lag KAl TNV OLKOYEVELA TOU, UTINPXE HLO KOKLA
pHAylooa ToU TapokoAouBoUoe amd To Haylko TG kKaBpémtn tnv {wn tou. Ekeivn
npoonaBoloe va TOV COUMOTAPEL Pe KABe Tpomo, dofiloviag Toug UmnNKOouG aAAA Kot
Sladidovtag Ppripeg mou eixav KOO VoL OOUPWOOUV TO KaAO ovopa tou Bactid. Opwg,
NV oTyun mou o Bacl\dg améktnoe toug Suo, didupoug ylolg Tou, n paylooa {NAede
TOCO0 TOAU, Tou amodaciloe va e€amoAUoeL pla avioxupn katdpa. Mia katdpa mou Ba
LETETPETE TOUC TTAVIEG O€ AMEDAVTOUG, EKTOG Tou BacAld. Mia katapa mou Ba e¢aleide
oAOKkANnpo to BaciAelo, adrivovtag tov povo ev {wr avbpwro. Kat £ToL éywve. Alo tn pa
OTlyun otnv aAAn, o BaclAldg €xaoe TA TTAVTA, TNV OLKOYEVELA TOU, TOUG UTINKOOUG TOU,
oAAG kal omolov aAAov néepe. Kal cav va pnv €éptave auto, HeTA amo Alyo, ol Sikol tou
avBpwrol petatpannkav oe amnébavioug exBpoug. Tpéxovtag yla va ocwbel, mriye oto
povadikd Hépog ou Sev KLVOUVEUE. ITO onuelo Tov gixe KpupPEVA OAa Ta TTAoUTn Tou. Ta
Kottae yla teAeutaio ¢popd Kal OTO MATIO TOU aUTH TN $opd 0 Xpuoodg Sev YUuaALle.
MNapatripnoe OtL 6ev NTav autd mou Tou Sivav xapd, autonemnoibnon, sutuxia aAAd ot
Swkol Tou avBpwrol Kal n olkoyEveld tou. Ta mAoutn dev elyoav MAEoV KavEVa vOnUa yla
ekelvov. AmeAmiopévog kal BuBlopévog oe mehdyn duotuyiog o Baollldag, anoddoloe OtL
bev atilel va el oe pla TETola TpaypatikotnTa, SLOTL Timota Sev eixe vonua mAgov. Mpv
Opwe dwoel TéAog otn {wn Tou £Kave pLa euxn. Euxndnke autd to pépog va xabel amo to
XAPTN KoL 0 apudntog Bnoaupdg tou, va amokaAudpBel pPOvVo o€ KATIOLOV oAV eKEiVoV, O€
KOTTOLOV EVAPETO, O KATIOLOV TIoU Ba €L TIG SIKEC TOU OPETEC Kal Ta SIKA TOU omavia
npotepipata. Kot €ToL €yLve.
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Mo mapa mMoAAA xpovia, Kaveig dev pumopeoe va avakoAUPeL To akplBEC onueio Tou
Baow\elou, mapad T apétpnteg mpoonabelec. Kukhodpopolos amd OTOHA CE OTOMA O
BpUAOG TOU povaylkoU BoaocWlld pe Tov auubnto Bnoaupo, aAld kaveilg dev mioteue
TIPAYUATIKA OTL TPOKELTAL yla aAnBwvn otopia. O KOOUOG VOULlE OTL POKELTAL Yyl HUBo.
MéxpL ou to £€10¢ 2000, pia opdda eepevvnong Koltidbwv metpelaiov, avakdaAvpe to
vnol, evtehwg tuxaia. Kavelg toug Opwg Oev emixeipnoe mepaltépw efepelivnon Ttou
vnowol. O EMXELPNUATIOG TTOU XPNUOTOS0TOUCE TNV ATOOTOAN AmodACLOE OTL ETIPETE VAl
ETUOTPEYPOUV PE Ta KATAAANAQ pnxavApota e€Epelvnong, TIPOKELLEVOU VA LAPKAPOUV TO
onueio oto xaptn, aAAd kat va avakaAUPouv av n mepLoxn Elval KATOLKAOLN Ao KATOLoV
AYVWOoTO TOALTLIOMO. Mg Kat Ba avakaAUmTav KATL TO0O TPWIOYVWPOo, €va AyvwoTo
onueio otov XApTn, KA opxoia yn, KOTOWKAOLWUN 1 UK, OVAUEVOUEVO NTav OTL, apyd N
ypnyopa, OAo Kal TePLocOTEPOC KOOUOC Ba nBele va emiokedpBel to onueio. Omote o
ETXEPNUATIOAC amodACLOE va PNV XAOEL XpOVO KOL VA pLOKAPEL XTI{OVTAC TECOEPLC HLKPEC
ETIYELPNOELG YLOL VO ATTOKOULOEL XPrHaTa aTtd TOUG LEAAOVTIKOUG EMIOKENTEC. OpwG 600 Kall
va éaxvav, 600 Kal va ipoortaboloav va BuunBouv ou akplpwg RTav To vnoi, pawvotav
aduvatov. Toug npe oxedov 7 xpovia yla va to avakaAvpouv ava. Omnote, Sev €xaocav
XPOVO KOl EKTLOQV TIG TECOEPLG ETUXEIPNOELS, O EAAXLOTO XPOVO MOALC Bprikav to vnol.
MNapaAAnAa enediwéav va xaptoypadnoouv To onpeio, aAld autd datvotav patato, Slott
Ta punxoaviuata 8ev Asttoupyouoav opBoAoyikd. MeExpl kat ot muéidec otpidpoyupilave,
KAVOVTAC TOUG £LOLKOUG VoL amopoUV TL eixe cUUPEL..

O XpOVOoG MEPVOUCE KOl OL OLKOYEVELX TOU ETXELPNUATIO avnouxoUoe. Eixav oAol xabel.
Kavelg dev eixe véa, oUTE TOU EMIXELPNMOTIO, OUTE TOUu ouvepyeiou. Kal autd ot
anodAcloav va EEEPEVVIOOUV TIEPALTEPW TO vNol aAla Sev mepipevav toug amebavtoug
exBpouc. OL exBpot eixav emiteBel. Kal yia va olyoupéouv OtL kaveig dev Ba emiotpéel
oto vnoti, adaviocav 6AouUG Toug TEXVIKOUGE, TO TIPOCWTILKO aAAd KAl TOV EMIXEpNUATia. TNV
oUVEXELX Ekpuav Kal Ta 4 KAELSLA TwV ETIXELPHOEWV OAAQ KaL TWV TIUAWY, OE Onpeia ou
dpoupoloav.

Ta xpovia TEPVOUCAV KAl N OLKOYEVELX TOU ETIXEPNUATIO €xace KABe eAmida ylwa tTnv
enotpodn tou. MA£ov NTav olyoupol OTL KATL polpaio cuvéPn. To ATUXO AUTO YEYovOG OE
ouvbuaoud e TNV Tileon Twv SkNnyopwv Oowv adopd TG 4 EMXELPNHOEL AYVWOTOU
umapéng kal tonoBeaoiag, odriynoav tnv olkoyévela va anomnolnBbel omolodnimote Sikaiwpa
0€ OUTEG. H olkoyévela, amodaaoioe va TI¢ dwpiloel og Omolov TG avakoAUPEeL Ie OToLoV
UTIOPECEL VA EVTOTIIOEL TO ONUELO Kal va yuploel miow owog, Pe MAnpodopleg yla Tov
TIATEPA TOUG... EEAAAOU Toug BupLlav TOo0 €viova To ATUXO CUHPBAV.

Y& oUTO To onueio Ba avadepBouue otov Ethan, Tov xapaktipo pag oto mavidt. O
Ethan eilval évag 25xpovog emiyelpnuatiag, o omoiog Slakpivetal yla tnv TOAUN TOu, TO
oAAvO0OTO £€VOTIKTO TOU QaAAA Kal T TAPATOAREG amodAocel Tou. Amodacel; ot
eMeVOUTIKO eTtimedo, oL omoleg ival pupokivbuveg pev, aAAd moAU npocododopeg Sg, av
anodelyBouv owoTEG pe tnv mAapodo Tou Xpovou. O yapaktipag pog eixe Eekwvnosl va
TapokoAouBel, amd ukpA nAKia, €MEVOUTIKEG KIVAOEL( HEYAAWV ETALPELWV, TPOTIOUG
emnitevéng kepbwv, Slaxeiplon KAVOTOULWY, OTPATNYLKEG TTWANCEWY, KIVAOELG LAPKETIVYK.
MapakoAouBoloe CUVESPLO EMITEUENG OTOXWV, ETUKOWVWVIOG, HAPKETWVYK, TIWANCEWV,
oTpatNykwy. MNa évav avBpwmno TOoo TMABLOCUEVO UE TIG ETULXELPNOELS, N EMTUXiA ATAV
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QVaPEVOUEVN, apyad i ypnyopa. Kat €tol €ywve. Apol Bprke Toug KATAAANAOUG CUVEPYATEC
Kol To KatdAANAo kedaAalo, amodAcLoe Vo pLOKAPEL avolyovtag TV SIKLA Tou TXElpNON,
Baolopévn o€ TEXVOAOYIKEC KALVOTOUIEG, OTOXEVOVTAC OTNV Snuloupyla KoL HETOMWANGN
TEXVOAOYLKWV TtATEVTWY. H emiyelpnon autr anotéAece To 1o ypryopa e€eAifuo start up
oTnV lotopla Kal ylyaviwbnke o€ XpOVO PEKOP. ZE WEPLKA XpOvVIO NTAV TIOYKOGULOU
BeAnvekoUg kat aflag Oloekatoppupiwv euvpw. To TNPOCWNO TOU ETUXEPNUATiA
anoteAovoe TAEov ocUMPBoAo emutuyiog. Eixe yivel oe xpoOvo pekOp TAPASELYUA TIPOC
pipnon. Opwg mapd Tov omOTOpo TAOUTIOMO Tou, Sev &€xaoe amod mou Eekivnoe. Agv
énade va BonBAsL TOuG Un €XOVTEG OXL LOVO XPNHUOTIKA aAAd Kal PUXOAOYIKA. ZTEKOTAV
Tavw amnod to nPoPAnua tou Kabevog kal €ayxve AUOELS. AKpLBWE OMwG Kal 0 BAacIALAC.
‘Ektioe voookopueia, oxoAeia kot tooa A a. QUOLKA KATL TETOLO AmoTeAOUCE PORANUA YL
TO UETOXIKO oUPPOUALO, TO OTOLO TIOTEUE OTL O AVOPWTILOMOC Kal N Xxpnuotiky Bonbesla
TPOG TOV ouvavBpwmo anotedovos AavOacpévn otpatnyikr. O $OOVOC TwV HETOXWV TIPOG
ToV Mpocowo tou Ethan og cuvduaouo pe tnv anoAutn mpoonAwaor) Toug otnv kepdodopia
Ba odnyouoe apyad n ypriyopa o adlé€odo yla tov emniyelpnuatia. Edtace Aowmdv n oTiyun
TIOU Ol UETOXOL CUVOHWTNOOV evavtiov Tou kot Prdloav umép tng allayng nyeoiag. O
Ethan BpéBnke €€ ampoomtou. ANO TNV MO OTWYUN otnv AaAAn, €xaoce ta mavta. Kal to
XELPOTEPO NTAV OTL TOV lyav tpodwoel oL kol Tou avBpwroL.

BAémovtag tnv meploucio Tou va PelwveTal dSpapatikd, o Ethan, ntav oe kataotoon
KaTABALWNG. Zyd olyd amokomnke and ¢iAloug Kot ouyyeveic kat BuBlotnke ot OKEYPELS
Tou. Npoomnaboloe va Ppel AVCN TPOKELWEVOU va EMAVEABEL OTNV KATACTAON TIOU ATAV
TPV XAOEL TNV €Talpelat TOU, AAAQ €KElvN TNV OTWYUR, KATL TETolo dpavtale aduvato ota
AT TOu. TO EVIUMTWOLOKO OpwC €ival, OtL moté dev otapdtnoe va Bonbdel Toug
avBpwrmoug mou eiyav avaykn, yvwpilovtag oAl kaAd OtL apyd f ypriyopa Ba Bplokotav
Kal o 18lo¢ otnv B€on touc. TOTE NTAV TTOU Eva OPARO TOV Tapakouvnoe. Mnv yvwpilovtag
o Ethan av ovelpevetal i OxL, €i6e dumAa Tou pia BactAiky popdn, MEPLTPLYUPLOUEVN ATIO
Xpuoadl, va tou Seiyvel tov 6popo. Na tou Seixvel emipova €va CUYKEKPLUEVO GNUELO OTO
xaptn. O emyelpnuatiag anodpdacios va to Patetl kot tote NABe o emadn yia mpwtn dopd
pe tov BpUAo Tou povaylkoU Bacthio. To £VOTIKTO TOu €Aeye va PLOKAPEL. To Opapa TIOU
elde tov yéulwoe pe automenoiBnon kat eAmiba 0tL 0 BpUAog TeL kol umopel va ta
katadEpel. EEAAAOU TL gixe va xAoeL TAEov;

‘Etol Aoumov amodacloe vol TTOUANOEL KOl TOL TEAEUTALO UTIAPXOVTA TOU YL VO VAl KAVEL
OUTO TO OPOLA TTPAYUATIKOTNTA. AyOopace €va TTAOLO, UNXOVHAHOTO YL TOV EVIOTIOUO OAAG
KOl OpKETEC IpopnBOeLeg yia To Takidl. Kat n meputétela Eekwva. MAnowalovtag o Ethan oto
OnUelo Tou xaptn Tou eixe 6€L 0TO OpOA, TO POVO TIOU Urtopouaoe va deL ATav opixAn. Ot
nuéidec otpudoyupvouoav Kal Ta pnxavipata amnevepyomowidOnkav. Mavpa oclUvveda
KaAuav Tov oupavo Kat meAwpla kupata epdaviotnkav Eadvika. Kabwg ol avatapatelg
ntav duvatég, o Ethan ytumnos 1o kepaAl Tou Kol AutoBuunce. To mAoio akuBEpvnto
TIAAEVE HPE TA KUMOTO TIOU TOU TMpoKaAoUoov pwyHEC. Apyd n ypnyopa Ba apxle va
BouAialel. Kat €tol €ywve. Zav ano Bavpa Opwe o Rpwag pag Eefpaoctnke oto vnol. Hrtav
dpaye to TveLUA TOU HovaxlkoU BaclAld mou Ttov mpootatevue; MOALG ouvnABe, bev
TioTeVE OoTa PATL TOU. To Opapd Tou Bynke mépa yia mépa aAnBwvo. To vnol umrpxe!
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3.2 IKOmOG Tov TaiXtn

O OKOTIOG TOU NPWA Hag sival va Bpel To KpUUEVA KAELSLA TWV ETIXELPHOEWV KL ETELTA
va TG avoifel pia mpog pia. Etol Tig B€tel mAAL o Asttoupyia Kal yivetal o OLOKTATNG
autwv. MOALS katadEpel Kal TIG avoléel OAeg kal epocov ival o KatdAAnAog, cUuPwva Pe
NV tedeutaia guxn tou Baclld, o apuontog Bnoaupog Ba amokaludBOel povo os autov
Kol n Katapa mou paotile to Bacilelo emni tooa xpovia Ba omdoel. OpwE yla Vo TO KAVEL O
NPWAC HaG auTo, TPEMEL TTPpWTA va Ppel Ta KAEWSLA TTOU avolyouv tnv KaBe MUAN otov
AaBupwvBo. Kat eivat kpuppéva. Enetta mpenel va Bpet tnv €€060 amod tov AaBupvBo. Exel
eniong va avilpeTwriosl Toug anébBavtoug exBpoug oL omoiol Ba kAvouv Ta mavia yla va
Tov adavicouv kabBwc kal Tic Bavatndopeg nayidec mou EempoBAA\ouv UMPooTaA Tou.
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Kepdhaio 4° - AvdAuon,Zxediaopdc YAonoinon pe Uml Diagrams

4.1 Use Case Diagrams

Eva Slaypappa meputtwoswyv xpriong(Use case diagram), sival pa avamapaotaon
™¢ aAAnAemidpaong evog xpnotn Ue To olotnua, n omola Seixvel tn oxéon Petafl Tou
XPRotn Kol Twv Sladhopwv MEPUTTWOEWY XPrONG OTLG OToieg epmAEKeTaL. Eva dtaypappa
TIEPUTTWOEWV XPNONG UTtopel va mpoodlopioetl Toug StadopeTiko U TUTIOUG XPNOTWV EVOC
CUOTNUATOG KL TIG SLadOPETIKEG TTEPUTTWOELG XPONG KL ouXVA ouvoSeUETAL KAl OO
AaAAouG TUTOUC SLaypaUUATWY.

Apxika@ Ba avalUooupe TNV yevikn emadrn Tou XPNotn HE TO TAXVidL pog,
xpnowomnowwvtag to UserMenu Use Case Diagram.

Lose Game

User

Onwg PAEMouPe oto Tapomavw SLAypappa, o XpHotng apxwka odnyeital oto apyLlko
pevou tou matxvidlol. Emetta €xeL TNV Aoy, lte va Eekvrioel To TatyvidL, matwvtog
10 Koupumi "START GAME", eite va €£€ABeL and autd, matwvtag oto Koupnt "EXIT GAME™
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Kal otnv ouvéxela "YES® oto umopevol mou Ttou epdaviletal. Epoocov n emhoyr) Tou
glvat n ekkivnon tou malyviblou, oL emhoyég Tou elval Svo: elte va kepbioel,
teppatilovrag to malyvidy, ite va xaost. Omolo kat amno ta SUo autd oevapla cupBei, o

XPAOTNG EMAVEPXETAL OTO APXLKO UEVOU.

Eddoov n emiloyn tou xprnotn eivat va Eekvroel To matyvidl, o Xprnotng amoKTa Tov
TANPN €Aeyxo Tou xapaktipa pag, “Ethan™. O yapaktipag pag oto Unity, eAéyxetal anod
tov "ThirdPersonController”. Ag SouUpe to Stdypapua CharacterController’'sMovements

Use Case Diagram.

C Button

C + Movement Button

I

pace Button

Space + Movement Button

CharacterCqgntroller
Cpntinously Pressed Movement Button

No Button Pressed

Onwg BAENMOUPE OTO SLAYPOUO TTAPATIAVW, O TTALYXTNG UMOPEL VOl KAVEL TIG £ENC KLV OELG:

1. Crouch, matwvtag oto MANKTPOAOYLO TO Kouprni "C”

2. Crouch Moving, matwvta¢ oto MANKTPOoAOyLo to koupmi "C” pall pe omolodnmote

Koupm Kivnonc("W-, A" "S"."D")
Jump, MaTwvTag 0To MANKTPOAOYLO TO KOUMTi “Space”

w

4. Jump Moving, matwvTa¢ 0To MANKTPOAOYLO TO KOUUTL "Space” pall pe omolodnmote

Kou Ui kivnong

Crouch Moving

- \—’
Jump Moving
Left Shift + Movement Button
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5. Walk, moatwvtag oto mAnKtpoAdylo to kouumi “Left Shift™ pall pe omowodnmote
KoOUuuTt Kivhong

6. Sprint, mMaTWVTOG 0TO TTANKTPOAOYLO OTOLOSNTIOTE KOUUTL KIVNoNnG MopaATETOUEVA

7. KaBoAou kivnon, in matwvtog oTo MANKTPOAOYLO KavEva KOUUTL Kivnong

A¢ OoUpEe TwpO TIG PBOOIKEC AETOUPYIEC TOU TAUXTN MHOG XPNOLUOTOLWVTOC TO
AllBasicPlayer’sFunctions Use Case Diagram.

E button
Use Key to

Open Gate

Take Kev £ button

E button

Use Key to
BusinessKey i £ button Open

BusinessGate
S Take&Use
Medikit

W Take&Use
BluePotion BluePotion Lose Health
: : from

Replenish
Health

g Avoid Taking g
RedPotion
A B Taoke&Use .
. RedPotion Get Hit from
| (RS LRI Lose Health
a Avoid Taking g
_ from Enemy
N | Succesfully
Pass Through
e Avoid Enemy g UGE(
Trap Face Trap [ Lose Health
from Trap
Trap

210 Slaypappo mapandvw PAEMOUUE TG EVOAAOKTLKEG EMAOYEG TOU TalXTn HOC, OGOV
adopd TG Paoikeég Aeltoupyieg Tou oto TayVidL. BAEmoupe Aomov OTL UmopEL va TtapeL
OTNV KAToxn Tou €va KAelSi, matwvtog oto MANKTPOAOYLo To Kouumi "E”, | umopel va
OYVONOEL TO OUYKEKPLUEVO KAELSL. EXoviag OUwWCG OTNV KATOXH TOU TO CUYKEKPLUEVO
KAELS(, umopel va avolel pia ouyKeKPLUEVN TIUAN, TTATWVTAG TIAAL OTO TANKTPOAOYLO TO
Kouurtl “E”. To 1610 akplBw¢ cupPalvel Kal pe To KAELSLA TWV EMLXELPNOEWV. ETOL Kal UE
to Medikit, to BluePotion kat to RedPotion, umopel matwvtog oto MANKTPOAOYLO TO
Kouuni “"E” va Ta KATEXEL KOLL VO TAL XPNOLLLOTIOLNOEL I] UIMOPEL va Tt ayvonosl. BAEmovtag
0 maiyxtng tou exBpol¢, umopel eite va TpEEeL Kal va Ttoug amoduUyel, €ite va TOUG
TANOLACEL Kal va xaoel eninedo {wnG. BAEmovtag o maixtng Ti¢ mayibeg, punopet ite va
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TG anoduyel Kat va emlé€el pa GAAn Swadpopn, elte va mpoomabnoesl va TIG
QVTLMETWTTLOEL. AvTipeTwrilovtdg teg Aoutdy, eite Ba TIg epAoeL emtuxwg, eite Ba
Sextel ytumnua kal Ba xaoet eninedo {wnc.

4.2 Class Diagrams

Jtnv texvoloyia AoylopikoU, éva dtaypappa khaong(Class Diagram), ivat évag TUmog
SloypAUUOTOC OTATIKWY OOHWV, TO Omolo Teplypadel T Soun €vOC OUOTHUATOG,
Selyvovtag TIg KAAOELG TOU CUCTHATOG, TA XAPOKTNPLOTIKA TOU, TIG AElToupyieg (N TIg
HeBOE0UG) KAl TLG OXECELG LETOEU OVTIKELMEVWV.

Ita MOpOaKATW Slaypappota KAAoNG KAVOUWE KATnyoplomoinon ava TepLoxn
navidlov. Tnv kaBe meploxn, TNV OplOOUE KAl TNV OVOUACAUE CUUPWVA LE TOUG
colliders pouolkng mou xpnowomowoope. OmMoOte yla va elval Katavontn n
KOTNyOopLOTIolnon auth amd Tov avayvwotn, Kplvetal anapaitnto va deifoupe mpwrta pe
ELKOVEC TIC OUYKEKPLUEVEC TIEPLOXEG:

CastleMusicCollider:

» CATA_Bridoeb (31)
» CATA Bridgeb (32)
» CATA_BridgeB (33)
WP1e (1)
» CATA Bridgeb (34)
» CATA Bridge (35)
» CATA_Bidoeb (36
We18 (2)
» CATA_Bridge (37)
» CATA Bridgeb (35)
¥ CATA Bridgeb (39)
weae (3)
» CATA_Biidgeb (40)
> CATA Brdgeb (41)
» CATA_Bridge (42)
» CATA Bridged (43]
» potionredss (1)
ngean_Pillar_CrossSusport_Long (10
* CATA_Bridges (44]
» MDP_Pre_Lio_WelTourch_T01 (17)
» MDP_Pre_Lia_WallTourch_T0x (15)
» MDP_Pre_Lig_WalTourch 701 {20)
pobond

re_Lig_WallTourch_T01 {22) v .
et e
Loop
Prionity.
Volume
-
-
Spatial Blend

—— FEREERREER sy v

Chestvd. clay_dwht  clay tsh3 ey dish 3 clay_dith 4 clay_esh3  cluydish s claydish T clay_ésh®
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LargeBridgesMusicCollider:
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© Inspector

Cruata -
¥ CATA_Bridgeb (36)
wele

» CATA_Biidoub (31)
» CATA_Brdgeb (32)
» CATA_BridgeB (33)
WP1E (1)
» CATA_Bridgeb (34)
» CATA_BridgeB (35)
» CATA_Biidgeb (36)
WP18 (2)
» CATA_Bridy 37) & = -
> CATA Bridaeb (38) o . LA] eat concer
» CATABridgeb (33) e
WP1E (3) C & None (Physic Mat @
» CATA_Bridge (40)
> CATA_Bridgeb (42)
* CATA_Bridged (42)
> CATA_Bridges (43)
» pobonredss (1)
. Pillar_CrossSupart_Long (10)
CATA_Bridged (44) [+
MDP_Pre_Lio_WalTourch_T03 17) AudioCip = Dark Dungeen| ©
» MDP_Pre_Lig_WallTourch_T01 (19) —_—
* MOP_Pre_Lig_WallTourch_T01 (20) E]m {Audio Mixe ©

» MDP_Pre._Lio_WallTourch_T01 (22)

» MDP_Pre_Lig_WallTourch_T01 (21)
» MDP_Pre_Lig_WallTourch_T01 (23)
» MD#pre_Lio_WalTourch_To3 (24)
» MDP_pre_Lig_ WallTourch T3 (25)

Bypass Listener Effe [
Bypass Reverb Zonel |
Play On Awake

Loop.

¥ GamaMusicCollider

StairsiMusicCollider
RpgMusicColider
CatacombaiMusicCollider
Catacombs2MusicCollider

clay_dieh_t Clar_dith 3 chay_dh b clay esh 5 clopdishs capdwh? clayesh® cladihd Cusemobl  baskah  sllamp  edbex  sHchar  aldtable

Buildings1MusicCollider:

€ Unity 2017.1.063 Personl (6461) - scena323ifinal poston).uny  ergasia me kastra - PC, Mac & Linux Standalone <DX11> - 8 x
Fie Edit Assets Gomebject Component Mobile input _Window Help

=Y e 4 10|
| © inspector a
BuldngriPuwicColid ) Stabe v
Tag | Suidagaims ) Layer (Dafauk 3]

Croate+1 (&7
¥ CATA Bridoeb (58]
weie
» CATA_Bridoeb (31)
¥ CATA Bridgeb (32)
» CATA_BridgeB (33)
WP1E (1)
» CATA_Bridgeb (34)
» CATA_BridgeB (35)
» CATABridgeb (36]
W18 (2) Go,
» CATA_BridgeB (37)
> CATABridgeb (32) L ] e conder
¥ CATA_Bridgeb (39) : =
wP1s (3) 6 » 3 Hone (Physic at @
» CATA_Bridgeb (40) 3 .
» CATA_BridgeB (41)
* CATA_Bridged (42)
> CATA_Bridges (43)
> @

pillar_CrossSupart_Long (10}
CATA_Bridges (44]
MDP_Pre_Lio_WalTourch_T03 {17)

» MO8_Pre_Lig_WallTourch_T03 (13)

» MOP_pre_Lig_WallTourch_T03 (20)
pobonblueos (1)

» MDP_Pre._Lia_WallTourch_T01 {22) - P d

» MD?_Pre_Lig_WallTourch 03 (21) B3 =y Brpass Listener Effe (]

> MDP_Pre_Lia_WallTourch_T01 (23) = 3 - Bypass Reverb Zone ]

» MD# pre.Lia_WallTourch_T03 (24) : g Play On Awake

> or- il WaTourd e 5] ¥ b Loop

icCollider -

Assets + Olf destructie

EEREEREEEE sy

i dhl cln_6sh 3 clardith 3 chay g b clay esh3 clopdish s capdwh? clay e ® cladihd Cumamob  baskah  allamp  edbex  sHchar  aldtable sher
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Buildings2MusicCollider:

@ Uity 2017.1.03 Pesonal (6468) - scene323fnal poskion)undy - ergasia me kastr - PC, Mac & L Sandalone <DK11>

File Edit Assets GemeObject Component

Cruata -
¥ CATA_Bridgeb (36)
wele

» CATA_Bridgeb (31)
¥ CATA Bridgeb (32)
» CATA_Bridge (33)
WP18 (1)
» CATA_Bridged (34)
» CATA Bridgeb (35)
» CATA_Bridges (36]
WP18 (2)
» caT, 37)
» CATA_Bridged (38)
» CATA Bridge (33)
we1e (3)
» CATA_Bridgeb (40)
» CATA Bridgeb (41)
* CATA_Bridges (42)
» CATA_Bridget (43]
» potionredos (1)

Mobile Input _ Window _Help

n_Pillar_CrossSuspart_Long (10)

CATA_Bridges (44]
MDP_Pre_Lio_WalTourch_T03 {17)

» MDE_pre._Liq_WallTourch_T03 (13)

* MDP_Pre_Lig_WallTourch_T01 (20)

» MDP_pre_Lio_WallTourch_To3 (22)
» MDP_Pre_Lig_WallTourch_T01 (21)
» MDP_Pre_Lig_WallTourch_T01 (23)
» MD#pre_Lio_WalTourch_To3 (24)
» MDP_pre_Lig_ WallTourch T3 (25)

[ & cCotiab - I & [ Account_- |

| © Inspector

[BuildingsZMusicColiic [ Stabe v
Tag | Buildags2ms) Layer (Defauk 3]

Bypass Listener Effe [
Bypass Reverb Zonel |
Play On Awake

Loop.

Lover -1 LER (@)

¥ GamaMusicCollider
LargeBridgesMuscColider
LargeBridgesMusicColider2
T

Euidin Caer
StarsimsicCollder
RpgMusicColider
CatacombaiMusicCollider
CatscombezMusicColider

& Project

Asset

EERREEREEEE sy

i dhl cln_6sh 3 clardith 3 chay g b clay esh3 clopdish s capdwh? clay e ® cladihd Cumamob  baskah  allamp  edbex  sHchar  aldtable sher

UnderwaterLabyMusicCollider:

€ Unity 2017.1.063 Personl (6461) - scena323ifinal poston).uny  ergasia me kastra - PC, Mac & Linux Standalone <DX11> - o x
Fie Edt Asct: GameObject Component Mobileinput Window Help
V [ & coiab - I & [ Account_- |
© Inspector
[UndermaterLabyHst )
Tag | Unéurxatwrts Layer (Defash 3]

over -1 (LER (@)

¥ CATA_Bridgeb (36)
weie (2)
» CATA_BridgeB (37)

» CATA_Bridged (42)
¥ CATA_BridgeB (43)
nhun

> B s

) e
ingean_Pilar_CrossSuspart_Long {10 R R
> CATR Brdpas o6)
» MDP_pre_Lia_WallTourch, 61 (17)
» MDP_Pre_Lig_WallTourch_T01 (19)
» WD?_Pre_Lio_WalTourch_To3 (20}
potionblue0s (1)
» MD?._pre_Lig_WalTourch, 01 (32)
» WD Pre_Lia_ WalTourch_T01 (21)
» MD® _Pre._Lig_WallTourch_T01 (23)
» MD?_Pre_Lig_WallTourch_T03 (24) Bypass Effects.
Broass Listener Effe |
Bypass Reverb Zona|
Play On Awake
Loop

prioriy
volume
pich

Steces Pan
Spatial Blend

Reverb Zone Mix

#

clay_disht clay_sh 2 cler_dish 3 cly_dishb +H_chaie

Cloesh3  cardshS clay_dwhT clay_ e cluy_dsh3 Cusamob.  heskah

oilamp oMb old_table
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Catacombs1MusicCollider:

@ Unity 2017163 Parsonal (6404) - scene323 il postion).undy - ergasia mekacr - PC, ac & Ui Sandlon <DX11>
Fie Edt Assets GomeObject Component Mobile nput Window Help

[ & coteb - [ & [ account_- [ iovers - LK (@)

> u'u)ndnl 33)

» EaTh B (36

» CATA_Bridgeb (35)

» CATA Bridge (36)
P8 (2)

» CATA_Bridged (37)
» CATA_Bridgeb (38)
» CATA_Bridged (39)

2 lder
PeATA ey 2
» CATA_Bridgess (41) - : A | edie cotder
» CATA. Jmm (42) < | v
» CATA_Bridgeb (43) J & ’ Tone (Physic Wt ©
» potonredos (1) o e,
?_Dungean_pilar_Crosssuppart_Long {10}
> cATA.ridpan (4]

MDP_Pre_Lio_WallTourch_T01 (17)
o pre_Lig_WalTourch 701 (19)
* WDP_Pre_Li_WallTourch_To1 (20) o

potionblusos (1)

» MD?_pre_Lig_WalfTourch To1 (22) § sudiccin = Bangerous O ©
» MD? Pre_Lig_WallTourch_T01 (21) e o
W]

Q
Bypass Listener Effe [
Bypass Reverb Zonel |
Play On Awake
Loop.
BNk
2MusiConder
mnmm‘.um-r

Catacombs3musicCalli
UndecwatarLabyMusicCollider
» MDE_Pre_Lig_WellTourch_T01 (26)

Assets + A Team Assets + OId destructible interior + Prefabs - Normal - Destructible

chay.

i dhl cln_6sh 3 clardith 3 chay g b clay esh3 clopdish s capdwh? clay e ® cladihd Cumamob  baskah  allamp  edbex  sHchar  aldtable

Catacombs2MusicCollider:

@ Unity 2017163 Parsonal (6404) - scene323 il postion).undy - ergasia mekacr - PC, ac & Ui Sandlon <DX11>
Fie Edt Assets GomeObject Component Mobile nput Window Help

[ & coteb - [ & [ account_- [ iovers - 1L (@)

¥ CATA_Bridgeb (36)

» CATA_Bridged (37)
» CATA_Bridgeb (38)
» CATA Bridget (39)

we.
£ | Edit Coltider.
» CATA_Bridges (42) -

A . T
» CATABiidgeb (43) (oo fEhale Hat @
’ dos (1) / g
ingean_Pilar_CrossSuspart_Long {10
> CATR Brdpas o6)
¥ MDP_Pre_Lia_WallTourch_T01 {17)
» MD? pre_Lig_WallTourch 703 (19)
¥ WD?_Pre_Lig_WalfTourch_To2 (20) o
potionblueos (1 e
» MD?_pre_Lig_WalfTourch To1 (22) AudioCip S acary,_dungeor. ©
» MDP Pre_Lia_ WallTourch_Tuz (21) Tone (Audio Mixe ©
» MD?_Pre_Lig_WallTourch_T01 (23) ]
Q

Bypass Listener Effe [

Bypass Reverb Zonel |

Play On Awake

Loop

priority

Vohume

pach

Steceo Pan

c MusicCollide

UndermateriabyMusicCallider > Spatial Blend
-m)n u.w.vmm.m(m vy ) IR
everb Zone Mix

Assets + A Team Assets + OId destructible interior + Prefabs - Normal - Destructible

—

i dhl cln_6sh 3 clardith 3 chay g b clay esh3 clopdish s capdwh? clay e ® cladihd Cumamob  baskah  allamp  edbex  sHchar  aldtable
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Catacombs3MusicCollider:

@ Unity 2017163 Parsonal (6404) - scene323 il postion).undy - ergasia mekacr - PC, ac & Ui Sandlon <DX11> - o x
Fie Edt Assets GomeObject Component Mobile nput Window Help

LKA S = L

L | G @ ¥ Cotscombswusiccs
’:ﬁ:{;’,‘""' =1 Tag | Catacombais) Layer (efau
* CATA_BridgeB (34)

TA_BridgeB (35)

» CATA Bridgeb (36)

weie (2)
» CATA_Bridge (37)
> CATA Bridgeb (38)
*» CATA_Bridgeb (33)

WP1s (3)
» CATA_Bridget (40)
» CATA_Bridgess (41)
> CATA_Bridges (42)
» CATA_Bridgeb (43)
»mu( )

u. r_CrossSuppart_Lang (10}

> CATA_M".-B (a4
» wo?. q_-mm an
> MD?_pre_Lig_WallTourch_T01 (19)
* WDP_Pre_Li_WallTourch_To1 (20)

potionblusos (1)
» MD?_sre_Lig_WallTourch_T01 (22)

usicCollider
CatacombsimusicCollider
icCallider
CatacombaitusicCallider
UndecwatarLabyMusicCollider
» MD?_pre._Lig_WalTourch_T03 (26)

EEEEEER s »rrvyw

clor_dish3  clay_dish 4 clay_ash3  clay_dish_g Ak 7 clay_eah 8 clay_dish ) haieolduble  shel

Stairs1MusicCollider:

@ Unity 2017163 Parsonal (6404) - scene323 il postion).undy - ergasia mekacr - PC, ac & Ui Sandlon <DX11> - o x
Fie Edt Assets GomeObject Component Mobile nput Window Help

LKA S = L

iget (42)
» CAYLW.II (@31

!I.v r_CrossSupport_Long {10}

> CATA_W'!I {44)

> MDP_Pre_Lio_WalTourch_T01 {17)

» MDP_pre._Lig_WallTourch_T0x (13)

*» MOP_Pre_Lig_WallTourch_T01 {20)
pobonblueos (1)

» MDP_Pre._Lia_WallTourch_T01 {22) :

» MD?_Pre_Lig_WallTourch 701 (21) ? < Bypass Listener Effe(
» m)u_uu_mﬂmm_m (23) A 3 Bypass Reverb Zonel |
» M2 _pre._Lia_WallTourch_T03 (24) : 3 e Play On Awake

Ish_7 clay_@sh® clardish 3 CusamOb.  bwskah  silamp oo sdchar  old_ble
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RpgMusicCollider:

Q@ Unit 2017163 arsona (6408) - scene323 il postion
Fie Edt Assets GomeObject Component Mobile nput Window Help

1] [secenter | @Local

» CATA_Bridgep (49)

> CATA_Bridgeb (41)

» CATA_Bridged (42)

» CAYLW.II (@31
e S 11

,\_n.v CrassSuspart_Long {10)
> CATA_W'!I {44)

> MDP_Pre_Lio_WallTourch_T01 {17)

» MDE_pre._Liq_WallTourch_T03 (13)

*» MOP_Pre_Lig_WallTourch_T01 {20)

pobonblueos (1)

» MDP_Pre._Lia_WallTourch_T01 {22)

> MDP_pre_Lig_WallTourch 701 (21)

¥ WD?_Pre_Lia_WallTourch_T01 (23)

AdoU 0OAOKANPWOOLE TNV ATIEIKOVLON, UTTOPOUUE TTAEOV va SOUUE TIG BACIKEG KAAOELG
TOU TToUXVLOLOU HaG, TLG AELTOUPYIEG KOL TAL XAPAKTNPLOTIKA TOUG, OE CUVAPTNON HE TOV
KW&LKA IOV XpNOLOTOoLoape yia kKaBs kKAdon. Auto Ba to emtuxoupe avaAlovtag To
Slaypappa BasicFunction&Code Class Diagram.
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1.5wing/Fall/Move in Loop when
Player is Close to them, Hit Player

1 Patral Around Way Points,Chaze
Player, Hit Player
2 Play Sound

1 MonsterChaseWP{Script]/
ChaseWP(Soript)/
ZombieChaseWP|Script)

2 EnemySound(Script)

BluePotion

1 BluePaotion Replenish Player's
Health by 40%.Is placing inside
Chest, Waiting for the Player to
Acquire/Plzy Sound
2_Show Wessage Informing the
Flayer to Press the "E” Keyboard
Button in Order to Take&lU=e the
BluePation

1 BluePotion|Script)

2 Play Sound

1 _Key is Moving with Animation in
Loop inside Chest, Waiting for the

1.0pen with Animation when
Flayer has Acquired the Speaiic

1.3wingingBlade_Damaged(Sori
fSwingingBlade|Saript)/
SwingingSpikeClub{Script)/
FallingSpike|Script)f

RectangleFloorSpears(Script)/

SawBlade{Script)
2 TrapSound|Script)

Player to Acquire/Play Sound Key,Play Sound
2 Show Message, Informing the 2 Show Message Informing the
pt) Player to Press the "E” Keyboard Flayer to Press the “E” Keyboard

Button in Order to Acquire the Key Button in Order to Open the Gate

1 Keyl(Script)
2 MESSAGE[Script]

1 BUSINESSIGATEL Script)/
BUSINESS1GATE? (Script)/
BUSINESS2GATE (Script)/
BUSINESS2GATE2(Script)/
BUSINESS3GATE (Script)/

3

2 MESSAGE(Script)

1_Medikit Replenish Player's
Health by 100%.1s placing inside
Chest, Waiting for the Player to
Acquire/Play Sound

2 Show Message informing the | |
Player to Press the “E- Keyboard
Button in Order to Take&Uze the

- Ivledikit 1

1L Medikit{Script]
2 MESSAGE(Script)

1 GetHit from Enemy{Trap
2 Total Control of Player's
Behaviour an Losing Mast or All
Health/Play Sound/Play Animation

4 Lose life from RedPotion

&.Complete All Business

¥ BUSINESS3GATE2 (Script)/
BUSINESSAGATE (Script)/
GATE1[Script)/GATE2 (Script)/
LABYRINTHINTERIORL{Script]/
LABYRINTHINTERIOR2(Script]/
LABYRINTHINTERIORZ(Script)/
LABYRINTHINTERIORS{Script)/
LABYRINTHINTERIORS(Script]/
LABYRINTHINTERIORS|Script)
2 MESSAGE(Script)

Loze all Life from Fall
5. Play GameCver

7.Play Backupusic

7

RedPotion

1 RedPaotion Reduce Flayer's
Health by 40%.1s Placing inside
Chest, waiting for the Player to

AcquirePlay Sound
2.5howe Messzge Informing the
Player to Press the "E” Keyboard
Button in Order to Take&Use the

RedPaotion

2 Playerianager(Script)
3 FallingDeath{Script)

&.AllBusinessSuccess{3cript)

1 EnemyHit{Script)

4, PotionHit{Script)
5.GameOver{Soript)

BackupMusiciScript} BusinessSuccess

1 Play a Music Songin Loop,
different for every area.

1. Informing the Player of the
Succesfull Business Opening of
each Business by Showing Canvas
and Playing a Sound

1.Business 1Success| Script)f
Business2Success(Script),
Business2Success(Script),

Business45ucoess| Soript)

1 RedPation(Soript)]
CastleMusic{Script]/
LargeBridgesMusic(Script )/
Buildings1Music|Script]/
Catacombs1Music(Script)/
UnderwaterLabyMusic{Script]/

1 RedPotion|(Script)
2 MESSAGE([Script)

Building=2Music|Script)/
Catacombs2Music(Saript),
RpgMusiclScript)/
Stairs1Music| Script)f
Catacombs3Music|Saript)

MapatnPoUUE OTL TO MOPATIAVW SLAYPOUUA HAG SELXVEL UE UITAE XPWHO TO OVOUA TNG
kaBe Baowkng kKAaong oto malxvidy, Emetta meplypadel aplOpunUéva Ta XOUPAKTNPLOTIKA
KOL TIG AELTOUPYLEC TNG KAAONG QUTAC Kol TéEAog, akoAouBwvtag tnv apibunon, pag
EVNUEPWVEL YyLa TO KABe script mou xpnowuomnol0nke. NpoomabwvTtog va YEVIKEUCOU LIE,
dtagape pio kKAaon ylo 6Aoug toug xBpoulg, pia yla OAeg TIg mayideg, pia yio OAa ta
KAELOLA KaL pia yla OAEG TIG TMUAEG. AUuTO pog £€6woe TNV SuvatoTnTa Va MOPATNPCOULE
NV MANBwpa Twv mapopowwy scripts. Enetta deiape e connectors TIg ox€oeLg HeTALL
TWV KAAoewv, 6owv adopad Ta scripts.
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Y& aUTO To onpeio Ba Soupe to BasicMusic&Code Class Diagram.

¥
CastleMusicCollider LargeBridgesMusicCollider Buildingl MusicCollider

Music : Dark Dungeon Music : Dark Dungeon Music : dark cave loop.wav
AMBIENT LOOP.wav ACTION LOOP.wav Buildings1Music(Script]
CastleMusic(Script) 1 LargeBridgesMusic(Script]

UnderwaterLabyMusicColli
Catacombs1MusicCollider

Building2 MusicCollider

- Music : Dangerous Music : haunted mansion "
Dungeon.wav |Q|)p wav Music : final t_:attle I_oop.wav_
Catacombs1Music(Script) UnderwaterLabyMusic(Script) Buildings2Music(Script)
! —
L Music : scary dungeon Music : forgotten temple
loop. " opera voice loop.wav ) ) )
- ] = - - 1 Stairs1MusicCollider
Catacombs2Music(Script) RpgMusic(Script)

n Music : Ambient Dungeon
Every time the player doesn't trigger with a Music LOOP.wav
collider, BackupMusic is enabled. BackupMusic is Stairs1Music(Script)

disabled when player triggers with a MusicCollider. [

So, every MusicCollider leads to BackupMusic and

vice versa.

BackupMusic Catacoms3MusicCollider

. Music :
DRUMS.mp3 t:lark_t:iungfeon_lcmp.mm'a\.r )

Music : K Arctic-Journey NO-

[
I
|
|
I~
I
|
|
|
I
|
|
|
I
|
|
|
I
|
|
|
I
|
I
: Catacombs2MusicCollider RpgMusicCollider
| ! ]
I
|
|
|
I
|
|
I
|
|
|
I
|
|
|
I
|
|
|
I
|
|
|

Ba ckupMusic(script) Catacombs?:Musi cfScript)

To SlAypappo autd TMOPATNPOUUE OTL £XOUUE TOEWVOUNOEL OAEG TIC TIEPLOXEG TOU
rayvidlol cupdpwva pe toug colliders pouoikrc mou tomoBeTHoAUE. Apa 0TO GVOUA TNG
KaBe kKAaong £xoupe To Ovopa tou kKaBe collider, otov omoio €xoupe KAVEL tag oTOo unity.
Emelta S€XVOUUE TO HOUGCLKO KOUUATL TTOU OKOUYETOL, OTOV O TIOUXTNG ELOEPXETAL OTNV
KABe meployr Kat TEAOG, TO script To omoio eival UELBUVO yLa TNV POUGCLKA OVA TIEPLOY).
Me connectors amelkoviloupe OAeG TG TOAVEG PETABACEL] TTOU UIMOPEL VoL KAVEL O
naiytng pag amd tov évav collider otov al\ov. Adyw aduvapiog epdaviong twv
ouvdéoewv peTafy TN KAdong BackupMusic pe OAeg TI¢ utOAONES, SNULOUPYHOOUE Eva
OXOALO 0TO Oomoio avadpeEPOUAOTE OTIC CUVOECELG QUTEC.

TéNog, Ba B€Aape va MOPOUGCLACOUME KOL VO AVOAUCOUME TNV OPXLTEKTOVLKH TWV
TIAKETWVY TIOU Xpnolpomotnkav ava neploxn tou matyvidiov. Etol éxoupe to Packages-
Parts Per Area Class Diagram.
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Mapyapitng Kaptorog

e

Packages -
1. Mechanism Sounds
2. Castle Creator Kit
3. ZOMBIE Starter: MoCap Animation Pack
4. Voices $fx
5. Zombies Pack V1
6. Zombie Manster-Undead Callection
7. Dungeon Skeletons Pack
&. Skeleton-Undead Collection
9. Horrar Sfx
10. Monster 3
11. Free Simple Treasure Chest
12 Fantasy Action RPG Tileset
13 Keys Pack v.2.8
14. 8-Bit 5fx
15. Basic Loot Pack
16. Magic Potion 1
17. Fantasy Monster-Skeleton
18 Action RPG music pack
19, Fantasy Action RPG Tileset
20. Destructible old interior props pack
21. Fantasy Music

Packages :
1. Castle Crestor Kit
2. Cinema 1.0
3. Gyminterior 1.0
4. Gray Furniture Pack 1.0
5. Commerdial Kitchen 1.1
6. Wopden Fumniture Pack 1.2
7. Medieval Feast 2.0
£ Wonden table and chair
9 Swing 10
10. Super Caffe Pack! 1.0
11. Simple Table Glass
12 Fantasy Action RPG Tileset
1. Dungeon Loops

Parts:
1. CastleGataMechani70Lway
2. Arch_Gate
3. Zombie_Death_Back_Mid_1
4. Zombie_06.wav/Zombie_E3.wav/Zombiz 07 v/
Human_Good_19.wav{Player_ GetHit)/
Human_D 02 wav(Player_|
5. ZombieAQ1/ZombieE V1
6. Undead_Collection_SFX_Zombie: Manster_Attack wav

7. Skeleton_A
£. Skeleton_UndeadCollection_C1Saund_Atack vib.wav
3. Monster_01 \_Scared_08.waviPlayer_Bresths

10. crearurel froarlwav
11 TreasureChest_01
12. Opening_Chestwav
13. key1/keyll
14. Callect_Foint_01.way
15. Health_park
16. pationbluelS/potionred0s
17. GetHit & Death Animations{Player)
18. 10credits] wav(Player_GameOver)
19. K_Arctic-Journay_NO-DRUMS mp3{BackupMusic)
20. carpet_1/box_2
21 emationl_theme_laop.wav

Parts -

1 Castle_Gatehousa_1A1/
Wall_Medium_Double/Tower_Squars_1_Largs/Gatshouse_Set_1f
‘Wall_Medium_Bridge_2/Wall_High_2/Tower_Open_1/D_Floor_Detsiled(2)
2. Cinema
3. InteriorGym/ Treadmill/Loudspeaker/Ladder, Banch02/Barhel|01/Bench03/
Dumbbelld/Poster/Clock/Benchi]/Dumbbelld]/StandBarbellsInteriorFloor
4. TV/TV_ShellSofaArmchair/Coffe_table/Lamp/Cheir
5. KitchenFurniture01/KitschenFurnitureD2/KitschenFurniture03 1/
KitschenFumiture03 2/KitschenFurniture04 1/KitschenFurniture04 2/

Kitscl 05K Kits iture07/KittchenRazdacha0l
OlafKitichenRazdachs01 01b/KittchenRazdacha01 02a/KittchenRazdachal 02bf
01033/ 04a/KittchenRa 104b/

KitchenTable01/KitchenTable02,KitchenTable03/
6. shelf_small/shelf_big/chair/table_bigh2/t=ble
7. Piglet_Grill_Set/Oysters Set/Apple Pie_Set/Caviar_Pie_Set/Chicken_Grill Set/
Baked_Sturgean_Set/Baked Swan_Set
. table/chair
9. swing

10. i
Coffeelar/SugarCubeTealar/Cupd1/ CupO1Ful[CupIaFull/Cup02/rayMitk/Spoan/
coffeehug

11. mhlelow-1
12 Furnace_A_01
13. Dark Dungeon AMBIENT LOOP.wav

Packages -
1 Modular Dungeon Pack
2. Fantasy Music

1. Modular Dungeon Pack
2. Modular Dungeon Catacombs

acombs3
Packages Packages -

1. Fantasy Action RPG Tileset
2. Fanasy Music

Packages
1. Dungeon Creator Kit
2. Destructible old interior props pack
3. Modular Dungeon Pack
4. Fantasy Action RPG Tileset
5. Fantasy Music
6. Medieval Weapons Sound Fx
Parts:
1. Dungeon Walls Set 2 IN/1_Comer/Cube_003/Dungeon_4-
Way_NEW_2/3_Unique_1/Cube/Dungeon Large Room 3/Large Room

2IN
2. old_table_broken/rv_old/safa_old/eld_table/old_phone/old_chair/
old_box/fridge_old/armchair_okd/old_table wavftv_oldwav/
old_chair.wav/old_bax.wav
3. DTP_Pre_FlaorTraps_RectanglefloorSpears_Full/
DTF_Pre_FloarTraps_SawbladeSiic
4. Fumace_A_01
5. haunted mansion loop_wav
6. Unsheath_SwardHeavyBladeTestd. way/
Weapons_Blade_UnSheathingd wav

Packages
1. Fantasy Action RPG Tileset
2. Dungeon Crestor Kit LITE
3. Modular Dungeon Pack
4. Dungeon Loops
5. Fantasy Music
6. Mechanism Sounds
7. Medieval Weapons Sound Fx
Parts :
1. Stairs_A_02/Bridge A_6X2_01/Furnace A 01
2. Smircase_1
3. DTP_CailingTraps_SwingingBlade_Damaged_FBX
4. Ambient Dungzan LOOF wayv.
5. haunted mansion loop wav/fargotten temple apera voice loop.wav
6. BlevatorServaMotor PE202201 wav
7. BigBladetestd wav

1/2

LargeBridges

Packages:
1. Modular Dungeon Catacombs
2. Uniity Particle Pack

3. Medieval Weapans Sound Fx 3. Fantasy Music
Parts : 4. Medieval Weapons Saund Fx

: A_01/Module 01/Module_02/Module_03/Madule_05/

1. DTP_CeflingTraps_SwingingSpikeClub_FBY/ Parts:
DTF_Pre_CellingTraps_FallingSpikeGrate/ 1. DTP_Pre_CeilingTraps_FallingSpikeGrate/
MDP_FPre_Lig WallTourch_T01/ MDP_Pre_Lig_WallTourch_T01/
MDP_Dungeon_Room_Medium_T02/ MDP_Dungeon_Room_Larga_T02
MDP_Dungeon_Room_Large_TO2/ 2. CATA_Level1/CATA RockA/CATA_CavePathA/
MDP_Dungeon_Room_Medium_T03/

Madule_06/Module_07/Madule_08/
2_forgotten temple opera voice loop.wav

Farts

3. Fire & Spell Effects
4. Dungean Loops

1. CATA BridgeB
2. FlameThrowerEffect
3. FireShoot2.ogg
4. Dark Dungzan ACTION LOOP.wav

MDFP_Dungeon_Room_Large_TO1/
WDP_Dungeon_HallwayNarrow_Straight_T02/
MDP_Dungean_HallwayNarmrowr_Stzirs_T01_Top/
MDP_Dungeon_HallwayNarrow_SpirsiStairs_TO1_Top/
MDP_Dungeon_Pillar_CrossSupport_Small/
MDP_Dungeon_Pillar_CrossSuppart_Long/
MDP_Dungeon_HallwayNarrow_Corner_TO1
2. dark cave loop.wav
3. Weapans_Axe_UnSheathingTest10.wau/
Weapons_Blade_UnSheathingTestd. wav

SEcomost

Packages Packages:
1. Modular Dungean Catacombs
2. Dungeon Loaps

CATA_CavePathB/
CATA_CavePathC1/CATA CavePathC2/CATA_SkullFileA/
CATA_BEoneFileC/CATA_GraveB/CATA_GraveC Packages:
3. dark_dungeon_loop.wav
4. Weapons_Blade_UnShesthingTestd.wav

1. Fantasy Action RPG Tileset
2. Fantasy Music

Parts: Parts:
1. CATA_LevalL{/CATA_Rocka/
CATA_Stalagmit=C/CATA,_Stalagmitel/
CATA_Grave/CATA GraveCaph{
CATA_SkullPileB/CATA_CauePathAf

CATA_CavePathB/ Water
CATA_CavePathCL/CATA_CavePathC2
Packages:
2. Dangeraus Dungeon wav

Parts
1. AbandonedShip

1 Module_12
2. puzzle hard loop.wav

1. Modular Dungeon Pack

3. Fantasy Music

4. Medieval Weapons Sound Fx

Building2

2. Modular Dungeon Catacombs:

Catacom

Packages :
1. Modular Dungeon Pack
2 Modular Dungeon Catacombs

EndOfGam Parts:

1. DTP_CellingTraps_SwingingBlade_New_FBY/
Packages DTP_Pra_FloorTraps_RectangleFloorSpears_Full/
WDP_Pre_Lig WallTourch_T01/
MDP_Dungeon_Room_Large_T01/
MDP_Dungeon_Room_Medium_T01/
MDP_Dungeon_Room_Medium_T03/
MDP_Dungeon_Room_Large TO3/
MDP_Dungeon_HallwayNarrow_Straight T02/
MDP_Dungean_HallwayMarraw_Carner_T01/
MDP_Dungeon_Pillar_CrossSupport_Small/
MDP_Dungean_Pillar_CrossSupport_Long

1. Famasy Action RPG Tileset
2. -Heist- Asset Pack 1
3. Treasure Set - Free Chest
4. Gold Pile Texture

5. 0ld Cain
6. Maney Pack

7. 4 Medieval Chests
8. Fantasy Music

3. Fantasy Music
4. Medieval Wespons Saund Fx

Parts -

1. DTP_Fra_CeilingTraps_FallingSpikeGrate/
MDP_Dungean_Room_Large_T02/
MDP_Fre_Lig WallTourch_T01
2 CATA_Level1/CATA_Rocka/CATA_CavePatha/
CATA_CavePath/
CATA_CavePathC1/CATA CavePathC2/
CATA_StlagmiteA(CATA_Stalagmit=C/
CATA_StalagmiteB/CATA_BlockC3/CATA_Archa/
CATA_RockTileASmaliConnectionSts
3. scary dungeon loopwav
4. Weapons_Blade_UnSheathingTestd.wav

1. Module_12 2. CATA_BridgeA CATA BridgeB
2. Money_Big 3. final battle loop.wav
3. chest_openjcoins 4_ BigBladetest wav/
4. Gold Material Unsheath_SwordHeawyBladeTestd. wav
5_ coin_pile
6. 100dol/Money400dol [1000dol
7. gold_bar_32

2. epic choir lap.wav

2/2

To napandavw Slaypappa xwpiotnke oe U0 TUAMOTO TIPOKELUEVOU VA TO ATIELKOVICOUUE
OWOTA KOl VOl YIVEL KATAVONTO Ao TOV avVayvwoTh. TNV MPOoTABELd LA auTr, iyaue
OTOXO0 VA ATELKOVIoOUHE To MAROOG TWV MAKETWY aAAA Kol Twv parts ano KABe TaKETO,
TIOU XPNOLHoTolROnKav oava TePLoX Tou Tmatxvidiov. ETol KatnyoplomoloUpe OAo TO
mavidlL ava meploxeg kal €melta epdaviloupe aplOunpéva TNV avILoTOLXia HETAEY
TIAKETWV-parts ova MAKETO- TIOU XPNOLUOTIOICAUE ava Tteploxn. To kaBe dvoua Tou part
avadEpetal Hovo pla popd ava mepLoxr aAAA €xXeL XpNOLOTOLN Ol mapamavw ano pia
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dopEéC. MPOKELUEVOU VO TIOPOUGCLACOUHE OpBA TNV QPXLTEKTOVIK TWV TIOKETWY,
oupnepl\aBape emiong OAa TA TAKETO MOUGCIKNC KOL NXWV TIOU Xpnolpomotnoapes. H
kAdon General Location adopd OAa to makeTa Kal parts mou Sev €xouv TtaglvounBet
auotnpa o€ pia povo meploxn, .. oL €xBpol, Ta oevtoukKia, ta KAELSLA, aAAA YEVIKOTEPQ
o€ 0Ao Tto matyvidt. A€ileL va onpuelwBel OTL o€ AUTO TO SLAYPAUUA, XPNOLULOTIOICAUE TNV
kAdon Stairs yla va meplypdPpoupe OAEG TIG OKAAEG TOU TtALXVISLOU Kal OXL MOVO ThV
nieploxn Stairs1 mou deifape oTNV EIKOVA TOPATIAVW.
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Kepdhato 5° - Asttoupyieg

5.1 Anuioupyia kat Asttoupyieg anédBaviwv exOpwv

Y10 maVvidt pag xpnowomnotlnoape 3 £i6n Stadopetikwy exBpwv, SNULOUPYNCALE TOV
KWSLKO TEXVNTNC VOoNnUoouvNng Tou opllel TIG KIVNOELG Toug Otav PplokeTal Kovtd o
naiytng aAAd kat otav amnouoclalel. Npooapudoape ta animation mou talplalouv o€
KABe exBpd xpnolpomnolwvtag Tov animator. Opiloape ta waypoints yla tov kaBe exBpo
Eexwplota kabwg emiong Snuloupynoape collider mou tov ovopdoape : “EnemyWeapon
Collider”, umelBuvo yla Ta XTUTHUOTA TTOU SEXETAL O TTOXTNG.

A¢ Soupe Aoumov tov kaBe exBpo Eexwotad e screenshots :

Ex0p0¢ creature :

€ Game. @ Asset Stare  °g Animator.
- 20 <&

S s e e e e

«i . n‘ " n‘ . .n‘ i

n_ DS_onehan  Enemybit Sheleton A Sheletsn A
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ExBpog skeleton :

3 Pessanal (62bit) - scene:

Q vy 2or

il posiion).unity - ergasia me kastra - PC, Mac & Linux Standslone <DX11>

sets Component Mobie Input  Window  Help

o |

Account Layers - | Layout__~

% scene € Game £ Asset Store %% Animator © Inspector a
Shad 20 i)

Bypass Listener Effe
Bypass Reverb Zone,

» Skeleton_A (13)
» Skeleton_A (12)

eleton_A (1)
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» Skeleton_A (2nd Sound) (2
» Skeleton_A (9)

> Skeleton_A (8)

> Skeleton_A (7)
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o
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e
& 2_shield
i 3_two_handed

i Editor
&8 Crossplatforminput
& ImageEffects
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¥ & Blood

 Materials
i Prefabs
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- - | |
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1_one_handed

2
| |
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J
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Play On Awake
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Volume

pitch

Stereo Pan
Spatial Blend
Reverb Zone Mix

¥ 30 Sound Settings
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Spread
Volume Rolloff
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» Broadieaf_Mobile (1)
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Plant_1A2_8 (2

» Broadleaf_Desktop (1)
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» DTP_Pre_HaorTraps_AectangleFloorspears_ful (7)
» DTP_CeilingTraps_SningingSpikeClub_FBX (1)

» DTP_Pre_CeilingTraps_FallingSpike
» DTP_Pre_CeilingTraps.

[ Console Profiler
=} 4 a
& 2_shield
& 3_two_handed
i Models
> Materials
 Prefabs
& Editor
& Crossplatforminput
& ImageEffect
¥ i Effactexamples
¥ & Blood
a Materials
i Prefabs
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nput  Window

Help
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Shaleton_A.
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©
|
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Bypass Effects
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Loop.
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Ex0pog zombie female :

Mapatnpouue ot kABe screenshot mapamdvw ott KATw 6e€ld XPNOLLOTIOW|COUE TOV
KwdKa TeEXVNTNE vonuoouvng “Chase WP, pe EexwpLoTEC TIUEG Yl TOV KABe gxBp0. OL
TILEG aUTEC mMpooapuolouv TNV TaxutnTa TEPLOTodng Tou, aAda Kal tnv taxlTnTa
Kivnong tou. @€Aape va mpocopUdooupe To animation “walking” tou kdBe exBpou ue
TOV KWOLKA Lo TIPOKELWEVOU va dpaivovTal oL KIVHOELS Tou 000 Tilo aAnbodavrg yivetal.

Y10 (610 script mpoocappocape to kKepaAl Tou KABe exBpol os cuvSUAOUO LE TNV Ywvia
30° otov kwdika. Etol pe puowkd tPOmo, o exBpd¢ PAémeL Tov maiytn pOvVo Otav TO
KEPAAL TOU E€lval YUPLOUEVO TTIPOG AUTOV Kal ToV MANCLATEL LOVO av O Ttaxtng Pploketatl
oe anodotoon HUKPOTEPN Twv 10 YETpwv amo autov. Tnv amootacn Tmou o exBpog
XPelaetal va améxXeL amo Tov maiytn ywo va petaBel os kataotoaon “attack” dtadEpel
otov kaBeva. 2to creature sival 2.0, otov skeleton kot otov zombie male swat 1.1 kot
otnv zombie female gwat 1.0. Eival mpoocappoopévo pe akpifela oto £i6o¢ tou “attack
animation” og cuvduaouo pe to "enemy weapon collider” mpokelpévou va mpokaAEcouv
XTUTINUO otov maixtn. 2to 6o script BAEnoupe otL opiloupe otoug £xBpoug moLog ival
o naixtng poag. Eva evutepo script, BAEmoupe OtL elval to "Enemy Sound™ to onoio opilel
TOV X0 Tou KABe £xBpou Eexwplotd otav o maiyxtng PplokeTal o Koviwvn anootacn. To
Healthbar kat to Slider mou BA£noupe adopd Tov maiytn kat tnv {wn Tou. ITov KWOIKA
HoG BEANAUE va OTAUATAEL 0 AXOG TwV exBpwv 6tav n {wn Tou maiytn pog eival <= 0.
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MNapaBEToupe ToV KWALKA :

MonsterChaseWP : (Mapdptnua 5.1)

MNapaBEToupe ToV KWALKA :

EnemySound : (Mapdptnpa 5.1)

‘Enelta pe screenshots yla kaBe exBpo Ba dei€oupe ou Bpioketal o capsule collider otov
ormolo €ylwve tag pe tnv ovopacia "EnemyWeaponCollider™ mpokeluévou 1o script enemy
hit mou PBploketal TomoBeTnUéVO OTOV MaiXTn HOG va evtomioel tnv enadn exOpou-
naiytn kat va adapéoel {wn otov slider.

(019 20267
n X646 YO  zo
X054 |¥0.23 12037
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v Rigidbody

[
Drag
Angular Orag
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5_snehan. Of_onshan. OS5 onehss. DS_eeahan. D5 snshan. DS _onehss. OF_onahan DS_oneban. DS_sashan. DS_onehan. OF_sneban. OF_snehsn.  Enempin S
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Mapyapitng Kaptorog
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»In ert R
» MiddleFingers_R
» ThumbFinger1 R

» Skeleton_A (13)
»si 12)

‘ Default-Material
» ader | Sta

Add Component

) l_f" u&

&8 CrossPlatforminput
ageEffects

INUaVTIKO glval va avadpEpPoue OTL oTtoug exBpoUg He ovouacoia zombie kat creature,
xpnowomnowjoape rigidbody pe animation : Is Kinematic kat emiloyn) freeze position v,
S10TL akolouBwvtag o exBpo¢ TNV MepPiMoAo ota waypoints mou €XOUUE OpPLOEL -HE
amouocia maixtn-, owyd owyd 6co kwoutav, ta modla Bubilovtoucav oto £dadoc. Ta
TIPAYHOTA XELPOTEPELAV OTAV O TaAlXTNG NTAV Tapwv. Me auth thv emiloyn Aowmov, o
ex0p0oc pag mapapével otabepog otov afova twv Y. Ocwv adopa to rigidbody mou
xpnowornowoape opilovtag tov "EnemyWeaponCollider”, é£mpeme mAAL va
XPNOLUOTIO)COUE TNV €MAOyN oTo animation : Is Kinematic, 616tL av &gv To KAvape, o
capsule collider mou opiloaue ekei, 6ev akoAouBoloe ta animation tou xeplou 1 tou
OMAOU ToU €XBpoU pE QMOTEAECHA VA LNV UTTAPXEL eTtadr UE TOV TtaixTn.

Karmou 6w mpéenel va Sei€oupe tov animator Twv £xBpwv, 0 OMoLoG amoteAelTal oMo
3 kataotaoelg : isldle, isWalking kat isAttacking. A¢ TMAPOUUE ylo TAPASELYUA TOV
animator tou gxBpou skeleton. Ol kataotAdoelg autEG anoteAolv Boolean (true - false)
KOl EvEpyoTtoloUVTaL amd Tov KwWdLKA pag. Opwe ya va SouAéPel cwotd n petafaocn
otov animator, mpEmeL va yivouv ot aAAnAocuvdécelg e Peldkia avapeoa ota 3
animation. Onw¢ PAEMOUUE KAl OTNV €lKOVA TOPAKATW, Yl TNV METABOOn amo Tto
animation DS_onehand_idle_ A oto DS onehand_walk, énAadn amd tnv Katdotaon
isldle otnv kataotaon isWalking, mpémnel va opiooupe oto conditions katw &€l :
isWalking = true. Ma va cupPel to avamnodo, opiloupe ota conditions : isldle = true.
Eniong ota 6€fld TNG €IKOVAG POG TIPETIEL VA ATIEVEPYOTIOLOOUUE TNV €TtAoyn : Has Exit
Time. Av aut) n emloyn elval evepyn, o €xBpo¢ pag Kabuotepel MPOKEIUEVOU va
HeTaPel amod TNV pla Kataotaon otnv aAAn SLOTL mepLUéVeL TpwTa va oAokAnpwOeL To
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kaBe animation. Me tov (610 akplBwWE TPOMO EvepPyoTOLOUVTAL KAl Ol HETOPACELS OTOV
animator Tou maixtn pog.

0 Unity 2017.1.073 Personal (54bit) - scene323(final position) ity - ergasia me kastra - PC., Mac & Linx Standalne <DX11>
9

- 8 x
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CATA Rack (75)
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CATA_RockA (76) Add Component ]
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Ta waypoints anoteAouUv sphere colliders, oToug omoioug amMeveEPYONOLCAE TNV UALKA
TouG undotaon, koutdakl sphere collider avevepyo, aA\d Kal TNV OMTLIKN TOUG T(POROAN,
KoutakL mesh renderer avevepyo. TNV €IKOVA LOG TO KPOTAUE EVEPYO ATIAQ yla VA TO
beléoupe. Ta waypoints €xouv tomoBetnOel yia kaBe exBpo mpokeévou va kabopioouv
Ta OpLa Kivnong Tou OTav KAVEL TIEPUTOALD KaL TIEPLUEVEL TOV TtallXtn. Me Tov KwdKa ou
avadEpape o MAVwW, N LeTABacn anod to €va waypoint oto aAAo yivetal pe tuyxaia
oupumneplpopad. Otav o kaBe exBpog evtomioel Tov maixtn, Tov akoAouBel kat Byalvel anod
Ta waypoint Tou, €wg OTOU O TALXTNG ATOUAKPUVOEL apkeTd amod tov €x0po6. MOALG
oUMBel auTo, 0 exBpOG EMOTPEPEL TNV APXLKN TOU TTEPLTTOALQL.

5.2 Anuoupyia kot Asttoupyia ayidwv

Ag Selfoupe mMpPwWTA PE EKOVEG OAEC TIGC Tayidec mou xpnoluomnolnoape. Exoupue
TipWTOoV TI§ Ttayideg “"SwingingBlade™ kat tnv "SwingingBlade_Damaged”, ol omnoieg gival
akpLBwCe ot i8Leg, pe TNV povadikn Stadopd étLn 2" daivetat xtumnuévn :

@ Unity 2017100 Pessonal (6460 - unty - erg PC, Mac

£d Collder

Wone (Physic Materid ©

ingeonCharacters - Skeletons » Animatior

wvvvvvvvvvvvvwll

ChaseWs  DS_onehan. DS_snehan_ DS_sehan_ DS_snehan DS _onehar DS_snehan DS_onehan  Enemyit  Skeleton A Skeletan A

uf

‘Exoupe Sevtepov TNV nmayida "RextangleFloorSpears™
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‘Exoupe tpitov tnVv nmayida “SwingingSpikeClub™ :
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‘Exoupe tétaptov tnv mayida “FallingSpikeGrate™ :
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‘Exoupe €ktov tnv nayida “FlameThrowerEffect™ :

Qu gasia me kastra - PC, Mac & Linux Standalone <DX11> a X
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gt T e 22
Volume —00
Pitch —_——TT
Stereo Pan ——o ]

i (1) - 5
ectangleFloorSpears_full (2) Spatial Blend —=0

Reverb Zone Mix i~ T
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¥ Trap Sound (script)
Serpt

L#
Shalatsn_A- ZmbieCha..

Onwg PUmopoUUe va SOUUE amd TIC EKOVEG TApATAVW, otnv KaBe mayida exwplota
xpnowlomnowoape amd dVo script, eKTOG TG TEAeuTalag Tou €xeL LOvVo éva emeldn n
Kivnory tng kaBopiletal amd “particle system”. To Kkowo script Aoutov o€ OAEG,
ovopaletat : “TrapSound”

To script auto amAd evepyomolel Tov NXo tng mayidag otav o maixtng Pploketal Kovtd
KOL TOV aQmevepyomolel Otav o maixtng amopokpuvBel. Kat €dw PBAémoupe tnv
xpnowormnoinon tou “Slider”™ tou maixtn, €tol wote 6tav n lwn tou eival <=0, n nayida
OTAMOTA va TopayeL AX0. O KWOLKAG Hag elval o €€NG :

TrapSound(Script): (Mapdaptnua 5.2)

O KWSKAC TOU XPNOLUOTOLNCAUE Yo TG Ttayideg elval mapopolog, onote ag SoUpe
eVOELKTIKA TNV TIpWTN, “"SwingingBlade_Damaged”, pali e tov animator tng :
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) Unity 017,100 Parsonl (6460 - scane323fial position) unity - exgasa m kasirs - B, Mac & U Standalon <DX1 1
Fle Edt ssets GameDbject Component Mobile nput

BipO01 Foststeps Triguer. CellingTraps_Swinging C)
¥ Bip001 pelvis
> Bipno1 L Thi

¥ Bip001 Spinel
> Bipio1 L Clavicle

OTF_Armirians -

(sde_Bamaged_fax

plade_Damaged_animtiod
Isde_D: i

AlaKpIlvOUPE OTNV ELKOVOL OTL OTOUG TIOPAUETPOUC OPLOTEPA, EXOUUE : “trigger™ kal OxL
“"boolean”. Zta 6gfld poag, ota conditions BAEnoupe Tov “trigger” mA€ov mou kaBopilel
NV PeTaBaon amo tnv kataotaon “Swinging” oe "Non_Moving” kat avtiotpoda. Emiong
auth tn dopd ota 6e€la pag PAEMoupe tnv emdoyn “Has Exit Time™ emileypévn yuatl
Béhovpe TOo KABe animation va oAokAnpwvetal TPotoU HetoPfel otnv EMOUEVN
Kataotaon.

O KWOKAG pag eivat o €€NG :

SwingingBlade_Damaged(Script): (Mapaptnua 5.2)

Je OAe¢ T Tmayideg pag tomoBetoape colliders pe tag  name
“"EnemyWeaponCollider”, akplBwg pe tov i6lo TpOMo MouU KAVAUE Kal oToug exBpouc.
Otav to "EnemyWeaponCollider” £€pBeL oe emadn Ue Tov Taiyxtn pHag, o raixtng Oa dextel
XTomnua kot Ba xaoet {wn, onwg 6a doupe GA0 TOV UNXAVIOUO EMELTa, avaAlovTag Ta
script Tou Taiytn Kal cuykekpléva to “Enemy Hit (Script)”.

Ac SoUE TIC ELKOVEG AVOAUTIKA yla TNV KABe mayida :
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OL KIVACOELG TIOU OTOULTOUVTOL OO €UAG TIPOKELUEVOU VA SOUAEPEL OAOG O UNXOVIOUOG
owotad, eival oto "EnemyWeaponCollider” twv mayidwv va OmMeVEPYOTOLIOOUUE TO
Mesh Renderer mpokelpévou va punv eivat opato aAAa oxt tov Collider mou kavel emadn.
Kat autod ylati OéAoupe va €xel UALIKN utOOTAON TO ONUELO TTIOU TMTPOKAAEL XTUTNUA OTOV
naixtn. BéPBata kat o collider autdg yla va AELTOUPYNOEL TIPETEL VO EXEL EVEPYN TNV
erthoyn s Trigger”. Onw¢ kal oto OmAo Tou exBpou, £toL Kal edw XPELO{OUAOTE TO
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rigidbody pe tnv emiloyn “Is Kinematic™ evepyn, mpokeluévou o "EnemyWeaponCollider”
va akoAouBel tnv kivnon Tou animation.

5.3 Enefepyaoia Maixtn KoL VEEG AELTOUPYIEG

O naiytng pag, o Ethan eivatl o Baoikdg xapaktipag Tou unity. AG TAPOUGLACOUE e
ELKOVEC TNV eMefepyaCia TTOU KAVAE OE QUTOV TIPOCOETOVTAG TOU VEEG AELTOUPYIEG, VEQ
animation kat script aAAd Kol PeTATPEMOVTAC TO OAO project o€ Tpito MpoowTo.
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& 1m
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= ae (+]O
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* ¥ ¥ Capsule Collider
A | 6 Colider

1s Trigger
ZeroFriction | ©

ITG Topamavw €KOvVeG PBAémoupe apudpd, €va TOAU UIkpo BoxCollider mou
TonoBetnoape péoa otov maixtn pag. Autd to apudpd epdavicluo kouti, dev eivat
0pOTO TNV wpa TOoU render KalL O HUOVOC OKOTOC TOU ElvOl VOl OMOTEAECEL OnUELO
avadopdg ylo TNV KAPeEpA pog. H kapepa €xel tomoBetnbel miow Kal mMAvw amod tov
maitn Hag, €ToL WOTE va ETMUITUYXOUME TNV TPLTOU TPOOWTOU amelkovion. Emiong, n
KLvnon TOu TOVTIKIOU UG, KAVEL TIEPLOTPOdN YUPpW amd auTo KOUTi, dpa Kal yupw amod
TOV maiytn pHag.
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Q vy o, ' iy v, <oans
Fie £t Aues GomeObject Component Mobienput Window Help

(e
Standard Az ecs/Charactars Third ars anCharactas/Anim ator/ThirdBerz anA nimatorC ontr o BB -

e
onCharacters » Skelstons » Animation » 1_one_ha

G NN v Bl

1
#
aseWP DS onehan_ BS_onehan_ DS_unchan_ . DS_onehan_ DS_onchan  EnemyHi  Skeletan_ A  Skeletsn_A

nm Add Component g [P

Dawom o0 8

MapatnpoUUE OTNV MOPATAVW ELKOVA TOV animator tou maixtn pag. Epdaveig eivat ot
kataotaoel “isDead” kat “isHitted” cov mMopApETpoOlL OTA APLOTEPA MOG. H mpwtn
Kataotaon evepyomnoleital ue Boolean (true - false) kat adopd to animation Death kat n
Seutepn ue trigger katl adopad to animation Damage. Ta Beldkia €xouv ta conditions
okpBwW¢ 6mwe avalvoape kal plv o€ mayideg kal xBpou¢ ald pe tnv Aoy “Has
Exit Time™ emAeyuévn Hovo otig petaPfacelg and to animation Damage oto animation
Grounded ) oto animation Crouching. Kat auté ylati 8éAoupe to animation Damage va
oAoKAnpwvetal mpPoToU petaBel otnv endpevn Katdaotacn. Asv Béloupe va
OAOKANPWVETAL TO CUYKEKPLUEVO animation, Opwg av n {wr tou maixtn eivat <=0 omou
gvepyomoleital To animation Death. Onwg eivat Aoylkd, OAa ta BeAAdKLO KATAOTACEWV
mou odnyouv oto animation Death £xouv amevepyomolnuévn tnv emloyn “Has Exit
Time™ MPOKeWWEVOU TO CUYKEKPLUEVO animation va maifel akaplaia, xwpic kaBuotépnon.
INUOVTIKO Kpivetal va avadEépoupe OTL aUTA Ta animations to OVTANCOUE amo €va
nakéto exOpwv(Fantasy Monster-Skeleton) kavovtoag T €ng pubuioelg mpokelpuévou va
T(POCAPMOCTOUV OTOV TAXTN MOG : ZTOV inspector tou animation, METATPOTH TOU
animation type amno generic oe humanoid kal otnv katnyopia avatar definition, emtthoyn :
create from this model.
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== O inspector -
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B Velume # Spatial # Spread © Reverh

|l L Enemy Wit (script)
Sarpt

MNapatnpoupe ota de€la tou maixtn pag, ThirdPersonController, edpta script pe moAv

ONUAVTIKEC Aettoupyieg. Ta  script auta
PlayerManager(Script),  FallingDeath(Script),
AllBusinessSuccess(Script) Ko

ewal ta  €€Ng
PotionHit(Script),
BackupMusic(Script). Ze

EnemyHit(Script),
GameOver(Script),
autd To onueio Ba

TIAPOUCLACOUUE MOVOo Ta SUo mpwTta script, evw ta umoAouta Ba mapouclaotolv ota

enopeva umokepaAata, adol mpwta avalUooU e Kal AAAEC AslToupyiEC.

Onote £XOUE TO

EnemyHit(Script): (Napaptnpa 5.3)

Y& aUTO TO script BAémoupe OtL Otav o Taixtng £pOel oe emadn pe oTdAMOTE €XeL tag :

“"EnemyWeaponCollider”, mou umdpxelt oe &xBpolg koL o€

nayideg,

OTWG

npoavadEpape, Tote Sivetal n evtoAr oto slider Tng {wn¢ Tou maixtn va tou adalpEosl
T0 20% NG lwng Ttou, evepyomoleital To animation Damage péow Tou trigger
("isHitted") aAAd kal evepyoroleital o nxog ~ HittedSound ~ mou eueig €xoupe oploel
kavovtag public. @éhovpe OpWG aUTOV Tov NXO va maifel povo pa popa, yUautod
Slvoupe tnv evtoAn) oto AudioSource, PlayOneShot. BéBala emeldr) eival péoo oto
update tou kKwdika, 0 XEPLOUOG yivetal pe Boolean, to GetHit(true-false), amodelyovtag
€T0L TNV avammopaywyn Tou animation kalL tou Axou ava frame. Znuavtikd ATav va
puBpulooupe OO TOV UNXOVIOMO QUTO va otapoatdel otav n {wn tou maixtn eivat <=0,

omnou evepyoroleital to GameOver(Script).
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Onote €XOUUE TO

PlayerManager(Script): (Napaptnpa 5.3)

AuTO To script amoteAel To Baotkd script tou maixtn. BAémoupe ot to health to opiloupe
otnV apxn wg static, katL mou poag Sivel Tnv SuvatdtnTa va TO XPNOLLOTIOU)OOULE OF
omolo aAMo script Béhoupe. Tnv function "ReduceHealth™ tnv adrvoupe avevepyn mpog
TO TIAPOV TIPOKELEVOU VA XPNOLUOTIOINOEL ava Ao oTLyUn XPELAOTOUE va alUENCOoUE
Vv SduokoAila tou matyvidloy, KAVOVTOG Tov TtalXtn va XAvel {wrn HE TO MEPACHUA TOU
Xxpovou. Oploape évav rxo tumou “danger” mou Ba sldomolel Tov maixtn ot n {wn Tou
elval og xapunAa emnineda kot T€Aog otav n {wn tou sivol <=0 gVEPYOTOLOUUE TOV NXO
DeathSound mou epueic opioape, kaBwg kat To animation Death tou maixtn. Adou maifet
EMITUXWC o nxo¢ DeathSound kalL oAokAnpwOei, tote evepyomoleital to GameOver
(Script). To katadépaue avtd Palovtag duo Delay otov xo kal oTLG AELTOUpYLEG TOU
script, omw¢ 6a oL e 0T CUVEXELQ.

5.4 Aewtoupyia MUAwv, KAELWSLWV KOl CEVTIOUKLWV

Apxka Ba BENae va TOPOUCLACOUE UE ELKOVEG TIC TIUAEG (Gate), Ta amAd KAELSLA
TIOU avVolyouvV TLG TTUAEG 0TO KAOTPO Kot oto AaBupvBo (key), Ta peyalvtepa KAELSLA TTOU
avolyouv TG TIUAEG Twv eTielprioewy (keybusiness) kot Ta oevtoUKLa POG TTOU TIEPLEXOUV
elte ta 2 auta i6n kKAedwwy, eite to medikit, To bluepotion kat to redpotion.

Gate :
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OL Gates onmw¢ kot ot BusinessGates AettoupyoUv akplBw¢ pe TOV 8l0 TPOTO,
xpnowomnowwvrtag ta (Sa script. Ta keys onwg kat ta keybusiness eniong Aettoupyouv pe
Tov (6lo TpoTo, Xpnowomnowwvtag Ta idla script. To kaOe key EekAelbwvel pia Kal povo
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Gate, oto KAotpo 1 otov AaBuplvBo evw Tto KABe keybusiness EekAeldwvel pia f kat Svo
BusinessGates, TnNg CUYKEKPLUEVNC ETILXELPNONG Kal LOVO, avaAoya mOoeg MUAEG EL0OS0U
€xel. Ta amAa key kat ta keybusiness StadpEépouv omtikd KabBwc xpnollonoloape aAAo
TUTo kAewdlovu. Kal ta 2 kwvouvtal Pe animation to omoio daivetal, 0tav TOo CEVIOUKL
avoiyel. Amo TO script, pE TNV xpAon var, KAvoupe To €UKOANn tnv Sladikacia
xpnowiomnoinong moMwv Gate, adoU pOC EMUTPEMEL €KTOC Script va OUPOUME TO
animation mou B€\oupe, Tov Yo Tou BEAOUE KOl TO CUYKEKPLUEVO KAELSL TTou Behoupe
va avoliyel tnv kaBe mopta. To script Twv MUAwV eival aAANAEVEETO e TO script Twv
KAEWSLWV. Ag SOUE Kal ToV Kwdika :

BUSINESS2GATE1(Script) : (Mapaptnpa 5.4)

Key1(Script): (Mapaptnua 5.4)

MapatnpoUpe Aomov amod tov kwdika KAelSloU, OTL 0tav o mailxtng eival dimAa oto
KAelOL, &6nAadn péoa otov collider tou kAsldloU kol matnosl to Kouumi “E” oto
TIANKTPOAOYLO, TOTE Kl LOVOo TOTE Ba mapel to KAeWdi, kaBwg Ba akouaoTel Kal o XOC Tou
EUELG €xoupe oploel. Av auto cupBel To KAeldl mavel va gival evepyo HECA OTO GEVTOUKL
KoL v KEL oTtov Ttaiytn mA€ov. BAEmoupe OTL 0To script Tng MUANG To gameobject eival to
key. Omote Otav £XOULE TAPEL TO CUYKEKPLUEVO KAELSL TTOU AVOLYEL TNV CUYKEKPLUEVN
nopta, 6nAadn thekey.active=false —efadaviletal— kat mapaAAnAa BPLOKOUOOTE OTOV
collider tn¢ mMUANG KoL TATAOOUME Kal To Koupmi “E” oto mAnktpoAdylo, tote Ba
gvepyomolnBel to animation mou avoiyel tnv mUAN pall pe tov KatdAAnAo fxo. Zto script
TOU KAELOL0U, OTWGE KAl 0TNG OPTAC, oplloupe el péoa amod To unity mold Ba eival To
ekaotote KAELSL yla kaBe mopta, Sivovtdg pag tnv duvatdtnta va XpnoLULOTOL)COUE TO
(610 script MoAAEC popEc.

Ta oevtoUukla €xouv puBbuLOTEL va avoiyouv pe éva armAo animation, OMOTE 0 MOUXTNG
BplokeTal KOVTA TOUG.

To MESSAGE(Script), To omoio umtdpyel o€ OAeg Tig MUAEG, ta kKAewdLd, ta medikit, Ta
bluepotion kat ta redpotion, amoteAel To pRvupa mou Anpodopel Tov maiytn yla v
TIaPOoUCia TOPTAC TIOU UMOopPEL va avoiel 1 Item mou pmopel va cuAAé€el. Emiong tou
Silvel Tnv mAnpodopia OTL kKABe MOpTA UMOPEL va avoigel matwvtog to kouuni “E” oto
TIANKTPOAOYLO aAAA £HLOTA TNV TPOCOXH OTO YEYOVOC OTL I KABE mopTa avoiyel Pe KAELSL.
Otav o xprotng Sev €xel To KataAAnAo KAeldi yla tnv mopta, n nopta dev Ba avoiel kat
To pAvupa Ba e€adaviotel, Sivovtdg Tou €10l va KataAdBeL OTL TPEMEL MpwTa va BPEL TO
KatdAAnAo KAELSL. TNV neplmtwon twv item, n Stadikacia ival o amAn SLOTL LOALS TO
UAVUHA epdavIoTel KoL TATAOOUUE To Koupni “E” oto mAnKTpoAoylo, Ba £xoupe otnv
KOTOXN HOC TO eKAOTOTE KAELSL | Ba eméABeL n avéopeiwon t¢ Lwng Tou maiytn amod ta
medikit-potion. Znuavtiko gival va avadEpou e 0TL 0tav o maixtng Byet amnd tov collider
EUPAVLONG LNVULATOC TIOU £XOUUE OpLoEL, To pRvupa e€adaviletal kal emavepdaviletal
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MAAL Otav TAnolaooupe. Otav €XOUUE XPNOLUOTOWOEL KAmolo item, To item
e€adaviletol amo To 0eVTOUKL Kal TO HVUHa TaveL Tia va epdaviletal. Emiong, otav n
TIOPTA £XEL AVOLEEL EMITUXWC, TO UAVUHA , TTAUEL TTLO va epdavileTal.

A¢ SoUpE OUWE KOL TOV KWEIKA :

MESSAGE(Script): (Mapaptnpa 5.4)

BAémoupe Aowutov otov kwdlka TNV A£ltoupyia tou pnvUpotoG. To “openpanel”
avadépetal oto panel MoOU epmePLEXETAL OTOV canvas MOU €XoUUE GTLAEEL yla To KAOe
UAVUHO. Oo avaAUCOUUE OTNV CUVEXELD TIWG AELTOUPYOUV Ta canvas. ATO Tov KWOLKA
pHog 6w Kpatape tnv eudavion i Oxt tou “openpanel” pnvupatog, availoya av o
naiyxtng PBploketal péoa otov collider i OxL kAL n emotpodn Tou oTNV Lepapxia, av o
naiytng matioeL to kouvpni "E” ) av Byel ektog collider.

5.5 Aewtoupyia Medikit, blue potion kaut red potion

Ag 60U e apXLKA UE ELKOVEG auTd ta 3 €ibn avfopoiwong {wng Tou maixTn.

Medikit :

£ Asset Stare  *3 Animator
=

on %[0
x 1.0z51]
ealth_pack (Mesh Filter)
WHealth_pack

¥ Wit (serot)
ediic

) B
Medikit Sound
Healthbar

ets - Standard Assets » Characte: wrdPersonCharacter - Models

i!l H EERROiEDS E

nh

£t
[4) S | 7| E| [ scenter | @Local ) | @ collab - [ & | Account - | Layers - | Layout -
= FScene =
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BluePotion:
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RedPotion:
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| & | ea coliider

.......

5
- -
Als { Add C onent
e nCharacter - Models | ——— ™
-
— - i
- ( 1 - C
Embrace  Exhan athanheads  ethan he slcCom_  Medbi  Medkic

Badpr CarteGat.  DeathRedp..

tion  Bluspotion ,
9T PlajeMan. PePl-Petion PoplBigPec.  Paten pevenbiue

Obtaining

MapatnpoUpe OtL To pvupa MESSAGE(Script) umdpyxel og 0Aa. MapatnpPoUUe OTL Kal
ota Ttpla umdpxeL To avtiotolyo tag, TOU Katnyoplomolel Tto KaBéva. AANA yla
HeyaAUTtepn avaiuon, mpEnel va SoUUE Ta script.

Medikit(Script): (Mapdaptnua 5.5)

BAémoupe Aoutov otov KwOIKA paG OTL €XOoupE opioel pe Boolean tnv eicodo otov
collider wg : playerNextToMedikit. Omote Ootav autd eivat aAnBég kal tautdxpova
TATOOUUE TO Koupmi "E” oto mAnktpoAoylo, to medikit efadaviletal, to pAvupa
e€adaviletal and to MESSAGE(Script), mailel o Axog mou €xoupe opioel pla dopd Kot
TéAog n {wn pog yeuilel oto 100%, €meldn pmopoupe Kat tpafape to healthbar.value
amnod 1o PlayerManager(Script).

AkplBwg tnv (dla Aoy akoAouBel o kwdikag Tou bluepotion ondte unopoUu e va Tov
napaleipoupe otnv avaiuon pog. H povn dtadoponoinon sival ot n {wn mou &ivel
otov maiytn eivat += 40.

Jtnv nepinmtwon opwc tou redpotion €xoupe SUMAOG script. To mpwto eival akplpwg
oav Tto script tou medikit kat tou bluepotion aAAd to Seltepo script eival otig
AeLtoupyleg Tou maixtn, avadepopevo wg PotionHit(Script). Ag ta SoUpe avaAUTIKA:

RedPotion(Script): (Mapdaptnpa 5.5)
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@éhapue e€apxng ta redpotion va amoteAolv SnNANTAPLO yLA TOV TTALXTN KAl VOl TOU
adatpouv to 40% tn¢ {wng Tou. ANAG TtapaAAnAa BEAape 0L LOVO va POLVETAL OTITIKA N
adaipeon {wng tou aAla va avidpdel oav va S€xetal xtumnua. Emiong, av n {wn tou mpLv
el To redpotion gival pikpotepn tou 40%, BéAape o maiyxtng va xavel. Kat Ao autd ta
eTLTUXape. Zto RedPotion(Script) ebkoAa mapatnpoU e OtTL N petaBAntn anwAelag {wng
€xeL puBuLoTEL 0TO 20% ,healthbar.value -= 20; OAAA TO UTOAOUTO 20% adatpeital
Tautoxpova armnod to PotionHit(Script). OmMote pe AuToO TOV TPOTO, N GUVOALKN amwAELa {wn¢
ToU maiytn eival 40%.

PotionHit(Script): (Mapaptnua 5.5)

BAémoupe Aoutdov o€ OUTO TO script OTL AELTOUPYNOAUE HE TNV AOYIK TOU
“enemyweaponcollider” mou neplypaoape mapandvw, ot mayideg Kal otoug exBpouc.
Itnv nepimtwon pog edw dnuioupynoape évav amokAeloTiko collider ywa to redpotion,
ue tag : “EnemyPotionCollider” o omoiog evepyomnoteital kat apatpel o untdAouto 20%
oo Tov TaiXtn TNV oTyun mou Ba matnosl To MARKIpo “ET. Tote evepyomoleital o
UNXovIwouog tou GetHit, mailel To animation Tou XtumAuatog aAAd Kal Tov KatdAAnAo
Axo. Eav n Twn(slider) tou maixtn eivat pikpotepn amo 40% mpwv KAVEL XpAon Tou
redpotion, toOte n Twn TOUL uetafaivet oe <0 Kol €vepyomoleital To
PlayerManager(Script), kaBw¢ kat to GameOver(Script), SnAadr) 6Ao¢ 0 UnNXavIoUOG TTou
Selyvel Tov maiytn va XaveL.

5.6 Asewtoupyia Canvas kat Panels

A¢ S0oUE TIC ELKOVEC pia Tpo¢ pia e€nywvtag tnv enetepyacia kat TNV Aeltoupyia Twv
canvas, Twv panel kat tou text :
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ity - ergr PC, Mac
GameObject Component  Mobike Input _ Window  Help

CATA_RockA (33)
CATA_RockA (35)
CATA_RockA (36)
CATA_RockA (37)
38)
(a1}
ackA (42]
43)
(@a)
(45)
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CATA_RockA (66)
CATA_RockA (67)
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& Assets - VW_AConRPG_Assetpack - Prefabs - Modules
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To kdBe canvas eumeplEéxel oe umodakeho, to openpanel,

: ;

ive
Tlridee Y - AR .. - 3
o | C# [ C# [ C# ) C# | c# 2 (C \ (; u C#

- Allusines.  Businessl_ Businezs2.  Susinezsd. Ga- GameOver. lu-uo-v menuScrpt  Module 01  Module 0 Module 03 Module 04 Madule 035 Modele 06

- z1.
Add Component

EVW HEOA OE QUTO
EUMEPLEXETAL TO text. Kavovtag amAég puBuioel UmopoUe va TIPOCAPHOCOUME TNV
B£on Tou pnvupatog mou Béloupe va epdavicoupe aAAd Kal To €i60G TOu pUNVUUOTOC.
AUTO TO pAVUUO PTOpel val elval text, pmopel va eival ewkova p pmopel va eival
animation. 2tig €lkOveC pag mapanmdvw PBAEMOupE pla mo ToAUTAoKkn Stadikacia
dnuoupyiag tou CanvaslLife tou maiytn. ESw xpnolponowoape SU0 EIKOVEG. ITNV MPWTN
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npooappocape pla dtadavn ewkova He KOKKvo background n omola emikaAUTTETAL UE
TIPACLVO XPWHO TIPOKELEVOU VA OG OTITLKOTIOLNOEL TNV anwAesla {wng. Ztnv deltepn,
TIAAL pe Sladavr) TPOTO, XPNOLUOTIOLCAE TNV ElKOVA Tou bluepotion, amAd cav évéelén
{wng.

Me 1o a6 Tpomo SnULoUPYELTAL TO canvas TwV MUAWV-TIOPTWYV KABw¢ Kal Twv item.
Exel amAa €xoupe péoca oto canvas, to openpanel Kal peoca oe auto To text. Me amA£g
pubuioelg mpooapuolovpe Tnv B€on Tou PUNVUUATOC, TA XPWHATA KAl TO UALKG Ttou Ba
€xel w¢ background.

Canvasltem:

Q vy 2017 i ;
File Edt Assets GameObject Component Mobile |
L0 K3 | T | center | @ Local |

s oKt - 8 x
Input_Window _Help

i

ARRAR. ABR B
ARR

CanvasBusiness2Success :
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File Edt Assets GameObject Component Mobilelnput Window Help
(O BN S = 1 M =center [ @ 1oca ]
‘= Hierarchy

L m“ﬂmvh« L
Qscene3(final position)* =

onent

& Assets - VW_Act ? © Prefabs - Modules

ARRRR. ARR - B
BAR

« B &

Y€ QUTO TO onuelo pmopoUpe va Soupe tnv Asttoupyia Tou GameOver mou elyope
npoavadeépel. H Stadopomnoinon amod ta mponyoUpEVA canvas EYKELTAL OTO YEYOVOG OTL
oTNV MEPUTTWON autr £XoUpe animation. BAEMOUUE Kal amd TIG ELKOVEG MOPAKATW OTL
TIPOCAPUOCAUE TO canvas o€ OAOKANpn tnv oBovn, Sivovidg tou pavpo Govio Kot
Swoape KOKKWVO XPWHO OTO text TMou HOG EVNUEPWVEL ylo To gameover. ESw
xpnowlomnotoape kot to Shadow(Script) yia va Swooupe okiaon.

CanvasGameOver-ScreenFader :
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GameOver(Script): (Mapaptnua 5.6)

Mpwv avaAUGOUUE TOV KWOLKA, TIPETEL VO OVADEPOUUE OTL HELWOAME TNV TOXUTNTA
ovamapoywyng tou animation GameOver, kaBw¢ kat Oéocape delay oe pouoikn Kat
animation. O Aoyo¢ eival otL BéAape mpwta va naifel to Death animation tou maiytn
poll pe TNV HOUOLKN Kol akpLlBwC oto TEAOG TNG HOUOLKAG QUTAG, va EEKVAOEL OAOC O
UNXovwopdg tou GameOver. Emiong BéAape oxeddv eldyiota mpwv oAokAnpwOel n
HoUOLKN Tou GameOver va yivetal petafacn oto StartMenu Kot To EMUTUXAUE QUTO UE
akoua éva delay.

Jtov KWOLKA pag PAEMOUPE OTL XAVOVTOG O TtalXTNG Umaivouve og Asttoupyla Kot to
tpla delay kot pe if péoa oto update evepyomoloUpe TNV €udaAvion Tou canvas, Thv
ekkivnon TNG MOUOLKAG KalL tnv MeTdPacn oto StartMenu. 2Ztnv €&wova ToOU
npwtoavadépape 1o GameOver(Script) pmopoU e va SLOKPIVOULE TIG TLUEC TTOU SwoaE
Kal ota Tpla delay.

5.7 Asttoupyia StartMenu

A¢ SoUE TIG TPELG ELKOVEC EEAPXNG :

Q unity 2017, . % PG, Mac - -] X

File Edt Assets GameObject Component Mobilelnput Window Help

[OEXS =[E]
= ruerarchy

Add Component.

Default UI Material

& Assets + UW_ActionRPG_AssetPack - Prefabs - Modules

3 N "\ hl l
€1 €3 €3 (€] (€ Va | C# [ C# I C

Allbusines.  Businessl_ Business2. Susinezsd. Sesnessd.  CamvasGe. Comslish. EndOfGam.  GameOver Module O  Module 02 Module 03  Module 04 Module 05  Madule 06
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g = -PC.Mac - 8 x
GameObject Component  Mobike Input  Window  Help

4 Assets « UW_ActionRPG_AssetPack - Prefabs - Modules

N N B B h
€] <] (<] [€] (] = [ [<€]

Allsusines.  Businessl_ Business2. Susinersd. Sesinersd_  CamvasGa Module_OL  Module D2 Module 03  Module 04  Module 05  Madule 06

& Assets + VW_ActionRPG_AssetPack - Prefabs - Modules
1 1 3 3
Cx
Uf Uf \." L\ |
Allusines.  Businessl_ Business2. Susinezsd. Sesnessd_  CamvasGe. Comrslinfo. Module 01 Module_02  Module_O3  Module_04  Module 03 Module_06

[J Medeleo7  Moduie 08 Medule 05  Module 0 Medule il  Module 12 mum somb

Ao TIC MOPATIAVW ELKOVEG UTMOPOUME va SoUUE TNV Xpnolgomoinon canvas ylwa thv
dnuoupyia tou StartMenu kat tou QuitMenu, amAol Text yla tnv dnuloupyia Twv
TitAwv "SURVIVING BUSINESSMAN™ kat “QuitText”, evw Text kat Button pall ywa tnv
Snuiouvpyio "START GAME”, “EXIT GAME", “YES", "NO". MapatnpoUue TNV
xpnotwuormnoinon tou MenuScript (Script) To omoio mpooBétel TI¢ anapaitnTeg Asltoupyieg
oto user interface pog Kol €KTEAEl TG KOTAAANAEC E€VIOAEC MOC TIPOKELUEVOU v
geklviooupe to matyvidt  va kavoupe £€€060 amd auTo. ITNV EKOVO MG UE TO KOUTTL
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“YES” mopatnpoUlpe ota Sefld TIG EMAOYECG TTOU KAVAE yla TNV Katdotaon “On Click™.
En\é€ape tnv €€060 amo 1o mayvidl. Me mapopolo Tpono pubuicape Kat Ta urtoAouna
buttons. AG S50UHE Kal TOV KWSIKA :

MenusScript(Script): (Mapaptnua 5.7)

JTOV KWOWKA HaG TtapatnpoUUe He amAn xpnon Boolean(true-false), tnv evepyomoinon n
QTIEVEPYOTIOLNON TOU UTIOMEVOU WOG, TNV €KKivnon Tou mawxvidlou aAld kat tnv €€odo amo
ouTo.

5.8 Asttoupyia EMXeLproswv oto Tayvidt

Ag SoUpE TNV ElKOVA :

Q Unity 2017, PC, Mac &Li - 8 x
File Edt Asets Gme(}b;«l Component Mobie nput_Window _Help

(final position)

i

tjis

Path:
BUSINESSZSUCCESSCOLUDER
BUSINESSSUCCESSCOLLIDERS
scene323(final posibon)

| Crosa | A8
Assets -+ VW_ActionRPG_AssetPack + Prefabs - Modules

Ll B B L B u \cQ o B ol .‘.’.... Woadisicisied

Busines. Busimessi— .03 Madule_04 ~ SutinessZSucce ©

o ot suaner W7 0
@e.

.l.... \ A 0 i ‘
Q

> ® « B B

And tnv ewkova Tapoamavw HmopoUue va Stakpivoupe tov collider péoa oe kaBe
eruxeipnon. MOALG o maixtng pag €wéABel otov collider tng kaBe emiyeipnong tote
EVEPYOTIOLE(TOL €V OUYKEKPLUEVO script ylwa tnv KkABe pia al\da tautoxpova
evnuepwvetal kot To “AllBusinessSuccess(Script)” tou maixtn pag. Agou n eKova Hag
amnelkovilel tnv Seltepn enixeipnon, ag SoUpe avaAuTIKA TOV KwWSIKA TG :
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Business2Success(Script): (Mapaptnua 5.8)

BAEmoupe Aoutov anmd Tov KWOKA pag tTnv epdavion tou panel mou B€éloupe yla tnv
ETIXELPNON HOG, OTOV O TIAlXTNG ELCEPXETOL E TOUTOXPOVN Evapén nxou. OéAape otav o
naiytng Byaivel ano tov collider kat Eavaumnaivel otnv enxeipnon va punv epdaviletal
TIA TO KRVUHA, oUTe va Eavamailel n pouaotkr. M auto, katd tnv €060 Tou maixtn ano
v emyeipnon, kdavoupe Destroy(gameObject). Ag 6oUpe TU yivetalL HeE TO
“AllBusinessSuccess (Script)” tou maiytn :

AllBusinessSuccess(Script): (Mapaptnpa 5.8)

BA£moupe Aomtov amo tov KwSLKA pog OTL e TNV £l0odo Tou maiytn pag otov collider pe
tag: BUSINESS2SUCCESSCOLLIDER, Bewpeital: BUSINESS2HASOPENED = true; . ETOL O KWOWKAG
Hog KatalaBaivel mote £xouv evepyomolnBel KoL oL TECOEPLG ETMLXELPAOELS, OVEEAPTATOU
o€lpdg. Pubpuicape tov Kwdika TPoKeELUEVOU va SelXVEL TO UAVUHA ETILTUXIOG OAWV TwWV
ETUXELPNOEWY, OTAV O TAlXTNG EEEPXETAL OO TNV TEAeuTala. EMELTA XpPNOLUOTOLOU UE EVa
delay, To omolo o Xpovo Tou epeic eMAEYOUNE, KAVEL PeTABacn oTnv TEALK OKNVA
TEPUATIONOU : SceneManager.LoadScene(2);

5.9 Aswtoupyia Baowng kot Edpedpikic Mouotkig

JTNV TOPOKATW ELKOVO UMOPOUHE va Slokpivoupe tov collider mou eumepléxel
oAOKAnpo tov AaBuplvBo. Awoape cuykekpluévo tag oe kaBe collider pouoikng €tol
WOTE HOALG O TTOLXTNG ELCEPXETAL, N CUYKEKPLUEVN LLOUGCLKN Va EEKLVAL.
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» CATA_Bridges (34)
» CATA_Bridges (35}
» CATA Bridge (36)

WP (2)
» CATA_Bridge8 (37)
> CATA_Bridget (38)
» CATA_Bridges (39)

wp1s (3)
» CATA_Bridged (40)
> dges (41}
Bypass Reverb Zone|

S| Play On Aake
Laop
geon_Pllar_CrossSupport_Long (10}
£ (44

dget priority
Uig_WallTourch_T01 (17) s Volume

pitch
Stereo Pan
‘Spatial Blend
Reverb Zone Mix
¥ 30 Sound Settings
Doppler Level
Spread

4 Assets - KeysPack - mesh

Wosids Cwmel gt (e o e e e W

betroling  key2

e keye keyto [ keyiz keyi3 Keyta karts Kaysbax Label lamp ol ol

JS
Lockbick  Magnetca.  ObjectCoun-.

O KWSLKAG MG yla TNV Houotkn Tou AaBUplvBou sival o €€n¢ :

UnderwaterLabyMusic(Script): (Mapdaptnpa 5.9)

BAEmoupe amd tov KwSIKA Hag TNV €KKivnon TG MOUGLKAG Kal TNV SLOKOT TNG OMOTE O
TalXTNG €EEPXETAL 1) ELOEPXETOL OTOV OUYKeKPLUEVo collider. Inuaviikd eival va
avadEpoupe TNV xpnotpomoinon tou slider tou maiytn kot edw. OEAAUE N HLOUCLKN O€
omolodnmote onUeio Tou malyvidlol va OTAUATA OTAV O TAlXTNG XAVEL, akplPwG OTWC
KAVAUE HUE TNV QTEVEPYOTIOINCN Twv NXwv oe mayideg kat €xBpouc. Kat autd ot
gvepyorolouvtal AAAQ script e HOUGLKH, OTWE poavadEPQLLE.

Ag 60U e OuwG Kat 6Aoug toug colliders pouokng padl :
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ty - erga PC, Mac & Linux Standalone* <DX11> - 8 x

{ Add Component

lar_CrossSupport_Long (10)
£ (44

» MOP_Pre_Uig_WallTourch_T01 (17)
* WDP_Pre_Lia_WallTourch_Ta1 (15)
» MDP_Pre_Lig_WallTourch_T01 (20)

potionblueos (1)

¥ MDP_pre_Lia_WaTourch_T01 (22)
» MOP_Pre_Lig_WalTourch_Ta1 (21
 MDP_Pre_Lio_WalTourch_T1 (23)
¥ MDP_Pre_Lia_WallTourch_Ta1 (24)
» MOP_Pre_Uig_WalfTourch_To1 (25)

» MOP_Pre_Lig_WalTourch_T01 (26)
» MDP_pra_Lig_WalfTourch_T01 (29)
» MDP_Pre_Lig_WallTourch_T01 (30)
¥ MOP_Pre_Lig_Walffourch_T01 (31)
¥ MDP_Pre_Lig_WallTourch_T01 (32)
» MOP_Pre_Lis_WallTourch_T01 (33)
» MDP_Dungeon_HallwayNarvow_Stairs_To1_Top (3)

saSuccass |
Lig_WallTourch_T01 (3%) n s O
s35uccess - - W

LockPick  MagnuticCa- OF

e keye keyto [ keyiz keyi3 Keyta kepts Kaysbax Label lamp ol

Me mopOUOLO TPOTIO KAl TAPOMOLO KWEIKA EUMAOUTIOTNKAV Kol OAEC OL AAAEC TIEPLOXEG
Tou malyvidlol. Katd tov €Aeyxo mou Kavape oocov adopd tnv opbr petafacn amno
collider pouoikn¢ os collider LOUOIKNC, TPOCAPUOCALE TNV EVIACH TOU KABE KOpUATLOU,
€T0L WOTE VA OKOUYETAL OHAAd, Xwpl¢ auopelwaoelg otnv €vtaon. Xto onueio auto
umopoupe va avadépoupe to BackupMusic(Script) Tou maixtn, to omoio Asltoupyel kat
evnUepwvetal mopaAAnAa pe kabe script LOUGLKAG :

BackupMusic(Script): (Napaptnpa 5.9)

BAémoupe amo tov KwWSIKA pag OTL OMOLAdATIOTE OTLYN O Taixtng Bploketal péoa ot
collider pouaoikng, ta unmdAouma script HOUOLKNG avaAapBAvouy TV avamapaywyrn Kot
OXL 0UTO. MaUTO €XOUE KAl TO audioSource.Stop(); .OTOV OUWC TO Script oG EVTOTIOEL
otL o maiytng Sev Bpioketal péoa o kamolo collider pouaotkng, oute £xel €pBel og emadn
ue collider mtwong, Tote evepyomoLel TNV HOUOLKN TIOU €UElG eTUAEYOUPE, SIVOVTAC Hag
Vv duvatdtnta emloyng évtaong kat delay mpotou evepyomownBel. Omwg mapatnpPoUue
Kal armd tov Kwolka, n pouaotkn auty Ba mailel pe loop, akplBwg OMwG Kal OAEC oL
UTTOAOLTTEG.
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5.10 Aswtoupyia Ntwoewv kot Z0véeon pe GameOver

TNV eKova mapakAtw BAémoupe 6Aoug toug colliders pali, ol omoiot kaBopilouv tnv
TITWON TOU TtalyTn oTo KEVO Kal evepyormolouv To GameOver.

Q Uity 2017100 Pesonal (58 - scenel23 ergasia e kasra - PC, M & inasStandslone” <DXT1> -
Fie £t Assets GameObject Component Mot nput_Window  Help

PLE(1)
»Tr.Ch.Warking (15)
wP16(2)

key13
» Tr.ch Warking (16)
16(3)

ICYES
| Assets - Keyspack - mesh |

™ 1117177 B .lllll
lllllllllllll i,

LockPick  MagnaricCa.  ObjectCer

Y& autd 1o onueio Ba avaluooupe tov kwdika FallingDeath(Script), mou Bpioketal otov
OTOV TIAlXTN KOG :

FallingDeath(Script): (Mapaptnpa 5.10)

Amo tov KwdIKA pag PAEMOUUE AOUTOV OTL OTIOLASHTIOTE OTIYUN O Maixtng Mog €pBeL ot
enadn pe kanotov collider mtwong, dnAadn collider pe tag : FallingEdgeCollider ,TOTE TOU
adatpeital 100% {wng KoL EVEPYOTIOLELTAL OAOG O HNXOVIOUOC Ttou Seiyvel Tov maiyxtn va
XQVEL, OTIWG TPoavabEPALE.
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Mapyapitng Kaptorog

5.11 AAAeg Asttoupyieg

Flicker Spotlights :
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LightFlicker(Script): (Mapaptnua 5.11)

Me Tov mopandavw kwdika, kavape ta spotlight va tpepomnailouv.

Aladdin’sCarpet :
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Add Component
Dopesheet | Curves

ZTIC TTAPATIAVW ELKOVEG BAEMOUUE TO HayLlKO XOAL KAl TOV TPOTIO TOU SNULOUPYHCALE TO
animation.
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AladdinsCarpetFlying(Script): (Mapdaptnpa 5.11)

2TO CUYKEKPLUEVO Script apaTnPOoUHE TOV KWSLKA TTOU XPNOLUOTIOLONKE ylat TO HayLko
XOAL

Destructible Objects :

@ Asset Stare % Animator.

.......

+ ¥ Sphere Collider
A | ed Colider

Is Trigger ]

Material None (Physic Mate 0

x'3.47 Yo 27237
divs

ets - Old destructible interior » Prefabs » Normal » Destructible

asets + K Team Asss ble int
hestold. clay dih ] claydish 2 claydish3 clapdish 4 clay dishS clay dish & claydish? clay dich 8 claydih3 CustemOb.  heoksh

L]

CustomObjectDestroyer(Script): (Napaptnua 5.11)

JTO OUYKEKPLUEVO script mapatnpoUpe Tov KwOLKA TOU XPNOLUOTOolOnKe yla To
OVTLKELEVA TIOU OTIAVE.

ElevatorCube :
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Q unity 20
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Controlinformation(Script): (Mapdaptnua 5.11)

JTO OUYKEKPLUEVO script mopatnpoUue tov KwOLKA TIOU XPNnoLlUomoliOnke yla tnv
eudavion canvas, otnv ekkivnon Tou matyvidlov,0 omoiog EVNLEPWVEL TOV XPAOTN yLa TO
KaBe koupumi. To canvas auto e€adaviletal KaBwg o maixtng MPoXwWpPAEL

PauseGame:

ergasia me kastra - PC, Mac & Linux Standalone® <DXT1>
Window Help

2)
wp33 (3)

wp33 (4)
wp33 (5)
wp33 (8)

Plant_142_8 (107)
Wind

Plant_142_8 (108)
Plant_142_8 (109)
Plant 1428

4 Assets © UW_ActionRPG_AssetPack - Prefabs - Modules

N N - hl \
GGG G G G a ..'...

Allusines.  Businessl_ Business2. Susinessd. Sesnessd_  CamvasGe. Comslinfo. Module O Module 02  Module 03  Module 04  Module 05  Maduie 06

Illlll ol 148 a8
susescopt  omblacont.  samblacont.

07 Module 03  Medule 09 Medule 10 Module il Module 12

PauseGame(Script): (Mapdaptnua 5.11)

2TO OUYKEKPLUEVO SCript apatnPOULE TOV KWOLKA TTOU XPNOLUOTIOWONKE yla TO KOUUTTL
niavong Tou Tavidlou.

Wind Zone :
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Q@ vy 201, ity - e e, Mac  <oxrn>
Fle ot Ases GameDbject Component Mobillnput Window Help

1 -+ EXEAIC)

= Hierarchy . © inspector
] ! - E - SLE @ [Vind
L : Tag Umazsed 1 Layer |0s
wp34 (1) Transform
Positan X834 Y 6202 |

wp4 (2)
wp34 (3) Rotation X 0 ¢ C—
X[t

Add Companent

LIAIES
bty 4 Assets - VW_ActionRPG_AssetPack « Prefabs - Modules
e q n N 3 Al .. ‘ q 3
i | G| {# GGG | C#\ C# c;;
3 lors ‘llm isiness] Business2. m'l.. lnim-l. ndOfGam.  GameOver  GameOver. Module_01 Module_03  Madule_C Module 05 Module_06
s
¥ Prefabs S o S
i Cameras
& Decoration C# ° °
= | ...... GARA
o Interactive Module 07 Medule 08 Module 10 Module_11  Module_12 nuuknp: zomblecont. zomblecont...
= o (410} (:]0
-

TEAOG, OTNV MOPATIAVW E£LKOVA TIOPATNPOULE TOV TPOTIO TIOU TOTMOBETHONKE 0 AVEUOG,
NV KateuBuvon Tou Tou dwoape aAAd Kal T akplBeic puBuioelg évtaong.
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Kepdhato 6° - Zupmepdoporto Kot MEAAOVTIKEG EMEKTAOELG

6.1 EmektAdoelg o€ gaming

2TO TOUXVIOL poG XpNOLUOToLoape Tov Baoiko xapaktipa tou unity3d, tov "Ethan”,
TOV omolo MmapapeTpoToL)oape SIvovTag Tou VEEG AELTOUPYIEG, NXOUG Kal animations.
ANGA 0g PEANOVTIKEG ETIEKTACELG OTOV TOMEQ TOU gaming, Ba yivel aAhayn xopaktipa.
Oa EVOWUOTWOOUE KATIOOV £TOLUMO XOPOKTNpa e OmAo oto g€l tou xépy, m.x. Eidog
Kal én €roua animations yla paxeg. O maixtng pag autog Ba pmopel péow animation
va XTUTtHOoEL PE To &lpog toug €xBpoug kal va toug adatpéoel {wr. XTUMWVTAG TOUG
TIOAAEG POopEC Ba UTopel va Toug VIKNAOEL. Ziyoupa n mapéufacn Hag oTov maiytn autov
Ba eival onpavtikn adol Ba Tou MpocBEécoupe Kal VEEG Aettoupyles. MNa mapadelyua,
evw to Aén umapyxov animation tou maixtn Oa val n kivnon tou &ipoug pe otoOXO TOV
ex0p0, Ba mapéuBoupe divovtdg Tou animation yla xprion Kovtaplou payesiag. Oa ‘val
mo aAnBodaveg va Selyvoupe Tov maiytn va XTUTA To HayLKO Kovtdpl oto £€6adog Kal
va opayeL payeia mou Ba vikad toug yupw €x0pouc. Oa urtdpxouv SLapOopPETIKEG LaYELEC
mou Ba armokta o maixtng Kot Ba propet va xpnoluomnotiost. Kabe pia Ba £xel povadiko
animation mou Ba ¢tlatoupe. MNa va UMopel o maixtng va XpnoLUOMOL|oEL Hayeia oE
KAoLlov £x0p0, Bal TPETEL VAL XEL TIPWTOV ATIOKTOEL TO HOyLKO OTTAO Kol SeUTEPOV va XEL
yepatn evépyela. Apa xpelalopaote éva Seutepo slider, o omoiog Ba aviutpoowrnevel
™V Hayikn evépyela tou maiytn. O Slider autog Ba xel pmAe xpwpa kat Ba Ppiloketal
aKpLBWC KATW amod tov Mpwto. H evépyela autr) Ba yepilel anod didtpa kal ano ypidoug
mou Ba AUvoupe emtuxws. Mua oAU kaAn okéPn ival To inventory, 6mou Ba umopouue
va amoBnkeVoOUUE Ta OTAQ, TIG aomideg, Ta medikit kot ta kKAewdLa. Kabe éva anod avta
Ba UmopoUUE va TO XPNOLUOTIOLOOUE OTOTE XPELAOTEL. IKEPELG UTIAPYXOUV KAl ylo
TIEPLOCOTEPA OTIAQ AEDNG ETadNG UE ExBpOUG, OTIWC ToEKOUPL, Hoxaipl K.T.A.

O xaptng, Ba tomobetnbel mavw 6efld kat Ba eudaviletal poévo av ToV EXOUUE
QamokKTHoeL péoa oto Talyvidl. Kabe meploxn Ba €xel tov S1kd TNG XAptTNn Tou Ba pag
BonBa otov MPocavaTOALOUO.

Ol exBpot Ba eivat moAU teplocOTePOL O TOLKIALO dAAA KoL o€ TTANB0oG. Oa dtadEpouv
oe enineda duokoAiag avaloya Tnv ToxUTNTO TTOU KlvouvTal, To damage mou Umopouv
va TIPOKAAECOUV OTOV TtalXTn aAAQ KoL TNV AVTOXH TOUG OTA XTUTIAMATA pag. Mavw ano
KaBe exBp0 Ba unapyxeL €vag slider mou Ba evnuePWVEL TOV XpRoTN yLa To uttoAouto {wng
Tou KaBe exBpol. KabBe oOmAo mou xpnolgomoloUpe 1 kABe payeio Ba emnpealel
SlapopeTika Tov KABe avtimalo.

MpidolL Ba undpyouv oe Stadopa onueia Tou mavidlov kat o maixtng Ba kaAeital va
Toug AUCEL. AUVOVTAC TOuG emituxws Ba kepdilel movtoug eumelpiag (xp). Toug MOVIOUG
auTtoUG Ba UImopEL va TOUG XPNOLUOTIOLNOEL yia va avaBabuiosl Kal va Suvauwoel ta
omAa Ttou. Mo evkolot ypidol Ba tou divouv cav EMaOAO pLayLK EVEPYELQL.
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Cinematics Ba evepyomolouvtal tnv Mpwtn Gopd TMOU 0 TALXTNG KAG CUVAVTA Eva
Kavouplo £idog exBpou. Eva oAU wpaio edpé mayvidlwy ToU EVNUEPWVEL TOV TtalyTn
YLl TO KOILVOUPLO aUTO £(60¢ KalL ETMLOTA TNV TPOCOXN TOU.

Néeg mioteg Ba tomoBetnBolv kAvovtag To TaAlVidL aKOPNn TIO EAKUOTIKO,
evbladépov kal peydlo oe Sudapkela. To emimebo vPnAng avaiuong ypadikwv Ba
SdlatnpnOel kal ot VEEG TioTEG KAvovTag To matyvibL mo aAnBodaveg.

O Xpnotng oto apxko pevou Ba umopel va emlé€el avaueoa oe kaBapd game N
mayvidl ekmaldeutikol otoxou. Av emiAé€el kaBapod game, tote Ba Tou Slvetal n
emthoyn eruumédou SuokoAiag. Oa umapyouv TEcoepa SLapopeTIKA emimeda.

O xpnotng Ba €xeL tnv duvatotnta va Kavel skip o€ cinematic kalL gameover.

H Suvatotnta “save game” Ba mpootebel kabBw¢ to mayvidl peyoAwvel MAEov o€
Slapkela. Omote MAEov otV ekkivnon, o xpnotng Ba umopel va doptwoel To matyvidt
anmod TO onuelo Tou otapdtnoe tnv TteAeutaio ¢opa. Emiong, checkpoints Ba
tonoBetnBolv avda meploxr). Me autd Tov TpOmo, OTav O XPHOTNG XAVEL, Ba "XeL TV
Sduvatotnta va Eekvnoel maAL to matyvidt and to tedeutaio checkpoint i va kavel load
KalL val EEKIVAOEL Ao TO onpElo TTou €kave Teheutaia dopd save.

To kABe KAeLSL Ba £XeL £€va CUYKEKPLUEVO OVOUQA, £TOL WOTE va EEPEL O XPHOTNC ToLa
TOPTO-TUAN avoiyel. H kaBe mopta-mUAn Ba £XeL €MIONG OUYKEKPLUEVO Ovopa Kol Ba
ovadEpPEL HE TNV XPHON canvas, To OVOUO TOU CUYKEKPLUEVOU KAELSLOU TIOU amalteital
yla va avoligel.

Ye kKaBe petaPoon amo MepLOXN O TEPLOXN, O XPNOTNG Ba EvnUEPWVETAL yla TNV
TonoBecia mou Bploketal.

JkéPn amotelel emiong n XpNOLUOTOINON TPAYHATIKWY NXOYPAPNUEVWYV PWVWV OE
Sladopa onpeia tou mayvidlov.

6.2 EKMOUWOEUTIKEG EMEKTAOELC

JTO eKTOUOEUTIKO KOPUATL, ePIKTH €lval n eloodog acadr Aoyikng oto matyvidt pag.
H aocadng Aoy autn, €xel SnuoupynBel oe web kal amoteleital amd oevapla
ekmaldeutikol TUMou. EToL 0 XpNoTNG KOAE(TAl va AMOVINOEL OE EPWTNOELS
EKTIALOEVUTIKOU TIEPLEXOUEVOU Kal avaAoya TIG amavinoelg mou Ba dwoel, emAEyeTal
Sladopetikod oevaplo To omoio eite aufavel, eite PelwVeL TNV SLAPKELD TOU TTaXVLISLOU.
Apa prmopoUE va GpOVTOOTOUHE T OEVApLA AUTA oav £va SEvipo. Itnv Kopudrn Tou
S6évtpou BplokeTal To oevaplo, OTIOU O XPrOTNG ANMAVTAEL O OAEC TIG EPWTHOELS OCWOTA.
Ekel to mawvidl pag Ba mapouaoidoel toug eAdxlotoug duvatoug ypidoug, dpa Kal TNV
eAdylotn duvatr Sldpkela matyvidlov. Zta evélapeca Tunuata tou dévtpou Bpiokovtal
Ol QIMAVTAOELG TToU aLloAoyoUV TIC YVWOELG TOU XPrOTN O€ LETPLO EMIMESO KAl OTOV MATO
Tou 6€vTpou o€ KaKO eminedo. Apa Otav o xpnotng anavinosl AavBaopéva oe OAEG TIG
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EPWTNOELG, TOTE N SLAPKELA TOU TtALXVLOLOU €lval n Héylotn. Me auto Tov oAU opopdo
TPOMO, 0 Xpnotnc pabaivel mailovrag.

Ocov adopd TNV EVoOWUATWON TNS acadrn¢ Aoylkng oto malxvidt pag, o xprnotng da
Umopouoe va SUVOUWOEL Ta OTIAQ TOU ATTAVTWVTAG OWOoTA o€ KABe epwtnon. Autd Ba to
erutuyyave kepdilovrag movioug eumepiag (xp). MNa va amavtioel cwotd OUwG O
XPNotnG otnv KABe epwtnon, Kplvetal amapaitntn n ewoaywyn agents, oL omoiot Ba
Sivouv ta Sedopgva otov xprnotn pabaivovtdg tou kaBs dopd KATL SLPOPETIKO, TL.X.
Slapopetikég mAnpodopieg mou adopolV TOV MPOYPAUUATIONO e TtThv YAwooo C#. H
xpnowlormnoinon moAwv agents oe SladoOPETIKA onueia Tou mavidloU, amoteAel eva
ETUTAEOV KivNTPO yla TOV XprRotn va mepnynBel kal va e€epeuvroel OAa Ta onueia Kot
TIG TtEPLOXEC. KaTL TéTolo peyaAwvel TV dldpkela tou matyvidiou. O xpnotng, E€povtag
TNV ONUOVTIKOTNTO TWV CWOTWV AMAVINOEWV SIvel TTOAU UeyAAn €udacn otnv yvwon
nou mpoodEpouv ot agents. Quaotkd n xprion moAAwv Stadopetikwy agents, Sivel tnv
duvatotnta otov xpnotn va esmnotpéPel otov (6o agent kot va favaldaBel tnv
OUYKEKPLUEVN TIAnpodopia 6oeg Popéc BEAeL. Kal autd elval oAU onuavtiko, SLotL
EVIOXVEL TNV pabnon. H emavaAnyn Ba odnynoel oe Babutepn yvwon Kol KAAUTEPN
odopoiwon. IkEPn amoteAel n xpnowomoinon avtiotpodne HpETpnong, Tou Ba
amnelkoviletal Katw Se€La, PEXPL TOV EMOUEVO Ypido.

Mpidol eival duvatov va umdpouv kal oe onueia mou o maixtng Ba kaAsital va
avoligel pia mépTa yla va CUVEXLOEL TNV TTOPELA TOU A TTioW aTtd TNV TOPTA VA UTIAPXEL WG
ENMaBOAo £va OmAo. Evag Opopdog TPOTOG AmeLlkOvIonG Kal eMAuong ypidou eivat o €€ng:
O xpnotng va pmopel va Stafdalel otov toixo Tou dwHATIOU OTNV €pPWTNON 1 KATOLO
KOUUATL TpOoTaong 1 Kwdika mou Asimel. Emetta va koAdsital va Bpel kamowo KAeLSL tou
Swpatiou. To kaBe kAeldi oto dwpdtio Ba avilotoel o€ pLa andvinon. Mmopouue va
"XoUuE opKeTA KAeLOLA yla kABe ypido, £€tol wote va eAéyxoupe o€ BABOC TIC YWWOELS
Tou Xpnotn. H owotr amavtnon Hovo avolyel Tnv mopta mou BéAoupe. H AdbBog
QMAVINON QVOLYEL Yo KpUTITN Omou gpdavilovral xBpol Kot MPEMEL 0 TALXTNG VO TOUG
OVTIUETWTTIIOEL TPV CUVEXIOEL HE TO emMOpEVO KAELWSL. AdoU o maixtne e€oudetepwosl
Toug €xBpoug, umopel va emidé€el aAo KAeLWSl. H kaBe ouwg ouvexopeva Aavbacopévn
anavtnon oto ypido, Ba epdavilel kaBs dopd kal meplocdtepoug exBpouC. KAt TéTolo
avéavel to eninedo duokoAiag tou maxvidlov kat mapdAAnAa bivel €€tpa kivntpo otov
XPNotn va SWOeL TNV CWOTH AmAvVTNoN, €MAEYOVTAE TO owWoTO KAeldl. Me autod Tov
TPOMO £PLOTOUUE OE UEYLOTO BaBuod tnv mpocoxn Tou xprnotn ota deSopéva Mou Tou
Sivouv ol agents aAAa kat oto Tt akplBwg Intaetl o kaBe ypidoc. O xprotng Ba okedtel
OPKETN WP TPV €TAEEEL TNV amAvtnon Héow kAsLSoU. Katt tétolo Ba tov wbnoel va
okedTel avaAUTIKA TNV KABe amavtnon kat va amoppidel tig¢ AavBaopéveg, mpotou
eTUAEEEL. Aev amoKAeleTOL O XPOTNG VA CNUELWVEL OE XaPTL OAEG TIG TTANPodopleg Tou
AapBavet amo toug agents kat va Stafalet Eava kat Eava tnv kaBs mAnpodopia mpotou
eMAE€el. Me auTO Tov TpOMO, N adopoiwon Twv MANPOPOPLWV EKTALSEUTIKOU GKOTIOU
HEYOAWVEL.
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6.3 TOALTLOTIKEG EMEKTAOELG

JTO TIOAITIOTIKO KOUMATL, TO Talyvidt pag Ba pmopolos va omoteAéosl epyaleio
npowBnong tng EAANVIKNAG KAnpovoplag. ©a UmopoVCaUE VA TTOPOUCLACOURE UVNUEia Kot
OPXALOAOYLKOUC XWPOUG, TL.X. AKPOTIOAN. AUTO £ival ePLKTO va TO TIETUXOULE LE Scenes Kal
Slodpopetikeg miotec. Mapddelyua, otig KAtakOUBeg, Ba NTav ePIKTO 0 TAXTNG VA EXEL TNV
erudoyn TPWV Sladopetikwy povoratiwy. Kabe povomatt Oa odnyel oe Siadopetiko
uvnueio. AAOG TPOTOG elval Pe TNV XPNOoN HaylKwy KaBpemtwy, oTig tepLoxEC buildingsl kat
buildings2. Mepvwvtog péoca amd kabe paylkd kobpémtn, o maixtng Oa sudaviletal os
Sladopetikn miota omou Ba ameikoviletal Kal dladopeTikod pvnpeio. Ytnv 006vn pag Ba
eUupaviloUphe KATA TNV €KKivnon tng miotag, tnv Tomobeocia mMou BPLOKOUOOTE Kol TNV
xpovoloyia. MAnowaovtag to pvnueio, Ba eudavilovral LOTOopIKA oTolXEia YU aUTO, TLX.
xpovoloyia dnuloupylag, xpnoludtnTa oto mapeAbov K.T.A. Mg Tov TPOMO QUTO, HECW TNG
Yuxaywylag mou mpoodépel Eva matyvidl, MpoBAAAOUUE TNV TOALTIOTIKY) KANPOVOULA TOU
TOTOU HaG. ZKEPYN emiong amoteAel N AMEIKOVION HOUCELWV He EAANVIKA €pyal TEXVNG, OTIOU
B umopoU e va Baupdooupe To KABe €pyo oe Tplodlactach popdn. MAnowalovtag To Kabe
£pY0 TEXVNG, 0 Xpnotng Ba pmopel va Stafacel otnv 066vn Tou, LOTOPLKA OTOLXEla YL QUTO.
BéBala yla vo EMITUXOULE KATL TETOLO MPEMEL va UMOPECOUME va Bpolue 3D poviéAq,
dnuloupynuéva amnd designers. Emelta eivol eUKoAO va Ta ELOAYOUE OTO unity pe import,
oo onou Ba uropoUUE va Ta emeepy0oTOUE KATAANAQL

To mawyvidt pag emniong 6a pnopoloe va amoteAécel epyaleio MpowBNGNG MOALTLOTLKAG
KANPOVOLAC OTO TOUEN TNG HOUCLKAG. Oa pmopoloape HECw Ttaxvidlol va mpoBAaAloupe
TNV HLOUGCLKN KoL TO £pyo, amd peydAoug EAANVEG HOUGLKOOUVOETEG. Eva UoBETIKO OoevapLo
elval: ITIC ETMIXELPNOELG, OUYKEKPLUEVA OTNV emiyelpnon restaurant, Ba pmopolos va
TomoBeTnOel pla mpotoun, evog peyahou EAANva pLouotkoouvBETh. MAnolalovtag o maiytng
Vv mpotoun autr, mAnpodopiec ya tnv {wrf Kol TO £py0 TOU HOUGLKOOUVOETN Ba
gudavilovtat. Mia opxrotpa Bo UTAPXEL OTO €0TLATOPLO N omola Ba mailel HOVO KOUUATLO
TOU OUYKEKPLUEVOU LOUCLKOGUVBETN. Mia oAU peydhn tnAeopaocn Ba gival tomoBetnuévn
otov Toixo, n omola Ba amewkovilel pe Bivteo, amoonacpata amd tv {wh Tou. Emloyn
OUOTEAEL O GUYXPOVLOMOC TNC LOUGCLKNG TIOU OKOUYETAL OTNV EMXELPNON QVA TTACA OTLYUN,
UE ewkova Bivteo, gudaviiopevo otnv oBovn tng tnAedpaons. O xpnotng Ba pmopel va
OAAAEEL TO HOUCIKO KOMMATL avd Taoa otlypn kabwe emiong, Ba pmopet va BabuoAoyrost
OO0 ToU apéacel. Etol, pe mMANBO0G TETOLWY ETILXELPNOEWY Ba prmopoloape va PoBaAloupe
™ {wr, To €py0 KAl TNV HOUGLKI) TIOAWVY HoUuolkoouvBeTwy. Avaloya tnv BabuoAoyia mou
Ba Swoel 0 XPNoTNng yla KABe POoUGLKO KOUUATL, autopata Ba pmopouaoe va Snuloupyeital
ulot Alota ayomnuévwy TOU KOUMOTWWY, n omola Ba mailel oe onuelo mou euei¢ Ba
erAéyoupe. Mia aAAn okéPn amotelel n ontikonoinon oevaplwy amno tpayoldia. e Babuod
TIOU aUTO eival ePIKTO, va. SNUOUPYOUHE CEVAPL Yla TOV TaiXTn HOC, OEVApLA Ta omola
TLPOKUTITOUV aTO OTIXOUG CUYKEKPLUEVWY Tpayoudlwv. MOALG To oevaplo evepyomolnBel kot
o maiytng Ppebel otnv ouykekpluévn Katdotaon, oUUPwvo HE TOUG OTiYoug, TO
OUYKEKPLUEVO TPpayoULSL va akoUyETaL.
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lotoypadia — Awktuotonot

e *.elLearningINDUSTRY.The Pros And Cons Of Using Virtual Reality In The Classroom.
AvoaktnOnke OktwpBplog 2017
https://elearningindustry.com/pros-cons-using-virtual-reality-in-the-classroom

e 1. WIKIPEDIA. History of video games. AvaktriOnke Oktwpplog 2017
https://en.wikipedia.org/wiki/History of video games

e 2. naftemporiki.gr. MIT: Avoiyovtag tov 6pOHO TPOG T OLCUPHOTO CUCTHUATA
ELKOVIKNC MpaypatikotnTac. Avaktionke Oktwpplog 2017
http://www.naftemporiki.gr/story/1171641/mit-anoigontas-ton-dromo-pros-ta-
asurmata-sustimata-eikonikis-pragmatikotitas

e 3. naftemporiki.gr. Xelplopog o€ nAektpovikad malyvidla €LKOVIKNG TIPOYUATIKO-
™TTag pEow eykepaou. AvaktriOnke Oktwpplog 2017
http://www.naftemporiki.gr/story/1181420/xeirismos-se-ilektronika-paixnidia-
eikonikis-pragmatikotitas-meso-egkefalou

e 4. Statista-The Statistics Portal-. Gaming Is a $30 Billion Market in the U.S.
Avaktrifnke OktwPplog 2017
https://www.statista.com/chart/9838/consumer-spending-on-video-games/

e 5. Statista-The Statistics Portal-. Who Are America's Video Gamers?
Avaktrfnke OktwPplog 2017
https://www.statista.com/chart/11086/americas-diverse-pool-of-gamers/

e 6. Statista-The Statistics Portal-. The Most Important Gaming Platforms in 2016
AvoktnOnke OktwpBplog 2017
https://www.statista.com/chart/4527/game-developers-platform-preferences/

e 7. MPQTOGEMA.gr. Mobile Games: Nawyvidla amo... xpuoddL.
AvoktiOnke Oktwpplog 2017
http://www.protothema.gr/technology/article/526099/paihnidia-apo-hrusafi/

e 8. Statista-The Statistics Portal-. The United States of Mobile Gaming
Avaktrifnke Oktwpplog 2017
https://www.statista.com/chart/995/gamers-in-the-the-united-states/
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9. WIKIPEDIA. List of most expensive video games to develop.
Avoktrifnke Oktwpplog 2017
https://en.wikipedia.org/wiki/List of most expensive video games to develop

10. Statista-The Statistics Portal-. GTAV is the Fastest-Selling Entertainment
Product Ever.

AvoaktnOnke OktwpBplog 2017
https://www.statista.com/chart/1501/most-successful-entertainment-products/

11. Program ACE. Game Development: Unity vs HTML5
Avaktrfnke Oktwpplog 2017
https://program-ace.com/press-room/articles/game-development-unity-vs-html|5

12. GAME SPARKS. Game Engine Analysis and Comparison
Avoaktrifnke Oktwpplog 2017
https://www.gamesparks.com/blog/game-engine-analysis-and-comparison/

13. PLURAL SIGHT. Unity, Source 2, Unreal Engine 4, or CryENGINE - Which Game
Engine Should | Choose?

AvaktrBnke OktwPplog 2017
https://www.pluralsight.com/blog/film-games/unity-udk-cryengine-game-engine-
choose

14. PC STEPS. Ayopd Natyvidiwv YmoAoyiotr: To Steam ko ot AAot

AvaktrOnke OktwPplog 2017
https://www.pcsteps.gr/119588-%CE%B1%CE%B3%CE%BF%CF%81%CE%AC-
%CF%80%CE%B1%CE%BI%CF%87%CE%BD%CE%B9%CE%B4%CE%B9%CF%8E%CE
%BD-
%CF%85%CF%80%CE%BF%CE%BB%CE%BF%CE%B3%CE%B9%CF%83%CF%84%CE%
AE-steam/

Youtube. Door that opens with a key! How to make a Horror Game 10 Unity 3D.
Avaktrfnke OktwPplog 2017
https://www.youtube.com/watch?v=gpgcuO5wEyo

Unity/DOCUMENTATION. Animation.Play
AvoaktnOnke OktwpBplog 2017
https://docs.unity3d.com/ScriptReference/Animation.Play.html

Youtube. Flickering Lights. How to make a Horror game 13 Unity 3D.
AvoktiOnke Oktwpplog 2017
https://www.youtube.com/watch?v=kDUm7VoriFw&t=30s&list=PLF1JI43KNe-
vDFakQe8 siSpAxJtXwl18A&index=13
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https://www.youtube.com/watch?v=gpgcuO5wEyo
https://docs.unity3d.com/ScriptReference/Animation.Play.html
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e Youtube. Enemy Al. How to make a Horror Game 7 Unity 3D.
AvaktrBnke OktwPplog 2017
https://www.youtube.com/watch?v=7vQ5ra53wU4&Ilist=PLF1JI43KNe-
vDFakQe8 si5pAxJtXw18A&index=7

e Youtube. Main Menu! How to make a Horror Game 6 Unity 3D.
AvoktriOnke OktwpBplog 2017
https://www.youtube.com/watch?v=rJygePmspVo&t=106s&list=PLF1JI43KNe-
vDFakQe8 siS5pAxJtXw18A&index=6

e Youtube. Jump Scare. How to make a Horror Game 3 Unity 3D.
Avoaktrifnke Oktwpplog 2017
https://www.youtube.com/watch?v=fsWP2x10UDO&l|ist=PLF1JI43KNe-
vDFakQe8 siSpAxJtXw18A&index=3

e Youtube. A Simple GUI Inventory, Object Pickup and Respawn in Unity 5
AvoktriOnke OktwpBplog 2017
https://www.youtube.com/watch?v=CHUOprBocoY

e Youtube. Mechanim & Mixamo in Unity 5: The Basic Basics!
Avoktrifnke OktwpBplog 2017
https://www.youtube.com/watch?v=BElaakl9vJE

e Youtube. Creating a Health Bar in Unity 5
AvaktrBnke OktwPplog 2017
https://www.youtube.com/watch?v=S4wDjPk0tIQ

e Youtube. Pausing a Unity 5 Game
AvoktnOnke OktwpBplog 2017
https://www.youtube.com/watch?v=WV4ELhq9dBU

e Youtube. Basic Artificial Intelligence for a Non-Player Character with Unity 5
Avoaktrifnke OktwpBplog 2017
https://www.youtube.com/watch?v=gXpilczz5NA

e Youtube. Melee Combat with Unity 5
Avaktrfnke Oktwpplog 2017
https://www.youtube.com/watch?v=nt55pxA7Snk#t=3.639

e Youtube. Simple Waypoint Pathfinding with the Line of Sight Al
AvoaktnOnke OktwpBplog 2017
https://www.youtube.com/watch?v=0moKw1ikAi8#t=246.917248
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e Youtube. Unity-Creating Prefabs
AvaktrBnke OktwPplog 2017
https://www.youtube.com/watch?v=HECGcwwRM64

e Unity/DOCUMENTATION. AudioSource.Play
AvoaktnOnke OktwpBplog 2017
https://docs.unity3d.com/ScriptReference/AudioSource.Play.html

e Youtube. How To Destroy Or Delete Game Object In Unity 3D C# Tutorial Beginner
Avaktrfnke Oktwpplog 2017
https://www.youtube.com/watch?v=2v3YohbcpHo

e Youtube. Creating a Start Menu in Unity 5
Avoaktrifnke OktwpBplog 2017
https://www.youtube.com/watch?v=pT4uca2bSgc&t=324s
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Napaptipata

Napdaptnua 5.1

MonsterChaseWP :

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

public class MonsterChaseWP : MonoBehaviour

{

public Transform player;
public Transform head;
Animator anim;

string state = "patrol";
public GameObject[] waypoints;
int currentWP = 9;

public float rotSpeed = 0.2f;
public float speed = 1.5f;
float accuracyWP = 5.0f;

//Use this for initialization
void Start()

{
}

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

anim = GetComponent<Animator>();

Vector3 direction = player.position - this.transform.position;
direction.y = 0;
float angle = Vector3.Angle(direction, head.up);

if (state == "patrol" && waypoints.Length > @)
{

anim.SetBool("isIdle", false);

anim.SetBool("isWalking", true);

if (Vector3.Distance(waypoints[currentWP].transform.position,
transform.position) < accuracyWP)

{

currentWP = Random.Range(@, waypoints.Length);

}

//rotate towards waypoint
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direction = waypoints[currentWP].transform.position - transform.position;

this.transform.rotation = Quaternion.Slerp(transform.rotation,
Quaternion.LookRotation(direction), rotSpeed * Time.deltaTime);

this.transform.Translate(0, 0, Time.deltaTime * speed);

}
if (Vector3.Distance(player.position, this.transform.position) < 10 &&
(angle < 30 || state == "pursuing"))
{
state = "pursuing";
this.transform.rotation = Quaternion.Slerp(this.transform.rotation,
Quaternion.LookRotation(direction), rotSpeed * Time.deltaTime);
if (direction.magnitude > 2.0)
{
this.transform.Translate(@, @, Time.deltaTime * speed);
anim.SetBool("isWalking", true);
anim.SetBool("isAttacking", false);
}
else
{
anim.SetBool("isAttacking", true);
anim.SetBool("isWalking", false);
}
}
else
{
anim.SetBool("isWalking", true);
anim.SetBool("isAttacking", false);
state = "patrol”;
}

EnemySound :

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System;

[RequireComponent (typeof(AudioSource))]
public class EnemySound : MonoBehaviour {
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public Slider healthbar;

// Use this for initialization
void Start ()

{
}

void OnTriggerEnter(Collider TheCollider)

¢ if (TheCollider.tag == "Player")
{
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
}
}

void OnTriggerExit(Collider TheCollider)

if (TheCollider.tag == "Player")
{

AudioSource audio = GetComponent<AudioSource>();
audio.Stop();

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

if (healthbar.value <= 0)
{

AudioSource audio = GetComponent<AudioSource>();
audio.Stop();

Napaptnua 5.2

TrapSound(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;
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using System;

[RequireComponent (typeof(AudioSource))]
public class TrapSound : MonoBehaviour

{
public Slider healthbar;
void Start()
{
}
// Update is called once per frame
void Update()
if (healthbar.value <= 0)
{
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
}
}
void OnTriggerEnter(Collider TheCollider)
{
if (TheCollider.tag == "Player")
{
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
Debug.Log("Trap");
}
}
void OnTriggerExit(Collider TheCollider)
{
if (TheCollider.tag == "Player")
{
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
}
}
}
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SwingingBlade_Damaged(Script):

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

public class SwingingBlade Damaged : MonoBehaviour

{

public GameObject TheSwingingBlade_Damaged;
Animator anim;
private bool playerNextToTrap = false;

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

if (playerNextToTrap == true)

GetComponent<Animator>().SetTrigger("DTP_AnimTrigger CeilingTraps_SwingingBlades_Dama
ged_StartSwinging");

}

else

GetComponent<Animator>().SetTrigger("DTP_AnimTrigger_CeilingTraps_SwingingBlades_Dama
ged_StopSwinging");

// Use this for initialization
void Start()

{

anim = GetComponent<Animator>();

void OnTriggerEnter(Collider SwingingBlade_DamagedCollider)

{
if (SwingingBlade_DamagedCollider.tag == "Player")
{
playerNextToTrap = true;
Debug.Log("Trap™);
}
}
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void OnTriggerExit(Collider SwingingBlade_DamagedCollider)
{

if (SwingingBlade_DamagedCollider.tag == "Player")
{
playerNextToTrap = false;
}
}
}
Napaptnua 5.3
EnemyHit(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine.UT;

using UnityEngine;

using System;

public class EnemyHit : MonoBehaviour

{

public GameObject player;
public Slider healthbar;
Animator anim;

private bool GetHit = false;
public AudioClip HittedSound;

void OnTriggerEnter(Collider theCollider)

if (theCollider.tag == "EnemyWeaponCollider™)
{

GetHit = true;
healthbar.value -= 20;
Debug.Log("Hit");

if (healthbar.value <= 0)
{

GetHit = false;
}

// Use this for initialization
void Start ()

{
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anim = GetComponent<Animator>();

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

¢ if (GetHit == true )
{
player.GetComponent<AudioSource>().PlayOneShot(HittedSound);
player.GetComponent<Animator>().SetTrigger("isHitted");
GetHit = false;
}
}

PlayerManager(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.SceneManagement;
using System;

public class PlayerManager : MonoBehaviour

{

public static int health = 100;

public GameObject player;

public Slider healthBar;

public AudioClip DeathSound;

public AudioClip BreathScaredSound;

private bool DeathSoundhasPlayed = false;
private bool BreathScaredSoundhasPlayed = false;
private AudioSource source;

public void Awake ()
{

source = GetComponent<AudioSource>();

}

// Use this for initialization
void Start ()
{

BreathScaredSoundhasPlayed = false;
}

void ReduceHealth()

Anpovpyia Ttayvidiot 3D pe xprjon g TAat@oppag Unity



Metantuyiakt) Awatpfn Mapyapitng Kapntoiog

{
health = health - 9;
healthBar.value = health;
if(health <= 0)
{
}
if ((health <= 30) && (health >= 10))
{
}
}
// Update is called once per frame
void Update ()
{
if ((healthBar.value <= 30) && (healthBar.value >= 10))
{
if (!BreathScaredSoundhasPlayed)
{
Debug.Log("BreathScaredSound");
player.GetComponent<AudioSource>().PlayOneShot(BreathScaredSound);
BreathScaredSoundhasPlayed = true;
}
}
if (healthBar.value > 30)
{
BreathScaredSoundhasPlayed = false;
}
if (healthBar.value <= 0)
{
if (!DeathSoundhasPlayed)

{
player.GetComponent<AudioSource>().PlayOneShot(DeathSound);
player.GetComponent<Animator>().SetTrigger("isDead");
Debug.Log("Dead");

DeathSoundhasPlayed = true;

}

}
}
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Napdaptnpa 5.4

BUSINESS2GATE1(Script) :

#pragma strict

var doorClip : AnimationClip;
var Key : GameObject;

var doorSound : AudioClip;
private var Door = false;

function Start ()

if (Input.GetKeyDown(KeyCode.E) && Door == true & Key.active == false)

AudioSource.PlayClipAtPoint(doorSound, transform.position);

GameObject.Find("BUSINESS2GATE1").GetComponent.<Animation>().Play("BUSINESS2GA

{
}
function Update ()
{
{
TE10PEN");
}
}
function OnTriggerEnter (theCollider :
{
if (theCollider.tag == "Player")
{
Door = true;
}
}
function OnTriggerExit (theCollider :
{
if (theCollider.tag == "Player")
{
Door = false;
}
}
Key1(Script):

#pragma strict
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var TheKey : GameObject;
var keySound : AudioClip;
private var playerNextToKey = false;

function Update ()

{
if (Input.GetKeyDown(KeyCode.E) && playerNextToKey == true)
{
AudioSource.PlayClipAtPoint(keySound, transform.position);
TheKey.active = false;
}
}
function OnTriggerEnter (theCollider : Collider)
{
if (theCollider.tag == "Player")
{
playerNextToKey = true;
}
}
function OnTriggerExit (theCollider : Collider)
{
if (theCollider.tag == "Player")
{
playerNextToKey = false;
}
}

MESSAGE(Script) :

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

public class MESSAGE : MonoBehaviour

{

public GameObject OpenPanel = null;

void Start()
{

}

OpenPanel.SetActive(false);

void OnTriggerEnter(Collider other)

{
if(other.tag == "Player")

{
}

OpenPanel.SetActive(true);
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void OnTriggerExit(Collider other)

¢ if (other.tag == "Player")
{ OpenPanel.SetActive(false);
}
}
private bool IsOpenPanelActive
{
get
{
return OpenPanel.activeInHierarchy;
}
}

void Update()

if(IsOpenPanelActive)

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

{
}

OpenPanel.SetActive(false);

Napdaptnpa 5.5

Medikit(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class Medikit : MonoBehaviour

{

public GameObject TheMedikit;

public AudioClip medikitSound;

private bool playerNextToMedikit = false;
public Slider healthbar;

// Update is called once per frame
void Update()
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{
if (Input.GetKeyDown(KeyCode.E) && playerNextToMedikit == true)
{
AudioSource.PlayClipAtPoint(medikitSound, transform.position);
TheMedikit.active = false;
healthbar.value += 100;
Debug.Log("Medikit");
}
}

// Use this for initialization
void Start()

{
}

void OnTriggerEnter(Collider theCollider)
{

if (theCollider.tag == "Player")
{

}

playerNextToMedikit = true;

}

void OnTriggerExit(Collider theCollider)

{
if (theCollider.tag == "Player")

{

playerNextToMedikit = false;

RedPotion(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

public class RedPotion : MonoBehaviour

{

public GameObject TheRedPotion;
public AudioClip RedPotionSound;

private bool playerNextToRedPotion = false;

public Slider healthbar;

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

{
if (Input.GetKeyDown(KeyCode.E) && playerNextToRedPotion == true)
{
AudioSource.PlayClipAtPoint (RedPotionSound, transform.position);
TheRedPotion.active = false;
healthbar.value -= 20;
Debug.Log("RedPotion");
}
}

// Use this for initialization
void Start()

{
}

void OnTriggerEnter(Collider theCollider)

{
if (theCollider.tag == "Player")
{
playerNextToRedPotion = true;
}
}
void OnTriggerExit(Collider theCollider)
{
if (theCollider.tag == "Player")
{
playerNextToRedPotion = false;
}
}
}
PotionHit(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine.UI;

using UnityEngine;

using System;

public class PotionHit : MonoBehaviour

{

public GameObject player;
public Slider healthbar;
Animator anim;
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private bool GetHit = false;
public AudioClip HittedSound;
private bool playerNextToEnemyPotion = false;

void OnTriggerEnter(Collider theCollider)

{ if (theCollider.tag == "EnemyPotionCollider")
{
playerNextToEnemyPotion = true;
Debug.Log("EnemyPotionCollider");
}
}

void OnTriggerExit(Collider theCollider)

{
if (theCollider.tag == "EnemyPotionCollider")
{
playerNextToEnemyPotion = false;
}
}

// Use this for initialization

void Start()

{
anim = GetComponent<Animator>();
playerNextToEnemyPotion = false;

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

{
if (Input.GetKeyDown(KeyCode.E) && playerNextToEnemyPotion == true)
{
GetHit = true;
healthbar.value -= 20;
Debug.Log("Hit");
}
if (GetHit == true)
{
player.GetComponent<AudioSource>().PlayOneShot(HittedSound);
player.GetComponent<Animator>().SetTrigger("isHitted");
GetHit = false;
playerNextToEnemyPotion = false;
}
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Napdptnua 5.6

GameOver(Script)

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

using UnityEngine.SceneManagement;

[RequireComponent (typeof(AudioSource))]
public class GameOver : MonoBehaviour

{

public Canvas CanvasGameOver;

public GameObject player;

public Slider healthbar;

public float GameOverDelay = 5f;

float GameOverTimer;

public float restartDelay = 5f;

float restartTimer;

private bool GameOverMusichasPlayed = false;
public float GameOverMusicDelay = 5f;

float GameOverMusicTimer;

void Awake()
{

}

void Start()
{

CanvasGameOver.enabled = false;

void Update()
{

if (healthbar.value <= 0)
{

GameOverTimer += Time.deltaTime;
restartTimer += Time.deltaTime;
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GameOverMusicTimer += Time.deltaTime;

if (!GameOverMusichasPlayed)

{
if (GameOverMusicTimer >= GameOverMusicDelay)
{
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
Debug.Log("GameOverMusic");
GameOverMusichasPlayed = true;
}
}
if (GameOverTimer >= GameOverDelay)
{
CanvasGameOver = CanvasGameOver.GetComponent<Canvas>();
CanvasGameOver.enabled = true;
}
if (restartTimer >= restartDelay)
{
SceneManager.LoadScene(9);
}
}
}
}
Napaptnua 5.7

MenuScript(Script):

using UnityEngine;

using UnityEngine.UT;

using System.Collections;

using UnityEngine.SceneManagement;

public class menuScript : MonoBehaviour

{
public Canvas quitMenu;
public Button startText;
public Button exitText;

void Start()

{

quitMenu = quitMenu.GetComponent<Canvas>();
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startText = startText.GetComponent<Button>();
exitText = exitText.GetComponent<Button>();
quitMenu.enabled = false;

}

public void ExitPress()

{
quitMenu.enabled = true;
startText.enabled = false;
exitText.enabled = false;
}

public void NoPress()

{
quitMenu.enabled = false;
startText.enabled = true;
exitText.enabled = true;
}
public void StartLevel()
{
SceneManager.LoadScene(1);
}
public void ExitGame()
{
Application.Quit();
}
}
Napdaptnua 5.8

Business2Success(Script):

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

[RequireComponent (typeof(AudioSource))]
public class Business2Success : MonoBehaviour
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public GameObject OpenPanelBusiness2;

void Start()
{

OpenPanelBusiness2.SetActive(false);

void OnTriggerEnter(Collider BUSINESS2SUCCESSCOLLIDER)

{
if (BUSINESS2SUCCESSCOLLIDER.tag == "Player™)
{
OpenPanelBusiness2.SetActive(true);
AudioSource audio = GetComponent<AudioSource>();
audio.Play();
}
}
void OnTriggerExit(Collider BUSINESS2SUCCESSCOLLIDER)
{
if (BUSINESS2SUCCESSCOLLIDER.tag == "Player™)
{
OpenPanelBusiness2.SetActive(false);
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
Destroy(gameObject);
}
}
private bool IsOpenPanelBusiness2Active
{
get
{
return OpenPanelBusiness2.activeInHierarchy;
}
}

void Update()

AllBusinessSuccess(Script):

using System.Collections;
using System.Collections.Generic;
using UnityEngine;
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using UnityEngine.UT;
using UnityEngine.SceneManagement;
using System;

[RequireComponent (typeof(AudioSource))]
public class AllBusinessSuccess : MonoBehaviour

{

private bool BUSINESSIHASOPENED = false;
private bool BUSINESS2HASOPENED = false;
private bool BUSINESS3HASOPENED = false;
private bool BUSINESS4HASOPENED = false;
private bool ENDOFGAME = false;

public float restartDelay = 5f;

float restartTimer;

public GameObject player;

public GameObject OpenPanelAllBusinessSuccess;

void Start()

{

OpenPanelAllBusinessSuccess.SetActive(false);

void OnTriggerEnter(Collider Other)

{

if (Other.tag == "BUSINESS1SUCCESSCOLLIDER")
{

BUSINESS1HASOPENED = true;
Debug.Log("BUSINESS1HASOPENED");

}
if (Other.tag == "BUSINESS2SUCCESSCOLLIDER")
{
BUSINESS2HASOPENED = true;
Debug. Log("BUSINESS2HASOPENED");
}
if (Other.tag == "BUSINESS3SUCCESSCOLLIDER")
{
BUSINESS3HASOPENED = true;
Debug.Log("BUSINESS3HASOPENED");
}
if (Other.tag == "BUSINESS4SUCCESSCOLLIDER")
{
BUSINESS4HASOPENED = true;
Debug.Log( "BUSINESS4HASOPENED");
}
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private bool IsOpenPanelAllBusinessSuccessActive

{
get
{
return OpenPanelAllBusinessSuccess.activeInHierarchy;
}
}
void Update()
{
if (ENDOFGAME == true)
{
restartTimer += Time.deltaTime;
if (restartTimer >= restartDelay)
{
SceneManager.LoadScene(2);
}
}
}

void OnTriggerExit(Collider Other)
if (Other.tag == "BUSINESS1SUCCESSCOLLIDER")

{

if ((BUSINESS2HASOPENED == true) && (BUSINESS3HASOPENED == true) &&
(BUSINESS4HASOPENED == true))

{
OpenPanelAllBusinessSuccess.SetActive(true);
Debug.Log("ALLBUSINESSHASOPENED-COUNTING DOWN FOR ENDOFGAME

LEVEL!!I11™);
ENDOFGAME = true;
}
}
if (Other.tag == "BUSINESS2SUCCESSCOLLIDER")
{

if ((BUSINESSIHASOPENED == true) &% (BUSINESS3HASOPENED == true) &&
(BUSINESS4HASOPENED == true))

{
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OpenPanelAllBusinessSuccess.SetActive(true);
Debug.Log("ALLBUSINESSHASOPENED-COUNTING DOWN FOR ENDOFGAME

LEVEL!ITI™);
ENDOFGAME = true;
}
}
if (Other.tag == "BUSINESS3SUCCESSCOLLIDER")
{

if ((BUSINESS1HASOPENED == true) && (BUSINESS2HASOPENED == true) &&
(BUSINESS4HASOPENED == true))

{
OpenPanelAllBusinessSuccess.SetActive(true);
Debug.Log("ALLBUSINESSHASOPENED-COUNTING DOWN FOR ENDOFGAME

LEVEL!!I11™);
ENDOFGAME = true;
}
}
if (Other.tag == "BUSINESS4SUCCESSCOLLIDER™)
{

if ((BUSINESSIHASOPENED == true) &% (BUSINESS2HASOPENED == true) &&
(BUSINESS3HASOPENED == true))

{
OpenPanelAllBusinessSuccess.SetActive(true);
Debug.Log("ALLBUSINESSHASOPENED-COUNTING DOWN FOR ENDOFGAME

LEVEL!III™);
ENDOFGAME = true;

}

}
}
}
Napdptnua 5.9

UnderwaterLabyMusic(Script):

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

using UnityEngine.UI;

using System;

[RequireComponent (typeof(AudioSource))]
public class UnderwaterLabyMusic : MonoBehaviour

{

public Slider healthbar;

void OnTriggerEnter(Collider UnderwaterLabyMusicCollider)

if (UnderwaterLabyMusicCollider.tag == "Player")
{

AudioSource audio = GetComponent<AudioSource>();
audio.Play();
Debug.Log("UnderwaterLabyMusic");

void OnTriggerExit(Collider UnderwaterLabyMusicCollider)

¢ if (UnderwaterLabyMusicCollider.tag == "Player")
{
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
¥
}

// Use this for initialization
void Start()

{
}

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

{
if (healthbar.value <= 0)
{
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
}
}
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BackupMusic(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UT;

using System;

[RequireComponent (typeof(AudioSource))]
public class BackupMusic : MonoBehaviour {

public Slider healthbar;

public AudioClip audioClipil;

public float BackupMusicDelay = 5f;

float BackupMusicTimer;

private bool CastleMusicActive = false;

private bool LargeBridgesMusicActive = false;
private bool BuildingslMusicActive = false;
private bool Buildings2MusicActive = false;
private bool AladdinsCarpetMusicActive = false;
AudioSource audioSource;

[Range(@, 1)] public float audioClipVolumel;
private bool UnderwaterLabyMusicActive = false;
private bool StairslMusicActive = false;
private bool RpgMusicActive = false;

private bool CatacombslMusicActive = false;
private bool Catacombs2MusicActive = false;
private bool Catacombs3MusicActive = false;
private bool Cascading = false;

void Start()

{
audioSource = GetComponent<AudioSource>();
audioSource.loop = true;
Cascading = false;

}

void OnTriggerEnter(Collider Other)

if (Other.tag == "CastleMusicCollider™)
{

CastleMusicActive = true;
audioSource.Stop();

if (Other.tag == "LargeBridgesMusicCollider™")
{
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LargeBridgesMusicActive = true;
audioSource.Stop();

(Other.tag == "BuildingslMusicCollider")

Buildings1lMusicActive = true;
audioSource.Stop();

(Other.tag == "Buildings2MusicCollider")

Buildings2MusicActive = true;
audioSource.Stop();

(Other.tag == "AladdinsCarpetCollider")

AladdinsCarpetMusicActive = true;
audioSource.Stop();

(Other.tag == "UnderwaterLabyMusicCollider")

UnderwaterLabyMusicActive = true;
audioSource.Stop();

(Other.tag == "StairslMusicCollider")

StairslMusicActive = true;
audioSource.Stop();

(Other.tag == "RpgMusicCollider")

RpgMusicActive = true;
audioSource.Stop();

(Other.tag == "CatacombslMusicCollider")

Catacombs1MusicActive = true;
audioSource.Stop();

(Other.tag == "Catacombs2MusicCollider")

Catacombs2MusicActive = true;
audioSource.Stop();
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}

}
if (Other.tag == "Catacombs3MusicCollider")
{
Catacombs3MusicActive = true;
audioSource.Stop();
}
if (Other.tag == "FallingEdgeCollider™)
{
Cascading = true;
audioSource.Stop();
}

void OnTriggerExit(Collider Other)

{

if (Other.tag == "CastleMusicCollider™)
{
CastleMusicActive = false;
}
if (Other.tag == "LargeBridgesMusicCollider")
{
LargeBridgesMusicActive = false;
}
if (Other.tag == "BuildingslMusicCollider")
{
BuildingslMusicActive = false;
}
if (Other.tag == "Buildings2MusicCollider")
{
Buildings2MusicActive = false;
}
if (Other.tag == "AladdinsCarpetCollider")
{
AladdinsCarpetMusicActive = false;
}
if (Other.tag == "UnderwaterLabyMusicCollider")
{
UnderwaterLabyMusicActive = false;
}
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if (Other.tag == "StairslMusicCollider")
{
StairslMusicActive = false;
}
if (Other.tag == "RpgMusicCollider")
{
RpgMusicActive = false;
}
if (Other.tag == "CatacombslMusicCollider")
{
Catacombs1MusicActive = false;
}
if (Other.tag == "Catacombs2MusicCollider")
{
Catacombs2MusicActive = false;
}
if (Other.tag == "Catacombs3MusicCollider")
{
Catacombs3MusicActive = false;
}
}
// Update is called once per frame
void Update ()
{

BackupMusicTimer += Time.deltaTime;

if ((CastleMusicActive == false) & (LargeBridgesMusicActive == false) &&
(BuildingsiMusicActive == false) && (Buildings2MusicActive == false) &&
(AladdinsCarpetMusicActive == false) && (UnderwaterLabyMusicActive == false) &&
(StairslMusicActive == false) & & (RpgMusicActive == false) && (CatacombslMusicActive
== false) && (Catacombs2MusicActive == false) && (Catacombs3MusicActive == false) &&
(Cascading == false))

if (!audioSource.isPlaying)

{
if (BackupMusicTimer >= BackupMusicDelay)
{
audioSource.PlayOneShot(audioClipl, audioClipVolumel);
Debug.Log("BackupMusicEnabled!!!!");
}
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Napdaptnua 5.10

FallingDeath(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine.UT;

using UnityEngine;

using System;

public class FallingDeath : MonoBehaviour

{

public GameObject player;
public Slider healthbar;
Animator anim;

private bool Cascading = false;

void OnTriggerEnter(Collider theCollider)

{
if (theCollider.tag == "FallingEdgeCollider")

{
Cascading = true;
healthbar.value -= 100;
Debug.Log("Cascading");
Cascading = false;

// Use this for initialization

void Start()

{
anim = GetComponent<Animator>();
Cascading = false;

// Update is called once per frame
void Update()
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Napaptnua 5.11
LightFlicker(Script):

#pragma strict

var flickerSpeed : float = 0.07;
private var randomizer : int = ©;
while (true) {
if (randomizer == 0) {
GetComponent.<Light>().enabled = true;
}

else GetComponent.<Light>().enabled = false;
randomizer = Random.Range (0, 1.1);
yield WaitForSeconds (flickerSpeed);

AladdinsCarpetFlying(Script):

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.UI;

using System;

[RequireComponent (typeof(AudioSource))]
public class AladdinsCarpetFlying : MonoBehaviour {

public GameObject TheAladdinsCarpet;

// Use this for initialization
void Start ()

{
}
void Update()
{

}

void OnTriggerEnter(Collider AladdinsCarpetCollider)
{
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if (AladdinsCarpetCollider.tag == "Player")
{

TheAladdinsCarpet.GetComponent<Animation>().Play();
AudioSource audio = GetComponent<AudioSource>();
audio.Play();

Debug.Log("AladdinsCarpet");

}
}
void OnTriggerExit(Collider AladdinsCarpetCollider)
{
if (AladdinsCarpetCollider.tag == "Player")
{
AudioSource audio = GetComponent<AudioSource>();
audio.Stop();
}
}
}

CustomObjectDestroyer(Script):

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

public class CustomObjectDestroyer : MonoBehaviour
public DestructibleObject _targetForDestruction;
private void Start()

{
}

private void Update()
{

}

void OnTriggerEnter(Collider theCollider)
{

if (theCollider.tag == "Player")
{
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_targetForDestruction.SimpleDestroyObject();

Controlinformation(Script):

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

public class ControlInformation : MonoBehaviour

{

public GameObject OpenPanelControlInformationDetails;

void Start()
{

OpenPanelControlInformationDetails.SetActive(false);

void OnTriggerEnter(Collider ControlInformationDetailsCollider)

{
if (ControlInformationDetailsCollider.tag == "Player")

{

OpenPanelControlInformationDetails.SetActive(true);

}

void OnTriggerExit(Collider ControlInformationDetailsCollider)
{

if (ControlInformationDetailsCollider.tag == "Player")
{
OpenPanelControlInformationDetails.SetActive(false);
Destroy(gameObject);
}
}
private bool IsOpenPanelBusinesslActive
{
get
{
return OpenPanelControlInformationDetails.activeInHierarchy;
}
}
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void Update()
{

}

PauseGame(Script):

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

public class PauseScript : MonoBehaviour {

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

{
if (Input.GetKeyDown(KeyCode.Escape))
{
if (Time.timeScale == 1)
{
Time.timeScale = 0;
Debug.Log("Paused");
}
else
Time.timeScale = 1;
}
}
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