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EYXAPIXTIEX

H tTapouca TTuxiakn epyacia pe Béua Tov «2xediaopog kal YAotroinon &ia dpacTikoU Traixvidiou
H/Y pe Tn xphon Tng unxavAg ypagikwyv Unity», Tou TpApatog MHXANIKQN MAHPO®OPIKHE,
TOU TEXVOAOYIKOU eKTTAISEUTIKOU 18pUpaTOg AuTIKAG EAAGDOG.

2710 onpeio autd aiIocBavouaoTe TNV AvAyKN va EKQPACOUE TIG EINIKPIVEIG Kal

BepUEG EuXapIOTiEG Hag ae 6GouG ouvéRaAav oTnv OAOKANPWON AUTAG TNG
TTPoOoTTabEIag :

Kai mpwTa atr’ 6Aa, oTtov empBAETTOV KaBnynTrH pou doldpvapn ATToaTdAn yia Tn
ouvexn kabodrynon, TNV auéPIOTN UTTOOTAPIEN, TIG OUCIWDEIG CUUBOUAEG, KaBWG Kal
TNV adIGKOTTN CUPTTOPACTAoN Kal vBdppuvan TTOU Pou TTapEixe ae OAo auTd To

didaoTnua.
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NepiAnyn

H mrapouoa TrTuxiokr gpyacia aoxoAsital ge TNV avarmtugn maixvidlou Ye tnv
BonBeia Tng unxavig Unity3D. H Biounxavia Twv taixvidiwv pe ta Game
Engine éxer dwoel Tnv duvatdTNTA OTOUG VEOUG TTPOYPAMMATIOTEG VA TIG
XPNOIMOTIOIOUV KAl va gpydadovtal €UKOA €va peyaho PEPOG aTTd AuTOUG.
Emropévwg , N TTapakATw TITUXIOKA QOXOAEITAI ME TNV JEAETN Kal TR dnuIoupyia
evog Bivreo traixvidiou atod 1o undév pe Tnv kabodrynon tng Unity - (Tutorials)
yla TO Traixvidl 10 oTroio ovopdaletal Survival Shooter. Mo ouykekpipéva
MeAeToaue oTadloKG €va éva PBrua  Kal OAOKANPWOOUE TO  TTaIXVidI
TTPOOBETOVTAG ETTITTAEOV TTANPOPOPIES YIa TOV XPHOTN TV wpa TTou TTaidel. Me
Aiya Aoyia, To TTaixvidl yag Aappdaver yEpog o€ £va dwHATIO OTToU dIGPOoPOI
EQIAATEG pE POPYEC OTTWG apkouddkia kal Aayouddkia TrpooTraboulv va
TMACOUV Kal VO OKOTWOOUV TOV NPWa HOG TTOU QOPWVTAG €va VUXTIKO Kal
KPaTWwVTag €va PIKPOOKOTTIKO KOAQOVIKOQ TTPOOTIABEl va TOUG aTTOQUYEI Kl
va Toug oKoTwoel. Méoa oTo dWHPATIO TOU NPWAa Pag Bpiokovtal TTdpa TTOANG
KabnuepIva avtikeiyeva  OTTwG  yia  TTapddeiypa  pia BIBAIOBAKN  PIKPA
QUTOKIVNTAKIO , €va POAGI pia ofoupa Kal TTOANG akOpa. XpnoIPOTTOIWVTOG
QUTA TO QVTIKEIMEVO PTTOPEIG VO KPUQTEIG TTIoWw a1rd auTd (aTmd TTiow Toug) Kal
va QaTmroQuUYEIG TOUG €XOpOUG TIOU O€ KUuvnydve OUVEXWG VYIa va O€
OKOUMUTTAOOUV Kal VO O0oU a@aipécouv TNV (wr. To Traixvidl TTapéxel QIAIKO
TEPIBAAAOV Xprong, EUKOAIO XPAONG, QPUOIKN PEAAICTIKY Kivnon, ouviuaouo
TTOIKINIAG  TUTTWV  Ypa@IKwy, oxESI0 Kivnon (animation) kol nNxnNTIKA €@€
O10pOpwWYV TUTTWV fXOU.
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Abstract

This Bachelor Thesis discusses the development of a computer game with the
assistance of the Unity3D engine. This cross-platform game engine gives the
opportunity to young programmers to use it and most of them can easily work on it.
Moreover, this Bachelor Thesis discusses the development and deployment of a
video game from scratch, the Survival Shooter, using the cross-platform Unity-
(Tutorials). In particular, we considered gradually all the necessary steps and we
completed the game by adding more information for the user as long as he is
playing. In a few words, the game takes place in a room where different nightmares
in the form of teddies and bunnies etc., try to capture and kill our hero, who in a
nightie and with a tiny Kalashnikov in his hands tries to outrun and kill them. In the
room of our hero, we can find many ordinary things such as a bookcase, car models,
a clock, a spinning top and much more. We can use these things and hide behind
them in order to outrun the enemies who are continuously chasing the hero trying to
touch him and cost him a life till the “game over”. The game is friendly and easy to
use. It, also, possesses natural, true-to-life movements, combines a wide variety of
graphics, animation and different types of sound effects.
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1. Elcaywyn

Buvteomaiyvidt kat pnyavr ypodkwv unity

H mapoloa mtuylakn epyacio mpaypatonotifnke otnv MNatpa Katd to akadnuaiko £tog
2016 - 2017 kat dnuloupynBbnke oto mAaiolo tng avamntuéng 3D edapuoywv 1 MaVISLWV
eKTIOLOEVUTIKOU Yopaktrpa. To 6Ao Project avantiooetal HECw TNG MAATPOPUAC OVATTTUENG
3D mayvidlwyv Unity 3D. Katd ouvénela To KUPLO HEPOG TNE TTAPOUCAG MTUXLOKAG EpYAoLog
amoteAeital amd TV MPAKTIKA avAnTtuén tne ebapUoyng Tou Tavidlol Kal oxt TO00 amo
BBAoypadikd otolyeia.

H avamtuén ynolakwv edappoywv, KaBWE Kol NAEKTPOVIKWY TOLXVIOlLWV amotelel éva
OpPKETA UEYAAO KOl ONUOVTIKO KedAGAAlO OTOV TOMEQ TNG TANPOGOPLIKAG Kol TOU
T(POYPOUUACTIOHOU. MAEov £xel yivel pia Blopnyavio amoé povo tou Kabwe HeyAAeg eTalpieg
o.oxoloUvTal amokAELOTIKGE Ue auTd, StabEtovtog moAupeleic opnddeg oL onoieg epyalovrat
ylol LIAVEG TIAVW OE KATIOLO OUYKEKPLUEVO Project.

Ewova 1 amno internet "O kdouog twv Bvteomayvidiwv”

H xpnon tng pnxavng ypadkwv unity cou divel tThv duvatdtnta va SnULOUPYNROELS TO SLKO
oou BlvteomalyvidL xpnoLpomoLwvTag TG SIkEC oou okePeLg Kat LoEeg. Mia edoppoyn yla va
vAorotnBei xpeldleTal vo XpNOLLOTIOL)COULLE TIEPLOCOTEPA A0 £VOL EPYOAELQ YLOL VO EXOUE
OWOTO KOL LKOVOTIOINTIKO amotéAeopa. Mepikd amo outd eivat Photoshop - Google
Sketchup - Blender - Audacity k.a , yt' auto kat ta peydla matyvidia dnutouvpyolvtal amno
ETALPELEC OTOU OL TTPOYPOUHATIOTEG TTOLKIAOUV 0 OplBUO Kol YWWOELG WoTe 0 Kabgvag va
glval umevBuvoc yla €va CUYKEKPLUEVO KOMMATL TOU TIAXVISIOU OMWG TUAUA YPAPLKWY,
animation, sound, programming, video editing kATt.
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2. Unity

To Unity eival éva oAokAnpwpévo gpyaleio yia dnuioupyia 3D kat 2D BvteomayviSlwy 1
AaAAou Sla SpaoTIKOU TIEPLEXOUEVOU OTWE OPXLTEKTOVIKEG pHovTelomoinong i 3D animation
TPAYHATIKOU Xpovou. H dlocodia Tng elval otL Eva oAokANpwHUEVO ypadLko eplBAilov
T(PEMEL va €lval To KUPLO PECO avATTTUENG TWV BLVTEOTTALXVLOLWY Kol EAAXLOTOTIOLEL TN
XPNoN MPOYPAUUOTIOMOU HOVO GTN CUUTIEPLPOPAE TWV AVTIKELPEVWY TOU KOGOU TOU
maxvidlov. H pnxavr tpéxel oe Windows kat Mac OS kat ta mayvidia mou dSnpoupyel
eivat yia Windows, Mac OS, Nintendo Wii, iPad kalt iPhone svw avapévetal Kol UTTOoTAPLEN
yla Android. Ta matyvidia Tng pmopouv akopa va naifouv os browser pe to Unity web
player plug-in, mou unootnpilouv Ta Windows kat Mac OS evw mA£ov £xeL mpootebetl
umoothpLEn ylo ta Microsoft Xbox360 Xbox One kat Sony Playstation 3 kat 4.

< Inity=o)

Ewova 2 and Unity (logo)

Apxikad, n Unity kukhodpopnaoe yla Asttoupytkd cuotiuata “Mac” mapaAnia pe T
gudavion tng oto “Worldwide Developers Conference” pe tnv “Apple” wc Sltopyoavwtpla Kot
LLETETIELTA OTOXEVCE TNV EMEKTOON TNG O€ TOPATAVW Ao dekarmévie mAatdpoppes. Duaoika,
a&ilel va onuelwOel n duvatdtnto mou MPoodEPEL N CUYKEKPLUEVN LNXOVH OTOV EKOOTOTE
“developer” vo. dnpooteVeL To atyvidL tou os omotoudnmote eidouc mAatdoppa smbupei o
1810¢. Epeic kataAn€ape oto Unity3d emeldn €xel €kdoon Free, €xel éva Forum Community
urntootiplEnc forum.unity3d.com 6mou pmnopeic va Bpelg AUon og 6,tL SucKoAia CUVAVTAOELS,
Kol TEAOC XL £va Asset- Store TO OTtolo CoU MAPEXEL LEPLKA YpadLKA PLOVTEAQ - scripting
code dwpeav.
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3. Buwreomayvidl Apaong

‘Eva maixvidl dpdong atroTeAsiTal ammd atTooTOAEG. OETOVTAI OTTOOTOAEG TTOU TTPETTEl VA
EMTEAECTOUV, KAl €701 QTTOKTOUVTAI XPAMOTA 1 EeKAEIdWvOVTal GAAEC QTTOOTOAEG N
O1GQOopa AVTIKEIMEVA TTOU €ival BACIKA yIa TOV TTPWTAYWVIOTH. AKOUN, OTa TTEPICOOTEPA
Taixvidla uttdpyxouv OTTAa TTou XpeladovTal OTIG €TTOPEVEG ATTOOTOAEG. TEAOG, OTa
aploTepd n oTa Oe€Id TNG 00OVNG €iTE TOU UTTOAOYIOTH €iTE TNG TNAEOPOONG, UTTAPXE! IO
pTTépa (WG TToU dEixvel O€ TI KATAOTAON BPICKETAI O TTAIXTNG.

Otrwg Kal 010 BIKO pag TTaixvidl dpAdong TO OTTOIO €ival KATAOKEUAOPEVO OTNV TTAAT@OpUA
NG Unity pe Tnv BorBeia Twv Tutorials, uttdpyel £€vag BaoiKOg XapakTAPAG, 0 RPWaAg Tou
TaixvidioU, Kal TPEIG dIapOPETIKOI avTiTraAol. To gevaplo Tou TTaixVvidioU eEeAicoeTal OTO
OWWATIO TOU fpwa OTTOU Ta yPa@Ikd Tou eival oxediaouéva oto Photoshop kai Ttou
emTiBovTal TpeIg £XOpoi ammd dlapopeTIKG onueia Tou dwWPATIOU. ZKOTTOG TOU TTaIXVIOIoU
gival va oKoTWwaoEelg 600UG TTEPICTOTEPOUG EXOPOUG UTTOPETEIG.

Me Tnv eukaipia auTtr) TTHAPape amd TNV BIBAIOBAKN TNG unity To TTaixvidl Survival Shooter
Kal To avaBaduicaue Badovrag KATTola ETTITTAEOV OTOIXEIQ OTTWG £vav Timer TTou YETPA
TOV XPOVO KATA TOV OTT0i0 0 Apwag Pével CwvTavog, kal éva EmeniesKilled mou petpdel
TOUG £XBpOUG TTOU OKOTWVEIG .

Ewkoéva 3 Survival Shooter (Unity)
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4. Tpadkn napactacn vAomoinong ravidlov otnv Unity.

Unity
Nayvidt

NepBaiiov Hpwag ExBpog
Enviroment Player Enemy

Edadog Quta AVTIKELPEVR Zwn Omo Kwnon Yysia Kwnon Embeon
Floor Lights Models Health Gun Movement Health Movement Attack
) |

l HudCanvas \ ' ScoreText l Healthul '
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® [eplBaiiov
(Enviroment) : Eivol To Baolkd XOpOKTNPLOTIKO TOU TOLXVLOLOU TO OMoio TEPLEXEL
OAa ta avtikeipeva tou Swpdtou. Mo ovaAUTIKA To SWUATIO €ivol YEUATO UE
Sladopa UKpA KAl PEYANO QVIIKE(UEVA £TOL WOTE VO UMOPEL 0 NPWAC HaG va
KpUBeTaL o’autd amod toug exBpolc.

Ewkova 4 lMeptBaAdov maiyvidiov Unity
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e ‘Edadog
(Floor) : XpeLalopaote to €5adog yla va otabolv OAa Ta aviikeipeva kat Bepaiwg
OL XOpOKTAPEG MAVW 0TOo Xwpo. Exoupe Balel oto €6adog pag kal Eévo component
£T0L WOTE TO MATWHA HAC VO EIVOL CUMITAYEG KaL VA NV TIEPTOUV TA OVTIKEHEVA
KOlL OL XOPAKTHPEG LA OTO KEVO.

Ewkova 5 ESapog natyvidtov Unity

e Quta
(Lights) : Ta dwta eival éva ToAL onuavtiko onuelo yloti xwplc avta dev Ba
propoloape va SoUpe yla va maifoupe evw Balovtag GpwTIoPO OTOV XWPO EXOUE
£val TIOAU SL0POPETIKO ATIOTEAECQ, LE OKLEG KOL WPALEG AETTTOUEPELEG,.

Ewova 6 Qwta oto neptB8aAiov Unity
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® Avtikeipeva
(Models) : Yrtdpyouv SUo KATNYOPLEG OVTIKELUEVWY , TIPWTN £ival OL XAPAKTAPES
TIou amoteAouvTaL amno exBpoug LoumL eAépavteg LOUML apkouSAKLa Kot {OUmL
AayouSakLa Kal tov npwo pog tov player. Ytnv 6gUTepn KATNYOPLA AVAKOULV T
QVTIKE(HEVA TOU XWPOU OTIWCE £Va OKAWUTO, Lla ofoupa, £va aUToKivNnTo, €va
KOUKAOOTILTO KaL Ttapa MoAAG GAAQL.

v Qrevel 01*
Main Camera

LevelExtent
LevelExtent
» Blox
» Dollhouse
» Train
a SpinningTop

TPy £t e » wall
R E - » Floor
---- = \ ™~ | \ 2 - » Clock
) < 7. Bat
Drawers
» Firetruck
Hearse

» Stool

» Arches

» DollArm

» Robot
» Lights

Ewova 7 Avtikelpeva neptB8aAlovroc Unity

® KapBdg
(Canvas) : 0 KapBAg ival To onUAVTIKOTEPO ypadIKO KOUUATL TOU Ttatyvidlol yati
TIAVW O€ QUTOV Ypadoupe To TL akplpwg B€houpe va daivetal otnv 06dovn pog tnv
wpa mou Ttalloupe. Mo TapAdeLy ol OTOV OKOTWVOUUE £vay ex0po UETPALE TO
score ylLo VoL LITopECOUE Vo SOUE TO score atnv 06dvn PG PEMEL va TO
YPAYOUHE oTOV KOUBA pag OTwE Kal OAa ta uTtoAoLta oTolxela, Tov timer pag n
okoOpa Kat tn {wh Tou NPWa Hag.

Ewkova 8 KauBag otatiotikwy Unity
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® Sxop
(ScoreText) : Eival to ypadikd mou daivetal otov KopBd Kot pog Seixvel to
OUVOALKO OKOp amo Toucg £xBpol¢ mMou £XOUME OKOTWOEeL. Mo mapadelypa otav
OKOTWVOUHE gvav (Oumt sAédavta maipvoups 30 movioug Kol
opkoubakL 10 movtoug. Etol pe to ScoreText PAémoupe Live
OUVOALKO OKOp MOG.
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Ewkova 9 Zkop kat t6Lotnteg Unity

® Zwn
(Health) : Onwg sival Aoyikd bev Ba prmopovcope va €skivicoups va mailouvpe
Xwplg va €xoupe Swoel {wr otov npwa Hag oAAd Kol oToug €xBpoug pag. Etol
dwoape £va mooootd 100% otov npwa pog otav EeKvael to motyvidt kot k&Oe
dopd TMOU HaAC OKOUMMAEL €vag exBpog xavoupe €va 10% . Avtiotowa oOtav
KAVOUE €miBeon o exBpoC pe KABe pag BoAn xavel 20% amnd tnv apxLkn tou {wh
mou eivat emtiong 100%.

- - — =
Tag (Untagaed__¢) Layer (UL :

(o o
Pivet X 05 Y05
xo vl 20 ]
scale P P {F— Y
© Canvas Renderer o
¥ "a ¥ Image (Script) (")
Source Image None (Sprite) °
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None (Matenal) o
]

Color
Material
Raycast Target

Add Component

Ewkova 10 Ewova kapdiag kot prapa {whc Unity
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SXEAIAZMOZ KAI YAOMOIHZH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHZH THE MHXANHZ TPADIKQN UNITY

® ‘Hpwag

(Player) : O Baolkog pag xapaktipag ival ¢ptiaypevoc armd toug sldikolg TG unity
oto Photoshop kot pag divouv €va KATAMANKTIKO AmnOTEAsopd. AUTO Tou eUE(C
Kavape gival va SWOOUUE CWHA OTOV NPWA LOG VO TOU EVOWHATWOOUUE KATOLO
scripts £€tol wote va £xel {wn Kal va pnopet va emiteBel otoug exBpoug pog. Eniong
yla va Umopel o pwag pag va kKavel damage otoug ex0pouc Lo Tou £xou e Swoel
£val OTIAO KOl LE TO aVTIoTOLXO script pmopel va pi€etl kat va kavel {nuLd otnv {wn
Tou exBpou.

Ewkova 11 Baotkog yapaktripac rauyvidiou Unity

® Zwn
(Health Player) : MNa tnv {wn Tou NPWA KAG XPNOLLOTOLCAE TO £TOLUO Script TG
unity pe KATOLEC KPEG OANQYEC TTOU KAVAUE. TO CUYKEKPLIEVO script cuVEEETaL KoL
E TO script Tmou £XeL 0 exBpOG Hag £TOL WOTE va pog kateBalel tnv {wn kabe popd
TIOU L0 OKOUTTAEL.

v |G| ¥ Player Health (Script) %,
Script | - PlayerHealth |0
Starting Health 100
Current Health 0
Health Slider “"HealthSlider (Slider) (o]
Damage Image *sDamageImage (Image) (o]
Death Clip « Player Death [0}
Flash Speed S

Flash Colour I

Is Dead -

Ewova 12 1616tnteg {wrig Unity
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IXEAIAZIMOZ KAl YAOMOIHZH AIAAPAZTIKOY MAIXNIAIOY H/Y ME TH XPH2ZH THZ MHXANHZ FPA®IKQON UNITY

® Omlo
(Gun) : To 6mAo To OMOIl0 KPATAEL O NPWAG HAC KOL LE TO OTOL0 EMITIBETAL OTOUG
€XBpoUlG pag €xeL EMAVW €va script TO OTMOLo TOU £TLTPEMEL OTaV N BoAn GUyeL amo
TO OTTAO KAl AKOUUTIROEL ToV €XBp0 va Kavel éva damage otnv {wn tou 20%. Exoupe
eniong tnv emloyn va SlaAé€oupe TNV aktiva mou Bydlel amnod to OmAo Hag o OTL
XpWHO KoL oxNuo BENoupe epelg.

Ewova 13 OmnAo Unity

® ExBpog
(Enemy) : Oco onuavtikog ival o NPwag oto TaXvidl pag aAlo Toco eival Kal o
€xBp0O¢ ToV omoio Kuvnydue vo oKOTWOOUUE. Exoupe Tpelg Stadopetikolg exBpolg
pe oxedov ta (Sla XapaKkInpLloTKA onwe N {wn Kal n kivnon toug, To Yovo mou
oAAalel eival To score kaBe exBpol.

Ewkova 14 Baotkoc exdpoc (zombunny)
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SXEAIALIMOS KAI YAOMOIHEH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHEH THE MHXANHE FPADIKQN UNITY

public
public
public
public

public

Zwn
(Health Enemy) : Na tnv {wr) tou gxBpol Hag XPNOLOTIOLCOE TO £TOLUO Script TNG
unity He KATOLEG UIKPEC AANAYEG TTOU KAVAE. TO CUYKEKPLUEVO Script ouvSEsTal Kot
LLE TO script TIoU €XEL 0 NPWAG oG £TOL WOTE Va Tou KateBAlel To MOCOOTO TG {wNG

ToU KABe dopd TOU TOV TIETUXALVEL e TO OTTAO TOU.

int startingHealth = 100;
int currentHealth;

float sinkSpeed = 2.5f;
int scoreValue = 10;

AudioClip deathClip;
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SXEAIALIMOS KAI YAOMOIHEH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHEH THE MHXANHE FPADIKQN UNITY

® Kivnon

(Movement) : H kivnon tou gxBpou pag eival pla mo nmeputhokn Stadikaoia yloti
6&V TOV KIVOUPE HE TO TARKTPA OTIWG KAVOULE HE ToV npwo pag. O exBpdg pag yua
va KatadpEpel va pog katefdaocsl thv {wr Oa TMPEMEL va HAC AKOUUTINCEL , AUTO
ONUOALVEL OTL TIPEMEL VAL Hag BpeL péoa oto XwPo. Auto Tto Katadépops Balovtog
£€va Navigation Mesh Agent 6nAadn pe autd propei va Bpilokel Tow elval o APWOC
HOC UECO OTO XWPO Kol 0 £xBpo¢ va pag akoAouBel pe Bacn TIC KWWAOELG TOU
Apwag. AnAadr émou Keltal o Rpwag Héoa oTov XwPo o £xBpdc pog akolouBei
TLAVTA XWPLE va Hag XAOEL TTOTE, CUVETWG LE OLUTOV TOV TPOTIO €X0UHE SWOEL Kivnon
otov £xBp0d xwplic va xpeldletal va ToV KLVoUE .

Transform player;

PlayerHealth playerHealth;
EnemyHealth enemyHealth;
UnityEngine.AI.NavMeshAgent nav;

void Update ()

if (enemyHealth.currentHealth > 0 &&
playerHealth.currentHealth > 0)

nav.SetDestination (player.position);

else

nav.enabled = false;
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SXEAIALIMOS KAI YAOMOIHEH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHEH THE MHXANHE FPADIKQN UNITY

e EmiBeon
(Attack) : Ma va emiteBel o exBpog Kkat va katadEpel va kAvel damage oTov npwa
Tou Ttavidlol Ba TpEmeL va Tov akouprioeLl. Otav to katadEpel evepyoTolel éva
script to omoio sivat cuvbebepévo pe tnv (W TOU APwa Kal Tou KatePdlel to
TO00OTO Katd 10% e KABe aKOU TN UL,

Animator anim;

GameObject player;
PlayerHealth playerHealth;
EnemyHealth enemyHealth;
bool playerInRange;

float timer;

void Awake ()

void Attack ()
{

timer = of;

if(playerHealth.currentHealth > @)

playerHealth.TakeDamage (attackDamage);
}
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IXEAIAZIMOZ KAl YAOMOIHZH AIAAPAZTIKOY MAIXNIAIOY H/Y ME TH XPH2ZH THZ MHXANHZ FPA®IKQON UNITY

5. Avamnttuén 3D mawyvidlou pe xpnon tng mAatpopuoag
Unity

H &nuoupyia evog 3D mauyvidlou pe xprion tou Unity amoteAeital ano d0o kUpLoug a€oveg:
MpwTtov TO KOUPATL Tou ypadlkol oxedlacpol omou to Unity mpoodépel pla mAnbwpa
epyalelwy, pe Tto omoia 0 SNUIOUPYOC TOU TAXVLOLOU UMOpPEl VO KOTOOKEUAOEL TA
QvTIKE{Peva mou emBUEL va mepléyovtal oTo matyvidl Kot va to TomoBeTnoel oTo ohuelo
NG okNVAG Ttou emtBupel. AeUTEPOV, TO KOUWPATL TOU KwSLKA TIOU amoteAeital and Siadopa
scripts, 6nAadn apxela kwdka ta omola oxetilovral e KAMOLO CUYKEKPLUEVA AVTLKELEVA.
Ta scripts mpocdidouv kamola KaBopLoPEVA XOPAKTNPLOTIKA O QUTA TA QAVTLKELPEVA KOl
opilouv TN cuumEePLPOPA TOUG OE CUYKEKPLUEVEG EVEPYELEG TOU XPNOTHN, OMWG TO MATNUA
€VOC MANKTPOU. ApxLKA, To matyvibL amoteleital anod pla oknvr. Ouwg, o Snuloupyog tou
mayvidlol, UMmopel val KATAOKEVAOEL TIOAAEC SLOPOPETIKEG OKNVEG, LUE SLADOPETIKA 1 KOL E
Ta (bla avtikeipeva. OL oknvEG auTéG Ba evalddooovtal PeTall Toug Kal ouvhBwe auth n
evaAlayn TpayUATOTOLE(TAL E KATIOLO TIPOYPAUMOTIOMEVO event, omwg trigger. To Unity
elval oxedlaopévo va déxetal apyxeia kwdika oe CH# n Javascript. Ztnv Pro version mapéxetal
kat n duvatotnta xpnong C++ kwdika. To Unity elval pia mAatpopupa mou PBaociletal ot
OUYYeVIKEG otnv C++ yAwooeg. Mmnopeite va ypdlete kwdika oe C#, JavaScript } , Alyotepo
ouxva, oe Boo. O 8ko¢ oag kwdikag (kal oxL to Unity Engine Code) tpéxel oe Mono n
Microsoft. MNa va enefepyaoteite Tov KWOKA oag oto Unity avolyete To mpoemAeyUEVO
npoypaupa enetepyaciag cross-platform MonoDevelop 1 €dv mpotilpdte pmopeite va
puBuioete Tto Visual Studio w¢ ocuvtaktng. Opwg eav xpnotuornotioste to Visual Studio, Ba
TPETEL VAL XPNOLUOTOLNOETE To plug-in UnityVS yla Tov evioniopo oboApdtwy. Ao tn AAAn,
oto MonoDevelop o é£Aeyxo¢ odoApdatwv (debug) vyivetar avtopata kabBwg €xel
npogykateotnpévo éva plug-in mou avolyel pia olUvdeon He To TMPOYPAUMO EAEYXOU
odaApdtwv tou Unity

@ Assembly-CSharp - Seripts\Enemy\EnemyAttack.cs - MonoDevelop-Unity - 8 x
File Edit View Search Project Build Run Version Control Tools Window Help

» ) [Debug | | Windows Player ~| @ Solution loaded. Qr

Solution * 4% payerMover » | EnemyMove » | Enemyttac x | PlayerShoot | EnemyMove * | PlayerHealti * | ScoreManac x | EnemyHealt % | EnemyHealt % | GameOverh x | Timer.cs EnemiesKille » | EnemyManz * | EnemyAttac
N 5] Noselection

» [ Assembly-CSharp =

» ) Assembly-CSharp-Editor

xoqjooL [

ityEngine;
ng System.Collections;

sanmdoig |

ameObjectuithTag (

a5 00 8 SURNO WeWN20q!

void OnTriggerEnter (Collider other)

if (other. gamebject == player)
{

playerInRange = true;

0id OnTrigger€xit (Collider other)
if(other.gameObject == player)
{

playerInRange = false;

0id Update ()

timer 4= Time.deltaTime;

if(timer >= ti 82 p! ge 88 ren >0)

{
Attack ();

Ewova 15 Mapadetyua script oe C#
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IXEAIALIMOS KAI YAOMOIHEH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHEH THE MHXANHZ FPADIKQN UNITY

Otiénmote TpEXEL 0TO MOLXViSL oag urtdpxeL o€ pia oknvh. Otav cuokeUAleTe To aLyvidt oag
yla pia mAatdopua, To TalXvidl mou MPoKUTTEL elval pia cuAAoyn ano uia 1 meplocoTepeC
OKNVEC, UV ToV KWK o €xete. Mropeite va £xete 00 oknveg BéAete og éva Project.
Mta oknvr pmopet vo. BewpnBel we éva eminedo oe éva matyvidt, av kot propeite va €xete
rnoMarmAd enineda o pia oknNvr] orAd PHETAKWVWVTAG TOV Ttaiktn / KApEpa o€ SLapopPETIKA
onpeia otn oknvr. Otav kavete APn mokETwy Tpitwy N akopa Seiypota mayvidlol amno to
Asset Store, Ba mpénel va avalntioete ta apxeia oknvng (scene files) oto €pyo oag kat va
Ta avoitete. Eva apxelo oknvn eival €éva povadiko apxelo Tou mepléxel OAa ta €6 Twv
OpXElwV TIOU XPNOLUOTOOUVTOL OTO £€pY0 yla TV TpEXouoa oknvh. Eival onpavtikd va
aroBnkeVEeTe cuxva pLa oknvr matwvtog Ctrl + S katd tn SLApKeLa TG AVATTUENG, akpLRWG
oMW Kal pe KaBe aMho epyaleio. TuvnBwg, To Unity avoiyel tnv TeAeutaia oknvr Ue TNV
orola éxete epyootel, av kol pepLkEC dopég dtav avolyete éva Project pe to Unity, auto
Snuloupyel autopata pia véa adsla oknvn, Kal Ba PEMEL va TATE va Bpeite Tn oknvr TV
orola embupeite otov e€gpeuvnTr TOU project coc. AUTO UMOPEL va elval apKeTA eVOXANTLKO
yloL TOUG VEOUG XpNoTeg, oAAA elval onpavTIKO va To BUHOUAOoTE, av TUXEL VO avolEeTe To
televutaio €pyo ocog kat avapwtnOeite mou mye to Project cag! Oa Bpeite Tnv SouAeld oag
og éva apyeio oknvn (scene file) mou €xete amoBnkeloel oTo project oag. e pia oknvr, dev
prnopeite va deite tinota xwpic éva avilkelpevo KAUEPOC Kal eV UMOPEITE va AKOUOETE
tinota xwpic £éva Audio Listener edappoopévo mavw os kamolo GameObject . Inuewwvetal,
woTo00, OtTL o KAOe véa oknvr), To Unity Snuoupysl mavta plo kapepa rou Stabétet Audio
Listener mavw tn¢. Xxebov ta MmAvta otn oknvn oag sival éva GameObject. Eival n Baowkn
KAGon yla 6Aa ta avtikeipeva og pio oknvr) tou Unity. OAa ta avtikeipeva amoppéouv amd
éva GameObject. ‘Eva GameObject eival oapketd amho, dedopévou OTL EVTACOETAL OTO
napabupo Inspector. Mmopeite va 6eite otnv ewkova 2.5 ot éva kevo GameObject
npootédnke otn oknvr. Ta GameObjects by default Sev €xouv omTIKEG LBLOTNTEG, EKTOG QO
To widget mou cag delxvel To Unity étav emionuaivete To avtikeipevo. Ie autd To onueio,
elval amAd éva adelo avtikeipevo.

| Olnspector | o]
| @ B GameObject [
| Tag | Untagged I.E Layer | Default &

| F .~ Transform [FE-"

Ewkova 16 Eva kevo Game Object
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IXEAIALIMOS KAI YAOMOIHEH AIAAPASTIKOY MAIXNIAIOY H/Y ME TH XPHEH THE MHXANHZ FPADIKQN UNITY

‘Eva GameObject £xel éva ovopa, pa etkéta (Tag), éva Layer kat to Transform (lowg n mio
onuavtikn W8Lotnta tou cuvodou). To Transform eival otnv oucia n B€on, n meplotpodn Kat
n KAlpaka tou kaBe GameObject. To Unity xpnowomnolel w¢ cuvtetaypéveg to X (oplovtia),
Y (kaBetn) kat Z cuvtetayuévn (to fabog, SnAadn, pe dopa cav umaivel n Byaivel amo tnv
0006vn). Ztnv avamntuén mayvidlwy, elval apKeETA KOO va XpNOoLUOTIOLOUVTAL Ol AEOVEG TPLWV
Slaotdocswv. Ta Transform.Position kat Transform.Scale eivat kat ta Vo aviikeipeva
Vector3. ‘Eva Vector3 eivatl amAd €va Stavuopa Tplwv dlootdoewv. Me aAa Adyla , dev
elval tinota neplocotepo amnod tpla onueia - X, Y kat Z. Méoa amd aUTEG TIG TPELG ATTAEG
TIUEG, UMOPE(TE VO OpLlOETE TNV TOMOOECIO EVOC QVIIKELUEVOU, OKOUO KOL VO LETAKIVAOETE
£€va avTLKEIPEVO TIpOC TNV KateLBuvaon evog afova. To va yivel Asttoupylkod €va GameObiject,
yivetal péow tng mpooBeong Stadopwv otolxeiwv (Components). OtdnAmote mpootebel
givat éva Component kat eudavilovtar OAa oto mnapdabupo Inspector. Ymapyouv
MeshRender kat SpriteRender Components, Components ywa@ Tov NXO Kol TNV
AeltoupykotnTa TG Kapepag, Components mou oxetifovral pe thv Quowkn (Colliders kot
Rigidbodies) kat moAAG akopa. Mo va ekYwWPNOeTe KAmolov kKwdlka os €va GameObject
Xpnotluormoleite to script Component. Ta Components givat autd mou {wvtavelouv éva
GameObject kat Tou mpoacdidouv omoladnmoTe AELTOUPYLKOTNTA.

Layer |Default
Prefab Select Revert

Transform

Bullet Prefab
Sr e Prefab
Blood Prefab

Component

Ewkova 17 Eva GameObject rtou tou €xouv nipoatedel Components
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To Unity €pxetal pe pio eVOWHATWUEVN HnXovh PUOLKNG TIOU EMLTPETEL VA OPLOTOUV OL
DUOLKEG LOLOTNTEG TWV OVTLKEWMEVWY Kol adVEL TIG AEMTOUEPELEG TNG TTPOCOMOLlWaNG oTov
xpnotn. Fevika avti va mpoomnadnosl kamolog va “edappoocel” tnv Sikn tou duoikn, ival
armAoUoTepo KAl KOAUTEPO va XPNOLUOTOLOEL TNV Mnxavr ¢uolkng tou Unity 6co
TEPLOCOTEPO HMopel. Zuxva, katd tnv Onuwoupyla evog maiyvidlol, Ba BéAate
oUyKpouon SUO0 QVIIKELWEVWVY va 08nNyNoeL o KAmola aAAayr] Katdotoaong oto kwoka. MNa
va enuteuxBel kATl té€tolo xpnoudoroleitatl n péBodog aviyveuong oclykpouong (Collision
Detection Method). H aviyveuon autwv twv cuykpoloswv amottel pla §6on SouAeldg yio
va emutevyBel oto Unity. Apxlkd €vo TOUAGXLOTOV amd TO QVIIKEMEVA OTNV cUYKpouon
xpetaletal va €xel €éva non-kinematic Rigidbody, evw kal ta SU0 OVTIKEiLEVA TIPEMEL VOl
£€xouv owaotou¢ Colliders apyikomolnuéva cwotd. H cuvoAikn TaxuTnTa Kal Twv SUo MPEMEL
va £lvol apKETA ULIKPN WOTE VA UTTAPXEL EVIOTIOUOG TNG OUYKPOUCNG KAL VOl LNV TIEPVAEL TO
€va Jéoa amo 1o AMo Ywpic va evromiletal n oluykpouon. Adpol eheyxBouv OAa autaq,
UTapXel Hia eldikrp pEBodog yla aviyveuon Ttng olykpouong HECW €VOG script Tou
ETILOUVATITETOL OTO OVTIKE(UEVO e To omoio Ba B€hate va eAéyEete TNV cUYKpoUoTr. TETOLEG
OUVOPTAOELG EVTOTILOMOU daivovtal oTnv elKOva 2.8. INUELWVETAL OTL YIVETAL QUTH N EKTEVNG
avadopa ota Collisions, kaBwg amoteAoUV GNUAVTIKO KOPUATL TOU tapovtog Project.

‘Ooov adopd tov Axo, To Unity unootnpilel 2D kat 3D Axoug. Ot 3D Axol aA\alouv £vtacn
avaAoyo PE TV amootaon, kot oAAalouv avahoya e TNV Kivnon Toug o oxéon e TNV
Kauepa. OL 2D nAxoL amdé tnv AAAn eivat 1o katdAAnAolL yla Xpron w¢ HUOUGCLKA
napacknviou KaBw¢ KpatoUV pla opolopopdn €vtacn. Mo nYoug Twpo TOU apayovIal
amod yeyovota xpnoldomnolouvtal ot 3D fxol. Ymdpyxouv akopa mapa MoAANG otolxeio otnv
avamnrtuén evog mayviblol péow Unity, opweg edw €ywve pia pikpn kataypadr KATolwv
BaoLKWY CUCTATLKWY £TOL WOTE Va UTTAPXEL Kia L6€a Tou Ttepl Tivog mpoKeLTal.
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6. Mepypadn Project

H 16éa miow amd to ouykekpluévo Project elval n dnuioupyila plog eEeAlypévng
Hopdng Tou mawxvidlov Survival Shooter dnAadn éva extended émou o xprjotng Ba
uropel tnv wpa mou Ba mailel to mavidblt va BAEmel MOAAEC TEPLOCOTEPEC
TIANPOdOPLEC KAL OTATLOTIKA YL TOUG £XBpoUC TIOU OKOTWVEL KOBWE KoL yla Tov
XPOVO EKTEAEONC.

‘Exoupe dnuloupynoel to matyvidt Survival Shooter amnd tnv apxn e TNV owoTth Kal
Aemtopepn mapakoAoUBnon Tutorial péow tng Unity kat €xoupe Stadopomolroel
oxebov OAeg TIG mapapeTtpou¢ PBaloviag SkA pag XpwHaTta , SLOOTACELS Kol
YPOUUOTOOELPEC ETOL WOTE VA TO KAVOUUE Alyo TiLo EexwpLoTo.

Eniong €xoupe ptiatel amo tnv apxn Sika pag scripts oe yAwooa C# yla to xpovo
(timer) €toL wote va yvwpilel o kaBe maiytng moon wpa mailel anod TNV OTLYUN TIOU
gekvael €wg TNV otyun mou Ba mebavel. Eva akOUO OTATIOTIKO TIOU €XOUWE
npooBéoel eival ta Kills mou kAvel o Apwag pag Katd tnv SLApKELA TOU TavLSLou,
6nAadn néooug exBpolC £XEL OKOTWOEL CUVOALKA.
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6.1 Anuwoupyia NeptBaiovtog
Environment Setup

Ewoaywyn oto neptBaAov tou Unity

* Project (new. open, save)

o folder structure- opilel kot Bupdtal tou Bpiokovtal OAa To AVIIKELLEVA KL TG CUVEEDELG
petafy toug. (explorer)

— OTav 0VOiYOUE €va VEO project SnuLoupyeital autopata Lo Soprn pakeAwy Kol opxXeiwv.
Aev pémnel va aAAG{oupe TV BE0N TWV UAKWY LAG OTOV UTIOAOYLOTH.

e Assets — Import Asset

e Assets / Library (6nuioupyei éva véo apyeio péoa oto Assets folder)

e Omotadnmote alayr TpEmet va yivetal péoa oto UNITYProject folder (kaBpédtng tou
project folder otov explorer)

Av Tix. 0AAGEOUUE TO OVOUO EVOC AVTLKELUEVOU HECA OTO project (rename) Kavel update
outopota tv library kot 6Aeg tig cuvdéoelg. Av kavoupe to iblo péoa oto assets folder to
unity Ba kdavel update avtiotolya oto mepBAAlov Tou unity.

e assets - scripts prefabs materials etc.
e create or import new assets-

e create new material (véo apyelo otov okAnpo pog 6ioko — OAa ta assets kal oL scenes
TIPETIEL VAL TPOTIOTIOLOUVTAL LLE TNV XPHON TOU project panel).

Project panel — Resize pe tnv unmapa anod katw, KAtkapovrtog os kabe dakelo PAEnoue Ta
TIEPLEXOLLEVA TOU.
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Anpoupyia 6KNVAG
(Create New Scene)

Scene / Game view

Create New Scene Inspector

- Hierarchy — nmepléxel 6Aa ta Game Object (& prefabs) otnv current Scene
— Ixéoelc Lepapyiog — ParenEng (drag & drop) Scene

1

— nepimov Omwg éva Level- | koAUtepa autovopo péPoc Tou Tavidlol (doptwvel ta
OVTIKEIMEVA €K VEOU/ XWPLOWOC Tou TalXviblol OE OKNVEC OKOMa Kol av 8gv €XeL
Sladopetika emnineda)

assets - scripts prefabs materials etc.

create or import new assets- create new material (véo apxeio otov okAnpo pog dioko — dAa
Ta assets KaL oL scenes TIPETEL VO TPOTIOMOLOUVTAL [E TNV XPHon Tou project panel).

Q Unity 5.5.1f1 Personal (64bit) - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11 on DX10 GPU>
File Edit Assets GameObject Component Mobilelnput Window Help

New Scene CteN  br ] @ Global
Open Scene Ctrl+O

Save Scenes Ctrl+S

Save Scene as...

Ctrl+Shift+S Main Camera
Directional Light

New Project...
Open Project...
Save Project

< Persp
Ctrl+Shift+B
Ctrl+B

Build Settings...
Build & Run

Exit

Ewova 18 Mapadeyua Néag Zknvng
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H mpwtn oknvn mou Ba cuvavtooupe GaiveTol oTNY MAPAKATW EIKOVA OTtoU Ba SoUE WG
Eekvaue amo tv apxn.

€0 Unity 5. 0~ rojes Mac& ©nDXIOGRU> - 8 x
Fie Edt Auets GameObject Component Window Help

Ewova 19 Nea oknvry Unity

JTNV OUVEXELA KAVOUE import To matyvibt Survival Shooter oto omoio Ba SouAéPoupe Kal
akoAouBoU e Ta mapakdtw Bruata:

Brjpa Npwto amno tov ¢pakelo Assets Stadéyoupe To Prefabs kal otnv cuvéxela maipvoupe
to Prefab Environment Kkat to pixvoupe péoa otnv Hierarchy meploxf €xovtag to mapakatw
anotéAeopua.
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Nobie

[ ¢ ETD| =) rr
| a=

aez| O trspector

> st

i Tertures
> Tuorialre

[ BT R

Ewova 20 Etoaywyn neptBaidovtog mayvidiou.

AdoU €xoupe katadeépel Kal €oupe Snuwoupynosl to TeplBdAlov oto omoio Ba
SouAéPoupe mape va BAAOUUE Eva MATWUA £TOL WOTE OL XAPOKTNPEC HOG VA UTOPOUV va
OTEKOVTAL TTIAVW O€ aUTO. Mot va SNULOUPYIOOUUE £V MATWHA TIAUE oto Game Object = 3D
Object 2 Quad kat otnv cuvéxela petovopdloups to Quad oe Floor kal Sivoupe Tig
KATAANAEG S100TACELG OL OTtoleg TPETEL va elval Alyo peyaAUtepeg amo to meplBAAAov pag.
TNV mapakdatw ¢wrtoypadia Ba dovue akplPwc tnv Sladikacia.

- 8 x

[T o]

-PC. Mac & Linux Standalone® <DX11 0n DX10 GOU>
Window Hel

[
AteShitN

Add Component
| 1o S—

Ceaeanef
CuteshttoF

Areshit-A

o Tertures
> Tuteriallnfe

Ewkéva 21 Anuioupyia KEVOU QVTLKE(UEVOU
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T€Aog yla va kAelooupe to kKeddAoto autd Ba mpemnet va Swooupe ato TepIBAAAOV HaG L
LOUOCLKN £TOL WOTE OTAV UMAIVOUUE va TAiEoUE HECA O AUTO VO OKOUUE TNV KATAAANAN
LOUGLKN TIou Ba €xoupe SLOAEEEL epelc.

Mo vo to KotadEPOoUPE auTd TIPETEL val SNULOUPYHOOUUE €va Kevd avtikeipevo(Game
Object>Create Empty) kot va to ovopdooupe BackgroundMusic oto omoio 6a
npocBecoupe to KotdAMnAo Component yla va £(0ULE Tol artoTtéAeopa tou BEAoupe. Itnv
mapakatw pwrtoypadio Ba dolpe avoluTtika Tn dtadikaoia.

3 Uity 5141 Persons! 401 arity o Prcjct - PC. Mac -+ <OX11 on DXIDGPU> = B %
de Edt Asmets GameObject| Component MobileInput Window _Help
o) sy Creste Empty CuloShataN

Creste Empty Child AeshateN
30 Object >
20 Object >

© Scane
shaded

o
Tag Uscasged 5] Layer (Dsau 0}

x3aiaes__vTensez[eaeies |
Rotaton I O O ]
Scale X1 vt Fin

AudioClp “Badkground s °
output Nene (Rudo Mixer Group)
g

Move To View CieaiteF
Algn Wieh View ClleshiteF

An-sniteA

Add Component

Ewkova 22 Anutoupylio LOUGLKNAC TTatyviSLoU
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Mwakag cuvtopevoswv-(Project panel SHORTCUTS)

e Tab Shift focus between first column and second column (Two columns)
e Ctrl/Cmd + F Focus search field

e Ctrl/Cmd + ASelect all visible items in list

e Ctrl/Cmd + DDuplicate selected assets

¢ Delete Delete with dialog ¢ Delete + Shi| Delete without dialog
» Backspace + Cmd Delete without dialogs (OSX)

* Enter Begin rename selected (OSX)

¢ Cmd + down arrow Open selected assets (OSX)

e Cmd + up arrow Jump to parent folder (OSX, Two columns)

¢ F2 Begin rename selected (Win)

¢ Enter Open selected assets (Win)

¢ Backspace Jump to parent folder (Win, Two columns)

¢ Right arrow Expand selected item (tree views and search results). If the item is already
expanded, this will select its first child item.

¢ Le| arrow Collapse selected item (tree views and search results). If the item is already
collapsed, this will select its parent item.

¢ Alt + right arrow Expand item when showing assets as previews
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6.2 Anuoupyia Xapaktipa
Player Character

To €MOUEVO Kal £va oo TA TILO ONLAVTIKA KOUUATLO TOU TayviSlou eival n dnpoupyia tou
NEWA MOC Kot oL KAtAAANAeC puBpuioslg mou Oa xpelaoTel £T0L WOTE VAL UITOPECEL VAL KLVELTE
KOl va. oTOXEVEL TOU avTimaAoug Tou.

H Stadwaoia eival amhi kot €xel wg €€n¢ , mnyaivoups ota assets kot SLAAEYOUUE TO
dakelo models péoa otov omnolio Bpiokovtal OAeg ol pLyoUpeg mou Ba XPNOLUOTIOL|COULE .
Alaléyoupe tnv dLyoupa Player kal thv pixvoupe péoa otnv Hierarchy meploxn pog éxovrog
To amnoteleopa ou Ba Soupe oTnv Mapakdtw pwroypadia.

e’ <DX11 on DXIDGPU>

o= © 1nspector

n Plaver Import Settings

Ewova 23 lNpooBrikn Baoikou yapaktipa

Adol £€xoupe kotadEpel vo SNULOUPYNOCOUUE TOV XOPOKTAPA TIPETEL VO TOU SWOOUUE
Kivnon kat edw Ba avadepBol e MepANTITIKA oTto Animation KOUUATL TOU npwa Hag OTou
tou Sivoupe kivnon otov opllovilo Kot kaBeto afova KaBwg Kot tnv emdoyn vo mebavel
otav oL exBpol tov kKataoTtpéPouv.
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Mo va KotadEPOUUE O NPWAC HAG VO UMOPEl va €Xel owpa Kot va ytumnBsi omd
omnolodnmnote xBpd Ba MPEMEL val ToU TPocBEcoU e KATIOl components onw¢ éva Rigid
body £t0lL wote 0 yapaktnpag pag va €xel cwpa , éva Capsule Collider £étol wote o Npwag
HOC va €XEL PUOLKA XAPAKTNPLOTIKA 0w UPog Kat d€oveg kal téAog va Audio Source omwg
Swoape mponyoupevog oto TeplBailov poag . TEAog Ba Swooupe Kivnon oTov maiytn Hog
XpnoLpomnolwvtag éva Script pe kwdka ypappévo os CH Le PAOKEG EVIOAEC YL TNV EUTPOG
Kal tiow kivnon tou maiytn pag.

Vi 48 Quav 133 Eulen © Scale 133 Musclest O
v 083 Constants 45 (£3.5%) Dumee: 5 (0.0

T Rigidbedy "L |
Mass. T N
oraa Lnfinity "
Angular Drag. Infinity
Use Gravity -

Ts Kinematic u
Interpotate (lone .
T
» constrains
1 W Capsule collider G
(] eee coner
1s Trigger 9]
Material None (Fhysicaterial) o
Center PIC — —
Radius. 0.5 a
Height 1.2

I Audio Source wel

Audiociip olayer vt To
o

output "None (Audia Mixer Group)
(]

alnox
A Assets - _Comsletedtssets - Sarots » Plas

=
i
§
i

9 alaiaa

{

Stereo Pan —_— %

Spasial slené g—————————F

» 30 Sound Settings
0] @ Player Movement (cript)
Serpt

Flayermovement

Speed

Add Component

Ewova 24 1616tnteg Xapaktripa

MOALG TeEAelwOapE TOV BACIKO XOPOKTHPA TOU TaXVISloU Hag Kol Urmopol e va eAéyEoupe
av OAa elval cwotd. EmAéyovtag to Play Ba doUpe OtL OVTwG 0 Apwag MOG KLVELTE oTOV
opLlovtio Kal kaBeto afova pe ta MARKTPA W Kal S yla umpooTtd Kat miow kat A kot D yua
6e€la kal aplotepa.
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Script PlayerMovement

public float speed = 6f; // H toxUinto mou 6o PeTokLVACcEl O HXIKING.

Vector3 movement; // O @opéag ylia 1nv amobnKeuon 1I0G
katevObuvong tng xivnong tou noixtn.

Animator anim; // Avaeop& cTo otolyelo animator.
Rigidbody playerRigidbody; // Avoeopd OTO AKQUITO OOUX TOU MOlKTIN.

int floorMask; // Mia pdora OTPOUATOC €T0L QOOTE PLA OKT (va
va umnopel va petoadidetol omAd o€ oavilkelpeva malyxvidLoU OT0 OTPOHUA
damédou.

float camRayLength = 100f; // To unkog 1n¢ oktTivag amd Tnv KApepA
oT1n OKNVvn.

void FixedUpdate ()

{

float h

CrossPlatformInputManager.GetAxisRaw ("Horizontal");

float v

CrossPlatformInputManager.GetAxisRaw("Vertical");
Move (h, Vv);

Turning ();

Animating (h, v);

}
void Move (float h, float v)

{

movement.Set (h, 0f, v);

movement = movement.normalized * speed * Time.deltaTime;

playerRigidbody.MovePosition (transform.position + movement) ;

}
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6.3 PuBuiosic Kapepag
Camera Setup

‘Eva aKOUO ONUAVTIKO KOUUATL Tou Ttatxvidiol pag sival vo cuvS£c0oupe TNV main camera
HOG LLE TOV XapaKTAPA £TOL WOTE va Tov akoAouBel Tnv wpa mou Ba tov KIvoUuEe Héoa OToV
XWPOo. ApXLKA, Opil{OULE TIC CWOTEC CUVTIETAYUEVEG oTo Transform dnAadn tov dfova x y Kot
z oT0 position aAA@ kot Tov dfova x oto Rotation .

JTNV OUVEXELX TIOPVOULE Ao Ta scripts To script pe dvopa Camera Follow kat to pixvoupe
puéooa otnv Main Camera pag KaBwg Kot Tov Yopaktipa pog (player) yia va pmopei n kapepa
va Tov akoAouBel , Ba ta Solpe 6Aa otnv mapakdtw pwrtoypadia .

@ Unity 5511 Pesonsl (52541 Leve Lty - New Uity rc - P, Mac & Linis Sandolone <OX11 on DXIOGPU> - 8 x

& ¥ GUI Layer
& W Flare Layer

TTC W Camera Follaw (Script)
sat

< L
Target L Player (Transform)
Smootung. 5

Add Companant.

Ewkéva 25 PuSuioesic kauepag
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Script CameraFollow

public class CameraFollow : MonoBehaviour
{
public Transform target;

public float smoothing = 5f;

Vector3 offset;

void Start ()
{

offset = transform.position - target.position;

void FixedUpdate ()

{

Vector3 targetCamPos = target.position + offset;
transform.position = Vector3.Lerp
(transform.position, targetCamPos, smoothing *

Time.deltaTime) ;
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6.4 Npwtog ExBpog
The First Enemy

Ytnv enopevn ¢paon Bo mpémel va SNULOUPYHCOULE TOV TIPWTO Hag exOpog. O exBpo¢ pog Ba
TPENEL Vo IPoKaAel éva damage otov npwa pag kabwg Kot va Tov akoAouBel pe okomo va
Tov e€OVIWOEL

Apxikd Ba tomoBsticoupe Toug £xBpoug mou €xoupe oxebldoel péoa oto mepBallov pag
KOl OTIWG KAVAE TIPONYOUMEVWG HE TOV NPWA LOG £TOL KOl Twpa 6o SWOOUE CWHO OTOUG
exBpol¢ pog, Axo kat kivnon. Me tnv 18ua Stadikacio Ba mpooBéooupe components OMwg
Rigid body yla va dwooupe Baputnta otov £xBpod Kal va Tou oplooule Toug dagoveg ou Ba
umnopel va matael, Capsule Collider yia va dwooupe cwpo Kot vo Unopel va xtunmnBel o
ex0po¢ pag, Audio Source yla v Swooupe NXNTKO clip 6tav Ba xtumaue pe odaipa tov
ex6p06 . Téhog, Ba mpocBéocoupe €va havigation system £toL wote va Unopel o xBpo¢ pog va
akoAouBel ouvexwe TOV Npwa MHOC . TNV Topokdtw dwroypadia Bo beite OAa ta
Components mou mepLypaP aUE TPONYOUUEVWG .

& %[5 L Center . © Gioba TR 'S Cotat = B I Account = DI avers . = B Larot. =
% sown T
e AT TS Toomes 10 = —r
D Level 01" -
e e —_—
. o y Ry } S o
- > ZomBear |
I —
Oractons it T —
P
e R R B e
Eeiic

| Discrate.

Freeze Position Uxay Uz
Freeze Rotation Zx vz

AudioClip CZombumny Het
Output None (Audio Mixer Group)  ©
w]

Stereo Pan
3 =
Spesel Slend —
Revers Zone Mix -
= .
(75 7 sahers cotner %)
€6t Colider
1s Trigger 2
Material ‘None (Physic Matorial) p—r
center xo R a—10
o8
T Ze
" & ¥ Capsule Collider [¥]
i Calider
1s Trigger. ]
Material ~one (Physic Material) o
Center xo L R I —

Ewkova 26 PuSuioeig ExSpou

TéAog Ba akoAouBrjooupe tv 18L& Stadikacio yia 6Aoug toug exBpouc Eexwplota.
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6.5 2xedlaouog Nivaka
HUDCanvas

Y€ aUTO To Kepalalo Ba Snuloupyrcoupe Evav Tivaka Micw amo to meptBarlov pog otov
ornoio Ba nmpooBscoupe OAa Ta ypodikd otolxeio Omwg tnv {wH TOU NPWa Hag , ToV XpOvo
matyvidLoL , ta kills mou Ba mpaypatonoljooupe Kat ToAAG oAAd Tou Ba ol e apyotepa.

Mo va ptid€oupe tov mivako pag (canvas) mnyaivoupe oto Game Object = Ul = Canvas .

Ytnv ouvéxela Ba Snuloupyrnooupe éva Empty Child to omoio Ba ovoudooupe HealthUl ko
Ba mepléxel tnv (W Tou Npwa pag Kabwe Kal pa pikpn ¢wrtoypadia tng kapdiog tou.
Eniong Ba dnuoupynoope éva akopa Kevo otolxelo to omoio Ba ovopdcoupe Health Slider
Kot Ba eival N KoUpEVN UmApo. LE TO TOCOOTO TNG {WNG TTOU LG ATTOMEVEL .

Add Componant

laS|*

Ewkéva 27 PuSuioeic KauBa
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6.6 BAdrmtovtag tov exBpo
Harming Enemy

Y€ aUTO To KeddaAalo Ba ol e WG UMOPOUE va KAvoue damage otov eX0p0 LaG Kol Twg

To OmAo pag Ba katadépet va piéel.

Apxka Ba mape va TpooBEcouE KAoLa components 0To OMAO LG TO OO0 UTIAPXEL HEoQ

oTov fpwag pag. Ta components pog eival éva Audio Source oav auTtd Tou €XOULE NoN
XPNOLLOTIOLHOEL OTOUC £XBPOUC LaG , OTOV Npwa Kal oTo MepLBAAlov pag , To onoio Ba £xel
Tov X0 t™ng odaipag kabe dopd mou pixvoupe. Eva aképa Ba eival to Light mou to
XPNOLUOTIoloUHE yia va ¢TdEoupe TV Adpdn tng odaipag pag katl téAog éva Line Renderer
yla va SWOoOUPE aKTiva Kot va SNULOUPYNCOULE TNV TTopeia tng odaipag pag kabwg Kal To

XPWHO TNG aKTivag.

ity - New Unity Project - PC, Mac & Linu Standl

- 8 x

g co A Maccee )
2l

x0az3ses v 007 |z oraeiase
PO S

Seaie % To0u061 v 1506961 27 I

=> 7 Jtine Renderer

Shadow Type
Cookie

Oraw Halo
Flare
Render Mode
Culling Mask

T Farlicle System

2] Assers » Matentale

Susacarial

Ewova 28 Puduioeic OnmAou
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JTNv ouveéyxela tou kepohaiou pag Ba Sovpe mwe o exBpO¢ pag pmopel va xtunmnBel kat TN
script Oa XpNOLUOTOLOOULE.

JTNV MoPaKATW £lKkOvVa Ba S0V E TIG TAPAUETPOUC TTIOU £XEL N {wh Tou gxBpou pag .

ject - PC, Mac & Linux Standalone” <DX11 on DX10 GPU>

- o x
> 1l » [ cotas - LS M account - I overs < Mtaros - )
 # Scene * Animator. = Hierarchy | M= O [nspector e
Shaded RIEDNESC IR Gizmos | (e All Al l‘ & Zombunny ] Static v
Tag [Untagged V) Layer(Shostable D
Model Select Revers Open
v~ Transform [7]
P— Position X 4.5 Y o3 2133
nvirons o
e g xo /o 20
e Scale XL 1 21
BackgroudMusic > ge.
¥ Player > Rigidbody Ge.
h e
we.
ler we.
» i ¥ capsule Collider e
¥ & ¥ Enemy Movement (Script) Qe
Script EncmyMovemen ¢ °
¥ - W Enemy Attack (script) we.
Script EnemyAttack o
Time Between Attacks 0.5
Attack Damage 10
2l Zenemy et ey T
Script EnemyHealth °

Starting Health 100
Current Health 0

Sink Speed 2.5
Core Value 10
Death Clip

Add Component

Ewkova 29 lMpoodnkn Zwrg ExSpou

Script EnemyHealth

public int startingHealth = 100;
public int currentHealth;
public float sinkSpeed = 2.5f;
public int scoreValue = 10;

public AudioClip deathClip;
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void Death ()

isDead = true;

capsuleCollider.isTrigger = true;

anim.SetTrigger ("Dead");

enemyAudio.clip = deathClip;

enemyAudio.Play ();

public void StartSinking ()
{

GetComponent <UnityEngine.AI.NavMeshAgent> () .enabled =
false;

GetComponent <Rigidbody> () .isKinematic = true;

isSinking = true;

ScoreManager.score += scoreValue;
EnemiesKilled.number++;
Destroy (gameObject, 2f);

}

TENOC He auTO To script Ba dwooupe otov exBpo pag Tic pubuioelg mou Bghoupe , SnAadn
v {wn pe tnv omoia B&Aloupe va Eekvrnoel To motyvidt , avd mood dsutepolenta OéAou e
va Byaivel o emdpevog exBpoc¢ kabwg Kot To okop To omoio Ba kepdilel o Apwoac pag dtav
g€ovtwvel évav avtinalo.
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6.7 Zkop
(Scoring Points)

Y€ aUTO To Kepahalo Ba oag Seifoupe mwe katadépape va epdavicoupe otnv 0Bovn pog
Vv A€€n Score Kal e TtoLo script Unopel To score va aveBaivel avaloya pe Tov KaBe x0po
TIOU OKOTWVOUE. ApXLKA, Ba XpnOLUOTIOLCOUHE TOV KapBd mou nNén £xoupe dnuloupynost
Kal Ba ptiaEou e péoa o auto éva Taldl’ tou pe ovopa Score Text.

To Score Text apxlkd pag Sivel tnv Suvatotnta os cuvSuaouo pe Tov KapBad va ypaldoups
Kal va gpdavicoupe otnv 086vn pag otL BEAOUE. Ze AUTAV TNV epintwon eueic BEAoupue
va epdavicoupe to Score.

v ¥ Text (Script) &,

Text

SCORE : 0

Character
Font | 4 LuckiestGuy o
Font Style | Normal s
Font Size 50 |
Line Spacing [1
Rich Text v

Paragraph

Alignment
Align By Geometry [
Horizontal Overflow | Wrap

-l
— W

Vertical Overflow | Truncate

Best Fit O
Color I,
Material 'None (Material) e
Raycast Target v

Ewova 30 Mivakag Zkop

210 onueio Tou Text ypadoupe to Keipevo mou BEAou e va epdavicou e Kot OTLG TTOPAKATW
puBuioslg prmopolpe va LEYOAWOOUUE N va UIKPpUVOULE Ta ypAappata Kat oto Paragraph va
dépoupe to Keipevo pog otnv Béon mou gpeig emBupolpe. TENOG, SLAAEYOUUE TO XpWHA
TIou B€AOUE va €XEL TO KELPEVO MOC KL 0TNV SLKH HaG TEPLTTWON TO KOKKLVO.
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Entiong Ba Sovpe OtL pmopolpe vo BAAoupE Kat €va component To omoio Ba pog Swoel pLa
wpala oKLd Tiow amod To YPAUMOTA LA O Omola amoxpworn eUelc BEAoupe. ITnVv SIKN pag
Tepintwon xpnolgomnowjoape To YaAdllo £T0L WOTE va KAVEL pla wpadila avtibBeon pe to
KOKKLVO TWV YPAUUATWV.

v . ¥ Shadow (Script) &,
Script | Shadow | ©
Effect Color [ | 2
Effect Distance x[2 I¥[-2 |
Use Graphic Alpha v

Ewkova 31 Puduioeis Skiwv

T£Nog, yia va kKAelooupe o kepalato Ba avadEpou e TOV KWELKA TTOU XPNOLLOTIOLCOLE.

public class ScoreManager : MonoBehaviour

public static int score;

Text text;

void Awake ()

{

void Update ()

{

text = GetComponent <Text> ();
score = 0;

text.text = "Score: " + score;
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6.8 2nueio Avayévvnong ExBpwv
(Spawning Enemies)

Y€ auTto to Keddlalo Ba avadepbolpe ota onueia omol ol xBpol pag epdavilovral oto
dwuartio pag kat Ba Eekivoluv va pog kuvnyouv. Oa dnuloupyrncouue Tpia onueia adol ot
exBpol pog eivat tpelg otov aplbuod , Kat Ba Ta polpdooupe oto dwudtio. Kabéva amnd autd
Ta onpeia Ba eivat otabepd kal Ba €Xouv To KABEVA CUYKEKPLUEVEG CUVTETAYUEVEG.

A £EKIVACOUE SNULOUPYWVTOC €Va KEVO QVTIKELLEVO oTov Xwpo SnAadn éva Game Object
KatL mou nén €xoupe favadtiaéel oto mapeABOv. Oa KAVOUUE remane Ot AUTO TO
QVTIKELMEVO Kol Ba  Ttou OSwooupe TO OVOUO TOU TPWIOU  Mag  exBpou
(ZombunnySpawnPoint).

JTO QVTIKEIUEVO TIOU £XOUUE SNULOUPYNROEL UMOPOUHE VA AAAAEOUE LOVO TIG CUVTETAYUEVES
onwg Ba Selte oTNV MAPAKATW ELKOVA .

— o ZombunnySpawnPoint Static ¥
Tag | Untagged | Layer | Default :
¥ .~ Transform Q@ =
Position X|-20.5 YO Z912.5
Rotation X0 Y 130 Z0
Scale X|1 Y |1 2|1
[ Add Component ]

Ewkova 32 PuSuioeig Suvtetayuévwy ExSpou

Emavw aplotepd Ba SoUpE TO XPWHO TTOU EXOUHE SLAAEEEL VIOl TO CUYKEKPLUEVO OVTLKELLEVO
KOl TLG CUVTETOYUEVEG TIOU XPNOLULOTIONCOLE YLa VA OTEIAOULE TO ONUEID TOU TIPWTOU HOG
exBpou oto onpeio mou Ba SoUHE OTNV MAPAKATW ELKOVAL.

Ewova 33 Znueio Evapéng ExSpou

KAeivovtag to kedahalo mpENeL va avadEPOUE TWE Kal yla Toug uttoloinouc exBpol¢ Ba
xpnotuornotioou e tnv idla dtadikacia aAAalovtog PoOvo Ta XpWHATA.
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6.9 Timer —Kills

310 teleutaio kedpdlalo oag mapouctaloupe Ta duo SIKA PG scripts TTou XpNOLUOTIOLNCALE
OTO TtaLXVISL £T0L WOTE va SWOOUHE pLa SLIKA pag mveAld Kal vo To §tadopomoL)couE amo
TO APXLKO.

Timer Script

public class Timer : MonoBehaviour

{

float startTime;
Text myText;
PlayerHealth myPlayer;

void Awake()

{
myPlayer = FindObjectOfType<PlayerHealth> ();
myText = GetComponent<Text> ();
startTime = Time.time;

void Start () {
}

void Update () {
if (!myPlayer.isDead) {
myText.text = "Time:
startTime)).ToString ();

+ ((int)(Time.time -

Enemies Killed Script

public class EnemiesKilled : MonoBehaviour

{

public static int number; // The player's score.

Text text; // Reference to the Text component.

void Awake ()

{
// Set up the reference.
text = GetComponent <Text> ();
// Reset the score.
number = 0;
}

void Update ()
{

// Set the displayed text to be the word "Score" followed by the
score value.
text.text = "Kills: " + number;

}
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2YMNEPAZMATA

To Unity eivat éva oAokAnpwpEVo TTAKETO OMoU Sivel TNV SuvatotnTa oTov

Developer va ¢tiaget To 51k6 Tou matyvidl 2d f 3d pe oXeTIKA amAd Tpomo.

To Unity Game Engine gival otatlotikd to kaAutepo Game Engine 6oov

adopd tnv Snuioupyia rayvidiwy os Android kot i0OS. Me tnv €kdoon 5 kat

™V neyaAn aAAayn oto rendering to Unity mioteUoupe Kuplapxnoet kat o PC

& Game Consoles ylati oAU anAd ival o an\é kal elxpnoTo ylo évav

opxaplot aAd kat €vav amottntikd Developer.

To BaoLKO XOPAKTNPLOTIKO TIOU TO KAVEL TO TILo Ttpoottd Game Engine eival ot

Baowkoi 0dnyol, Ta moAAd tutorials mou undpyouv oto Sladiktuo, aAAd Kal To
Community Forum omou gUkoAa kot ypriyopa pmopouv vo os Bonbroouv.

JKOTOG TNG POV OAG TITUXLAKNG

elvat va 6el€el oTo KOLWVO WG pmopel va ekpeTaAAeuTeL To TtepBaAAov tng Unity kot pe
AlYEC YVWOELG TTpOoYpOpHaTIOpoU Vo TLaEet Eva Ttayvidl omd to undév. H Unity mapeyet
OTIOATOTE XPELATETOL KATTOLOC YLa TNV aVATTTUEN Tou matyviSlou tou, amo odnyouc atov
LOTOXWPO TNC, LEXPL KL AT{OTEUTO XOPOKTNPLOTLKA KOL ETILAOYEG OTO TIPOYPOA TNG.
TéAog, n moA\amAn enloyr MAaThopUWV yLa TNV KUKAOGOPLA TWV TTALXVLOLWY TNV KAVEL
TtLO TtpooLTh ool oL KOVOOAEG, OL UTTOAOYLOTEC KAl YEVIKA [0l CUCKEUR avamapoywyng
riaxvidLwy g Asimet amd Tt {weg Twv avBpwrnwy, pe ta Bvteonalyvidia va anoteAolv
plo amo Tic mo «Suvatégy popdég Puxaywyleg oTig LEPEC Hag, OTIOU h Texvoloyia

KLOAQG QUEAVETOAL CUVEXWSG
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MINAKAZ OPOAOTIAz

ZevoyAwooog 6pog EAARvK6G Opog

3rd Person View MpoBoAn matyvidlol o tpito mpdowro

Audio Listener

Akpoartr Axou

Browser

Npdypappa mepLiynong

Collision

Enadn

Collision Detection Method

Mé£Bobo¢ aviyveuong

oUyKpouong

Components Ztolxela
Developer MpoypoppaTLoTh§
Debug ‘EAeyxog obaApdaTwy
Editor JUVTAKTNG TIPOYPAUUOTLOHOU
Event Juppav

Game Engine

Epyaleio avantuéng mayviduwv

Live Preview ZwvTavr) TIPOETLOKOTNON
Main Menu KUplo Mevou
Mute Yiyaon

Non-Kinematic

Mn Kotk

Packages MNaketa
Project Epyo

Scene Zknvn
Scene Files Apxeia oknvig
Scripts Apyxelo kwdikag
Tag ETkéTa
Trigger Zone Zwvn gvepyomoinong
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ANAODOPE2

[1] Unity 3D —Game Engine https://unity3d.com

[2] MonoDevelop (IDE) http://www.monodevelop.com/

[3] Unity (game engine) https://en.wikipedia.org/wiki/Unity_(game_engine)

[4] Asset Store https://www.assetstore.unity3d.com/

[5] Windows https://www.microsoft.com/en-us/windows

[6] Unity- Answers (Forum) http://answers.unity3d.com

[7] Youtube https://www.youtube.com

[8] http://unity3d.com/learn/documentation - éyypadoa tng Unity otov LoTOTomo tnge.
[9] ] https://www.youtube.com/channel/UCGO8EqOAXJk_YXPDsAvReSg - to kavaAt
¢ Unity oto Youtube

[10] https://www.youtube.com/channel/UCOAhv9Y12r2To-syiUoR8Lg - kavaAL oTo
Youtube mepi Unity

[11] https://www.youtube.com/channel/UCmtyQOKKmrMVaKuRXz02jbQ - kavaht
oto Youtube mepi Unity

[12] http://pixelnest.io/tutorials/2d-game-unity/ - iotdtomog nept Unity

[13] https://gamedevelopment.tutsplus.com/ - lototomog nept Unity

OPATKOYAHZ AHMHTPHZ




