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Euxaplotiec

Mo TV entuyn ekmovnon Tng mapoloog SUTAWMATIKAG SlatplPrg Ba nBeAa MPWTIoTWES va amodwow TLg
BepuéG pou euxaploTieg otov emPAENOVTO KABNYNTH K. OgUoTtokAr MNMovaylwTomouAo, yla TV CUVEXH
eniPAen kat kaBobrynon tou kab’ 6An tnv SLApKeLa TNG MPOOTIABELAC AUTAC 0 OAa Ta oTAdLA, KABWG
KOlL TNV eVBAppUVON YLa €PEUVA KAL EVOOXOANGCN HLE TO OVTLKE(PEVO QUTO.

Ev ouvexela, Ba nBela va guxaplotiow OAOUG TOU KABNYNTEC TOU TIPOYPAUUATOC OTIOUSWY yLal TLG
ONUOVTLKEC YVWOELG KOl EUTELPIEC TIOU QMOKOULOO OO TO TAPOV TPOYPAUUA OTmoudwv
napakoAouBbwvtag TG SloAé€elg toug. EmumpdoBeta, Ba nBeha va euxaploTiow LSLaitepa TOUG
OUUPOLTNTEG KOV yLa TV TIOAUTIUN BonBela Kat TV avtaAlayn YVWoewyY Kal arnmdyewv mou cuvéBalav
OTNV EMITUXN OAOKANPWON TWV GIOUSWV LOoU.

Télog, BEAW va €UXOPLOTAOW TOUC YOVEIC HOU yla thv TOAUTIUN umootnplén, evBdppuvon Kol
OUUMOPAOCTACH TIOU LOU TIAPEXOUV OAQL QLUTA TAL XPOVLA.
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MepAnyin

Itnv mapovoa SUTAwUATIKA Mopabétetal o Tpomog vAomoinong tou TRY TO LIVE, mou eivat
Bwreomayvidt emiPBiwong BoAwv mpwtou nmpocowrou (First Person Shooter Game), pe tnv xprion
Tou Unity kal tng yA\wooag nmpoypappatiopol C#.'Yotepa amod pia Loaywyn Kal Ula YEVIKOTEPN
TPOCEyyLlon MAvw ota Bivieo maiyvidla, yivetal pia mapouaoiaon yla TG LNXaVES TpLodLAoTATWY
YPOPLKWV Kal TNV YAwood TPOYPOUHATIOMOU TIou XpnoLdomnolnonke. Katomw, avadépovtal ot
npodlaypad£g mou amattolvTaL amd €vayv UTTOAOYLOTH yLa va TPEEEL N epaployn Kal e€LloTopeitatl
n mAokn (back story) mavw otnv onoia Baociletat to TRY TO LIVE. AkoAoUBwg, mapouctaletal n
oxebloon Twv dlampoowrnolwy TnG epapuoyng kot mapatiBevral ta dtadopa scripts pall pe Tig
Aewtoupyieg touc. TENOG, yiveTal AemTopepn¢ avaAluon tou gameplay tou mawxvidiou pall pe
screenshots.

Abstract

In this dissertation we present the TRY TO LIVE first-person shooter survival video game which has been
developed by using the Unity 3D Engine 2019.4.20f1 along with the CH# programming language. After an
introduction and a general approach to video games, we mention the software engines of the gaming
industry and a short introduction to C#. Then, we provide the specifications required by a computer to
run the application and the back story on which it is based. Next, we present the application interfaces as
well as the C# scripts that run behind it, along with their functions. Finally, the dissertation contains a
detailed analysis of TRY TO LIVE gameplay with screenshots.
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1 Evcaymyn

1.1 Etoaywyr oto TRY TO LIVE

H epyaocia elvatl epmveuopévn amo apketd Stdonpa mayvidla emiBiwong onwe yla mapadeyua to Left 4
Dead 2, to Destiny 2, Alien Isolation kat @AAa. To mauyvidL autd eival single-player kot £€tol Ba umtapxet
gvag yapaktipac. O xpnotng UToAoyLoTH XElpileTal HEOW TTANKTPOAOYLOU KO TIOVTLKIOU €vav TaiKTn
TPWTOU TIPOCWTIOU WE OKOTO va KlvnBel otov xwpo mpoomabwvtag va GTACEL GTOV IPOOPLOUO TOU,
SnAadn éva omiti otov xaptn, anodelyovtog eunoddia Kat emiBlwvovtag and toug exBpoulc. H kivnon tou
glval tpog OAeG TIC KATEUOUVOELG KaL ETLITPOCOETA Umopel va KAveL AApa Kol va okU P eL. ETtumA€ov, pmopet
va emiteBel pe 6 omha pe Sladopetikd Tpomo enibBeong oto kabéva. Katd tnv Slapkela tou mayvidiol
gsudavilovral tuxaia otov xaptn dVo £i6n exBpwv (NPCs) tou meputoAolV TNV MEPLOXN KAL AV EVTOTIIOOUY
ToV Xprotn Tou enutiBovtal. AVOAUTIKOTEPA Ba SoUE OTNV CUVEXELA TNC SUTAWUATIKNAG.

1.2 Eloaywyn ota video games

Ztnv enoxn mou {oUe ta video games €xouv YIVEL €va avamoomooTto KOPMUATL Tou eAeUBepou
HoG xpovou. ONoéva Kol TIEPLOCOTEPOL XPHOTEG NAEKTPOVIKWY CUCKELUWV Ttailouv video games
oav xourt. Auth n {Atnon Kat n dnpotikotnTa twv Bvteomatyvidiwy dev £xel adnoet adtadopn
™V Blopnyavia, kabwc mapakoAouBoU e va yivovtal emevdUoelg Kot e€ayopeg studio moAAwv
SloeKATOUHUPLWY eVpw EemepvwvTag Kal TNV Bopnxavia tawvwwy tou Hollywood, pe npéodato
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napadeypa tnv e€ayopad tng Activision amoé tnv Microsoft pe pa cupdwvia va ¢ptavel ota 70
61¢. SoAapla. Nocod pekop yLa Tov KAAS0, TTou PpLyoupApEL VAL YIVETAL O TILO ONUOVTLIKOG OTOV TOUEQ
™¢ Puxaywylog.

Qotooo, ta Bteonatyvidla katakpivovtal yia tnv npoBoAn ¢ Blag o vedTtepes NAKIEG aAAd
Kall Tov €B1od Tou TtpokaAouv. MapoAa autd, Ta video games apKeTEC GOPEC TAPATNPOULE va
€Xouv OeTIKEG OUVEMELEG otnv uyeia kat otnv Yuyxoloyia. Emiong, xpnowuomolovvtal yla
ekmaidbevon aAAd Kol TPOCOUOIWON KATOOTACEWY, KOWWVIKWV TPOBANUATWY, TEXVOAOYIKWY
TPOPBANUATWY, LATPLKAG KATL. AUTO €XEL OQV ATIOTEAECHA VA UTIAPXOUV TTIOAAQ SladopeTikad nén
BvteomayviSLwy OMwWE OTPATNYLKAG, aywvwy, Spacnc, pOAwV, TTEPLTETELAC, Tposopoiwan {wNg,
emBilwong kat aAAQ.

1.3 Oplopog video game

Kata tnv amoyn pou o 1o opBOC oploPOC TTOU MPOKUMTEL yla Ta Bvteomnalyvidia anod tv
BBAloypadia kot To Stadiktuo gival 0 MOPAKATW:

Buwteomauxvidt (ayyAwkd: video game) opiletal kdBe mawxvibL mou ekteAeital pe tnv Xpnon
TEXVOAOYLOG. JUOKEVEC EKTEAEONC TWV PLVTEOTALXVIOLWVY Elval Ol NAEKTPOVIKOL UTTOAOYLOTEG,
KovoOAeg Bvteomatyvidiwy (PlayStation,Xbox, Nintendo Switch etc. ) kivnta tnAédpwva kot GAAa.

2 Ewcoymyn otic Mnyavég maryvioloy
Kol 6710 Al

2.1 Mnxaveg matyvidLwy

Mo tnv dnuoupyia evoc video game sival amapaitntn n xpnon evog engine.Mua pnyovi moyvidlou eival
éva cloTnUa Aoylopikol oxeSlaopévo yla TNV avamtuén Kot tTnv dnuloupyia video games .Mwo
OUYKEKPLUEVA £va engine amoteAeital omd Hlo CuVIoTAUEVN SPAONG KoL EVEPYELWV EVOC CUVOAO
AoylopwkoU Tou ektelel PBaolkég Asttoupyleg eviog TnG ebapuoync, omwes animation (3D edpapuoyEg),
avamnopoaywyn Nxwv, pnxovn ¢ucikng (physics),texvntr) vonuoouvn, OmeLKOvIon YPadpLKWY OTOLXELWV
(renderer), scripting kat dlaxeiplon mopwv umoAoyLoTr (KApTa YypodLKWY, EMEEEPYACTEC, UVALN K.0.) OTTO
TO POYPOLUA KAL TIPOCAPLOYH TOU AOYLOULIKOU yLot EKTEAECT O SLoPOPETLKA AELTOUPYLIKA CUOTHLATAL.

H uAomoinon omoloudnmote Bvteonalyvidloy, aveoptnTou HeyEBoOUG, amaltel TEPAOTIOUC MOPOUC OF
hardware, software, xpovou KaL TpoowTlkoU. MNa auTto Tov Adyo n Stadikacia Kataokeun g OANEG hOpPEG

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng



MetarTuyiokr) AiaTpin PwT1adng dwriog

olkovopLkomoleltat, dnAadn n (Sl engine xpnowlormnoleital yia ditadopetikd Bvteomatyvidia. Tuvnbwg
ta studio xpnowpomnolovv Stadopa engines,yla mapdadetypa Amazon Lumberyard,CryEngine k.a. wotdéco
oL TILo SLaSeSOUEVEC LNXOVES KATAOKEUNG TTalyviSLwy, elvat n Unity kat n Ureal. Télog va avadépoupe
OTL T Mo peyala studio va kataokeualouv Kal XpnoLpomololv Thv SikLd toug engine (Bungie, CD Project
Red k.a.)

2.2 Unreal Engine

@ UNREAL ENGINE

H Unreal elval pa amo g kopudaieg engines yLa tnv KATOOKEUH BLVTEOTIALXVLOLWV Kol EK6OBNKE amo Tnv
Epic Games 10 1998.0swpeital oxetikd PpLALKr TIPOG 0TOV XPHOTN, VW UTtapxel TAnBwpa BLRAloypadioc
OXETIKA Me autiv. Xpnlet duvatr yla omoladnmote UAomolnon mavidlol Kal o€ omoladnmoTte
mAatdopua. EmumpocBeta, ypnolpomoleital kol os Blopnxavieg Omwg TIC auTtoklvntoBlopnxavieg,
OPXLTEKTOVLKEG OTITIKOTIOLAOELG K.al. AUTO TNV KaBLotd tnv Kopudaia pnxavr mayvidlwy yla el8Lkoug.
MNapadelypata mayvidiwy mou vAomotBnkav pe Unreal ivat: PlayersUnknownBattlegrounds, Fortnite,
Unreal Tournament k.a.

MAsovektAuota Unreal:

e YrmootnplEn OAwv Twv MAathopUwV.
e Open source Mnyaiog KwWSIKAC.

e  Blueprints.

e PeaAlotikd ypadLka.

e [loAU amodoTiko engine.

Melovektriuato Unreal:

e JxeSlaopévn katd Bdon ya 1%/3™ person shooter.
e Xprjon C++ yLo TPOypPaUUATIOUO.

e Aev unootnpilel mAéov 2D epaployEC.

e [leploplopévo asset marketplace.
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o [leploplopévn KOWVOTNTA TIPOYPOLLOTLOTWV.
e ApKeTd peydAo build time.

2.3 Unity Engine

& unity

H Unity elvatl pa amod tig Kopudaieg engines yla tnv Kataokeun Blvteomatyvidiwy Kat ek660nke amo tnv
Unity Technologies to 2005 kupiwc yta MacOS, aAAd orjpuepa umtootnpilel avamntuén video games ylo OAEG
TI§ mMAathoppeg. H avamtuén nayvidlwy pe tnv Unity elvat mo mpooBActiin yla To Koo, e CNUOVTLKN
UTIOOTAPLEN avAyvwon Tng 080vng. Xpnowomoleital kot auth yla dAa £6n dla SpacTikwy edpappoywy
OTIWC EKTIALSEUTIKEG €EOLOLWOELG, Kvnpatoypddog k.a. Oco adopd ta moatyvidio petafd moAAamiwy
mAatdpopuwv(cross-platform) yapaktnpiletar n kopudaio tou €idoug. Emiong yapaxtnpiletal to
MPWTONOPO engine yLa avamtuén moyvisLwy yla Kvnta os cvotnuo Android. Mapadeiypota mayvisiwv
niou ulomotBnkav pe Unreal eivat: Pokémon Go, Cuphead, Fall guys k.a.

MNAsovektAuoto Unity:

o YmootnplEn 0Awv Twv mMAatdopuwy.

e MeydAn KowvoTnTo MPOYPAPUATIOTWY Kal SLadLKTuaKr) umootnpLen,
e Ymoothptén 2D edpappoywv.

e [pryopo build time.

o Xpnon C# yLa mpoypopOTIONO.

Melovektiuato Unity:

e Amnayodpeucn otov mnyaio kwdka(source code).

e Juyvd mpoPAfuata otnv anddoon (r.x. MonoBehaviour).

e OxLt600 peaAloTikd ypadkd 6mwe n Unreal,aAAd umtdpxel onpavtiky BeAtiwon pe to mapeABov.
o  OuLvéeg Aettoupyieg (Visual Scripting) dev €xel SoKLLOOTEL APKETA.
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Baosl OAwv Twv TapaAmavw Kol umoAoyilovtag TNV HeyalUTepn TPOOWTILKA HOU €€OLKELWON HE TNV
YAwooo mpoypapupoTiopoly CH#, aAld kal tTnv mAnBwpa UALKOU Tpog épeuva (tutorials oto internet,
BBAoypadia k.a.) emhéxBnke n xprion tou Unity Engine yia tnv vAomoinon tou TRY TO LIVE. Mo
OUYKeKpLUEva n £kSoon 2019.4.20f1,n onoia mepAapBAveL Kal pakpoxpovia urtootnptén amo tnv Unity.

2.4 ATOUTACELG CUOTALLATOC

Ol EAAXLOTEC QTALTAOELG TOU UTIOAOYLOTLKOU CUOTAMATOG yla TNV uAomoinon Bvteomnaiyvidiwv
otnv €kdoon 2019.4.20f1 cuudwva pe Tnv Unity mapouactdlovtal 0To Mapakatw ivaKa:

Minimum

. Windows
requirements

Operating system Windows 7 (SP1+), Windows 10 and

version Windows 11, 64-hit versions only.

CPU X064 architecture with SSE2
instruction set support

Graphics API DX10, DX11, and DX12-capable GPUs

Additional Hardware vendor officially supported

requirements drivers

Emiong, oL €AAXLOTEC QMALTAOELC TOU UTIOAOYLOTIKOU OUCTHUOTOC Ylo TNV €KTEAEON
Bwreomavibwwyv otnv €kdoon 2019.4.20f1 ovudwva pe tnv Unity mapouotdalovtal oto
TIAPOKATW TTivaKaL:

Operating system Windows

Operating system Windows 7 (SP1+), Windows 10

version and Windows 11

CPU ¥86, x64 architecture with SSE2
instruction set support.

Graphics API DX10, DX11, DX12 capable.

Additional Hardware vendor officially

requirements supported drivers.
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To ocloTnua OTo omolo avamtufape Kol eKTEAECAUE TNV edappoyrn €XEL TIG TAPAKATW
npoSlaypadeg :

e Aettoupyko ocvotnua:Windows 10 Home 64 bit
e Enefepyaotic: Intel i3-4160 @ 3.60 GHz

e MvnAun: 8 Ram

e Kapta ypadwkwv: NVIDIA GeForce GTX 750

2.5 Eloaywylka otolyela yla tnv C#

Onwg avadépape yla tnv uAomoinon tou Puteomaxvidlov xpnolpomolndnke n yAwooo
TIPOYPOUUOTIOMOU CH n omola €tpefe péow tou Visual Studio 2019. H C# dnuioupynBnke and tnv
Microsoft péow t¢ mAatdpopuag .NET pe okomo va ival pio armAr avilkelpevootpadng yAwooa
yla Yevikn xpnon, davelllopevn moAAa otolxeia amo tnv C++ kal tnv Java.Exel mapopola ouvtaén
pe tnv C++ kat tnv Java aAA@ Sev mapayel kateuBeiav kKwdika aAd éva evSLAUETO.

H avamrtuén tng Asttoupyikotntag Stadopwv game objects otn Unity yivetal péow C# scripts.
Autd aAAnAoemidpolv HeTafl TOUG HE OKOTO TNV Snuloupyia OAWV TwWV AELTOUPYLWY TWV
interfaces, Tng AettoupykotTnTag Tou avatar (kivnon, enibeon, kapepa maiytn K.o.) aAAA Kal TV
emBupunty ouuneptdpopd twv NPCs. H ocuunepipopd twv NPCs eivat sudung, dnladn
Xpnotpomnolouvtal TexVIKES Texvnt¢ Nonuoaouvng, Kol CUYKEKPLUEVA Mnxaveg Memepaopueévwy
Kataotdoswv (Finite State Machines). Oa ovaAUCOUHUE TEPATEPW TA  SCripts Tou
Bteomalyviblou oTnV CUVEXELD TNEG SUTAWUATIKNAG.

2.6 Texvntn vonuoouvn ota Buvteomalyvidla

Yta Bvteomatyvidila, n texvnt vonuoaouvn (Al) xpnowpomoleital yia T dnutoupyia embupntwy
N €Eunvwv cupmepldpopwyv Kuplwe oe Xopaktnpeg xwpic maikte¢ (NPC) mapOuoleg pe ThV
avBpwrivn vonuoolvn. H Ttexvnt vonuoouvn OmoteAel avaAMOOTAOTO WUEPOG TWV
Bteomayviduwy amno tnv évapén toug. To Al ota Bvteomalyvidia eival éva Eexwplotd umnod nedio
KOl XPNOLLeVEL otnv PBeAtiwon NG eumelpiog tou matyvidlol. Katd tn xpuon €moxn twv
Bwreomavibiwy “Arcade”,n 6éa twv avtutdAwv TG TEXVNTAC vonpoouvng 6tadobnke oe
peYaAo Babuo pe tn popdn KALLAKWTWVY eMMESWV SuokoAiag, Slakpltwy HoTIBwVY Kivnong Kat
YEYOVOTWV £VTOC Tou Ttalyvidlol mou efaptwvtal amo tn cupBoAr tou maiktn. Ta cluyxpova
nayvidla ouxva epapuolouv UTIAPYXOUOEC TEXVIKEG OTIWE N EUPECH LOVOTIOTLWV KoL Ta SEvtpa
amodacewv yLo va kabodnyrnoouv tig evépyeleg Twv NPC. H texvntr vonuoouvn XxpnoLlomnoLeitat
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OUXVA OE UNXAVLIOUOUG TIou eV lval Aeca opatol oTov Xprotn, onwg n e€6puén dedouévwv
KalL n mapaywyn SLadlkaoTIKoU TEPLEXOUEVOU.

O 6pog "nayvidt Al" avadépetal o€ €va PeyaAo cUVOAo aAyopiBuwyv mou mepAapuBavel emiong
TEXVLKEG Ao TN Bswpla eAEyXou, TN POUTOTIKN, TA yPADIKA UTIOAOYLOTWYV KAl TNV EMLOTAKN TWV
UTTOAOYLOTWV YEVIKA.

To Al xpnOWOTOLE(TE O€ pLa LeyAAN TOLKIAL amtd apkeTa avopola media péoa og Eva matyvidl.
To mo mpodaveg eival otov éleyxo omotoudnmote NPC oto matyvidi, av kat to "scripting"
(6€v6po amodacewv) elval ML TOU MTAPOVTOC TO TILO KOO PESO eAEyxou. Ta dévipa anodpAacewv
KataAfnyouv ocuxva oe emavalapBavopevn cuunepidopd, amwAsla eufuBong i avwuoAn
oUUTEPLPOPA OE KATOOTAOELG TToU Sev eiyav oXeSLAO0EL OL TPoypapUATIOTEG. To Pathfinding, pa
AaAAN peBodoloyia tou Al, epdaviletal eUPEWC OE TOLXVIOLO OTPATNYLKAG OE TIPAYUATIKO XPOVO.
To Pathfinding eivat n péBodoc yla tov npoadloplopo tou Tpomou petadopac evog NPC amod éva
onueilo evog xaptn oe AaAlo, Aappavovtoag umoyn to £€6adoc Kal Ta gumodia. ApKeETA
Bwrteomalyvidla xpnolpomnolouv cuxva ypriyopn Kat arnAn "dtadpopur Bacel mAéypatog”, Omou To
€dadog xoaptoypadeital o €va AKAUMTO TAEYLO OHOLOHOPPWVY TETPOAYWVWV KAl EVaC
oAyoplBuog evpeong povomatiwv onwg A* n IDA* edpapuoletal oto mAéypa. Avti yla éva
QKAUTITO TAEYUQ, OpLopEva  Talxvibla  xpnoldomololv  akavoviota  TIoAUywva Kot
OUVAPLOAOYOUV €va ALY TTAONYNONG Ao TIC TIEPLOXEG TOU XAPTN OTLG OMOLEC UmopolV va
niepriatrioouv ta NPC. Q¢ tpitn néB0dog, uepkég popEC eivat BOALKO yLa TOUC TIPOYPOLUOTIOTEC
VA ETUAEYOUV LE 1N QUTOUATO TPOTo "onueia Stadpoung"” mou Ba mpEmeL va Xpnotpomnolouv Ta
NPC ywa tnv mAonynon. To mpOBAnUa TOU TPOKUTTEL €lval OTL TETOLA ONUELD Hmopouv va
Snuoupynoouv aduoikn kivnon. EmutAéov, ta onueia dStadpoung telvouv va €xouv XELPOTEPN

TRY TO LIVE: Avarrtuén Bivreotraiyvidiol £mRiwong BoAWY TTpWTOU TIPOCWTTOU WE TNV BorBela TexvnTAg vonuoouvng
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anodoon amod ta MAEypata TAonynong o€ ToAUmAoka meplBaAdlovta. Mépa amo T OTATLKA
€UPEDN MOVOTATLWY, N TAoRynon eival éva umo nedio TG TeXVNTNE vonuoouvng matyvidlou mou
eotialel oto va dwoet ota NPC tn Suvatdtnta va mponyouvtal o€ éva Suvaplko meptBailov, va
Bpiokouv pia dtadpopur mpog Evav otoxo anmodeVyovVToG CUYKPOUOELG e AAAEC OVTOTNTEG (GANO
NPC, naikteg k.a.) ) va cuvepyalovtol (opadikr mhonynon).

MoA\& oUyxpova Bivteomatyvidla eumintouv otnv Katnyopia tng dpdong, PBoAng mpwrtou
TIPOCWTIOU 1) TNC TMEPUTETELNG. 2TA TIEPLOCOTEPA ATIO AUTA Ta (6N Tayvidlwy, UTIAPXEL KATIOLO
eninedo paxng mou AapPavel xwpa. H ikavotnta tou Al agent va €lval amoTEAECUATIKOG OTN
HAXN €lval onUOVTLKA 0€ aUTA ta €16n. Evag Kowvog oToX0g TwV POYPAUUATIOTWY CAUEPO Elval
va yivel To Al o avBpwrivo 1 TouAdxlotov va daivetal €tol. Eva amo ta mo BeTikd Kot
OTOTEAECHOTIKA XOPAKTNPLOTIKA TIOU UTAPXOUV ota cUyxpovo Puteomalyvidia Al eival n
Lkavotnta Kuvnywou. To Al apxikd avtédpaoe pe TIOAU TPOPBANUATIKO TPOMo. Edv o maiking
BplokoTav O€ Lo CUYKEKPLUEVN TEPLO)XN, TOTE To Al Ba avtidpouoe eite Pe eVTEAWG ETUOETIKO
TPOMO £ite Ba TAV EVTEAWCG AUUVTIKO. Ta TEAEUTAL XpOVLa EXEL ELCaXOEL N LOEX TOU «KUVNYLOU».
Z€ QUTAV TNV KATACTAON «KUVNYLOU», N TEXVNTA vonpoouvn Ba avalntrosl peaAloTikoUg SelKTEC,
OTIWG NXOUC TIOU TIAPAYOVTAL ATtO TOV XOPAKTAPA i LYV TTOU UTMOPEL va £XouV adrOEL TILOW TOUC.
AUTEG oL e€elifelg TEAKA eMITPEMOUV Hla TILO oUVOeTn popdr mayvidiou. Me autd To
XOPAKTNPLOTIKO, O TIALKTNG UIMOPEL TTPAYUATIKA VA OKEDTEL TTWC VO TTANCLACEL I Vo amodUYEL Evav
€X0p0. AUTO elval £va XapaKTNPLOTIKO Tou €ival Wolaitepa dtadeSopévo oto £idog stealth.

H akadnuaikni Texvnti vonuoouvn Umopel va maifel onpavtikd polo evidg tou Game Al, ektog
™G mapadoolakng avnouyiog tou eAéyxou Tng cupmnepldopag tou NPC.

-Movtehonoinon eumelpiag maiktn: AAKpLON TNG KAVOTNTAC KOl TNG OUVOLOBNUATIKAG
KOTAOTOONG TOU TAKTN, £T0L WOTE VA MPOooapUOleTal KatdAAnAa to malyvidl. Autd umopel va
nepthappavel duvaulkn eflooppomnon SuokoAlag mawxvidlou, n omola ocuvictatal otnv
npooapuoyn tg SuckoAiag og éva Blvteomalyvidl o MPAYHATIKO XPOVO UE BAon TNV LKavoTnta
TOU TallkTn.

-Anuoupyia SLadlkaoTikoU TepLEXOUEVOU: Anuoupyila otolxeiwv Ttou meplBAAAOVIOG TOU
mavidlol, onwg TmepBalloviiké  ouvBnkeg, emimeda, OKOWN KAl  MOUCIKN  HE
outopatomnolnuévo Tpomo. Ot pébodol Al pumopolv va SnULOUPYROOUV VEO TIEPLEXOEVO R Sla
OPOOTIKEG LOTOPLEC.

-E€6puUEn bebouévwv OYETIKA HE TN OUUMEPLPOPA TWV XPNOTWV: AUTO ETUTPEMEL OTOUG
oxeSlaoTéC mayvidlwy va eEEPELVIIOOUV TTWG XPNOLUOTIOLOUV oL avBpwrol To maVvidt, mola
puépn mailouv MEPLOGOTEPO KOL TL TOUG MPOKAAEL VOL OTAUATACOUV va Ta{ouv, EMITPEMOVTOG
OTOUC TIPOYPOAUOTIOTEC VAL CUVTOVIOOUV TO TaltyVidL i va To BEATIWOOUV.
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EvaAloaktikég mpooeyyioelg ota NPC: Autég mepllapfdavouv thv aAAayrn tng pubuiong tou
maxvidLoL yia tn BeAtiwon tng aglomotiog tou NPC kot Tnv e€epelivnon TNG KOWWVLIKAG Ko OXL
NG ATOMLKAG cupnepldpopdac NPC.

2.7 Texvikn Al mou xpnotuormolyBnke:FSM

Mo avVaAUTIKA YLa TNV ELCOY WY TEXVNTAG VonUoouvNg ota Blvteomatyvidla UTIApYoUV TECCEPLG TEXVLKEC:

e Finite State Machines

e Decision Diagrams

e Behavior Trees

e Goal Oriented Action Planning

ITNV CUYKEKPLUEVN SumAwpaTIKA Xpnotpomotdnke Finite State Machines.

OL TPWTEG MPOKTIKEC EPOPHUOYEC TNG LNXOVNE TIEMEPACUEVNC KaTtdotaong (FSM) Al eivat oxedov
TOOO0 MAALEC 000 KaL Ta iSla ta Bvteomatyvidia, adou akoun Kot to eupéws dnuodég "PacMan”
Xpnolpomnoinos éva amd autd Ta KAOOLKA UTIOAOYLOTIKA LOVTEAQ. IxeS0V OAa Ta matyvidia mou
nailape koL TOAAG amo ta cuyxpova matyvidia mou mailovpe akoua xpnolgomnolouv Al mou
Baoiletal oe FSM. Xpnouloroleitat oxtL Hovo yla tn dnuioupyia aflomotwyv aAAnAeTdpaoewv
HETAEU TOU TAUKTN KAl TwV AAAWV xapoktipwv, aAAd yla thv edapuoyn GAAwv Kplolpwv
otoelwv TNG avamntuéng tou matyvidlol, onwe n ypadikn diemadn xpriotn (GUI), o Xelplopog
€lo6dou, ta otolxela eAEyyou Tou maikTn Kat n eEEALEN OTO LOTOPLKO.

‘Eva FSM eival éva adnpnuéVo LOVTEAO UTTIOAOYLOOU TIOU UMOPEL VAL UTTAPXEL O€ Hia KOTAOTAON
KABe dopd (tpéxouoa KATAOTAON), EMAEYUEVO ATIO IO TIEMEPACUEVN EMAOYN TLHWV. Me dAAa
AOyLa, KaOe kataotaon eival povadikr Kal apotBaio amoKAELOTIKN KOL ETIOUEVWG TIEMEPOOHUEVN.
Elodyel orjpa otav To pnxavnua Wopel val aAAAGEeL amo TNV apxLkr KOTAOTOON OTNV EMOUEVN OF
pLo petaBoon mou opiletal ano tn dtadikaoia.

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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To anotéAeopa gival éva amioteuta amAo aAAAG KOO LOVTEAO TTOU TTAPEXEL OAEG TLG ATIOVTIOELG
TIOU XPELALOVTAL OL TIEPLOCOTEPOL TIPOYPAUUATIOTES T VLIOLWY, ELOIKA ETELSN €lval APKETA ATAO
TIOU MTOopEel va XpnolgomolnBel akopn Kal Xwpig mpoypappotiopd. Ot duvatdtnteg Tou
natyvidlol pumopouv va uAomotwnBouv pe tn dnuoupyia Staypappdtwy twv FSM oe anesuBeiag
ypadniuota pia amAi kot katavonth popdn mou Ba pnopolos eUKOAA va PETATPATEL Eava OE
THVOAKEG KATAOTACEWV.

MBavwe n 1o mpodavng Kal EUPEWG XPNOLUOTOLoUEVN edappoyn Twv FSM otn Blopnyavia
TwV Bteomatyvidlwy gival n dnuoupyia oToxeLwdoUG AMOTEAECUATLKAG TEXVNTHS VONOCUVNG.
Mo TTEMEPACUEVN KATAOTAON UIMOPEL va XPNOLUOTOLNOEL yla vl 0ploEL OPLOUEVEG CUUTIEPLDOPEG
Xapaktipwv xwpic Suvatotnta avanapaywyng (NPC), onwg enibeon, meplaywyn N TpELuo.

Energy OK
See small enemy

On Guard I > Fight

ﬁLosing fight
Run away

Yuvoyilovtag, otnv texvikn FSM £xoupe ta € ¢ mMAsoveKkTAATA:

-Mapadoolokd pia amo TG TPWTEC TEXVIKEC oupumeptdpopag NPC.

-MoAU amAnf otnv KaTawvonon.

-MoAu anAf otnv edappoyn xpnotpomnowwvtag SnAwoelg if-then-else.

-ALXWPLOUOC LETAEL TNE SOUAELAC TOU MPOYPOUUATLOTH KoL TWV OXESLAOTWVY TtayviSlwv

-AmAOTKN OTLC CUUTIEPLPOPEG TTOU UIMOPOUV Va EKGPACTOUV

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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3 Xyeotaon tov TRY TO LIVE

3.1 MAokn

To mawyvidt dtadpapartiletal os €va acog oto omnoio {ouv Stadopa {wa Kal 1Bayeveig. ¥to 6Ac0¢ AUTO
£xel Eeondosl mavonuia n omolia £xel petatpéP el OAA Ta OVTA O vekpolwvtavn Kataotaon(zombies). Mo
OUYKEKPLUEVA €£XOUV aANAEEL Lopdr) Kal EyLlvav ETILOETIKA TPO¢ OAa Ta Ovta Ttou Sev BpilokovTal oty LoLd
kataotaon. Ot avBpwrot gywvav kavifalot kal ta {wa capkoBopa. O xapaktneog Hag eival and Toug
povadikoug Tou Sev €xel voonoel kol mpoomnabel va emiBlwosl. O okomog tou eival va amoduyel ta
eunoddia mou Tou BETouy Ta zombies kat va Bpel KATAAUMA O€ €va OTTITL 0TO SACO0C KAl VA TIPOCTATEUTEL

3.2 Elkovikoc Koouog

O kO6opocg Tou Bvteomalyvidlou elval éva open-world map to omnoio avanaplotd acoc.

|

Yav Skybox emi\éxOnke péow tou Asset Store To mapAKATW:

Environment

terial '_Sunrise

Sun Light (Light)

TRY TO LIVE: Avamtugn Bivreotaiyvidiol empBiwong BoAWY TTPWTOU TTPOCWTTOU e TNV BorBeia TEXVNTAG vonuoouvng 16
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To open-world map anoteAsital amno:

e To €dadog, o TUMOC Tou eival To ypaoidt.

e Aévtpa, Ta omola yivovtal auto-generate 600 TPOXWPAEL GTO Map 0 XUPAKTHPAG HOC, AUTOUATN
AelToupyia Tou PO UM PXE OTO asset Tou XPNGOLUOTOLRONKE.

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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e Bpdyxoug, oL omoiol 6Mw¢ ¢aivetal KoL OTNV MAPAKATW €LKOVA amoTeEAoUvVTAL 0 KaBévag amno
collider oav amnotéAeopa va yivovtal eunodlo otov XapakTnpa, o onoilog eite Ba Mpémel va ta
T(POOTIEPAOEL €ITE VA KAVEL AALA QIO TTAVW TOUG

e JImitL, 0 BAOLKOC OTOXOG KAL TOU XOPOKTHPQ, AOTEAELTOL Ao MOAAG HkpOTEPA PEPN. To kKaBéva
MEPOG €XEL KaL Tov S1kS Tou collider.

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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e  Qavapl, To omnoio €xeL to S1ko6 tou collider.

e  KaAUBa, BplOKETAL O KOVTIVA AIIOCTAON ATIO TO OTTITL KOlL AUTH QTOTEAELTOL A0 TIOAAQA ULKPOTEPQL
MEpPN. To kKaBéva PEpog €xeL kal Tov S1k6 Tou collider.

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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EruutAéov, eputohoUv Tov Xdptn dUo NPCs, ol Baoikol exBpol Tou xapaktipo Uog.

e O kavipahog, amoteAeital and nav mesh agent, animations, scripts, nxntiwka kot collider.

e To ayployoUpouvo, amoteAsital kat autd and nav mesh agent, animations, scripts, NYNTIKA Kot
collider.

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng
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TEAOC, OTOV ELKOVLKO LG KOOWO £XOULE KL TOV BOCIKO PO XOpOKTAPA, TTou aAAnAoemLSpd o€ auTov and
TIC ETAOYEC TOU Xprotn. AmoteAeital amnod scripts,NYNTIKA aAAG KoL Tnv Bactkr KAPEPA Tou video game.
ErunpooBeta o xapaktripag £xel €€l Slabéoua omAa. To kaBe o6mAo amoteAeital amod éva script kot
Eexwplotd animations, nxntika, muzzle flash, odaipec i BEAN.

3.3 Ul Ztoela

Mo tov otdxo Tou xapaktipo dnuoupynbnke to Ul Canvas Crosshair ylo va emiteuyxBel n okomeuon.
Mpokelpévou va epdaviletal otov maiytn kad’ 6An tnv Stdpkela tou Bvteomaiyviblou os otabepo onpeio
KOLL TILO CUYKEKPLUEVA OTO KEVTIPO TNG 080vng tomoBetnBnke evtog tou prefab tou maixtn, eddoov n
KEVIPLKA KAapepa £xel “6eBel” pe tov maiytn. Evidg tou Ul Canvas evowpatwBnke n mapakdtw sikova Ul:

EmunpooBeta, Snuioupynbnke Ul Canvas yla tThv €udavion tTwv OTATIOTIKWY {WAG KAl avVToXnG Ttou
xapaktipa. Kabe otatiotiko amoteleitat ano Suo Ul elkoveg pia yia to GpOvto Kat La yla To mpooknvio.H
Ul elkova oto mpooknvio Ba petafarAetal katd Ty Slapkela Tou matyvidlou Baon scripts. TEAog, kABe
OTOTLOTLKO TIEPLEXEL KOLL LA ELKOVA CUPBOALOOU oTNnV apxr Tou pooknviou mou Ba SnAwveLtnv WoLoTNTA
Tou(oTaUPOG yLa TNV Lwh, KEPAUVOC YL TNV avToxh).

TRY TO LIVE: Avarrtuén Bivreotraiyvidiol £mRiwong BoAWY TTpWTOU TIPOCWTTOU WE TNV BorBela TexvnTAg vonuoouvng
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3.4 Hxntwa Ztoela

TNV edapUoyr) CUVAVTAUE TO £EAC NXNTKA oToLXEla:

e Ambience sound: glval n NXNTLKN AMEKOVLON 8AcoUC pe NYou¢ UMWY Kal TTouAlwy Kat Ba mailet
o€ emavaAnydn katd tnv Sldpketa tou PvteomatyviSlou.

e Boar sounds: elval cUvoAo NXNTKWV Iou cuvavtdpe oto prefab boar (nxntiko eniBeong, nxnTikd
TPAUMATIOUOU, NXNTKO Bavdtou, nxnTko adpavelag).

e Cannibal sounds: eivat cUvoAo nxntikwv ou cuvavtdue oto prefab cannibal (nxnTtiko eniBeong,
NXNTLKO Kpauyng, NXNTtiko Bavatou).

e Footsteps sounds: elvol NXNTIKA OMEKOVLON Kivnong Tou xapaktnpa (Nxntko Pnuatiopou,
NXNTKO ypAyopng kivnong, NXnTikd apyng kivnong).

e Guns sounds: NXNTWKA yla Ta OMAQL TOu XopoKtripa (nxog mupoBoAlopol mepiotpodou, nNxog
TUPOPOALOHOU QUTOMOTOU, NXOG TTUPOBOALOMOU KapaUTtivag, NX0G OMALCUOU KOPAUTIVAG).

e Woosh sounds: nxntika yia to TogkoUpL.

TRY TO LIVE: Avamtugn Bivreotaiyvidiol empBiwong BoAWY TTPWTOU TTPOCWTTOU e TNV BorBeia TEXVNTAG vonuoouvng 22
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4 ApLTEKTOVIKT] EQUPUOYNS

4.1 Kevtplko pevou

Ma tnv vAomoinon Tou Keviplkol HeVoOU dnuloupynBnke to scene Main Menu to omoio Ba Ttpéxel mpLv
anod 1o Packo scene tou video game FFPSurvival. Alvel Sta 6paoTikéG eTUAOYEG e aploTEPO KALK OTO
ToVTikL oTOV XpNotn. EVtog Tou scene €XOULE €va canvas Kal eviog autol éva panel mou tonoBetnBnke
glkova. oav ¢ovto. EmutAéov evtog Tou canvas OnuwoupynBnkav To TAAKTPA TOU pEVOU
(Play,Controls,Quit) kot evtog oe autd xpnolponoldnke €va asset textmeshpro, yla ti¢ ovopaoieg kot
VEVLKOTEPQ TO KE(HEVQ, KOBWC TTEPLEXEL TIEPLOTOTEPEC ETUAOYEG OE OX£0N LE TO AmAO text.Ta Tpia MANRKTpa
opadomnolnbnkav o £va Kevd oTolxelo mou ovopdotnke Main Menu, Ue Baon auto dnuLoupyndnke Kot
£va 8e0TepO KeVO oTolyelo TTou Ba ePLEXEL TO PEVOU TWV TTANKTPWYV yLa To Bvteomatyvidl aAAd Kal éva
TANKTpo Back. Autd ta SUo otolxela amoteAoUV Kol TO KEVTPLKO HeEVOU Kal Baon MARKTpwy Ba yivetal n
evaAAayn Toug, n évapén tou video game 1 0 TEPUATLOUOC TOU.

ainMenu
E Main Carmers:
) Directianal Light

) Canvas

) Mainhenu

) QuitButtan
|||
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I TO KEVTIPLKO Pevol SnuloupynBnke to script MainMenu. Onwg Ba SoU e O0TNV MAPAKATW ELKOVA 0TV
public void Playgame emituyxavoupe tnv ¢pOPTWaON TOU EMOUEVOU scene armod auTo rou Ba Tp€eL To script,
£VW We TNV public void QuitGame tepuatiletal to Bvteomayvidt.

MainMenu : MonoBehaviour

PlayGame( )

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

H oelpd e tnv omola oplotnkav ta scene tng epapUoyng:

Mapouotaletal n ouvOAkn Tou opiotnke oto MANKTpo Play wote va yivetat évapén tou game
TPOYLLOTOTOLWVTAG aAAOyN OTa scene:

On Cliek 1)

Runtime Cnly » MainMenu.PlayGame

B Mainhenu (Mza ¢ ]
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Enionc mapouaotdletal n cuvbnkn mou opilotnke oTo MANKTPO Quit WOTE va YIVETAL TEPUOTLOMOG TOU game:

On Click ()

Runtime Only *  MainMenu.QuitGam

B Mainhenu (M

Mo ta mAnktpa Controls kat Back &ev xpeldotnke dSnuioupyla script aAl\a ntav anapaitntn n dnuoupyia
ouvOnKNn¢ amnod To £va PHevou Tpog To dAAo.

Zuvenkn nAnktpou Controls:

On Cliek ()
Runtime Only
Controlshenu

ZuvOnkn mAnktpou Back:

On Click ()
Runtime Only * GameObjec
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Kevtpko pevou:

Mevou MARKTPpWV:
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Me adopun TV TeAsuTala EIKOVA TTAPABETETE Kal TIVOKAC e Ta TTANKTPA TTAOAYNONG KOL EVEPYELWV TOU
naiyxtn:

Evépyela MAnKTpo
MupoBoAlopog LMB
Zoup 6mou RMB
Kivnon Eumpog w
Kivnon Aplotepad A
Kivnon Ag€la S
Kivnon Niow D
Ipyopn Kivnon Shift
Alpo Space
Jkudtn Béon C
ToekoUpL 1
Meplotpodo 2
Kapapumiva 3
Autopato 4
AkovTlo 5
Toko 6

4.2 Kuplo Scene tou TRY TO LIVE

MNa tnv Stadikacia uAomoinong tou TRY TO LIVE ftav anapaitntn n Snuioupyla evog scene (FFPSurvival)
yla TNV eloaywyn Kot tnv epappoopévn Asttoupyio OAwv Twv asset kat prefabs,kaBwg kot Tnv mpoodrkn
scripts oe autd. Mo ouykekpLuéva €ylve dnpoupyla Kal enetepyaocia Tou game ground (asset), Tou
xapaktipa péow tou Player (prefab), tou Ul Canvas (asset), tou Enemy Manager (amoteAeital anod ta
prefab boar kat cannibal) ,tou Ambient Sound. Mo avaAuTtikd cupnepdcpota Sivovtal amod TV eKOvVa
TIOU akKoAOUBEL:
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4.3 Scripts yLa to KUpLo Scene

Y€ autd To onpeio Ba yivel mapouciaon 6Awv Twv script mou édwoav “lwn” oto Pteomnatyvibl. Onwg
simape kot vwpitepa éywve xprion tou Visual Studio 2019 Kot mpoypappoTiopog os CH. MNa tnv KoAUTEPN
Aettoupykotnta Kot Sladopomoinon twv script Snuloupynbnkav ol Mapakdtw OopASeg oL omoleg
amoteAouvTaL:
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-Player Scripts:

AttackScript: Me auTo To script ylvetal o mpoypoaTIoNOC TG eMiBeang Tou xapaKtrpa, opiletal
To Héyebog NG BoAng (odaipa) dSnuioupywvrtag cuvlrkn yia to collider Tou pe amotéAeopa va
£pxetal o emadr pe ta NPCs kal va toug mpokaAel damage.

*HealthScript: 2to cuykekpLEVO script apyLlkd €ywve n apylkomoinon tng (wng twv NPCs Kal Tou
XOPAKTAPO KOL OTNV CUVEXELQ TIPOYPAUOTIOTNKAY OL oUVONKEG e€0UbeTéEPpWONG yla KaBéva amo
auta étav n {wn Toug gival ton pe undév i katw oo pndév. Mo cuykekplueva av e€oudetepwbet
kamowo NPC evepyomoleltat and to script EnemyManager n enavepuda@vion Tou, VW v
efoudetepwOel o maiktng ylvetal emavekkivnon tng epapUoyng.

MouselLook: Script mou adopd Tov TPOYPAUUATIONO TNG KAUEPAC HETOKLVWVTAC TO TOVTIKL O€
kAlpoka 360 polpwv o TPLE Afoveg KaBwG Kal TNV evalobnaia kivnong autou.

**PlayerAttack: Yto mapodv script ulomolBnke n eniBeon Tou XapPAKTHPA, BOCIKEG AELTOUPYIEG
TwV OMAwV onwg To fire rate, xpovoc avapeoa otig emBECeLG, zoom in Kal zoom out.To OAQ UE
odaipeg pubulotnkav va UpoBoAncoUV eite e zoom in €ite He zoom out,evw TO TOEO Kal TO
OKOVTIO HOVO HE zoom in yla TEPLOCOTEPO peaAlopd. Emiong o otoxog (crosshair) sival
EVEPYOTIOLNUEVOC LOVO LLE ZOOm out ota OmAa Ttou TtupoBoAolv odaipeg.
PlayerAxeWooshSound: Me autd to script ylvetal o oplopoOg TwWV NXNTIKWV yla To OmAo
“toekoUlpl”, koBwg SladEpel amo ta umodouta OmAa otnv enibeon (melee attack).
PlayerFootSteps: Script ylo dnulovpyia cuvBnkwv yla ovamopoywyn Axou Bnuatiopol Tou
Xapaktnpa, aAlayn évtaong Kal oAAayrn nxnTikoU avaAloya Tnv Kivnon Tou Xapaktnpo
(mepmdTnua, TPEELUO).

PlayerMovement: XT0 GUYKEKPLUEVO script puBuileTalL n Kivnon oTovV XWPO TOU XOPAKTAPA KO
yivetal n enitevén Tou GApartog pe tTnv npoacdnkn Bapltntag.

PlayerSprintAndCrouch: O kwdwkag mou kpUBetaL iow amo tnv MANKTPoAdynon tou Shift kat tou
C. Mo CUYKEKPLUEVA TIPOYPAUUATIOTNKE PE TO MARKTPO Sprint va avfdvetal n toxuTNTO TOU
TAlXTn KO VO LETATPETETOL TO NXNTIKO O€ TAXUTEPO Kal TMOPAAANAQ VOl LELWVETAL OTASLAKA N
MTapa avtoxng tou maixtn. MOALG TepUaTioEL N UMAPA O TIALXTNG KLVELTOL UTIOXPEWTIKA apyd
pExpLva emavéNBel. Me to Anktpo C LelwveTal To UYog Tou maiytn Kat n kivnon yivetal o apyn
MEXPL va EavarmatnBel to mAnKTpo.

PlayerStats: Script yla TNV apXLKomoinon Twv oTATIOTIKWY TG (WG KoL TNG AVIOXNG TOU Ttaixtn
KoL mpofoAn toug otov Ul Canvas.

-Weapon Scripts:

ArrowBowsScript: Me autd to script Snuioupyeital péow tng eniBeonc Tou maiytn, ite Pe akovTlo
elte pe 16€0, 10 BEAOC. OpileTal n ToyUTNTA TOU, TO TOCOOTO Tou adalpel {wn OTav METUXEL TOV
oTOX0 aAAG Kall N TTopela Tou.

WeaponHandler: 3to cuykekpLuévo script yivovtat oL apXIKOTIOLOELG OAWY TWV AELTOUPYLWV TWV
om\wv (tumog tupoBoAilopov, edpé mupoBoAiopou, animation upoBoAlopoU, Joup OKOTIEUTPOU,
NX0G OMALONG, NXOG MUpoBoALouoU).

WeaponManager: ESw puBuiletal n evaAlayn Twv OMAWVY TOU XPHOTN HECW TwV MANKTpwv 1
ToekoUpL, 2 mepiotpodo, 3 Kapaumiva, 4 autOUATo, 5 akovTLo, 6 TOEO.
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-Enemy Scripts:

EnemyAnimator: Me outd Tto script yivetal oplopodg twv animations twv NPCs mou Ba
gvepyorolouvrtal oto script EnemyConroller (Walk, Run, Attack, Dead).

EnemyAudio: Me autd Tto script yivetal oplopog twv nxntikwv twv NPCs mou Ba evepyomotovuvtat
oto script EnemyConroller (Scream Sound, Attack Sound, Dead Sound).

***EnemyController: 1o ocuykekplpévo script puBuilovtol onUavTKEG AEITOUPYLEG TWV eXOpwv
TOU TayVLSLoU, TILO GUYKEKPLUEVA EKIvwvTag To talyvidL ot exBpot apyilouv va meputoAolv otov
XAPTN Ue oplopévn Taxutnta. Otav o maiytng Bpebel og oplopévn anootaon ta NPCs Eekivave va
TPEXOUV TIPOC TO HEPOG TOU KAl VA TOV KUVNYAVE. Av GTACOUV TIAAL O [l AITOOTOCN TIOU £XEL
opLoTEl OTOV YOpaKTpa Tou emttiBovtal. Emiong av o maixtng PyeL amo tnv opLopévn anootacn
mou &ekvael n katadiwén amd ta NPCs autd cuveyilouv va meplolouv. MapdAnia oTig
evalhayEg Asttoupyltwyv twv NPCs evepyomolouvtal avtiotolya Ta animations kot ta audios.
TéAocg, puBpuilete mote va evepyomoleital To onpeio eniBeong mou Snuloupysl damage twv NPCs.

-Game Manager Scripts:

****EnemyManager: Mg To GUYKeKpLUEVO script yivetal Snuwoupyla (spawn) og 10 onueia mou
£xouv oplotei otov xaptn ta 2 £ién NPCs. Emlong, av o xapaktripag e€oudeTepwael KATIOLO Ao
ta 6éka NPCs , yivetal umoloylopdcg péow tou EnemyManager yla to molo Asimel kot yivetot
enavadnuloupyla Tou oto onpeio mou apytkad Snuoupyndnke. TEAOC €xeL opLoTel ouvONKn WOTe
0 aplBuog twv NPCs va mapapével o 181og (5 cannibals,5 boars).

-Helper Scripts:

TagHolder: TéAog, 0TO CUYKEKPLUEVO SCript oploTNKaV ETIKETEG O€ strings Tou yivetal xprion Toug
TIOAAEG popEC oTa MapamAvw scripts, yLol TTIEPLOCOTEPN EVKOALQ OTOV TTPOYPOUUATIONS UE OKOTIO
v anoduyn Aabwv.

4.4 KwOIKOG oNUaVTIKOTEPWV Scripts

* HealthScript

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AI;

public class HealthScript : MonoBehaviour

{

private EnemyAnimator enemy_Anim;
private NavMeshAgent navAgent;
private EnemyController enemy_Controller;
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public float health = 1e00f;

public bool is_Player, is_Boar, is_Cannibal;
private bool is_Dead;

private EnemyAudio enemyAudio;

private PlayerStats player_Stats;

void Awake()
{
if(is_Boar || is_Cannibal)
{
enemy_Anim = GetComponent<EnemyAnimator>();
enemy_Controller = GetComponent<EnemyController>();
navAgent = GetComponent<NavMeshAgent>();
// get enemy audio
enemyAudio = GetComponentInChildren<EnemyAudio>();

}
if (is_Player)
if (is_Player)
player_Stats = GetComponent<PlayerStats>();

}

}
public void ApplyDamage(float damage)

{ //if we died don't execute the rest of the code
if (is_Dead)
return;
health -= damage;

if (is_Player)

//show the stats(display the health UI value)
player_Stats.Display_HealthStats(health);

if(is_Boar || is_Cannibal)

if(enemy_Controller.Enemy_ State== EnemyState.PATROL)

{
enemy_Controller.chase_Distance = 50f;
}
}
if (health <= of)
{
PlayerDied();
is_Dead = true;
}

}//apply damage
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void PlayerDied()

{

if (is_Cannibal)

{
GetComponent<Animator>().enabled = false;
GetComponent<BoxCollider>().isTrigger = false;
GetComponent<Rigidbody>().AddTorque(-transform.forward * 50f);
enemy_Controller.enabled = false;
navAgent.enabled = false;
enemy_Anim.enabled = false;
StartCoroutine(DeadSound());
//EnemyManager Spawn more enemies
EnemyManager.instance.EnemyDied(true);

}

if (is_Boar)

{

navAgent.velocity = Vector3.zero;
navAgent.isStopped = true;
enemy_Controller.enabled = false;

enemy_Anim.Dead();
StartCoroutine(DeadSound());

//EnemyManager Spawn more enemies
EnemyManager.instance.EnemyDied(false);

if (is_Player)

GameObject[] enemies = GameObject.FindGameObjectsWithTag(Tags.ENEMY_TAG);
for (int i = @; i< enemies.Length; i++)

{

enemies[i].GetComponent<EnemyController>().enabled = false;

}

//cal enemy manager to stop spawning enemies
EnemyManager.instance.StopSpawning();

GetComponent<PlayerMovement>().enabled = false;
GetComponent<PlayerAttack>().enabled = false;

GetComponent<WeaponManager>().GetCurrentSelectedWeapon().gameObject.SetActive(false);

}
if(tag == Tags.PLAYER_TAG)

{
¥

else

{

Invoke("RestartGame", 3f);

Invoke("TurnOffGameObject",3f);

}
}// player died
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void RestartGame()

{
UnityEngine.SceneManagement.SceneManager.LoadScene("FFPSurvival");

}

void TurnOffGameObject()

{
gameObject.SetActive(false);

}

IEnumerator DeadSound()

{
yield return new WaitForSeconds(0.3f);
enemyAudio.Play_DeadSound();

}

}//class

** PlayerAttack

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

public class PlayerAttack : MonoBehaviour
{
private WeaponManager weapon_Manager;
public float fireRate = 15f;
private float nextTimeToFire;
public float damage = 20f;

private Animator zoomCameraAnim;
private bool zoomed;

private Camera mainCam;
private GameObject crosshair;
private bool is_Aiming;

[SerializeField]
private GameObject arrow_Prefab, spear_Prefab;

[SerializeField]
private Transform arrow_Spear_StartPosition;

void Awake()
{

weapon_Manager = GetComponent<WeaponManager>();
zoomCameraAnim =
transform.Find(Tags.LOOK_ROOT).transform.Find(Tags.ZOOM_CAMERA) .GetComponent<Animator>();

crosshair = GameObject.FindWithTag(Tags.CROSSHAIR);

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng



MetarTuyiokr) AiaTpin PwT1adng dwriog

mainCam = Camera.main;

// Start is called before the first frame update
void Start()
{

}

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

WeaponShoot();
ZoomInAndOut();

}

void WeaponShoot()
{
if (weapon_Manager.GetCurrentSelectedWeapon().fireType == WeaponFireType.MULTIPLE)
{ //if we press and hold left mouse click AND
//if Time is greater than the nextTimeToFire
if(Input.GetMouseButton(®) && Time.time> nextTimeToFire)
{
nextTimeToFire = Time.time + 1f / fireRate;
weapon_Manager.GetCurrentSelectedWeapon().ShootAnimation();

BulletFired();

}//if we have a regular weapon that shoots once
else
{
if (Input.GetMouseButtonDown(0))
{ //handle axe
if (weapon_Manager.GetCurrentSelectedWeapon().tag == Tags.AXE_TAG)
{

weapon_Manager.GetCurrentSelectedWeapon().ShootAnimation();

}

//handle shoot

if (weapon_Manager.GetCurrentSelectedWeapon().bulletType =
WeaponBulletType.BULLET)

{

weapon_Manager.GetCurrentSelectedWeapon().ShootAnimation();
BulletFired();

}

else

{//we have an arrow or spear
if (is_Aiming)
{

weapon_Manager.GetCurrentSelectedWeapon().ShootAnimation();

if (weapon_Manager.GetCurrentSelectedWeapon().bulletType
WeaponBulletType.ARROW)
{
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//throw arrow
ThrowArrowOrSpear(true);

}

else if (weapon_Manager.GetCurrentSelectedWeapon().bulletType =

WeaponBulletType.SPEAR)

{
//throw Spear
ThrowArrowOrSpear(false);
}
}
}//else
}//if input get mouse button ©

}//else
}//weapon shoot

void ZoomInAndOut()
{ //we are going to aim with our camera on the weapon
if(weapon_Manager.GetCurrentSelectedWeapon() .weapon_Aim== WeaponAim.AIM)
{ //if we press and hold right mouse button
if (Input.GetMouseButtonDown(1))

{
zoomCameraAnim.Play(AnimationTags.ZOOM_IN_ANIM);

crosshair.SetActive(false);

}

//when we release the right mouse button click
if (Input.GetMouseButtonUp(1))

{
zoomCameraAnim.Play(AnimationTags.ZOOM_OUT_ANIM);

crosshair.SetActive(true);

}

}//if we need to zoom the weapon
if (weapon_Manager.GetCurrentSelectedWeapon().weapon_Aim == WeaponAim.SELF_AIM)

{

if (Input.GetMouseButtonDown(1))

{
weapon_Manager.GetCurrentSelectedWeapon().Aim(true);
is_Aiming = true;

}

if (Input.GetMouseButtonUp(1))

{
weapon_Manager.GetCurrentSelectedWeapon().Aim(false);
is_Aiming = false;

}

}//weapon self aim
}//zoom in zoom out

void ThrowArrowOrSpear(bool throwArrow)
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{

if (throwArrow)

{
GameObject arrow = Instantiate(arrow_Prefab);
arrow.transform.position = arrow_Spear_StartPosition.position;
arrow.GetComponent<ArrowBowScript>().Launch(mainCam);

}

else

{
GameObject spear = Instantiate(spear_Prefab);
spear.transform.position = arrow_Spear_StartPosition.position;
spear.GetComponent<ArrowBowScript>().Launch(mainCam);

}

}//throw arrow or spear
void BulletFired()
{

RaycastHit hit;

if(Physics.Raycast(mainCam.transform.position, mainCam.transform.forward,
hit))//FPS

if(hit.transform.tag == Tags.ENEMY_TAG)

{
hit.transform.GetComponent<HealthScript>().ApplyDamage(damage);

}

}//class

*** EnemyController

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.AT;

public enum EnemyState

{
PATROL,
CHASE,
ATTACK
}

public class EnemyController : MonoBehaviour
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private EnemyAnimator enemy_Anim;
private NavMeshAgent navAgent;

private EnemyState enemy_State;

public float walk_Speed = 0.5f;
public float run_Speed = 4f;

public float chase_Distance = 7f;

private float current_Chase_Distance;

public float attack_Distance = 1.8f;

public float chase_After_Attack _Distance = 2f;

public float patrol_Radius_Min = 20f, patrol_Radius_Max = 60f;
public float patrol_For_This_Time = 15f;

private float patrol_Timer;

public float wait_Before_Attack = 2f;
private float attack_Timer;

private Transform target;
public GameObject attack_Point;

private EnemyAudio enemy_Audio;

void Awake()

{
enemy_Anim = GetComponent<EnemyAnimator>();
navAgent = GetComponent<NavMeshAgent>();
target = GameObject.FindWithTag(Tags.PLAYER_TAG).transform;
enemy_Audio = GetComponentInChildren<EnemyAudio>();
}

// Start is called before the first frame update
void Start()

{
enemy_State = EnemyState.PATROL;
patrol_Timer = patrol_For_This_Time;
//when the enemy first gets to the player
//attack right away
attack_Timer = wait_Before_Attack;

//memorize the value of chase distance
//so that we can put it back

current_Chase_Distance = chase_Distance;

}

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

{
if (enemy_State == EnemyState.PATROL)

Patrol();

}
if (enemy_State == EnemyState.CHASE)

Chase();

}
if (enemy_State == EnemyState.ATTACK)

{
}

Attack();

}

void Patrol()
{

//tell nav agent that he can move
navAgent.isStopped = false;
navAgent.speed = walk_Speed;

//add to the patrol timer
patrol_Timer += Time.deltaTime;

if(patrol_Timer> patrol_For_This_Time)

{

SetNewRandomDestination();

patrol_Timer = of;

}
if (navAgent.velocity.sqrMagnitude > 0)

{

enemy_Anim.Walk(true);

}

else

{

}
//test the distance between the player and the enemy

if (Vector3.Distance(transform.position, target.position) <= chase_Distance)

{

enemy_Anim.Walk(false);

enemy_Anim.Walk(false);
enemy_State = EnemyState.CHASE;
// play spotted audio
enemy_Audio.Play_ ScreamSound();

}//patrol
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void Chase()
{

//enable the agent to move again
navAgent.isStopped = false;
navAgent.speed = run_Speed;

//set the player's position as the destination
//because we are chasing(running towards) the player

navAgent.SetDestination(target.position);

if (patrol_Timer > patrol_For_This_Time)

{
SetNewRandomDestination();
patrol_Timer = of;
}
if (navAgent.velocity.sqrMagnitude > 0)
{
enemy_Anim.Run(true);
}
else
{
enemy_Anim.Run(false);
}

if (Vector3.Distance(transform.position,target.position)<= attack_Distance)
{

//stop the animations

enemy_Anim.Run(false);

enemy_Anim.Walk(false);

enemy_State = EnemyState.ATTACK;

//rest the chase distance

if (chase_Distance != current_Chase_Distance)

{

chase_Distance = current_Chase_Distance;

}else if(Vector3.Distance(transform.position, target.position) > chase_Distance)

{

//player run away from enemy

//stop running
enemy_Anim.Run(false);

enemy_State = EnemyState.PATROL;

//reset the patrol timer so that the function
//can calculate the new patrol destination right away
patrol_Timer = patrol_For_This_Time;

//rest the chase distance
if (chase_Distance != current_Chase_Distance)

{

chase_Distance = current_Chase_Distance;
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}
}//else
}//chase
void Attack()
{
navAgent.velocity = Vector3.zero;
navAgent.isStopped = true;
attack_Timer += Time.deltaTime;
if(attack_Timer > wait_Before_Attack)
{
enemy_Anim.Attack();
attack_Timer = of;
//play attack sound
enemy_Audio.Play_ AttackSound();
}
if(Vector3.Distance(transform.position,target.position)>
attack_Distance + chase_After_Attack_Distance)
{
enemy_State = EnemyState.CHASE;
}
}

void SetNewRandomDestination()

¢ float rand_Radius = Random.Range(patrol_Radius_Min, patrol_Radius_Max);
Vector3 randDir = Random.insideUnitSphere * rand_Radius;
randDir += transform.position;
NavMeshHit navHit;
NavMesh.SamplePosition(randDir, out navHit, rand_Radius, -1);
navAgent.SetDestination(navHit.position);
}
void Turn_On_AttackPoint()
{ attack_Point.SetActive(true);
}
void Turn_Off_AttackPoint()
¢ if (attack_Point.activeInHierarchy)
¢ attack _Point.SetActive(false);
}
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}
public EnemyState Enemy_State

{
get; set;

}//class

*** EnemyManager

using System.Collections;

using System.Collections.Generic;

using UnityEngine;

public class EnemyManager : MonoBehaviour
{

public static EnemyManager instance;

[SerializeField]
private GameObject boar_Prefab, cannibal_ Prefab;

public Transform[] cannibal_SpawnPoints, boar_SpawnPoints;

[SerializeField]
private int cannibal_Enemy_Count, boar_Enemy_Count;

private int initial_Cannibal_Count, initial_Boar_Count;
public float wait_Before_Spawn_Enemies_Time = 10f;

void Awake()

¢ MakeInstance();

}

void Start()

{ initial_Cannibal_Count = cannibal_Enemy_Count;
initial_Boar_Count = boar_Enemy_Count;
SpawnEnemies();
StartCoroutine("CheckToSpawnEnemies");

}

void MakeInstance()

{ if(instance == null)

{
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instance = this;

}

}

void SpawnEnemies()

¢ SpawnCannibals();
SpawnBoars();

}

void SpawnCannibals()

{

int index = 0;

for (int i=0@; i < cannibal_Enemy_Count; i++)

{
if(index>= cannibal_SpawnPoints.Length)
{
index = 0;
}

Instantiate(cannibal_Prefab,
Quaternion.identity);
index++;

}

cannibal_Enemy_Count = 0;

}
void SpawnBoars()
{

int index = 0;

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

{
if (index >= boar_SpawnPoints.Length)
{
index = 0;
}

Instantiate(boar_Prefab,
Quaternion.identity);
index++;

}

boar_Enemy_Count = 0;

PwT1adng dwriog

cannibal_SpawnPoints[index].position,

boar_SpawnPoints[index].position,
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IEnumerator CheckToSpawnEnemies()

{
yield return new WaitForSeconds(wait_Before_Spawn_Enemies_Time);
SpawnCannibals();
SpawnBoars();
StartCoroutine("CheckToSpawnEnemies™);
}
public void EnemyDied(bool cannibal)
{
if (cannibal)
{
cannibal_Enemy_Count++;
if(cannibal_Enemy_Count > initial_Cannibal_Count)
{
cannibal_Enemy_Count = initial_Cannibal_Count;
}
}
else
{
boar_Enemy_Count++;
if (boar_Enemy_Count > initial_ Boar_Count)
{
boar_Enemy Count = initial_Boar_Count;
}
}
}
public void StopSpawning()
{
StopCoroutine("CheckToSpawnEnemies™);
}
}//class

4.5 Animators Epapuoyng

Extdc amd tnv dnuoupyia scripts e€ioou onuavtiky Stadikacio eival kat n dnuloupylo animators wote
va eTUTEVXOEL N emKovwvia HETOEU TwV scripts, N evaAlayr KATAOTACEWY, N evaAAAyr NXNTIKWY aAAG
KoL n evoAlayn Kwwhoswv evidg tng edoppoync. To animators mou Kataokeudotnkav eudavilovrol
TAPAKATW:
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Boar Animator:

Death

Any Stata

Entry

Cannibal Animator:

Any State

Entry

Axe Animator:

Any State

Entry

Weapons Animator:

Any State

Entry

PwT1adng dwriog

e ERaamans
e —

\

Walk

idla

Draw Weapon

SR

Idle

Attack

Draw Weapon

M

TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng

44



MetarTuyiokr) AiaTpin PwT1adng dwriog

e Spear/Bow Animator:

]
Any State \\

Draw Weapon Attack

Entry

5 Extéheon E@appoyig

O xpNoTng eTAEYOVTaG ATIO TO KEVIPLKO HevoU Start ekkvel tnv edbappoyn. O xapaktripag epdaviletal os
£va AKPO TOU XAPTN OToU EEKLVAEL KAL N TIEPLTTETELA TOU.
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ZEKWVWVTOG 0 TtaiXtng Kavovtag xprnon twv mAnktpwv 1,2,3,4,5,6 €xel tnv Suvatotnta vo KAvel aAlayn

oTo O\ Tou.

ErunpdoBeta, e tnv évapén ameuBbeiag kdvouv spawn 5 NPCs cannibals kat 5 NPCs boars ta omoia
£ekvave tnVv nepumolia oto map.
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‘Eva amnd ta NPCs cannibal €xel Eekivrioel Tnv mepoAia Tou, 6mwe Ba SoUE KAl TOPAKATW.

MOALC o xapaktrpag elo€AOeL oto medio katadiwéng to NPC ekvael va TOV KUVNYAEL.
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Otav €pBel oe Kovtvh anootacn Snuloupysl damage otov maiytn, LEWVOVTAG TO TOCOOTO (WG OTIWG
dalvetal otV MopaKkATw ELKOVA.

O maiytng pe 800 BoAEg (£tal £xel puBpuiotei) e€oudetepwvel o NPC.
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Metd amo Alyo Xpovikd Slaotnua SnULoUPYELTAL O AVIIKATAOTATNG Tou otny (bla Béon epudaviong otov
xaptn.

O XproTtng eTUAEYOVTOG TO TIANKTPO Space 0 XOPOKTNPAG EVEPYOTIOLEL TNV LKAWVOTNTO GALLATOG.
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Me auTOV ToV TPOTIO UMOPEL Vo OKAPPAAWOEL 0TOUC BPAYOUC TTOU TOV MEPLTPLYUPL{ouV.

Enionc, emiAéyovtag C okUPEL Kal onkwveTtal oe 0pOla otdon emhéyovtag To (5lo TMARKTPO.
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Me tnv xprion tou key Shift o xapaktrpag EeKvAeL va TPEXEL LELWVOVTOG TO TTOCOOTO AVIOXAC OMwE Ba
Solue kat mapakdtw. Adrivovtag to Shift emavépyetat olyd olyd Kot TaAL n avtoxn.

‘000 MpoxwpPAEL OTOV XAPTN O TailXTng ouvavtdel kal Ta urtéhouta NPCs mou tou emttiBovtal av tov
EVTOTILOOUV N OV TouG emuteBel auTOG.
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MNapakatw dpaivetal n e€oudetépwon evog NPC boar.

O BaolkOC TPOOPLOKOG ELVAL TO OTTLTL TTOU daiveTal MOPOKATW TO OTolo Ba MPETEL val TO TTANGCLACEL KAl VOl
KPUOTEL 08 AUTO WOTE VA IPOOTATEUTEL
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TRY TO LIVE: Avattuén Bivreotraixvidiou €1mRiwong BOAWY TTPWTOU TIPOCWTTOU PE TNV BorBeia TeXvNTHG vonuoouvng

53



MetarTuyiokr) AiaTpin PwT1adng dwriog

Télog, va avadépoupe Mwe otav n {wh Tou maixtn ¢Tdoel oto PUNdév N KATW amd outo yivetal
gnavekkivnon tou Bteomnayvidlou kat emavadopd otnv B£on évapéng tou.
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6 Eniloyog
6.1 Juumepdopata

Katd tnv Stdpkela ekmoévnong tng epyaciag anoktibnke eumelpio kal katavonon o€ onUavIko ¢paoua
Twv duvatotnTwy TG Unity Omwg TeEXVIKEG TEXVNTAG vonoaouvng, scripting, navmeshagents, animation,
sound effects k.a. H Unity amoteAel pia ebxpnotn pnxavn Bwteomoyvidlwy Kat eGapUoywyY, APKETA
€UKOAN oTNV ekuadnon Kabwg UTTAPXEL LEYAAN UTTIOOTAPLEN QIO TNV €TALPELA KATAOKEUNG TNG OAAG KoL
oo Toug XPNOTeC TNG. H avamtuén evog Bvteomalyvidlol amnattel xpovo kabwe Kal opKETEG SOKIUEG KOl
avatpodpobotnoel TTANPODOPLWY KOL EVIUTIWOEWY OO TOUG TIAXTEG UE QMOTEAECHO TNV OUVEXN
BeAtiotomoinon tou. OAa ta mapandvw eiyav cav anoTéAsoua Ula SuVaTr MTPOCWTILKA EUMELPLA KAl EVal
“kuvnyl” YWWOoEWV yla tnv uAomoinon tou BvteomatyviSlou.

6.2 MEANOVTIKEC ETEKTATELG

Me tnv oAokAfpwaon TG SUTAWHATIKEG SLATPLBNE TPOKUTTOUV OKEPELG YLa LEANOVTIKEG EMEKTAOELG TNC.
Oplopéveg amd auTéG eival:

e [lpocBnkn dgltepou malyTn yLo co-op maLyvioL.

e EméKktaon tou xaptn Kal tng Lotoplag.

o [pooBnkn mapandavw kat Stadopetikwv NPCs exBpwv.
o [pooBnkKn eMUTAEOV OTIAWV.

-Link oto omoio umtdpyxetl StaBéoipo to exe. Tou videogame yia Afn:

https://drive.google.com/file/d/1duAHkKzxuENEYj99HPTTgf-8U SH6EsQ/view?usp=sharing

-Link oto omolo umtapxetl StaBéoipo Bivteo e tnv mpooopoiwaon tou videogame yia Ann:

https://drive.google.com/file/d/1MzBYil1)7phtDeBfFbq7agDinMUPOFdO/view?usp=sharing
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7 Bipamoypaeia-Links

> https://en.wikipedia.org/wiki/Unity (game engine)

> https://en.wikipedia.org/wiki/Unreal Engine

> https://en.wikipedia.org/wiki/C Sharp (programming language)

> https://en.wikipedia.org/wiki/Artificial intelligence in video games

> https://www.techopedia.com/finite-state-machine-how-it-has-affected-your-gaming-
for-over-40-years/2/33996

> https://www.youtube.com/channel/UCOXFMIFNvaEzomThNeRaKFg YouTube Channel
XyloBetaGames

> https://www.youtube.com/channel/UC8butISFWT-WI7EVOhUKOBQ YouTube Channel
freeCodeCamp.org

> https://www.youtube.com/channel/UCYbK tjZ20rIZFBvU6CCMIiA YouTube Channel
Brackeys.

> Rob Miles, C# Programming Yellow Book, “Bananas” Edition 7.0, September 2015,
University of Hull.

> Rob Miles, C# Programming Yellow Book, “Rubber Duck” Edition 5.1, January 2014,
University of Hull.
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