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[Iepiinyn

H mapovoa epyacio emkevipdveTol otny avAnTLEN EVOC GUVAPTOGTIKOD OO0KTIKOD ToyVIdo0
30 dlaoTacemV, VAoTomMuEVOL oty mhotedpua Unity 3D. O Adyoc mov emthé€ape avtod to BEpa
etvar n agloonpeiom avantuén g ayopds twv Prvteomoryvidldv, 1 omoia £xel Eemepaoel akOUa

Kot To £6080, TOV Kivnporoypagikov Hollywood.

To maryvidl mov dnuovpyodue givar éva khaowod platformer, sunvevouévo and to Mario Bros,
OAAG e va TPOTOTLTO GTOLYELD: TO £MIMEOO dVOKOAING avEAvETAL d1aPKDS, POAVOVTAG oE oNUEio
TOL UTOPEl VO OmOTEAEGEL TTPOKANCT] YOO TOV TOiKTN. XKOTWOG NG epyoaciog pHog eivor va
amodeifovpe 0TL 0 GYEOOGUOG TOV UNYOVIGLOV TOL TTALYVIOOV KOl 1] OOUN TOV EMTEOW®V UTOPOVV
Vo, ONHOVPYHGOVY TNV EVTIVTTMOT GTOV TOIKTN OTL, Tapd TV ovénuévn dvokoAia, 1 arotvyio
opeiletal oTIg KAVOTNTEG TOV, OlvovTag £TGL M0 EVYAPIOTY TPOKANGCT OTOV ToikTn. Avtiy M

eunepio avakaAel mayvidw 6nmg o didonuo Flappy Bird.

EAnilovpe 611 1 epyacio pog Oa cuuPdiel otnv Kotavonon Tov oXeSUCUOD TOLVIOIOV KoL TNG
eMOPACTG TOL GTNV gUTEPiO TOL TOIKTN, KAODS Kot 6TV avAdEEN TG ONUAGINS TOV COCTOV
LUNYOVIGUMV Kot ETUTESOV GTNV ONULOVPYio €016TIKAOV IO VIOIDV TOV KPUTOVV TO EVOLLPEPOV TOV

KOWwOoV.

Aé€eic Keowh

Unity, Unity3D, platformer, Mario Bros, Bwvteonatyvidio, avantoén spoppoymv, mayvidw 2D,

oy vidla 500 S106TACEMV, TEYVOLOYIL, GUUTEPLPOPE TTOlKTY



Abstract

The present work focuses on the development of an engaging educational two-dimensional game
implemented on the Unity 3D platform. The reason for choosing this topic lies in the remarkable
growth of the video game market, surpassing even the revenues of the Hollywood film industry.

The game we are creating is a classic platformer, inspired by Mario Bros, but with an original
twist: the difficulty level continually increases, reaching a point that can pose a challenge to the
player. The aim of our work is to demonstrate that the game's mechanics and level design can
create the impression for the player that, despite the heightened difficulty, failure is due to their
own skills, providing an enjoyable challenge. This experience harkens back to games like the
famous Flappy Bird.

We hope that our work will contribute to understanding game design and its impact on the player's
experience, as well as highlighting the importance of proper game mechanics and level design in

creating addictive games that capture the audience's interest.
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Elwcayoyn

H wotopia tov Bvteomayvididv, 1@V KOVGOADV Kol T®V NAEKTPOVIKOV VIOAOYIGTAOV £ival Ui
CUVOPTOGTIKY OVOOPOUT] GTOV KOGHO TNG YuXay®Yiog Kot TG TeYvoroYiag. ATd To mpadTa frpato
oTN ONUIOVPYIO TOV TPOTOV TOLYVIOIDV UEXPL TNV EXOYN TOV VLEPCVLYYPOVOV TALXVISOUNYAVAOV
Kol TV €EEMYUEVOV VTOAOYIGTOV, N €EEMEN avT €€l CLVOLAGEL TN IMUOLPYIKOTNTA, TNV

TEYVOAOYiO KOl TN S10GKESOOT.

H apyn tov Brvteomayvidiodv ypovoroyeitol ot dexaetio Tov 1950, dtav o1 Tp®dTOL LVTOAOYICTES
apyoav va givan drabésiuot. O Willy Higinbotham onpodpynoe to "Tennis for Two,” éva oo ta
mpaTo Prvteomaryviola, To 1958. Qo1660, TO TPAOTO EUTOPIKA EMTLYNUEVO PrvTeomaryviol NTav To

"Pong" g Atari o 1972.

H dexaetio Tov '80 pépver v €kpnén tov PvTeomonyvididv pe Tov EUPANUATIKO YopoaKTipa SUpPEr
Mario tng Nintendo. AkolovOncav ot TpmdTEG POPNTEG KOVEOLES, OTTmg To Game Boy. H dekaetiol
oV '90 €ide TV EUPAVION TOV TPICOICTATOV YPOUPIKOV KOl TOV OVTAYOVICUO peTtabd tov Sega

kot Nintendo.

O1 kovoodeg 0nmg to PlayStation tc Sony kat to Xbox tng Microsoft ékavav thv euedvion tovg
otig apyéc ™G oekaetiog tov 2000 kar avoiyovv véouvg opilovteg yw to gaming. Ta online

oy vidln Kot o1 ToAvTaikTeg Asttovpyieg KabiepdOnkay.

Ot mpdTeg Kovodreg T mTpwTOTLTA, OIS To Magnavox Odyssey to 1972. H e&éMén odrynoe
otnv kovoola Atari 2600, n omoia £ywve apyétvomo o Ty Propnyavic. Ot TOAEHKES KOVGOLEG
6nwg to Nintendo Entertainment System (NES) kot to Sega Genesis kuptdpynoav tn dekaetio Tov
'80.



Yta '90s, n Sony avoiée véa povomdria pe to PlayStation, eved n Sega Saturn kot np Nintendo 64
ékovay Tov avtayovioud akoun mo evolaeépov. Ta emdueva ypdvia €idape TOV avtayovioud

ueta&d tov Sony PlayStation kot Microsoft Xbox.

Nuepo, ot KovoOAeg givor LYMANG TeXVOAOYioG e OMIGTELTN YPAPIKY TOIOTNTA KOl TOIKIALL

TOLYVIOUDV.

H 1ot0pio T@v NAEKTPOVIKOV VTOAOYIGTOV EEKIVE [IE TOV TPMOTO NAekTpovikd vtoroyiot) ENIAC
10 1945. AxolovOncav ot vroAoyloTtég G dekoetiog tov 'S0 Ko '60, TOV ¥PNCYOTOWVVTIOV

KLPI®G Y10 OTPATIOTIKOVS KOl ETIGTNHLOVIKOVS VITOAOYIGHOVC.

Ot Tpoo®mIKO1 VITOAOYIOTEG £ytvay Tpoacttoi ot dekaetio Tov 70 pe Tov eUPANUATIKO VTOAOYIOTN
Altair 8800. AkorovOncav ot Apple Il kot Commodore PET. H dexaetio tov '80 €ide TV epgdvion
tov IBM PC ka1 tov Aetrtovpyikov cvotipatoc MS-DOS.

Ta '90s Ntov n emoyn tov Windows kat tov Internet. Ot vmoAoy1oTég £yvoy avandoTaoTo HEPOC

g Kabnuepwvng Long, kot 1 teyvoroyia eEelMoceton pe aveEAvTANTOLS PLOUOVG.

H wtopla tov Pvieomaryvidudv, TV KOVGOA®V KOL TOV MAEKTPOVIKOV VIOAOYIGTAOV
avtkatomtpilel v e&éMEN ¢ texvoAoyiag kot TV avBpomvny dnpovpykdTHTa. ATO TN
dnovpyia Tov TPOTOL TaLVIdIOL Pong puéypt TNy €m0y TV LIEPSHYYPOV®Y gaming KovGoAdv

KOl VTTOAOYIOTMV, 0 KOGUOG TOV gaming £xel S10VOGEL 0L EVTUTMOGLOKTY TOPEId.



Ot d1apopeg €peuveg TOL XPNCUOTOOVV Ta Prvteomanyvidlo o¢ HEGO Yo TNV £EEPELYVNON TOV
OepdTmV TOVG, EXOVV OVOIEIEEL EVOLOPEPOVTES TTVYEG CYETIKES LE TNV YUYOAOYIO, TNV EKTaidELON,

™V vyeio Kot GAha. Avapesa oTig aloonUelmTeg Epeuveg cuumePIAaUPavovTaL:

1. Beltimon tov I'vootikov Ikavotitov: [Todhéc épevvec éxovv deiéel 6Tt Ta Prvieomaryvidwo
umopohv vo BEATIOCOLV TIG YVOOTIKEG KAVOTNTES OTWG 1 TPOGOYN, N WVNUN, Kot 1 emilvon
npofAinudtov. o mapdderypo, pa Epgvva deiyvel 0t to moyviol "Tetris" Bedtiwvel Ty enidoon

o€ TPOCOVTO EPYUCIEC.

2. Ogpamneio kor Avakovoion and tov IIévo: Xe wdmoteg €pevveg, ta Prvteomonyvidola £xovv
xpNoporombel wg HEGO avakoHPIOoNG Ao TOV TOVO. ZVYKEKPIUEVA, TO TOLVidld Eival YvooTd OTL

UTopoHV VO LELWGOVY TOV avalsONTIKO TOVO Kol TO AyY0G GE OPIGUEVES TEPITTMOELS.

3. Extodevtikn Xpnowomnoinon: [oAAég Epevvec eetdlovv T (p1 oM TV PVTEOTAYVIOUDY GTNV
eknaidgvon. Eeoapuooceic mayvidiwv émwg to "Minecraft" éyovv anodesrybei ypnoec yuo v

avAmTuEn 0eE10TNTOV OTTMOC 1) SNUIOLPYIKOTNTO KOL 1) TPOYPOUUATICUEVT) CKEWY.

4. Aayeipion tov X1peg: Kdmoleg Epevuveg Exovv e€eTdoel T duvATOTNTO TOV PVTEOTALYVIOUDY Vi
Bonbnoovv otn dwyeipion tov otpec. Iloayyvidw o6mwg to "Stardew Valley" pmopodv va

TPOCPEPOVY YOAAPOGT Kot Wyoyoywyio.

YVVOMKA, 01 £pEVVEG LE TN YPNON TOV PVTEOTOLYVIOIDV £XOVV ATOKAAVWEL Lo TOKIATL TPOT®V
LEe TOvG Omoiovg T TOXVIOW UTOPOVV VO EMNPEACOVV TNV avVOPOTIVY CLUTEPIPOPE KoLl TNV

eunepio. Avtéc ot £peuvec GLUPBAAAOVY GTNV KATOVOTOT| TOV TAG Ta PrvTeomaryvidlo LTopovV vo.



YPNOWOTOMOOVV Y1ot TO KOAG TG avOpOTHTNTOS KOt TNV avAmTLEN Sopdpv TTuy®V NG (oNg

oG,

Mnyavéc Avamtuing [oyviowwv

Ot punyovég avamtuéng moyvidudy givor AOYICUIKA €pyoieiot OV YPNCHOTOOVVTOL YLl TN
onuovpyio kot Tov Tpoypappoatiopd Pvteomoaryvidiwdv. Kabe pnyovr €xer ta 0wKd g
YOPOKTNPLOTIKE KOl TPOTEPULOTNTESG, EVA OLOPEPOVY CNUOVTIKA LETAED TOVG. Ag SOVUE PEPIKEG
amd TG ONUOPIAESTEPEG UNYAVEG OVATTUENG TALYVIOUDY KOl TTOPAOETYLLATO TOLYVIOIDV TOV £YOVV

onuovpynOet pe v kébe unyovn:

Ewova 1: Unity

H Unity eivon pic amd T1¢ o SMUOQIAElG pnyovég Kot ypNOULOTOLEiTAL YioL 1 dnpovpyio
TOYVIOLOV G€ TOAAL €101 Kot TAaTEOppES. AaBétel éva 1oyvpd Ypaekd TePPAriov kot eivor
KOTOANAN Yo aveEaptntovg mpoypappatiotés. [oyvidia 6mwg o "Hollow Knight,” "Cuphead,”
kot "Among Us" dnuovpynnkav pe t xpron g Unity.



o I'locca IIpoypappoticpov: C# civar 1 koplr YADCCO TPOYPOLLATICUOD OV
ypnoonoteital oty Unity.

o YmoomnpwWopeves IMhatedéppes:  Unity  vmoompiler  moAAEG  mAOTQOPLES,
ovumepiiappavouévov tov Windows, macOS, Linux, Android, i0S, PlayStation, Xbox,
Nintendo Switch, kot moAAéG GAAEC.

e Avokolia: H Unity givar @Ak mpog toug apyaplovg, ahAd mTapéyel Kot TPONYUEVES
SUVATOTNTES Y10 TPOYPOUUTIOTEG e epmelpia. Emiong, n Unity dev éxel cuykekpuéveg

OTOLTNOELS GE VAIKO.

Unreal Engine

LINNI_REAVL

ENN GG N

H Unreal Engine diakpivetot yio To. VYNANG TOOTNTAS YPOPIKE Kot TH dSuvaTdTN T dNIovpYiog
mponyuévov 3D mayviduwv. Xpnoyonoteital cuyva omd peydreg etanpeieg avamtoEng. Ioryvidw
6nwg 1o "Fortnite,” "Gears of War,” " Final Fantasy 7 Remake Intergrade” o1 "Unreal

Tournament" eivaw Tapadeiypoato mov ypnowonoincav tnv Unreal Engine.

e T'Adcoco IIpoypoppoticpov: H Unreal Engine ypnowomoiei 1 yAdooo
npoypoppatiopod C++ ko dwbéter emiong to Blueprints, éva ypagikd ocvotnuo
TPOYPOULOTIGHOV.

e Ymnootnpiwopeves IMhateoppes: Ymootnpilel mapdpoeg mAatdpueg pe v Unity,

ovurePAAUPAVOLEVOV OOV TV HEYOA®V §amIiNg KOVGOAMY Kol VTTOAOYIGTMV.



e Avokolia: H Unreal Engine givat o tponyuévn kot ol 1oyvpt], aAAG ETOUEVOS UTOPEL
va givorl o dVoKoAn Yo apydplovs. Emiong amattel cuykekpiuéveg mpodioypapég VAKOV

TPAYUO TO OTTOT0 TNV KAVEL OKOUN TLO SOGKOAN).

CryEngine

CRY=NGIN=

H CryEngine ivatl yvoot y1o. To EVIVIOOI0KA YPOQIKA KOl TOV PEOAMOUO TV TEPIPAAAOVTOV.
Xpnoonoteitor cuyvd ce mayvidw mtepuételog kot eniPioong. To "Far Cry" kot to "Crysis™

AVIKOVV 6Ta YVOOTA Toyvidlo Tov ypnotponoincay v CryEngine.

o I'locca Ilpoypoppotiopod: Kopo yAodcoo mpoypoppoticpov sivor - C+, aAld
ypnoonoteital kot 1 Lua yio oKkpuntdpiopa.

e Ynootnpwlopeveg Mhatpoppeg: Xto mapeAdov eiye e1dkn ékdoon yia Crytek kovoodeg,
aALG mAéov vootnpilel kupiog Windows, PlayStation kot Xbox.

e Avokoria: H CryEngine eivon apketd mponyuévn kot umopei vo givor SVCKOAN Yo
apyaplovg. Avcypnotn €01Ka yuo v vAomoinon 2D oy vidudv, Exel LEYAAES OMALTIOEL

VAKOU KaBdg eniong amevBuvetal G o TO KOWOTNTA YPTOTOV.



Godot Engine

GODOT

To Godot &ivar avoiktod K®dKa Kot dmpedy punyavn avartvéng mayvidiwv. Eivar eEopetikd
TPOCAPUOGIUO Kot KOTIAANAO Yoo aveEdptntovg Tpoypappatiotés. [oyvidia dmwe o "Hollow

Knight: Silk song" kot to "Hyper Light Drifter" dnpovpyndnkav pe tmv Godot Engine.

o T'Lococa Ilpoypoppatiopod: Yrootnpilel S14popeg YADGGES TPOYPUAUUATIGUOV, UE TNV
GDScript va givon mapouoto pe tnv Python.

o Ymootnpulopeveg Miat@oéppeg: Yrootpilet TOAAEG TAOTQOOPLLES,
ovumeprappavopévov tov Windows, macOS, Linux, Android, iOS, PlayStation, Xbox,
Kot GAAES.

e Avokolria: H Godot Engine givat guhikn Tpog tovg apydprovg ko GDScript givat edkoin
Yo TV EKUAON o, KOG TOVTOG TNV oL KAAT ETAOYT] Y10 VEOLG TPOYPOUUATICTES. 26TOCO
napovctalel advvopieg ot LK TV 2D mayviduwv oe oyéon pe TG GALES UNYOVES

avAmTLENG.



KéBe punyovn mpocseépetl LOVOSIIKEG SOLVOTOTNTES KoL EMLTPETEL GTOVG ONUIOVPYOVG VO EKOPACTOVV
LE TPOTOVC TTOV AVTATOKPIVOVTOL OTIG avVAYKES Kot TIG Prhodoieg Toug. Ot meptocOTEPES Amd QVTEG
TaPEXOVYV dWPEAV €KOOGEIC 1 HOVTEAD GUVOPOUNG, TPOCPEPOVTIOG ETCL EMAOYEG Yol OAOLG,

avegopTNTMG ENUTESOV eUmEPiag.

A&iler va onpelwdei 6T vTaPYOLY TOAAEG AKOUOL UNYOVES AVATTUENG TTALYVIOUDV OTIMG:

JMonkey

X JMONKEYENCINE

To JMonkey givor pioe pnyovh ovamtuéng moryvidldv ovorytod kodwka. Eivar o dwpedv
TAOTQOPLO. CVOLYTOD KMOAIKO KOt 1) 07Ol £KAVE Y10, TPDOTN GOPA TV eUeavion g 1o 2003 ko
elval kKatdAAnAn ywoo v avdmtoén ko vAomoinon toco 2D (dvcdibdotatwv) 6co ko 3D
(TPLodIcTATOV) TTOYVIOIOV Kol 1] 0mtoia pNoLomolel ¢ YAOooo Tpoypappaticiol ty Java. Ot
vrootplopeveg mAatedpueg g Monkey sivar ta Windows, Linux, macOS, Raspberry Pi,
Android, kot i0S. Eniong pepikd amd ta mayviowa thng JIMonkey sivat to “Nord”, to “Drohtin” kot

1o “Chaos”



GameMaker

Q GameMaker”

H unyovn mayviduov GameMaker vp Animo 6ntmg ftav to dvoua g 0tav KukAoeopnoe to 1991

Kot Tidytnke and tov Mark Overmars. Booiletor otn yAdooo mpoypappatiopod C++ kot givot
KATOAANAN  Kuplwg Yo  apydplovg TPOYPOUUATIOTEG KOODC OV amoutohoe  YVAOGELS
TPOYPOUUOTIGHOV. Elvar por pnyoavi 1 omoia apykd ypnopomomnke yio v oavimtoén 2D
Tayvidlov Kaw ot cuvéyelo kat 3D. H GameMaker vrootpiletor amd OAe Tig vVIdpyovoeg
mateopueg: Microsoft Windows, macOS, Ubuntu, HTML5, Android, iOS, Amazon Fire TV,
Android TV, Raspberry Pi, Microsoft UWP, PlayStation 4, Nintendo Switch and Xbox One,
PlayStation 5 kaw Xbox Series X|S.


https://en.wikipedia.org/wiki/Microsoft_Windows
https://en.wikipedia.org/wiki/MacOS
https://en.wikipedia.org/wiki/Ubuntu_(operating_system)
https://en.wikipedia.org/wiki/HTML5
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https://en.wikipedia.org/wiki/Amazon_Fire_TV
https://en.wikipedia.org/wiki/Android_TV
https://en.wikipedia.org/wiki/Raspberry_Pi
https://en.wikipedia.org/wiki/Universal_Windows_Platform_apps
https://en.wikipedia.org/wiki/PlayStation_4
https://en.wikipedia.org/wiki/Nintendo_Switch
https://en.wikipedia.org/wiki/Xbox_One
https://en.wikipedia.org/wiki/PlayStation_5
https://en.wikipedia.org/wiki/Xbox_Series_X_and_Series_S

3D Ogre

H pnyovn moyviduwov 3D Ogre eivar pio dopedv punyovn Toyvidudy avorytov kodwka. H
Kukhoopia Eekivnoe tov Noépuppilo tov 2013 ko £ktote €xel ko avti TN BE0M TNG AVAUESO OTIG
VROAOWES UNYOVEG avATTLENG Touy VoLV KoOdC vmootnpilel TOAAEC amd TIC LEAPYOVOESG
TAateopueg 6mmg Windows, 10S, kot Android. And to o yvootd mayvidwo e 3D Ogre sival

1o “Shadows: Heretic Kingdom” ka1 to “Running with Rifles”.

Unity kxou Unreal Engine

o avtr v Trvyakn epyacio exéle&o to Unity ko tqv Unreal Engine yio mepottépo avilvon

KaBAdG gfvor 01 dVo T YVOGTEG KOl TTLO YPNCLOTOMGULESG UNXAVES OVATTUENG TTOLYVIOUDV.
EvkoAia ypiiong

Y& avtn v Koatnyopa kepdilel to Unity xabobg moAloi ypnoteg Bpnkav 6tt to Unity eivot

EAAPPAOC TO EVYPNOTO, YAPN OTNV €£YYEVT YADGGA Tpoypappoaticpuoy C# n omoia etvor oyetikd



7O YVOOTN Y10 OAOVG TOVG TPOYPOUUOTIOTEG KOl GUVOAIKA £XEL KOADTEPO TTEPIPAAAOV SETAPTS.
Eivar o o gvkoAn mhat@opua yio o apyaplovg kot véovg game developers yia vo Eekiviicovy

eva amo v dAAn n Unreal Engine, £xet puo eAa@pd¢ To omdToun KapmbAn eKpuadnonc.
Ontika E@¢ ko [Towotynta

Y& avti Vv katnyoplo kepdilet n Unreal Engine. Evd kot ot 600 mAat@OpeES TOpAyouY DYNANG
TOLOTNTOG OTTIKA EQE, 01 TEPLEGOTEPOL YPNOTES dwamiotmwoav OtL to Unreal Engine éyet éva pukpo
mAeovékTUa, évavtt tov Unity oty modtnta Tov ontik®v £@é tov. Mmopei vo dnuiovpynost
QOTOPEAMOTIKEG amelkovioels mov PuBilovv Tovg MAIKTEC KOl TOVG EMITPETOVY VO TOEWOEVOVY
elevbepa og vav EKTANKTIKO VEO KOGO KOl VO EVGOUOTOVOLY GTOLYEI VYNANG To1dTTOS OId
dLapopec TNYES. Av Yo Tapaderypo Kamolog 0éAet pia Adpym @okov ov 1) BEAEL vo dnpiovpynoet

obvbetec VEEC o€ Evav eEwynvo mhavitn, | Unreal Engine givat avt) mov Ba to Katapépst.
Amdédoon

Kat o€ avtn v katnyopro vikntig eivon  Unreal Engine. TTapdpota pe to ehappd TAeovEKTUd,
TOV LE TNV TOIOTNTA YPAPIK®V, 1] TOOTNTA KoL 1) TovTNTo amddoonc oto Unreal Engine Eemepvoiv
erappms to Unity og avtiv v katnyopia. [apdyel kopveaicg 6tov KAASGO TaXDTNTEG OTOS0ONG

KOl 01 YPNOTES Etvar oTadepd EVYOPIGTNUEVOL PE TNV TTOOTNTO TOV YPUPIKAOV TOV ArodidovToL.
Animation

Ed®d vikntic eivon  m Unreal Engine. Xe avty v katnyopio 1 Unreal Engine mpayuatikd
Eexwpilet. Me T1g 10YVpEC TOL dLVATOHTNTEG ATOIOONC KOl TOL KOPUOOIN OTTIKA €QE, 1 TOOTNTA
Kwvoduevev gikdévav (animation) dev tifevionr wg Oépa ovykplong. To ocvvipurtikd TOGOGTO
peTalld TV ¥PNOTOV GTNV TOWTNTO TOV EPYUAEIOV KIVOLUEVEOV eSOV Kol OTIG OMOdOGELS

Kvovpevav eikovov eréde&av v Unreal Engine.
Opadkn Xovepyaocia

Y& avtn v Kotnyoplo vreptepet n Unity. H Unity kotéyer peyoldtepo pepido ayopdg 63%
évavtt 13% g Unreal Engine. Avtd onpaivetl anldg 0Tt TEpiocoTEPOL AvOPOTOL ¥PNGILOTO0VV

10 Unity and to Unreal Engine, tpdypo mov onpaivel 0Tt mov evolapépetal va aoxoAnel evepyd



ue to game developing Oa éxelr meplocdTEPOLE GLVEPYATES oTo UNity and 411 cuvepydteg oto

Unreal Engine, divovtag oto Unity éva pikpd TAEOVEKTNLOL GE QLTI TNV KOTNYopia.

Toyypagn

Xe auTn Vv Katnyopo vrapyet woomario. Kot ot Vo mhatpoppeg dtabétovy eEapetikd epyareio
oLYYPOUPNG TOL Ba ETTPETOVY VAL YPAYETE TO GEVAPLO TOL Tty vidtov. Ocov agopd tn Guyypaetn,
0To1ONTOTE TAUTPOPHA Ba Gag Tapéyel OAN TN AEITOVPYIKOTNTA TOV YPELALECTE Y10l VO YPOAWYETE

YPNYOPQ KOl ApOCKOTTO TO ALY VIOL.
MMowotnra vrosTpiing

Hova wwomaiio Kabdg Kot ot 000 mAateopueg dbéTovy vImpecieg vrootNPEng 24 ®peS TO
24mpo, 7 nuépeg Vv efdoudda, Tov pmopovv vo, fondncovv tov péco ypnotn o€ OAa To CnTnata
OV UTOPEl VoL avTIHETOTIoEL. AveEapTnTa otd TV TAATEOpHa oL Ba emAEEEL, Ba €yl o opdido

mov Ba tov vrootpilel Yo va PePfarwbel 0TL o TPAYHOTO GLVEYILOVTOL OLLOALL.

BaOpoioyia G2

“H Babporoyia G2 vroroyileton wg 0 pésoc 6pog twv Paduoroyimv Ikavomoinong kot Iapovoiog
otV ayopd. I'a mwapdaderypa, edv éva mpoidv pe Paduoroyia woavoroinong 70 kou fabporoyia

[Tapovaciog otnv ayopd 60 kotaAnyel va £xet Babuoroyioa G2 65.”

IoomaAia kot wéAl. To G2, o amd T1¢ To aSldomoteg mNyEC Yo KPITIKEG AOYIGHIKOV, Baduoroynoe
1600 10 Unity 6co kot to Unreal Engine og otafepd 4,5/5 actépia, vroypappilovtog neportépm
10 OGO KOVTd givorl avTtég ot TAATPOPIES OGOV aPOPE TN SNUOTIKOTNTA KOl TV TOWOTNTU TOV

APNOTOV.
Twordynon

Unity: To Unity éyet puo dopedv £kdoon, alhd yia vo EEKAEdDoETE OAES TIG AettovpYieg TOV, O
ypewotel va kavete avaPddpion oty ékdoon Pro, n omoia eivar dtobéoiun pe unviaio cuvopoun

75 $ avd pqvo.



Unreal Engine: H Unreal Engine £yet éva povadikd povtédo tipordynonc. To id1o to Aoyiopikd
gtvo Smpedv, ahAd LeTA TNV KUKAOQOPio TOV TTayvidlov evog ypnotn, n Unreal Engine dikatodton

Eva TEA0G 5% Y100 OAEG TIG TOANGELS TOLYVIOIDV.

Unity Unreal Engine
EvkoAio ypiong O Tpog véoug "Epmelpot mpoypoppotiotég
TPOYPOUUOTIOTES
AVOLTOS KOOIKOAG O Nat
Anartioelg YAKov Oyt Nt
I'vooeoa [poypoppoticpnov C# C++
Yrootnpriopeves Android, Android TV, Windows PC, PlayStation 5,
Mhat@oppes Facebook Gameroom, Fire | PlayStation 4, Xbox Series X,
OS, Gear VR, Google Xbox Series S, Xbox One,
Cardboard, Google Nintendo Switch, macOS,
Daydream, HTC Vive, iOS, i0S, Android, ARKit,
Linux, macOS, Microsoft | ARCore, OpenXR, SteamVR,
HoloLens, Nintendo 3DS Oculus, Linux, and
family, Nintendo Switch, SteamDeck.
Oculus Rift, PlayStation 4,
PlayStation Vita, PlayStation
VR, Samsung Smart TV,
Tizen, tvOS, WebGL
AkTO®6N Client-Server, Multiplayer Client-Server, Multiplayer
Epyoieia Windows Phone SDK Windows Phone SDK, i0S
MpoypoppaticToOV SDK, Android SDK, Android
GDK

[Tivaxag 1: Z0ykpion Unity ko Unreal Engine

Yoprepaopata

To Unity eivar pua e&aupeticn mhat@dppa yioo toug véovg game developers mov poig Eexvoiv.
Me 1t yAdooa mpoypappaticpod C# kot po TepaoTtio KOvOTNTo GAA®Y TPOYPULUATIGTMOV KoL

oxedotmv, To Unity eivor puo eopetikn mAateoppa yio véovg game developers mov 6éhovv va



Eekvnoovy va, dNpovpyohv apéoms kKot dev BEA0VLY v 0QeiAOVY GTNV TAUTPOPLOL STKOLMDLLOTOL
amd To Ty viol tove. And v aAAn to Unreal Engine €yet vo kdvel pe to BEATIOpEVE YPOPIKA
KO TIG 0O TPOTIOUES TOYVTNTES ATOS00TG, KAOIGTMOVTOS TO 100VIKO Y10 EUTELPOVS TPOYPOUUUATIOTES
TOLYVIOLOV GE EMMEDO EMYEIPTNONG 1 TPOYPUUUATIOTEG TTOL BELOVLY oV T TNV EEAPETIKT TOLOTNTA
oTo o Vioto Tovg Kot dgv Tovg TEWPALEL VoL 0QEIAOVY TOL dIKODUATO TNV €kdoToTE gTaupio. H
KOUTOAN expadnong eivar  ovykpitik@  mo omdtoun kol ypeldleTon apkeTd YPOVO Ko
TEPOUOTIGUO Y10 TNV €EOTKEIMOT KOl TNV OTOTEAEGUOTIKT] XPTON Y10 TNV GLYYPOPY|, AVATTVEN Ko

vAomoinom evog oy vidlov.

Emloyn g Unity

Aappdavovtag voyw Tig mapondve cvykpioelg avapecso o Unity xar Unreal Engine kot mo
OLUYKPIUEVO, TV  YOPUKTNPIOTIKOV 7oL Swfétel M KAOe pnyovn ovAamTuENG oAAG Kot To
TAEOVEKTNUATO, Kot petovekthuata , enédeo to Unity yio v dnuovpyio tov dikov pov 2D
Ty vid100, KaBdC 01 AEITOVPYIES, TO YOPOKTNPIOTIKA Kot 01 avayKeg Tov project pov kaAvmrovon
og peyaAvtepo Padud amd avtn. Q¢ véog otov ympo game developing to tepiBdAiiov kot 1 deman
ypnotn tov Unity ftav apketd gukoAdteEpo Omm¢ emiong Ol OmOUTNOES AOYIGHIKOD &ival
uikpotepes. Ilpdyuato mov emiong Pondnoov oty €mAOYn HOL oLTA HTOV 1 YADOGGO
npoypappoticpoy C# oty omoia dwbétm peyorvtepn oweldtra. EmmAéov, n peydin mowidia
amo dmpedyv assets oto Asset Store tng mhatedppog oAl Kot omd assetc mov gival pe TANpou,
10 peydio minbog and Topadeiypara, tutorials, kot Bivieo oyetikd pe o Eekivpo Kot To TPOTO
rpoato Tave oty avdntuén Pvteomayviordv Emansav oAl kabopioTikd pOAO GTNV EMAOYT OV
Kobotdvtog o Unity og ™ KotoAnAotepn TAATOOpUO Yo TNV SMUovpYio. ToOV TPOTOL LoV

Brvteomayvidroo.



2yeotoonoc ITaryviorov

[Mopoakdto Oa avaivbel n dadikacio Tov akoAovOncape yo to moryviol Tov avortoéope. To

TPMOTO Pripa HTav 0 oXESIGHOS TOV T VIS0V,

2ToYevoVTaG TNV HUEAETN OTNV YuxoAoyio TOV TOUKTN, MTOV ONUAVTIIKO Vo dAEEovpe pia
Katnyopio mworvidudv Ywpic TOADTAOKOLG UNYOVICUOVS, TPOKEWEVOL Vo €ival €0KOAO GTOV
omolodNToTE YpNotn va 10 pdbet kot va 1o maigetl. ‘Etol, kataeidyope oto moAld wotyvidolo wov
éByalav avtiotoyo cvvosOfuato otov ypnotn, 0Tt dNAadn Yavel AOy®m OKNG TOv EAAEWYNG
KOVOTATOV Kot Oyt AOY® Tov  KokoO oyedlacpod tov  moyvioov. Kotainéape va

YPNOOTOOCOVUE OG EUTVEVOT] TNV OePd Taryvidudy Super Mario Bros.

Yotepa, apyiocape tov oyxedlaoid TOL TOYVIOD, KPOTMOVTOS KATO VOL TNV EUMVELCT| LOG.
Amogaocicaue vo Pydrovpe v Asrtovpyio scrolling, dniadn 61t 660 0 TaiKTNG Kiveital, TOV
aKoAOVOEL 1 KAUEPQ, KOl VO TEPIOPIGOVLE TO TToyVioL o€ pia 006vn. Oéhovtoc va eTidove Eva
nayyvior platformer wovotitov, oamogacicoue va Ppodue éva cOOTNUO PUVOIKAG TO OTOio
ovvepPYaleTal Le T0 GOUGTNUO PLGIKNG TNG UNYOVIG TTaLYVIOI®mV oL Ba emAéEov e Vo avamtHEOVLE

TO TOYVIOL.

Emé&ape v Unity yia va avartoéovpe 10 moryvidl, kabog Pprikope apketd vAkd gite oe
tutorials mov vmapyovv oto internet yoo va pog kaBodnynoet va Kavovpe ™V ovamTuén
ocvoTNuaTeV oL Ypelalopacte, kabhg eniong n Unity pog mopeiye peyaddtepo minbog omod
dwpedv assets. Apykd vAomomaoape TV Kivnon Tov ok, Kot TV 0AANAETIOpaoT) TOL TOGO Ue
TOV TEPUATICUO TOVL ToyVIdl0V, 0G0 KOl LUE TOVG TOiYOoVS, MATOUA OAAL KOl TIS Toyideg mOv
VILAPYOVV OTIS TIOTEC. 'Y OTEPA OVOTTUEAUE TNV AOYIKY TOV NTOV OTOPAITNTN Yol TV GOCTN
Aetrtovpyio ko evarldoyn peta&d v animations tov maiktn. Xtn cvvéyewn PaAape pepikong

Baotkovg Nxovg Tov GuvoEovTat Le TV Kivnon tov maikt (dApa, Tpocyeinwon Kot BGvoTog) aAld



KOl YPOPIKA OTOPAiTNTO Y10, TOV OXESGUO TMV EMWEOMV TOV TOLXVIO0D. Zyedldcae Kot
avamtoéape Eva cOGTNHO oo KELONG TS TPOOAOL TOV TAIKTY], TO OO0 £YEL KO EVOAAUKTIKN
péBodo amofNKeVONG GE MEPIMTOGN TOL 1| TPDTN OTMOTVYEL, KO TPEYEL AVTOUOTO GTNV OPYT| TOV

O VIO0V Kot KAtd TNV oAokAnpwon kdbe mictoc.

Epyaieio YAomoinong

['o v vAoToinon 1oV TOYVIS100 YPNCOTOMONE TNV unyov mayvidwwyv Unity. H Unity givar
pio unyovn o vidldv, SmPEQY GTNV XPNoN TS Y10 TPOGMOTIKT KOl GOITNTIKY Yp1oN, aAAE Kot Yo
EMAYYEALOTIKY] Yp1iom 600 M eToupeia £xel £€6000 AydTtepa amd £vo GUYKEKPIUEVO TOGO ETNGIMC.
Yrdapyovv d1dpopot tpdmot yio. mpoypappotiond oty Unity, ot dvo mo SnuoeiAgic sivoal
yYpapovtag kKmdika ue v yhdooo C#, kot ypdoovtag Aoyikn pe koppove, yvootd mg Visual
Scripting. T to d1kd pov moyvidl, Eypayo kddko C#. EmmAéov, vmbpyovy ToAG mokETo Tov
TOPEYOVTOL OO SNUIOVPYOVG Kot TPOYPAUUATIOTES dmpedv oto Asset Store tng Unity, kdtt mov
EKUETAAAEDTNKA Y10 VAL YAMTOO® TOAVTILO YPOVO GTNV ONUI0VPYIO YPOPIKOV Kol VO WTOPEGOVLLE
Vo, GLYKEVTP®OOVLE GTOV TPOYPOUUATIGUO TOV TTALYVIOIOV OALL KOl GTOV GYESLIGLO TOV (GTE VO
petvel MtO Kol KOTOVONTO KOl TOVTOYPOVO VO, TPOGPEPEL TNV EUTEIPIO. TOL YAYXVOLUE VO
dnuovpyncovpe. 261600 £va 6TotYEl0 UTOPEL Vo TPOEPYETOL Ao Eva apyeio Tov dnpovpynonke
ekto¢ Tov Unity, 0nmg éva tpiodidotato povtéro, Eva apyeio Myov, o £1KOVO 1 0TO0VONTOTE
amd Tovg GAAOVG TOTOVG apyeiwv Tov vrootnpilel To Unity. Yzrdpyovv eniong opiopévol Tomot
ooy EiwV oV Pmopovv va dnuovpynbodv oto Unity, 6mwg évag Eleyktic Animator, évag

Meiktng fyov 1 o ven omddooNG.

I v ovuyypaen kot d1opBwon tov kddka ypnoomomcape to Visual Studio Community 2022.
To Visual Studio Community givat éva OhokAnpopévo IepiPdilov Avantvéng (amd d® Kot 6To
e&ne avaeépetar og ‘IDE”) mov mapéyer n Microsoft dwpeav. Eva IDE giva éva moddtipo epyoleio
YWOU TOVG TPOYPOUUATIOTEG, TOCO Yo TPOYPOppaticnd oty Unity aAdd xot yevikdtepo
npoypapupoticpd. ‘Eva IDE mpoooéper éva oloxAnpopévo meptPdiiov avamntvéng 6mov o

TPOYPAUHOTICTAG Hmopel v Ypawel, Vo SOKIUAGEL Kot va dwaxelptotel tov KOk tov. Avtod



CLUTEPAMOUPAVEL YOUPOUKTNPIOTIKA OTT®MG TNV eMeEEPYAGion KEWEVOD, TNV AVTOUOT COUTANPWOOT

KK, TV amoc@aAipdtoon (debugging) kot tn duvatdmra evompdtmong tpitwv BipAodnkoy.

O kodkog C# mov ypnoyomoteital yio Ty avamtvén moyviduoy oty Unity givat moAdvmlokog kot
aroutel mpooektikd mpoypoppoticpnd. ‘Eva IDE  mapéyer epyoieion mov emrpémovv  tov
OMOTEAECUOTIKO TPOYPUUUATIGHO, BONODVTAG TOVG TPOYPAUUATICTEG VO YPAWYOLV GMOCTO KMOLKOL
Kot vo mopakoiovBovv v e£EMEN tov. 'Eva IDE mapéyetl epyaieia yio v mapakoiovOnomn mg
eEEMENG TOL KMOKO, TNV dwyelpton aAAaydV Kot T cuvepyasio Le GAAOVS TPOYPOUUOTIOTEC.
Av10 givon kpioipo dtav epydleote o€ £va peyAo mayviol pe opdda wpoypappotiotody. Emiong,
10 IDE mapéyel epyodeio yio TV eKTELECT] KOL TNV OMOGPOAUATMOCT TOV KOOIKO, EMTPETOVTIOG
GTOV TPOYPUUUATIOTH VO SOKIUAGEL TOV KOOTKO TOV GE SIUPOPES TEPIMTMGELS KOl cLVONKES. AVTO
BonBd otov evromioud kai Vv enilvomn mpoPfAnuatwv Tpwv v teAKN avamtuén. Xe éva IDE, o
TPOYPOUUOTIOTNG UTOPEL VO SLoEPIOTEL TOV KOOWKO TOL Touyvidowov, Tig PiPAodnkeg, Tig
eEaPTNOELS Ko T Pyl TOV, OA OO £Vl VOO UEVO TTEPIPAALOV. AVTO €YEL OC AMOTELEG LA TV

EVKOAOTEPT AVATTLEN, SloYEIPIOT KOl GLVTNPNOT TOV TOLYVIOOV, YATOVOVTAG TOADTILO XPOVO.

Yvvoyilovtog, éva IDE givar amapaitnto yio Ty avamtuén tayvidiov oty Unity pe ypnon g
yAdocag mpoypoppaticpoy C#. [Mapéyxet v 1eXvOAOYIK)] VTOOOUN Kol T €PYOAEin. TOL
OTOLTOVVTOL Y10 VO YPAWETE, VO SOKILAGETE KO VO SLOYEIPICTEITE ATOTEAEGLATIKA TOV KOOIKA GO,

KAVOVTOG TOV aVATTLEN O VIOUDY U0, GYETIKA EDKOAT KOl OTOTEAEGLOTIKT O1001KAGTaL.

To Visual Studio Community dev eivar 1 povadikn emidoyn mapdro avtd yoo IDE. Ot Booikég
dapopég petag&d tov Visual Studio 2022 Community, tov Visual Studio 2022 Professional ot

Tov JetBrains Rider 6cov apopd ™ yprion tovg yio tov kddika C# avolbovtot TopoKito:



1. Visual Studio 2022 Community:

o  Awmpeav Exdoyn: To Visual Studio 2022 Community ivot pio dwpedv £kdoon Tov
napéyetol amd T MiIcrosoft yio TpoypapaTioTée Kot @ONTEG e WKPEG 1| un
EUTOPIKEG OUADES,.

o Ilgpropropoi: IMapdro mov mpocPépel MOALEC amd TS Pacikég Asrtovpyieg TOL
Visual Studio, £yet opiopévoug mTepopiopong 0nmg mpoopileTarl yio un EUmOPIKY
YPNOT KO LKPES Opdoeg £m¢ S dtopa.

2. Visual Studio 2022 Professional:

o Emayyelpotuc "Exdoon: To Visual Studio 2022 Professional ivor pio minpmg
emayyeluatikn ékdoon g IDE mov mapéyetor and t Microsoft.

o FEvpeia Yrootnpién: Ilpoceéper mAnpn vrmoot|pin v OAeg T1g Agrtovpyieg
avamtuéng kot dwyeipiong £pyov, cvopmeprroppavouévng g avantuéng C# kot
™G dlayeipiong Tv £pywv TG opdodags.

3. JetBrains Rider:

o IToAvAierrovpywké: To JetBrains Rider eivat po molviettovpykny IDE mov diabétet
VTOGTNPIEN Y10 TOALES YAMDOGEG TPOYPUUUATIOUOV, cvumepthapfoavouévng g CH.

o Emayyelpotikn Xpion: To Rider givatl katdAAnAo yio emaryyeALATIKY ¥pHON Kot
TPOGPEPEL TPONYUEVEG Aettovpyieg Yoo Tpoypappatiotés C#. Etvor daviko yuo
avamntuén oe mhateopueg 6ttmg to .NET kot to ASP.NET.

o  Awyeipion ‘Epyov: Ilapéyer mponyuéves dvvordtnteg dwoyeipiong épymv kot

ouaduG.
Visual Studio 2022 Visual Studio 2022 JetBrains Rider
Community Professional

Ampeav Exdooyn Naw O Nt
Ilepropropoi N Ox O
Enayyelpotuci Ox N No
"Exdoon

Yrootpién Nt Nt N
Holviertovpyko Ox Naw Naw
Awyeipron ‘Epyov N Naw Naw




[Tivakog 2: X0ykpion epyareiov vionoinong IDE

O1 dpopég petalld auTdv TOV EKS0CEMV KLUIOIVOVTOL ad TNV TN Kol TOVS TEPLOPIGHOVS GTNV
nepintoon tov Visual Studio Community, péypt v mAnpodTTO. TOV AETOLPYLIOV KOl THV

moAvAettovpykotnta Tov Rider.

Rendering Pipelines

Ta Rendering Pipelines ot Unity eivol kpicipo otoyeion Tov ypo@ikod GLOTHUATOS OV
kaBopilovv MG TO TOY VIOl ATOTLTMOVETAL YPAPIKA 6TV 000V TOL TTaiKTH. AVIITPOSHOTEHOVY T
dwadikacio mov akolovbei m Unity yio vo amoddoel ta ypopikd, amd v eneepyocio v
ypapikdv mopwv (textures, models, animations) péypt v mapovoiaon tovg oty 006vn TOV
naiktn. Yrapyovv tpeig mpokabopiopévor tomot rendering pipelines: To Built-In, to Universal,
kar to High Definition. EmumAéov o1 yproteg éxovv v dvvordtnto va kévovv éva Custom

Rendering Pipeline axpifadc ota pérpa tov TpdTlekT TOVS KOl OTIG AVAYKES TOVG.

To Built-in Rendering Pipeline eivair 10 mapadoociaxd rendering pipeline tg Unity ot
xpnopomoteiton evpeéms yro maryviow 3D kot 2D. Xpnoyonotel poTIoHO Kot GKIEC TPOGEYYIoNG,
OTOV TO. VAIKA YPNGLOTOI00V TIG AETovpyieg didyvong Kot avdkiaons. Awbéter Aettovpyia
forward rendering yiwo Alyec mnyéc ewtoc ko deferred rendering yioa moAAég mnyéc pwtoc. Eivan
€0KoAO 61N pOOMON Kot KATAAANAO Yoo moyviolo pe HKPOTEPES amantnoels o€ ypapikd. To
"Hollow Knight", éva 2D Metroidvania mouyvidy, ypnowonotei to Built-in Rendering Pipeline yw
TNV OEKOVIGT) TOV GKOTEWVOD KOGHOV ToL. [TapdAio mov Ta ypapikd Tov ivat vTEPoya, TO ToyVid

dev ypelaleton TV TOAVTAOKOTNTO TOV 7o TponyréveVY pipelines.

To Universal Rendering Pipeline givar éva mponyuévo rendering pipeline mov mpoopiletar yio
SWKPITIKG Ypoekd Kot vymAn omddoon. Eivar oyedacpévo yio va eivar moAvAgrtovpyko,
vrootpilovtog 1660 2D 660 kot 3D mayvidia. Xpnoonotei Shader Graph yio T dnpovpyia

TPONYUEVOV DMK®OV KOl TPOCPEPEL TPOCEYYIGTIKO PMTICUO KO GKIEG TOV S1ALTNPOVY TNV ATOJ0O0T).



Eivat davikod yia moryvidio mov omortovv vynin omddoon og ddpopeg mhotedpuec. To "Hades™
gtvor éva oy vidl dpdonc-poyKAGK pe vynin motdtnto ypapik®v. Xpnowomotei to Universal
Rendering Pipeline yia va. dtatnpfioet Ty anddoon o VYNAQ enineda VG TopIAANAO TPOGPEPEL

EVIVTTOGLOKE YPOPIKA GE TOAAEG TAATPOPLLEC.

To High Definition Rendering Pipeline (HDRP) givot éva oAb mponyuévo rendering pipeline yio
VYNAN TOOTNTO YPAPIKOV Kol PEOMOTIKO QOTIGHO. Ymootnpilel mponyuévovg VAIKovg
YOPOKTNPLOTIKOVS POTIGUO KO OKLEC KOL TPOCPEPEL TPONYUEVT vIOGTHPIEN Yo POSt-processing
epé. Xpnoipomnotlel ochyypoveg teyvikég Omme ray tracing ywo mpoyuatiotikd eoticpd. Eival
KOTAAANAO yio oy vido, mov emdidkovy vynin awebntikn kol Aewtouépeta. To "Cyberpunk
2077" eivar éva amd Ta MO TEPIMAOKA KOl YPOPIKA EVIVTOGIOKE Talyvidww mov £youvv
Kukhogopnoet. Xpnoomotel to HDRP yia va mpocpépetl peaMoTtiky) anddoon oTIcHoD, GKUDY

KO DVAIKOV.

Téhog, vedpyovv ta Custom Rendering Pipelines. 'Eva Custom Rendering Pipeline emitpénet
OTOVC TTPOYPUUUOTIOTEG VO, OTUIOVPYNOOVY TO O1KO Tovg, mpooapuocpévo rendering pipeline.
[Mapéyxer axoun peyoAdTEPO £AEYY0 Y. TN OOIKAGIO OTOTVTMOONG YPUPIKAOV. XvviOmg
YPNOOTOLEITAL Y10 ALY VIdlo TOV amatovV povadtkd ypapikd kot €pé. To "Inside" sivon éva
aPLOTOVPYNHOL TEYVNG Kol YPOEIKNG oxediaong. To mayvidl ypnoyonotel £va TposapUOCUEVO
rendering pipeline yio va dnuiovpynoet po. Lovadikn ocOntikn kot €pé mov taptdlovv pe v

OTULOGPAIPOL TOV TTOLYVIO0V.

Yvvoyilovtog, To Rendering Pipelines otn Unity divovv 6toug mpoypoppatiotég tny duvatdtnTo,
va emAéEovy 1o KatdAAnAo pipeline avéloya pe tic avaykeg tov moryvidiov tove. Kdabe évo omod
oUTA £YEL TAL OUKA TOL TAEOVEKTNLLALTO KO TEPLOPIGUOVG, EMTPETOVTOS TIV ONUOVPYI TOLYVIOIDV

LLE OLOPOPETIKA EMIMED D YPAPIKNG OOOCNG Kol GONTIKTC.

Y10 dwd pag project, ypnowonomoape to Built-In Rendering Pipeline kabmg o cxondg tov
TPOTLEKT GUYKEVIPAOVETOL GTNV ONUIOVPYIR €VOG GUYKEKPILEVOL GUVUIGONUOTOS GTOV TOAKTN
LEGM TOV GYESCLOD TOV UNYOVIGLMY TOV ALY VOO0 ALY KoL TOV EMTESMOV TOV TOLYVIO0, KOl

oYl LEC® TTEPITAOK®V YPAPIKMV 1 OTTIKMOV EQE.



ITeprypapn Iaryvidion

To mayvior yopakmpileton kuping wg moaryvidl delottov Kot teptAapPdvel 5 enineda 6To
kaBéva and to omoia Exovv maryideg oALG Kal VO TPOTOLO GTO OTOI0 TPEMEL VAL PTAGEL O TOIKTNG
MoTE Vo KEPOIGEL TO EKACTOTE EMiMEdO Kat va hel 6To enduevo. H Aoyikn tov mayvidion Bopilet
Kot QAo mayvidlo tov 16iov tomov 6mwg to “Super Mario Bros" aAld kot éva amd o
dNuoeréotepa Kot dvokoAdtepa maryvidw tov tehevtaiov etov "World’s Hardest game”.
Qot600 KATL MOV TPEMEL Vo onueBel glvor TOG og AVTO TO TOYVIOL OEV VLIAPYEL KATO10G
TEPLOPICUOG OTTWG (MEG N XPOVOG £TGL DGTE O YPNOTNG VO Uropel va TaiEet yio 660 avtdg emBupet.
IMa Tovg AdYoLg NG TTVYKNG Ta EMimEd TOV TOLYVIOOV givar meploptopévo kabmg etvar povo
éva, Oelypa mpog mopovsioon. Xe GAAN mepintwon o Pabudg dvokoriog Oa avePaivel OA0 Kot
TEPLGGOTEPO e TO MEPQG KAOe emmédov Palovtac péoa aKOUo TEPLGGOTEPO EUTOOLN, TOYIOES,

ex0povc, axdOUA KOl AVTIGTPOPT) YPOVOUETPTON Y10 TV EMITELEN TOV GTOYOV.

Xepouog IHoryviorov

O yep1opdg 1oV Pactkod PLEVOD Kot TOL HEVOD TNG TAONG TOL TTALYVISOL ad TOV XPNoT
YIVETOL OMOKAEIOTIKG L€ TO TOVTIKL MOTE VO KAVEL TNV EMAOYN TOL. ATO TNV GAAN TAELPE KaTd

TNV SLIPKELD OUMS TOL TALY VIO YPNCLOTOIEITOL OTOKAEIGTIKA TO TANKTPOAOYIO.

Ta TANKTPA YEPIGLOV ATOTEAOVVTOL OO TO TOPUKATM:

e Spacebar — A\ua
o Acgéi Behdxt — Kivnon de&id
e Apiotepd Perdxr — Kivnon apiotepd

o [TAktpo R — TN exkivnon tov maiytn amd v apykn B€om tov emmédov

e Esc — Ztapdtnpa tov mayvidiov (pause game)



YAomoinon Iatyviowon

Anpovpyia Background

To Unity éyetl éva mold guvoikd mepiBaiiov yia thv dnuovpyia 2D backgrounds kabmg propodpue
Vo TO{EOVLE Kol VO TEWPOUOTICTOVLE LE T aSSELS Tov GOV divel Kal Vo To GUVOVAGOVLLE LE OTOLOV

TPOTO gueic OEAOVE DGTE VA TAPEL Lol TEAMKT LOPOT).
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Ewova 8: Kevoc editor tov Unity

Avtdc eivar o editor tov Unity péoa otov omoio umopodue vo dNUIOVPYHGOVUE TO YPAPIKO

nep1pdAlov kabmg kot to background tov maryvidiov.
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Ewova 9: Mia mpmdtn d1dtaén sprites yio m onpovpyio evog background tov maiyvidioo.

O oyedaopdg evog 2D background eivar oyetikd €dkohog Otav avtdg meplopiletor oe Eva
OLYKEKPIUEVO YDpo. BéPata pmopel va yivel moAd peyaAdtepog avaroyo LE TIC TPOOLAypOaPES TOV
k@O Toyv1d100. 11 CLYKEKPIEVT Epyacia Yoo TNV EE0IKOVOUNCT) XPOVO £YIVE GE LUKPT KATLOKOL
O oyedaopog £yve pe faon ™ eoavtoacio Kot 10 Tmg 0o SUCKOAEYOLUE TOV YPNOTN OTNV EMITELEN
10V 6TOY0V. Me amiég drag and drop mpdaéeig dnpovpyndnkay to Sapopd eninedo Tov TOLYVISIOD
tomofetmdvTag Spites Tayidmv Kot Spites Tatmdpotog o€ 0£0g1g 01 0moieg divouv éva OAOKANPOUEVO
oLVOAO 01OV 0 PN OTNG propel va maiEet ywpig TpdPAnua. e GAAn nepintwon Oa pmopovoape va
TPOGOEGOLLE OKOLO TEPIOGOTEPA OVTIKEIEVA Kot €QE oTo background wotdco TeEPLOPIGTHKAE

0T0 AMOAVTMOG POCIKAL.



[Mopoakdto Bo avaAdcovUE TOV TPOTO LAOTOINGCNG OV AKOAOVONGOLE Y10 VO, VAOTOCOVE TO
oy vidl, 0o TOPOVGIACOVIE TOV KOJIKO TOL YPAWOUE OAAG KOL TOV KMOKO TOL PprKape Kot
TPOTOTOMoapE, KOOMG Kot Bo HELETNOOLUE TIC Agovpyieg TOL TAYVIOOD  OVOAVTIKA,

GLYKEKPEVA O avOADGOVLE TO TOPOUKATE:

o I'papid Assets Tov ypnoiomomcape

e ASSets 1xov Tov YPNCIUOTOU|CAULE

e Acttovpyia ¥EPIGHLOV TOV TOIKTN

e Asttovpyio QUGIKNG TOV TOAKTN

e Asttovpyio QUGIKNG TOV OVTIKEWEV®V GTO EMITESD

e Acutovpyia apykomoinong (Bootstrapper)

e Avtikeipeva apykomoinong (Bootstrappables)

e Acutovpyia poptwong oknvav (LoadingManager)

e Asttovpyia amodnkevong kot emavapopas (SaveManager)

e Acutovpyia puoikng okavoaing (TriggerAction)

o Acsttovpyio Toyid®V HEG® ETEKTACTG TNG PVGIKNG OKAVOAANG
e Asttovpyio TEPUATIGHOD HEGH EMEKTOONC TNG PLGIKNG GKOVOGANG

® XyedlOUOC EMTEOWV

"o to oy vidl ypnoonomoapue povayo tpia takéta tpitwv. To Tpdro, eivon to Pixel Adventure
1. To Pixel Adventure 1 mepiéyet ta ypagikd Tov YpNCILOTOMCAUE TOCO Y10, TOV TOAKTY, Y10 TNV

Tayioo, Yo TOV TEPUATIGHO OAAG KOt Y10 TO YPAPIKE TNG TIoTOC.

Ewoéva 10: To ypagikd mov ypnotpomomdnke yia to idle animation tov madktn.

To ypapwd tov maiktn Loypaeiletor oty 006vn tov yprotn pe v Ponbeia Tov component
Sprite Renderer tng Unity. To Sprite Renderer givat éva and ta Pacikd otoyeio g Unity mov
ypnowomoteitat ywo, v ameikoévion 2D ypapik®dv ota Toyvidto Kot Tig epappoyéc tovg. To Sprite
Renderer givow vrebBuvo yo v ameikdvion towv 2D orpdir (sprite) ot oxnvi tov Toyvidtov.
‘Eva onpéut avtimpoconevet puo 2D gwcova 1) avtikeipevo mov pumopel va Kveitor kot vo oAAGCeL

katdotaon. Kabe Sprite Renderer givor éva otoyeio g oknvig (SCENE) Tov Ty vidion Kot



owvnBw¢ TpocaptdTol o€ Eva KeEVTpkd avtikeipevo (game object) onmg évav yapaktipa 1 Eva

avVTIKEIIEVO otV TEPPEALovGA TEPLOYN TOV ALY VIO10D.
To Sprite Renderer component et 510¢popeg EMAOYEC TPOTOTOINGTG. ZVYKEKPIUEVQL:

- Sprite: Opilel to ompart mov Oa amekoviotel. Mopei va emheyel amd pia Aioto, pe to dStobéotpa

onpdit Tov mayvidlov N va yiver drag and drop to enifountod orpdrt.

- Color: Opilet tov xpoUATIKO GIATPO TOV GIPALT , EMTPEMOVTOC TNV OAAAYT TOL XPOUATOG KO

™G O10PAVELNG TOV CTTPAULT .

- Sorting Layer: OpiCet 1o eninedo ¢ ta&vounong (sorting layer) oto omoio avrkel To ompdut .

Av10 emmpedlel T GEPE ELPAVIONG TOV GTPALT GTI| GKNVA.

- Order in Layer: Kabopiletl ) oepd gpepdviong tov onpdit evtdg tov sorting layer. Ta ompdut

pe peyardtepn T epeaviCovtol Tave amd To GIPaLT Le LIKPOTEPT TIUY.

- Flip: TIpoc@épetl ) dvvatdTnTa OVOGTPOPNG TOV OIPAT Katd unkog tov opiloviov (X) 1

katakopveov (Y) acova.
- Size: Opilet 1o péyebog Tov ompdit otn oKNvy.

- Material: Emtpénet tnv avéfeon evog vikov (material) oto ompdit yio. mponyuEves Ypopikeg

€QE Kol 0ALOYEG TNV LOT.

Ortav opiCeton éva Sprite Renderer og éva avtikeipevo otn oknvi, aviiototyifetol éva omnpditt
(ewova) oto Sprite wedio. O Sprite Renderer Oa mdpet avtd 10 6TPdrT Ko O TO amEKOVIoEL 6T
oknvn odupova pe Tig puduicels ypopatog, peyébdovg kot Béong mov éxovv opiotei. To sorting
layer ka1 n tipn g tag&wvounong (order in layer) kaBopifovv t oepd epedviong Tov orpdit ot
oKknvn, o€ oyxéon He To vEOAowmo O16d1dcTATO YPUEWKE (TOGO Ompditg OGO Kol YPOPIKE
aAnenidpacng tov yprotn (User Interface). Zvvoiwkd, to Sprite Renderer eivon évo omapaitnto
ototyeio ywo v amekovion 2D ypapikodv ot Unity kot mpoceépet eveléio otn phbuion g
EULPAVIONG TOV GPALT GTO ALY VIOL.

s Sprite Renderer

Simple

Mane

Center



Ewova 11: To Sprite Renderer component tdve oto game object “Sprite”, mov avikel 6tov

oK.

A&ilel va onpelwbei, 6tL avaddymg Tov project kot twv puOuicedv Tov, Kol GLYKEKPUEVA TO
Rendering Pipeline mov ypnoiponotet, o tpomog mov Lwypaeiletar n 006vn Tov TTOiKT propel va
OAAGEEL ONUOVTIKG. ZVYKEKPIUEVA, TAEOV VIAPYOLV TPELS OOPOPETIKES “Katnyopieg” project:
Built-In Rendering Pipeline, mov ivat o tOmog project apyikd aAld umopei va. aAldéel gite otnv
apyn eite ko apyodtepa eav gavei avaykn. Universal Rendering Pipeline, mov ivon o Tomog project
7OV Y€l apyicEL 0 KOOHOG VO TPOTIUA V1o TaL Project tov Adyw® S10¢popmv BEATICTOTOCE®Y TOV
Ba dovue mapokdatm. Télog, To High Definition Rendering Pipeline, to omoio ypnoipomoteitat
Mydtepo o€ maryviola, Kot ta mepocdTepa omd avtd etvan maryvioww AAA, pe peydieg opddes Ko
ToAD vynAd umdatlet. Onmg éxel mpoovagepbei, To d1kd pog project ypnoiponolel o Built-In
Rendering Pipeline.

O maiktng éyel kdmolo amhd animations ta omoia Bonbovv oto vo {wviovéyel Ea@pPOS O

d160140TUTOG YOPOKTIPOG LLOG.

Layers Parameters o Base Layer Auto Live Link

a-
J LT

Grounded

Moving

Ay Siae

Ewova 12: O Animator Controller tov maixt.



Xpnowomoiwvtag 115 mopouétpovg tov  Animator Controller tov waiktn, kot pe TIg
TPOTOTOMUEVES TIUEG 6TIC peTaPdoelg peta&d Tov Animation States, kot oe GUVOVAGUO LE HEPIKE.

amAd yMTIKE @€, 0 TaikTnG PavTalel (ovTavog péca oty pio 000vn mov moilegt.

To Animator component otn Unity sivat éva kpioipo epyodeio yio T dnpovpyio kot dtoyeipion
animations ota moyvidlo. Xpnotuevet yio Tnv onpovpyio moAOTAOK®OV Kot SUVOUK®OV KIVICEMV
Y10 TOVG YOPOKTIPES, TO OVTIKEILEVA KO GAAN oToLElo TOV oy vidov. Ot KHplot Adyotr ypnong

tov Animator component ivat ot €€ng:

1. Anpwovpyio Kivijee®v yopakTp®v: Mmopolv va dnuiovpyndovv animations yio tovg
YOPOUKTNPES, CLUTEPIAALUBOVOUEVAOV TOV TEPITATNTIKOV KIVIGE®V, TPESIUATOV, AALATOV,
EMOECEDV KOl TOAADV GAA®V.

2. Awygipron kotootaceov: O Animator enttpénet ) dwayeipion TV d1GPopwv
kataotdoewv (states) Tov yapakmpov kot aviikelwévov. Kabe kataotaon propel va
OVTIOTOUYEL OE 1Ol O10POPETIKN KIVNTIKT EVEPYELX 1] GLUTEPUPOPAL.

3. Merapaoceic petod kataotdocmv: Mnopeite va kabopicete Tig GuVONKES VITOKEIEVES
oT1G 0moieg O TPaAYLATOTO1OVVTOL VTOUATES LETAPACELS OO L0 KOTAGTOOT) OE 0L
GAAN. T Tapdderypo, Evag yopaktpog pmopel va petafaivel omd tnv Katdotoon
"mepmatd" oty Kotdotoaon "tpéxel” dtav matnOei To kovumi yio TpE&yuo.

4. Blending km transitions: O Animator emitpénet ) Agio blending (ovépuén) peta&d
drapopeTik®dY animations, Tpoo@ipovtag o oIk pon kivicewv. Eniong, yivetal va
kaBopilotel 0 xpOVOG PETAPAONG OO L KATAGTAOT) GE L0l AAAT).

5. Exoniomosig (events) kor kKMol Koowkov: ['ivetat va tpoostefodv ekONAMoELS o€
CULYKEKPULEVEG XPOVIKEG OTIYUEG EVOC animation kot vo, KAAEGETE GLVAPTNGELG KMOOIKOL
OTOV aVTEG TIG OTLYUEG EMTEVYOOVV. AVTO EMTPENEL TN GLYYPOVIGUEVT AEITOLPYi TV

animations pe tn Aoyik1| Tov ToyVIS100.

To Animator component givat kaBopiotikd yio T SNUovpPyio TOYVISIOV HE SVVOUIKEG KIVIGELS
KoL EQE, EMTPEMOVTOS GTOVG TPOYPOUUATICTES VO dDGOLV {®1] GTOV YOPOUKTIPA KoL TOV KOGLO

TOVC.

dvowkd, o Animator dev dovAedel amd HOVOG TOV, TPEMEL VO AAUPAVEL EVTOAEC KO GAAAYEG OTIC

HETAPANTEG TOV PHECH KMOUKO. XTO oy vidl pag, avtd yiveton pésm tov script PlayerAnimator.



To PlayerAnimator script avolapfdver to mdvtoa ce oyéon pe To animation tov moiken.
AwBalovrag To INpUt Tov ToiKTN, KoL TV KOTACTOOT TOL KAOE KapE, avaveEDVEL OAES TIC TYEG TOV
Animator tov maiktn TPoKEWEVOL VoL TOPIACEL 1] GLUTEPIPOPE TOV TTOHKT LE TNV KATAGTAGT TOV.
Emumdéov, mapdtt dev eivor daviko, to SCript ennpedlet eha@pdc kot to rotation tov ompdit tov
ToikTN. AVTo yiveTon yuo vo @aivetatl KoAvtepa 6tav o Toiktng Kwveitor kot 6tov dev kveitot. H
doUN TOV OVTIKEWWEVOV TOL OTOTEAOVV TOV TOIKTI) CUVOAKE, EMITPEMEL TNV UETAXEIPION TOL
YPOPIKOD TOL okt EEXMPIOTA OO TOV TTOKTY), KAOIGTOVTOC TV UIKPN TPOTOTOINGN 670 rotation

TOL OCQOAN amd TNV Onuovpyia mpoPAnudtov  katd v kivnon  Tov  modkTh.

GetComponentInParent

SetBool
SetBool

targetRotVector Ve Mathf . Lerp fathf InverselLerp
on . RotateTowards X D Quaternion.Euler(targetRotVector

SetFloat Mathf Lerp

SetTrigger
PlayOneShot

SetTrigger
in ResetTrigger

SetColor
SetColor

Play

f_InverseLerp
SetColor

groundHit 5 Raycast
groundHit groundHit TryGetComponent

SetColor

Ewoéva 13: Koppdrt tov script PlayerAnimator.



O kddwkag Tov script PlayerAnimator.
public class PlayerAnimator : MonoBehaviour {
[SerializeField] private Animator _anim;
[SerializeField] private AudioSource _source;
[SerializeField] private LayerMask _groundMask;
[SerializeField] private ParticleSystem _jumpParticles, _launchParticles;
[SerializeField] private ParticleSystem _moveParticles, launchParticles;
[SerializeField] private AudioClip[] _footsteps;
[SerializeField] private float _maxTilt = .if;
[SerializeField] private float _tiltSpeed = 1,
[SerializeField, Range(1f, 3f) private float _maxldSpeed = 2;

[SerializeField] private float _maxParticleFallSpeed = -40;

private IPlayerController _player;
private bool _playerGrounded,;
private ParticleSystem.MinMaxGradient _currentGradient;

private Vector _movement;

void Awake() => _player = GetComponentinParent<IPlayerController>();



void Update() {

if (_player == null) return;

if (_player.Input.X !'=0)

transform.localScale = new Vector3(_player.Input.X>07?1:-1, 1, 1);

_anim.SetBool("Moving", true);

else _anim.SetBool("Moving", false);

var targetRotVector = new Vector3(0, 0, Mathf.Lerp(- maxTilt, _maxTilt,
Mathf.InverseLerp(-1, 1, _player.Input.X)));

_anim.transform.rotation =  Quaternion.RotateTowards(_anim.transform.rotation,

Quaternion.Euler(targetRotVector), _tiltSpeed * Time.deltaTime);

_anime.SetFloat(ldleSpeedKey, Mathf.Lerp(1, _maxIdleSpeed,
Mathf>Abs(_player.Input.X)));

if (_player.LandingThisFrame){
_anim.SetTrigger(GroundedKey);

_source.PlayOneShot(_footsteps[Random.Range(0, _footsteps.Length)]);



if (_player.JumpingThisFrame){
_animSetTrigger(JumpKey);
_anim.ResetTrigger(GroundedKey);

if (_player.Grounded){
SetColor(_jumpParticles);
SetColor(_launchParticles);

_jumpParticles.Play();

if (_playerGrounded && _playerGrounded){
_playerGrounded = true;
_moveParticles.Play();

_landParticles.transform.localScale = Vector3.one * Mathf.InverseLerp(0,

_maxParticleFallSpeed, _movement.y);
SetColor(_landParticles);

_landParticles.Play();



else if (_playerGrounded && ! _playerGrounded){
_playerGrounded = false;

_moveParticles.Stop();

var groundHit = Physics2D.Raycast(transform.position,Vector3.down, 2, _groundMask);
if(groundHit && groundHit.transfor. TryGetComponent(out SpriteRender r)){

_currentGradient = new ParticleSystem.MinMaxGradient(r.color * 0.9f, r.color *
1.2f);

SetColor(_moveParticles);

Onwg givarl mpopavig, 1 kiviion Tov moiktn Kot to animation tov givat 0o dapopetikd otoryeia
1OV T ool Oum¢ e€aptdvtat To Eva amd To AAA0. Zuykekpuéva, To PlayerAnimator script éxet

e&aptnon oto PlayerController script.

To PlayerController script eivon vrebbvvo yio OAec T1c Asrtovpyieg Tov moaiktn. And v Kivinon
T0V, otV PopdTnTa T0V, GTU GALNTE TOV Kol GE OAN TO TPAYUOTO OVOUETOED, GTNV (PLGIKT TOL
emnpedlet Tov maiktn cuvolkd. O maiktng ONpoVPYNONKE Le PLGIKTY EEYOPIOTN OO TNV PLGIKT
g Unity, kat yio avtd tov Aoyo o maiktng dev eépet kKovevog gidog Collider oto avtikeipevo tov,
aAAG kot kovéve Rigidbody. H andpoon avth éytve Hetd omd £peuva Kot TEPAUOTIGHO, KOODS
£to1 glyape meplocdtepo EAeyy0 610 TG B vidbel o maikng Otav yewpileton tov yapaxtipao. H
ToyVTNTO TOV oKt VToAoYiletan akdpa kdbe kapé, amid dafdlovtag v BEom Tov 61O TPEYOV
Kapé, apopOVTAG oo ALtV TV 0E61 TOL GTO TPOTYOVLEVO KOPE Kol DOTEPQ SLUUPDVTOS LE TOV

YPOVO OV TEPAGE OO TO TPONYOVUEVO KapE LEYXPL TO TPEYOV, YVmoTod mg delta time.



[Mopdia avtd 1 TohTNTO VTN XPNOOTOLEITOL LOVO Y10 LEPIKOVS VITOAOYIGLOVG GYETIKOVG LE TO
dipo tov (kor TV wTOoN ToL oviictoyo). H xivnon tov maiktn yiveton pe v yxpnon
CLYKEKPIUEVOV UETOPANTOV Yoo TNV oplovTio kot v kaBetn taydttd tov. Otav o ypriotng
EMYEPEL VO KOVVIGEL TOV YOPOKTNPO, YIVETOL EVOG EAEYYOG TTPOTO YioL TNV LEAAOVTIKY| BEoMm TOL
naikt. E@ocov dev vmapyovv eumddia, yivetar n kivnon. A@opetikd v vrapyovy eumddia,
yivovtat Edeyyot otnVv véa BEom TpoKeEVOL Vo TPocdlopiloTel 1) Kovovpyla B€on Tov Taiktn, N1

KovTvotepn B€on mov pumopel o maiktng va mdet, Tpog v véa BEom mov £xel LTOAOYIGTEL.

Ta 6pra tov maiktn, Aoyw g EAdenyng Collider, vroioyiCovtan pe TipéC mov Tepvave katevbeiov
uéoa. oto script. O tyég avtég eivon og pio petaPintr tonov Bounds, mov o cuvévacuod pe mv
0¢on Tov maiktn, TpoxvITOLY KAOE KOpE Ta Opla TOL TaikTN. Y otEpa, KAOE Kapé yivovtor EAeyyot
v ovykpovoelg (collisions) kot dpdoemv okoavddAing (trigger actions). Ot cuykpoOoelg Kat Ot

dpaoelg okavOAANg £xovv Kdmola ko (1.y. Opla puGIKNG) 0ALA Kot KATO1ES d1opOopEC.

‘Eva Collider eivon éva puotko mepiypoppa 1 oo Tov TepBAALEL EVOL OVTIKEILEVO GTNV OKNVN
¢ Unity. Xpnowonoteital yioo va. aviyvedosl GuykpoOoElS Kal va dtayepiletal T QLGIKN
aAANAenidpaon petald aviikelévmy, Onme cvykpovon kat avtiotacn. ‘Eva Collider uropei va
ypnoporombet yio vo gumodicst £vo avtikeinevo va dlamepdost Ao avTiKeipeva, Om®g To
£dapoc M toiyol. Avtifeta, éva Trigger sivan éva Collider mov £xer v emioyn "Is Trigger”
evepyomomuévn. Otav éva avtikeipevo pe Trigger Collider sioépyetan oto mepifdArov tov, dev
TPOKAAEL GLYKPOVGELS 1 AVTIOPUGT PLGIKNG, AAAG AVTIOETO EKTEUTEL GNLOLTOL Y10 VO EVILEPDGEL
TO GEVAPL0 TOL TTayvidtov Ot katt £xet cvuPei. Ta Trigger Colliders ypnoiponoovvior cuvidwe
Y10l TNV EVEPYOTOINGT EWOTKAOV GLUPAVTOV, OTMOC 1) GLALOYN AVTIKEWEV®V, 1) EVEPYOTOINGT TOPTOC,

Kot GAAEG U1 QLGIKEG AAANAETOPAGELS.

[Mapot o maiktng dev éxel ovte Collider g Unity, ovte Rigidbody, to vrolowa avtikeipeve ota
emineda Tov ToLYVISOV EYOLV, AMAG 0 TAIKTNG OAANAOETIOPE LE AVTA LE OOPOPETIKO TPOTO, EE®
and v avavémon evoiknc (Fixed Update/Physics Update) tg Unity. Xto mouyvidr pac, Collider
Bpiokovtal 6TIC TAATEOPUES, OTO MATOUN KOl GTOVG Toiyovg, €véd Triggers Ppickovtar otnv
noyida, oto Oplo Bavatov (ekTog TioTag), Kol 6T0 Kbmehho vikng. IIpoxeévou ta Triggers va
dO0VAEVOVY COOTA WE TNV PLOIKN TOV TaiKTn, dnpovpynoaue éva SCript yuo va “Bopdran” v

TEAELTOLO KOTAOTOON TOV TOUKTY GE GXECT LE TO eKAoTOTE Trigger.



To script TriggerAction, mov amattei v Ymoapén evog Collider2D oto id10 avtikeipevo yio va
dovAéyetl, givar éva abstract class to omoio €yet pio ToAd amin Aoywn. Kotd v apyikonoinon
omv nébodo Awake tng Unity, dwapdaler tov Collider2D mov Bpioketar oto id10 avtikeipevo.
Yotepa, 0tov 0 maiktng Ppel eviog tawv opiowv tov éva TriggerAction, kolel v pébodo tov
TriggerAction pe oOvouo CheckTriggerAction, mepvovtag to instance tov script tov,
PlayerController, ¢ mapauetpo. Méca otnv CheckTriggerAction, eAéyyetar €dv ta 6pa Tov
ikt tépvovrol pe ta oplo tov collider. Xty ocvvéyewn, pe v Ponbewa g petafAntg
playerInTrigger mov éxet apywr tiun false, yiveton n damiotwon tov TriggerAction mov éywve.
Yrdapyovuv técoepa mbava TriggerActions. To mpdto eivan €va kevo TriggerAction. Avto
ovppaivel Otav 0 TAIKTNG eival opKeETE KOVTA pev o€ évo, Trigger yio va 1o EVIOTiceL pe To raycast
TOL TPUYLATOTOIEL TOVG EAEYYOVS TOV, GAAG Ol APKETA KOVTA Y1 VoL Eivon Kol LEGa 6Ta. Opldl TOL
pe ta ok Tov Opa. To devtepo eivar to Enter. Avtd yiveton dtav o maiking 6to Twpvd Kapé eivon
uéoa oto Trigger pe ta 6pid tov, OAAG 6T0 PO yovuevo Kapé dev Nrav. To tpito givar o Stay.
Avtd ocvpPaivel kabe kapé mov o maiktng Ppioketol péoa ota Oplo. Tov trigger, Kot mov To
nponyoduevo Kapé ftav emiong péoa oto Opla. To tétapto kot tedevtaio, eivor to EXit. Avtod
ovpPaivel 6tav 10 TPEYOV KOPE O TAUKTNG £ivan e€kTOG TV opivv Tov trigger, oAld oTO
nponyoduevo Nrav evtdc avtov. Me g€aipeon to TriggerEvent.None mov dev yivetar kopio
TEPUTEP® KIVNOT OTOV KMOKO, Ol LIOAOTES TPELG AAANAETIOPACELS £YOVV KOl TIG OIKEG TOVG
abstract pefddovg, péca oo TriggerAction script. Avtéc kolobvtan kat petd pécw inheritance kot

override, umopei to kabe script va kavel 0t ypedleta.

Ta script SpikeHead kot DeathTrigger, péoa oto TriggerEventAction, kaAovv v pébodo Die tov
maiktn. Avtd pe v ogpd tov Ba eapavicetl 10 Ypaeikd Tov maiktn, Bo epeavicel Eva GOGTNO
copotdiov (particle system) mov avamapiotd Tov OAvVATO TOL YOUPOKTHPA, KoL CLTOUATH UETA Bal

(POPTMGEL TO EMIMEDO AMO TNV QPYY].

To script Trophy oto TriggerEnterAction xaAei v pébodo ProgressAndSave tov SaveManager
script, ko votepo v uébodo LoadLevel tov LoadingManager script, yio va. opt®dceL To ETOUEVO
eninedo. Otav o maiktg oAokAnpdocel 10 mEUNTO €mimedo, cvveyiler va to mailer péypt va

amoPacicel va KAeioel To moryviot.



To script SaveManager eivatr éva Singleton to omoio ypnoylomoteitol yio. va amodnkevel v
1p60d0 TOV TOiKTN ©6TO Tavidl, ypnowomolwvrag to class Save. H mpocsbnikn mapamdveo
dedopévmv Yo amodnkevon ivot e0KOAN, apkel 1 tpomomoinon g kKAdong Save. H amofnkevon
yivetal o€ opyelo JSON kol otV MEPITTOON CEAALATOG KOTO TV amodnkevon, yivetar ota,

PlayerPrefs mg evallaktikn.

To script LoadingManager eivatr éva Singleton to omoio ypnowomoteital yio. vo popT®VEL TO
Tayviol S10popeg oKkNVES, Kat va mapovotldlet évo Loading Screen avti va ‘kpepdel’ to moyviot
HEXPL vaL @OopTMOOEL M| Endpevn oknvn. EmimAéov, avtd divel mapamdve ELeyy0 otV amo@opTmon

NG TPONYOVUEVNS GKNVNG, Kol Bon0d otnv opoAn petdfacr otny véa oKnv).

To LoadingManager aAAd xor to SaveManager script, kévovv inherit am6 to abstract class
Bootstrappable to onoio £yt pia abstract uébodo mov emotpépel IEnuMerator, yio vo propei vo
TpéYEL o€ Coroutine, kat dev maipvel TapapuéTpovg. Emiong €xet évav aképoto aptBud og petafantm
ue to dvoua BootstrapPriority, to omoio umopei vo. ddoEL TPoTEPAIOTNTA G KATO0 SCript va
apywomombei amd to Bootstrapper script mpv and ta dAlo (660 vyNAOTEPOG 0 aplBudC, TG0

LeYaAHTEPT 1| TPOTEPAOTNTO, APYIKOTOINOTG).

To script Bootstrapper, mov Bpicketaw otv wpmdtn oknvy ‘Bootstrapper’ Pondd oty
apywomoinon tov Bootstrappable, ka1 BePfordvel Twg Ola ta Exovv apykorombel cwotd, TPy
poptoet 10 Main Menu. Me v Ponbeia evoc Editor script, wou to attribute
‘RuntimelnitializeOnLoadMethod’ kabmg kot piog otatikng petafintig tomov boolean oto
Bootstrapper script, n ekkivnon tov mayvidod otov Editor yiveton mavio péow tng oknvig
Bootstrapper, mpoxkeyévov va givor opan, Kot xopic vo, SIKOTTEL TV OHOAN avAamTTLEN TOV
ToLVIO0V, ovayKALoVTaG TOV TPOYPOUUATIOT va Tnyaivel Ticw oty oknvr Bootstrapper mpv

nathoel To kovpni Play.



Exkivnon tov Iatyvido

Katd v ekkivnon tov moyvidod mopovctaletol UTpostd oty 006vn Tov ¥pHoTn T0 apyIKo

HevoL to omoio mepthapPavetl o e&ng mediaL:
Start: To omoio givar 1 évapén kat Tov TaLVISL0L.
Settings: Ot pvOuicelg Tov moyvidlov.

QUIT:"E&odog amd to oy vidt.

Ewoéva 14: To apyd pevov.



211 cuvérela Gepd Taipvouy To eMimeda TOL TOLVISOV TO OO0 0 ¥PNOTNG KAAEITOL VO TEPACEL

MOTE VO PTAGEL OTIG EMOUEVEG ALY KOl GTOV TEPLOTIGLO TOV Ty VIO100.

uEaNT MORE LEYELS™
HAIT UNTIL | GET HY

BACHELORS FIRST:

YES YOU CAN
COMPLETE THIS

Ewova 15: Eninedo tov mayvidrov.

Ye kGOe eninedo Tov mALVISIOV VIdpyovy 6to background kot diGpopeg 0dNyieg | Aoyoraiyvia
oote vo fondncovv 1 kot va melpdEovv pe yrovpop to xpnotn. O ypnotng uropei avd mdoo otryun

va kével Tadon Tov TaryvidoL edv to embopel Tatdvtog to kovuni 'Esc'.



PRAUSED

BRCK TO MENU

Ewoéva 16: Mevov madong

210 HEVOD OGS 0 YPNOTNG EXEL TIG EMAOYEG TOV VOL GUVEYICEL TO TOYViOL 1] VO TAEL GTO APYIKO
pevoy. Qotdc0 OKOUO Kol oV amoy®PNOEL EVIEADS omd TO Ty vidl propel va otav Eavamai&el va
Bpioketar oto 1010 axpiPag eminedo 6mOL eiye peivel KOO LIAPYEL N FVVATOTNTO AVTOUOTNG

amofnkevong TPoddov (autosave) £Tot MOTE va Uny YAveTaL 1 TpO0d0g TOL EXEL KAVEL.



YOU HIN:

THANK ¥OU FOR PLAYING THE GAME.
MORE LEVELS AND FEATURES COMING
S00N...

BACK TO MENU

Ewodva 17: Téhog Tov maryvidlov.

Metd v emtuyn AEN Kot ToV TEAELTAIOV EMTEOOV TOPOVCIALETAL TO TEAOG KOl 1] OVAKOTVMOT)
™G VIKNG, £vOL EVYAPIGTIPLO UVL LD KOOMG KO Lol VITOGYECT Y10 TPOGEYT EMMEN LE LEYOADTEPT

OVGKOALOL.

To moryvidt ovtd oyedidotke yo va tailetol o vroroyiot (Desktop) odld avtd dev onpaivet
011 B Asrtovpyel Kahd og OAeG TIG TAATPOPLES QVTOUATO. XPEILESTE KOO TPOGOYT GTOV TPOTO
oV oyedleTe T0 ALY VIOl GOG £TCL MOTE VO UITOPEL VO OVIYVEDEL TNV OVOAOYI0 SOGTAGEWDV TNG
006vng kot va tpocapudlel avdroyo ™ ddtaln demapng yprotn 1 va vrostpilet dStopopeTid
Topodelypata 16660V peTa&d Kvntov, VITOAOYIoTY, Kovaolag kot Apple TV. Yrdpyovv emiong

Inmuata anddoong mov mpémer va e€gtactovv. Edv xotackevdlete 1o moyvidt cog yu



VTOAOYIOTES VYNANG To10TNTaG, Bo pmopovoate va 10 eEayAyeTe Yo £va KIvnTO TNAEQP®OVO, AL

UV TEPYEVETE VoL £XEL pLOLOVS KOPE LE SVVATOTNTO AVATOPUYDYNG.

Agv vootnpilovtor 6Aeg o1 Asttovpyieg o OAEC TIG TAATPOPES, Umopeite va avamapdyste Bivieo
oe textures oe VTOAOYIGTN Kol KOVGOAQ, aAAG Oyt Yo Kivnto | WebGL yuo mopddetypo. Edwa pe
0 {qtpo tov katakeppatiopod tov Android, mpémer anddc va yvopilete to €0pog TV
JPOPETIKMY OVOAOYIOV S100TAGE®MV GTIG 0Toleg pmopel va eppaviletol to mayyviol cag. Edv n
TEPLOYN OVATOPAYOYNS TOV TOLYVIOOD GOG eivor eVIAEEL Yoo VO EYXEL EAAPPADG OLOPOPETIKES
avaroyieg, T0Te etvar cuvnBmg pia dovied xprong tov Ul aykbpwon £161 doTe 1) dlemapn ypnot
va xepiletar avtdpata v oAlayr avaroyiog dwuotdoemy. Edv 1o mouyvidl oag €xetl éva otabepod
péyebog mediov maryvidov (OTwe Eva moryviol TalA), T0te amAMG oYEOIALOVUE Y10 T GTEVOTEPT
TN 1oL vrootnpilete Ko dSnuovpyovue téxvn padding yopm and Tov TivaKo Yo LEYUADTEPES

000veg.

2OUTEPAGLLOL

[Mepvavtag amd v dadikacio avantuéng tov mTaryvidlov otnv unyoviy morvidiov Unity, pog
EYIVE TPOQAVEG TO YEYOVAG OTL 1] UNYOVN, TTOPE TNV ATAGTNTA TNG GE GYEOMN UE TIC GAAES UNYavEG
OV TTPOAVOPEPOUE KOl ovykpivaue mtpy doré€ovpe v Unity, e€akolovbei va givarl apketd
nepimlokn 600 mePLoGoTEPO aoyoAreiton kavels. Mo ocvykekpyéva, ypelidlovioar oloévo Ko
TEPLOGOTEPEC YVMDOELS GE TOUEIC OLOUPOPETIKOVG OO TOV TPOYPOUUOTIOUO, OTIMG Y10 TOPAOELY QL
10 Animation, ta ypa@ikd kot o yo¢. EmmAéov, o1 yvooeic padnpotikdv mov ypetdovral yio Eva
oy vior LOAMG OV0 O10TACE®Y, €lval onNUOVTIKA TOAAES, kal givol EekdBapo OTL €dv elyape
EMAEEEL VO avOTTTOEOVILE TTALYVIOL TPLOV JGTACEWMV AVTL Y1 00O, To pafnpatikd Oa oy akdpo

1o cuvleta.

Oocov apopd v €pguva TAV® STV dNUOLPYIN GUYKEKPIUEVOV cuvalcOnUdToV 6ToV TaiKTn, Kot
OLYKEKPIUEVA TO aicOua EAAEWYNG IKOVOTHTOV GTOV TOIKTY KOTO TNV AIoTVUYi0 TOL GTO TToyvidL,
eaiveral vo givar mbavo, 0mmg £xel eavel Kot og Al mayviowa (Dark Souls, Super Mario Bros,
Flappy Bird) xat dev givar toyoio O6tav ocvufaivel, sivoar péow oyedioaopov. Ipokeyévon va
emrevyBel kdtt 1€1010, omonteitanl EeKABOPOG GYEOIAGUAC GTIG UNYOVIKES TOV TTOLYVIOOV, KOt TO

aicOnpo TAnpn eAEYxoL oTOV TOKTY).



Soumepdvape 6Tl 0 TOPENS AVATTVLENG TOVIOIOV Etvatl £vag TOAD GLUVOPTOCTIKOG TOUENS, TTOL Hal
0élape oto pEAAOV, epdooV pog dobel 1 evkarpia, va Eavadoviéyovpe Tave o€ avtdv, TOG0 GE
dd pog Tpotlext, pkpol peyéboug addd Kot peyarhtepa, G0 Kot G€ Toyvidlo pe HeYaADTEPEG

onddeg oe éva emayyEAMIOTIKO EMmEDO.
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