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«Me atoutkn pou euduvn kot yvwpilovtag Ti¢ KUPWOELS (1), TTou TpoBAEToVTaL Ao TNG
Slataéels TG map. 6 Tou apPpou 22 tou N. 1599/1986, SnAwvw OtL:

1. Aev napadctw kopuatia BiBAiwv 1 apdpwv n epyactwv dAAwv autoAeéel xwpic va ta
TIEPLKAEIW OE ELOAYWYIKA KO YWPIG VO AVaPEPW TO TUYYpapER, T xpovoloyla, tn oeAiba. H
autoAeéel Tapadeon ywpic eloaywylka xwpic avapopa atnv Tnyn, eivat AoyokAomn. Mépav
™G autoAeéel mapadeong, AoyokAomn Gewpeital Kat n Tapappacn eda@iwv ano Epya dAAwv,
OUUTLEPIAQUBOVOLEVWY KOL EPYWV CUUPOLTNTWY UOU, KaGwE Kat N Tapddeon otoyeiwy Tou
aMot ouvéreéav n emeéepyaodnkav, xwpic avapopd otnv Tnyn. Ava@EPw TAVIOTE UE
TANPOTNTA TNV TNYN KATW ATO TOV TUVAKA 1 OXESLO, OTIWG OTA TIAPATEUATA.

2. Aéyouat ott n autodeéel tapadeon xwpic ELOAYWYIKA, AKOUX KL AV OUVOSEUETAL OO
avopopa otnv TNy o€ KAmolo dAAo onuelo Tou KEWEVOU 1 oTo TEAOG Tou, elvat avtiypaen. H
avopopa atnv TNy OTo TEAOG T.X. ULAG Tapaypd@ou i utag oeAibag, Sev StkatoAoyei
ouppapn edapiwv Epyou AAAOU CUYYPUPER, E0TW KL TOPAPPACUEVWY, Kol Tapouaiaon
TOUG w¢ OLKN oU epyaaia.

3. Aéyoual OTL UTApPYEL ETIONG TEPLOPLOUOC OTO HEYEVOC KAl OTN OUXVOTNTA TWV
ToPUTEUATWY TIOU UTIOPW VA EVTaEW OTNV EPYAOia UOU EVTOC El0AYWYIKWY. Kade peyalo
napadepo (.. o€ Tivaka fi mAaiolo, KAT), TpoUmoUETel €LOIKEG puTuioELS, Kat OTav
SnuUoCLEVETUL TPOUTIOVETEL TNV AOELX TOU OUYYPAPEQ 1} TOU KSOTN. To (6L KaL OL TUVAKEG Kot
o oYESL

4. Aéxouat OAEC TIG CUVETIELEG OE TTEPITITWON AOYOKAOTIC 1) AVTLYPALPrG.

Huepounvia:  19/9/2025

O AnAwv

KAPABAZINHZ NOYKAS

(1) «Omotog ev yvwoel Tou SnAwvel Yeudn yeyovota rj apveital rj anokpUTTEL Ta aAndva ue €yypapn
unevduvn nidwon

Tou apPpou 8 map. 4 N. 1599/1986 tiuwpeitat ue QUAAKLON TOUAGXLOTOV TPLWV UNVWV. Edv 0 UTaITIOq
aUTWV TwV TIpaéewv

OKOTLEUE VO TIPOOTIOPICEL OTOV EQUTOV TOU 1) 0 dAAOV TTEPLOUTLOKO OPEAOG BAATTOVTAC TPITOV 1) OKOTIEVE
va BAayet aAdov, Tiuwpeital pe kadeipén uexpt 10 etwv.»
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ITEPIAHWYH

To mwaltyvidlt umnpée Slaxpovikd avamOoTACTO OTOLXElo TG avBpwmivng pvong.
Me tnv aApatwédn mpoodo tng texvoloyiocg, n puyxaywyio e€edixbnke o PndLakn
popdn, odnywvtacg otnv dnuioupyla tTwv BLvteomalxvidlwy, Ta oToio ocAUEpQ
amoteAolV TNV TAEov SLadebopévn popdn mwatyvidiol. H peyaAn molkiAia toug
£XeL 06NYNOEL OTNV KATNYOPLOTTOLNGN TOUG, EVW N aAVATTUEN KoL UAOTTOLNGN TOUG
kaBlotatal ePpLKTA HEOW €EELOLKEVUEVWY AOYLOMLKWY, YVWOTWY WG LNXAVEC

avantuéng BlvteomalyvidLwv.

210 TAaiolo tTng mapoloAC TTUXLAKNG Epyaciag TpayuaTtomoleltal apXLka pia
cuvtopn totoptk avadpopn tng unxavig Unity.MNapouvotdlovtal ta otadta
OXeOLOOMOU KAl avATTUENC VoG BLvTteoTalyxvidLloU Kal €V guvexela avalvuetal n
SLadlkaoia dnuioupyiag tou Bvteomalyvidiot Ghost Seekers To omoio

avantuxbnke oto mAalolo TnG epyaciag.
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ABSTRACT

Playing Games has always been an integral part of human nature. With the
rapid advancement of technology, entertainment has evolved into a digital form,
leading to the creation of video games, which today constitute the most
widespread form of playing. Their great variety has resulted in their
categorization, while their development and implementation are made possible
through specialized software, known as Game Engines.

Withing the framework of this thesis, a brief historical overview of the Unity

Engine is initially presented. The stages of designing and developing a video

game are then outlined, followed by an analysis of the creation process of the
video game ‘Ghost Seekers’, which was developed as part of this thesis.
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KE®D®AAAIO 1 Evoaywnyn

1.1 Iotopia tov Bivteomaixvioiov

H lotopla Twv Bvteomayvidiwy Eekivnoe tnv dekaetia tou 1950 kat tou 1960, 6Tav EMLOTALIOVEC
apxloav va oxedlalouv amAd waxvidla o Pivi-UTOAOYLOTEC KOl KEVTPLKOUG UTTOAOYLOTEC. TO TTPWTO
maxvidt wou dnpoupynBnke Atav to Spacewar! ,yio tov uoAoyloty PDP-1, to omolo
avartuxBnke amo dottntég tou lvotitovtou Texvoloyiag tng Maocaxouoetng (MIT), kat awotéAece
£€va amo Ta TpwTa TaLxvidla Tou xpnolponolovcayv 00ovn.

21§ apxEC tou 1970 kukAodpopnoe To TPWTO UALKO BlvteomalyviSiwy KaBwe Kot N TPwWTN OLKLAKA
kovooAa Bteomayvibiwv Magnavox Odyssey, evw ta Tpwta arcade motxvidia Atav 1o Computer
Space kat Pong.

Ita péoa tng dekaetiog tou 1970, ol YapunAol KOOTOUG TTPOYPAUUATLIOUEVOL ETECEPYAOTEC
QVTLKOTECTNOOV TA TTPWLMA KUKAWHATO AOYLIKAG atd Tpaviiotop, eVw KUKAODOPNOoaV oL TPWTEG
kaogteg ROM yLa owiakeg KovooAeg, oupmeptappavovtag to Atari Video Computer (VCS).

To 1983 Aoyw TG KukAodopiag HeydAou aplBpoU TaXVISLWY, CUXVA XOUNANRG TOLOTNTAG N
avtypadwv, untnpée kplon otig Hvwpéveg MoAlteleg pe amoTtéEAeopa va TAPEL NYETIKO pOAO oTNV
Bropnxavia Brteomayvidlwy n lantwvia, 6ou to 1985 n Nintendo kukAoddpnoe otig HVwuEVEG
MoAtteieg Tng Apepiknq to Nintendo Entertainment System, cupBaiovtoag otnv avakaudn tng
ayopag BvteomalyviSLwy.

Tnv &ekaetia tou 1990 epdaviotnkav oL TPWTEG POPNTEG CUCKEVEG LE TPWTOTOPO T0 Gameboy.

211G apyxeg tng dekaetiag 1990 n e€€AEN TG TeXvoAoylag TWV UKPOETEEEPYAOTWY EMETPEPE TNV
QVATTTUEN YPADLKWVY TPLOSLACTATNG ATOS00NG O TPAYUATIKO XPOVO TOOO OTLG KOVOOAEG GC0 Kal
OTOUC UTTOAOYLOTEG e TNV BonBela amo KAPTEG ypadLKWV.

Apyxloe va epopUoleTal n xpron ontikwy PEowv 0mwe ta CD-ROM o UTTOAOYLOTEG Kol KOVOOAEC,
METAEY QUTWV Kot otV véa Kat Stdonun kovodda PlayStation tng Sony Tou eixe tepAoTLO
avtiktumo og AAeg Blopnxavieg 6Twg n Sega kat n Nintendo.

2TLg apxEG tou 2000 n Microsoft eLl0nABe otnv ayopd pe TNV kukhodopia Tou Xbox. Kabwg n Sony
Kot N Microsoft cUVEXLIAV VOl ETILKEVIPWVOVTAL OTNV OVATTUEN VEWV KOVOOAWV UPNAWV
npodlaypadwv, N Nintendo eméAele va eMIKEVTPWOEL OTNV KALVOTOIA TOU TpOTTOU TtatyviSLou,
Tapouaotalovrag tou Wii e XELpLOTAPLA avixveuong Kivnong, To omtolo anmotéAeoe oTpaTNYLKA Yl
v kukhodopia tou Nintendo Switch.

ATo tnv dekaetia tou 2000 £wg Kat Tou 2010, 1} Ayopd YVWPLOE ONUAVTIKEG AAAAYEG OTO KOLVO
koBwg ta Tayvidia yla KvnTEG CUOKEVEG O smartphones Kat tablets EKTOTLOAV TIG KOVOOAEG, EVW
TA TTALXVISLA YL TTEPLOTAOLAKOUG TALKTEG KATEKTNOAV UEYAAUTEPO UEPLOLO ayopdg. MapdAAnAa
augnbnke onNUAVTIKA 0 aplBUog Taktwy otnv Kiva katl o AAeG TepLOXEG TTou BeV elxav OTEVN
oxéon We tnv Blopnxavia. Ma va aflomonBouv autég ol aAayEG, Ta TOPASOOLAKA LOVTEAA E0OSWV
avTikataotadnkay and véa poviéha onwg ta free-to-play, T0 freemium Kot TG GUVEPOUNTLKEG
uTtnpPeoieg. H mpdob0og 0to UALKO Kot TO AOYLOULKO CUVEXLZETOL LEXPL KAL ORLEPOQL KOl
BeATlwvel TV eumeLpia twv Bvteomalyvidlwy, uootnpilovtog uPnAn avaluon, uPnAolg
puBLOUG KaPE Kal TEXVOAOYLEG ELKOVLKNG KOL ETAUENHEVNG TTPAYOATLKOTNTAG.

1.2 E16n Pnerakev IHauxvioiov
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‘Eva eldo¢ PndLakou alyvidloU amoTeAEL Lo CUYKEKPLUEVN KATnyopla ToyvidLwy Tou
ouvOEovTal HECW TTAPOUOLWY XAPAKTNPLOTIKWY eUTELpiag. Ta eidn mayvidiwv cuvnBwg dev
opifovtal amo to mepPAAAOV | TNV TAOKN TOU TTaxvidLloU, KaBwg Kol OUTE Ao To HECO TO 0Tolo
maifovtal, aAAd amtd TOV TPOTIO UE TOV OO0 O TTAKTNG AAANAOETLOPA LE TO TTALXVLOL.

Ma woapadetypa £va moxvidt tumou First Person Shooter mopapével otny idLa katnyopia
aVeEAPTNTA Ao TO AV eKTUALCOETOL OE TTEPLBAAAOV ETTLOTNUOVLKAC davTaciag, YOUECTEPY apKEeL va
TEPAAUBAVEL KAUEPOA TTOU TTPOCOMOLWVEL TNV OTTTIKA YWVIO TOU TPWTAYWVLOTH KOL TNV EUTELPLO
TTOU ETULKEVIPWVETOAL OTNV XPron OTAWV.

Mepika amo to €ibn avta ivat:

Nawyvidia Apaong ( Action Games) :
Ta mawyvidia dpdong divouv éudaocn os PUOLKEG TTPOKANCELG TTOU QTTOULTOUV CUVTOVIOUO
XEPLOU-UATLOU KOL KWVNTIKEG SEELOTNTEC yLa TV UTEpBacn Toug. EMikevipwvovTtal oTov
TalkTn, 0 Omolog EAEYXEL TO PEYOAUTEPOG LEPOG TNG SPAONG

Mouyvidia Mdxng ( Fighting Games):
Ta mayvidla paxng EMLKEVIPWVOVTOL O HAXEG ULKPNG UPBEAELOG, OL OToleC ouVABWC
TPOYLLOTOTTOLOUVTOL EVAG-EVAVTLOV-EVOG ] EVOVTIOV UIKPOU aplBoU aVTLTAAWY e
LoodUvaun Loxu, kot cuxva eplthappavouyv Blateg kat umtepPoAlkéG AoTAEG eIBEoeLS. Ta
TEPLOOOTEPA TTaLXViSLa HAXNG SLOBETOUV PeEyAAO OPLOUO TAULKTWV-XAPAKTNPWY TPOC
eMAOYN KABWE KoL avTaywvLoTKN Asttoupyia ToAAwY Ttalktwy. MoAAd mayvidia paxng
EVOWUOTWVOUV ETILOECELG EUTVEUCUEVEG a0 SLADOPA CUOTHUOTA TTOAEULKWY TEXVWV.

Nawyvidia MAatpopuac ( Platform Games):
Ta awyvidla mAatdpopuag xapaktnpilovral amo meptBailovra pe katakopudn Slatasn, OToU o TalkTng
TPETEL VA TTPOYLATOTIOLEL AApOTAL KOl OVAPPLXOELG HETalL TAATPOpUwY, €€ OU Kal n ovopaoia Toug.
H eumelpia ota mayvidia TAaTthOpHUaC ETIKEVTPWVETAL KUPLWG OTO AALA KaL oTnVv avappixnon,
TIPOKELUEVOU O TalKTNG va e¢epeuvroeL i va Slaoyioel To meptBarlov Tou matyvidlol. Mmopel va
meplhappavovratl exBpol N eunddia Tou TPEMeL va amodeuxBouv R VO OVTLETWITLOTOUV, EVW OF
OPLOPEVEC TTEPLITTWOELG TO TALXVISL UTTopEl va ouvioTatal AmoKAELOTIKA o€ ypidoug dApaToc.
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KE®AAAIO 2 Mnxaveg Anpuroupytag Iavxvidrov

2.1 Evoaywoyn

‘Eva Game Engine sivatl éva TAaiolo AoyLopikoU TTou €xel oxedlaotel Kupiwg yla TNV avamtuén
Bwreomalyvidlwy, To omoio TepAauBAavel OXETIKEG BLBALOBNKEG Kal TTPOYPAUATO UTOOTAPLENC.

Xpnolpgomolouvtal amd TPOYPAUUATIOTEC yla TNV Snuoupyia Tatvidlwy yla Stddopeg
mAatpoppes ( PlayStation, Xbox, Android/10S, PC).

YTdpxouv TOAAEG UNXAVES TTAPAYWYNE TALXVLOLWY, TapoAa auTd £xouv SlakplBel péoa oe OAEG
QUTEC TPELG UNXOVEG, OL OTIOLEG LEXPL KO ONEpA UTTooTNPLlovTal TARPWE KAl EVNEPWVOVTAL
KOTAAANAQ yLa va avtamteEEABOUV OTLG ATTOLTIOELG TOU KOvoU. AUTEG OL NXAVEG Elval:

1) Unreal Engine

2) Unity Engine

3) Godot

2.2 UNREAL ENGINE

H Unreal Engine givat po amo tig mo Stdonpeg pnxoveg mopaywyng moxvisiwy.
AnpoupynBnke amod tnv Epic Games Kat cuykekpLlpévo and tov eupetr TG Tim Sweeney to 1995
kot Kukhopopnoe to 1998. H punxavr) Unreal Engine eivat ypappévn oe C++. AtaBétel TAnBwpa
gpyoAeiwv yla tnv amhovuoteuon tng dnuoupyiag kKwdika Kabwg Kal emeepyaciog Twv UALKWY Kal
elvat n o Stadedopévn unxavi mou xpnotponoteitol amo g AAA (Triple-A) etaupeiec.

Elval pa oo Tig Lo EMITUXNUEVEG NXOVES TTOPOYWYN G TTalVISLwV KaBwg £xel BpaBeuTtel pe
10 World Guinness Record (2015) otov xwpo auto .

2.3 GODOT

H Godot gival pia avolyxtol kwdika pnxavr) avalitnong yla avamntuén mayvislwy.
AvartixBnke oto Mmouévog Atpeg amod toug ApyevTvoUg TPoypapUatioteég Juan Linietsky kau
Ariel Manzur yla Staddopeg etaipeieg otnv Aatwvikr Auepikr. Kukhodopnoe dnuoota to 2014. To
mepLBalov avantuéng Aettoupyel oe TOANEG TAQATHOPUES KOl UTOPEL VA EAVEL Epyal OE QKO
TEPLOOOTEPEG. Xpnotpomoleital yia maxvidia 2D kat 3D yio UTOAOYLOTEG, KIVNTEG CUOKEUEG,
SLadikTuakeg epappoyeg , kabwg kat yia VR, AR kat MR mpayuatikétntag. Eivatl ypaupévn o
C++, C# kaL GDScript.

To GDSecript givat n eVowPATWHEVN TPOYPAUHATLOTIKY YAwooa uPnAol emESou e oTadLakn
TuToToinon , N 0ol TAPOUCLALEL CUVTAKTLKEG OUOLOTNTEG HE TNV YAwooa Python.

Av Kal xpnotpomnoleltal Alydtepo amo Tig AMeG SU0 pUNXaveG, N €EEALEN TNG ME TLG VEEG EKBOOELG
NG TNV KaBLotolV €va oAU eUXpNoTo TEPLBAAAOV yLa Evav ‘KALVOUPYLO® TTPOYPAUUATLOTH
ToUXVISLWV.
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KEDAAAIO 3 UNITY GAME ENGINE

3.1 Evoaywyn

2to TAaiolo NG mTapoloag TTUXLaKNG epyaciag, emAéxBnke n Unity wg n kUpLo pnxavy
avarntuéng Bvteomatyvidlwy, Aoyw tng eupeiag dLadoaon g tng, TN eVeALELOG TNG KaL TNG
KataAANAOANTAG TNG yia TN dnpioupyia tooo diodidotatwv(2D) 600 kat tplodiactatwy(3D)
epappoywv. H wotopikn mopeia tou Unity aviikoromtpilet tnv e€€AEn tng texvoloyiag avamtuéng
TavidLwy Kat tv auvéavopevn Intnon yla epyoieio Tou cuvdualouv TN AELTOUPYLKOTNTA LE TN
dIAKOTNTA TTPOG TOV XProTh.

H Unity mapouoldotnke ylo tpwtn ¢opd to 2005 and tnv etatpeia Unity Technologies wg Eva
gpyaheio avamtuéng yla to Asttoupytkd cuotnua Mae 0OS X, e KUpLO OTOXO VA KATAOTNOEL TN
Stadikacia Snuioupylag BLvTeomALXVIOLWY TILO TPOOLTH O AVEEAPTNTOUG TTPOYPUMUOTLOTEC, O
MLKPEC OUADBEG 1 OKOUA KAL OE VEOUG TTPOYPAUUATLOTEG TTOU EMLBUOUY va evtoyBouv otov Topéa
Tou Game Development. H apywn tng emttuxio odpeiletal og eva peyaro Babuod otnv urootripén
™G yLa TOAAATTAEG TAATDOPLES, ETLTPETOVTAC OTOUG SNULOUPYOUC VAL aVATTTUGCooUV Tayvidia yla
UTCOAOYLOTEG, SLAOIKTUOKEG EDAPHUOYEG, KOVOOAEG KOL KLVNTEG CUCKEUEC, XWPLg TNV avaykn
EKTETAPEVWV aAaywV OToV KwSLKAL.

Katd t Sudpketa tng dekaetiag tov 2010, n Unity €§eAixBnke oe pia amo tig mo Stadedopéveg
MNXaVEG avamTuéng o viSLwy Taykooupiwg. H eloaywyn tou Unity Asset Store to 2010 SteukOAuve
OKOUN TEPLOGOTEPO TNV AVATTUEN, TTOPEXOVTAG OTOUC SNLOUPYOUG TPOoBACH 08 £TOLUO LOVTEAQ,
oevapLla Kal epyaleia, evioxUoVTaG TNV TOPAYWYLKOTNTO KAL HELWVOVTAG TOV XPOVO aVATTUENG.
NapdAAnAa, n ouvexng umootipLEn yla VEeg texvoloyieg, 6mwg n etkoviki(V R) kat n emauénuévn
nmpaypatikotnta (AR), edpaiwoe t Unity wg Bacikd epyaleio oxt povo yia Bvteomayvidio aAd
KOl yla ebpapUoyEC Tpooopoiwong, ekmaideuong kot SLadpaoTLKNG ATELKOVIONG.

Zrpepa, n Unity xpnotpomoleital amod aveédptntoug Snptoupyols aAAd Kat oo pHeyAAeS
£TALPELEG TOU YWPOU, TPoodEPOVTAC ULa OAOKANPWHEVN TAATHOpUA aVATTUENG TTOU CUVOUATEL
LoXUpN TEXVLKN uTtodoun He eukoAla Xprong. H Lotopikn tng e€EALEN avtavakAd Th cuvexn Tpoodo
otn Blopnxavia tou Pndlakol matyvidiol Kol Tov KaBopLoTIKO pOAO TWV UNXOVWV OVATTTUENG OTN
Stapopdwon tng ovyxpovng dtadpaotikng epmetpiag. (Haas, 2014)

3.2 Unity 1.0

H unxavn avamtuéng mavidiwv kukAodpopnoe to 2005 e oKoTd VO WTTOPECOUV TEPLGCOTEPOL
TPOYPOUUATIOTEG VoL EXOUV TPOoPacn otov Topéa tou Game Development. Napouoidotnke oto
Koo arod tov Scott Forstall yia to Mac OS X. BpapeUtnke pe tnv dgutepn B€on to 2006 ota
Apple Inc. ‘s Apple Design Awards, Kot apyotepa ApXLOE VoL UTTOOTNPLETOL YL GUCTAKOTO TNG
Microsoft kat ylo Tpoypappota teptjynong lotol. (Smykil, 2006)

3.3 Unity 2.0

Kukhodopnoe 1o 2007 pe Tepimou 50 kawvoUpyLeg Aettoupyleg KaBwg Katl UTTOOTAPLEN TOU
DirectX. Ztnv €k600N AUTH LEPLKES ATTO TLG AELTOUPYIEC TOU TTPOOTEDNKAY NTAV €vVa
BeAtiotomonpévo cvotnpa Staxeipiong edadoug (terrain engine)mou £8ve tv SuvatotnTa
Snuloupyiag tplodidotatwy meptBarAdviwy pe AeTttopépeta. AKOpa EVowUatwonkav otnv
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£k60o0on aUTr SUVAULKEG OKLEC OF TTPAYUATIKO XWPOo, KABWE Kal KATEUBUVTIKOG GWTIOUOC Kall
TpoPoAeic.

Telog amotéAeoe onpavtikn kawotopia n Ztpwon Aikktvwong (Networking Layer), n omoia
EMETPETE OTOUG TTPOYPAUHUATLIOTEG TNV Snptoupyia Multiplayer Tayviduwv xpnotporoLwvtag to
pwtokoAo UDP( User Datagram Protocol ) , pe umootripién yta NAT( Network Address
Translation ), State Synchronization kat RPCs ( Remote Procedure Calls ).

Telog pe tnv €kdoon tng Unity 2.5 Atav mAéov duvatr kat n urtootripEn Twv Windows divovtag
£T0L TNV SuvaTOTNTA KOl 08 AAAOUC XPHOTEC VAL £XOUV TPOOBACH GE QUTHV TNV LNXAVH aVATTUENC
TALXVIOLWV.

3.4 Unity 3.0

H ék6oon tou Unity 3.0 kukhopopnoe to ZemtepBpLo tou 2010, TPOOBETOVTAG VEEG ONUOVTLKES
BeATlwoelg ota YpadLKA yLo UTTOAOYLOTEG KOl KOVOOAEG TTaLXVLOLWV. MAEOV UTIPXE UTOOTHPLEN yLa
T0 AoyLoptko Android kot EMTAEOV EVOWHATWOE €va VEO epYaleio pe ovopa Beast Lightmap tng
etalpeiag luminate Labs yla Tponypévo pwtiopd, mpootednke n texvik Deferred Rendering yia
BeAtiwpevn amodoaon ypadikwv, Evav evowpatwpevo enesepyaotr 6évépwv ( Tree Editor ),Native
Font Rendering, Autopatn Xaptoypadnon UV kat téAog eloriyaye nxntika epiktpa.

To 2012 cUpdwva pe pLa €peuva amo to VentureBeat avadEépBnke OTL elval amo Tig
peyaAUTEPEC eTOLPElEC TTOU €XOUV CUUPBAAEL TOGO ONUOVTLKA OTNV AVATTTUEN TWV BLVTEOTALXVLOLWY,
KOBW¢ emonuAavOnke OTL TAVwW amo 1.3 ekaTopplpLA XPHOTEG XPNOLUoToLoVoaV Ta epyaleia TG
Unity Technologies yto tnv dnpoupyia mouyviduwv.

EmutAéov péow Epeuva tou Game Developer Magazine tov Mdato tou 2012 n Unity

avadelxBnke wg n kopudaia pnyavn Tapaywyng TaxvisLwy ya tig TAatdopues Mobile.
(GameDeveloper, 2012)

3.5 Unity 4.0

H Unity Technologies kukAodpopnoe tov NoépBpio tou 2012 tnv €kdoon Unity 4.0 wou mapeixe
ONUOVTLKEG BEATIWOELC. ZUyKeKPLUEVA Ttapeixe uTootnpLEn yia To DirectX 11, to Adobe Flash, véa
gpyoleia KIVOUPEVNG ELKOVAG e Ovopa Mecanim Kal TEAOG UTOOT PLIE TNV TTPOETLOKOTN G OE
ocuotnuata Linux.

To 2013 n Facebook evowpatwoe éva SDK ( Software Development Kit ) yia mayvidia mou
avartvooovtay e Tnv unxavr Unity, Tapgxovtag epyaleio yia dpeon cOvEeon Twv Xpnotwy and
QVOPTAOELG OTA KOWWVIKA SIKTUO 08 GUYKEKPLUEVA onUela Twv TayviSLwy, kabBwg kal duvatotnta
€UKOANG KOLWVOTIOINONG ELKOVWV EVTOG TTALXVLOLOU.

To 2016 to Facebook avéntuée puia véa mAatdOppa TALXVLOLWY YLl UTTOAOYLOTEG OE CUVEPYAOLA
pe tnv Unity, n omoia tpocedepe unootriptén yia T TAatdopues avtég. EtoL mapeixe tnv
UTLOOTHPLEN OTOUG TTPOYPAUUATLOTEG Vo €€dyouv Kal va dnuootelouv tavidia oto Facebook
YPNyopoTePA, EUKOAGTEPQ KOL TILO ATTOTEAECUATIKA.

3.6 Unity 5.0

H kukAodopia tng ékdoong Unity 5 1o 2015, amotéAeoe onpavtikoé otabuo yia tn dSnpodiin
pnxavn avamntuéng mayvidiwy. Zopdwva pe to The Verge , n Unity eixe wg Pactkd otdxo tnv
gupUTEPN KOt KaBoALKN TpdoBaon atnv Snuoupyia Pndlakwy Tavidlwy, Kal n TEUTTN YEVLA TOU
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AoyLopikol BewpnBnke éva KABOPLOTIKO BrHa TPOG aUTHV TNV KateuBuveon. H cUyKeEKPLUEVN
£kb0oon TapouUciaoe CNUAVTLKEG TEXVLKEG avaBabuiosls OTTwe BeATiwpévVo cloTNUO PWTLOUOU Kot
nxou, kabwg kat tnv utootnpn WebGL ,mou enétpede otoug dnuioupyolg va dtabEtouy ta €pya
o€ Sladiktuakolg GUANOUETPNTEG, XWPLG TNV avAyKn TPOcOeTwVY ToKkETwWY . (Kumparak, 2014)

EmutAéov n Unity 5.0 Elorjyaye vEeg Texvoloyieg OTWG O TPAYHATIKOG PWTLOUOG OE TPOYLATLKO
XPOVO, Ol SUVAUKEG TTPOETLOKOTNONG dwTLopoU, thv TAatdopua Unity Cloud , Eva avavewpévo
ocvuotnpa nXou kabwg Kat evowudtwon tng peyaAng puowkig Nvidia PhysX 3.3. Znpavtiki
kavotopio anoteAece emiong n eloaywyn Twv Cinematic Image Effects, ol omoieq ouvéBaiav
TAVW oTNV alodnTikh BeAtiwon Twv TaviSlwy Tou dnuloupyolvtayv e TN KNXovH, LELWVOVTAG TV
opolopopdla oTNV OTTIKH TOUG TAUTOTNTA.

Tov Atyouoto tou 2015 n Unity Tapouciaoe pio TELPAUATLKA, AV KOL [N UTTOOTNPLOMEVN,
€kdoon tou Editor tn¢ yla to Aettoupylkd ovotnua Linux , evw n €kdoon 5.6 eUTAOUTLOE TNV
Mnxavn He vEeg Suvatotnteg, OTwE Tponypeva epe PwTlopoU Kal particles, KAAUTEPN CUVOALKN
anddoon e to vEo ypadikd meplBaiiov pe ovopacia Vulkan, kaBwg kat uootipLén yla
mAatdoppeg 6nwg to Nintendo Switch kat 1o Facebook Gameroom kat 1o Google Daydream.
TéNog mpooTéDnKe éva cUOTNUA yLO avaTopaywyn Blvieo kavo va umopel va SLoxelplotel
avaluoelg péxpt kat 4K kat umootrplén Bivteo 360° yla epopOYEC ELKOVIKAC TPAYLOTLKOTNTAG.
(Grubb, 2017)

Qotooo , n eupeia Stddoon tng Unity 08fiynoe Kol O OPLOPEVEG OPVNTIKEG KPLTIKEG , KABWG N
€UKOAN TTPpOCBACN OTNV HNXaVH AUt cuvEEBNKe e TNV Tapaywyr TOVISLWV XOUNANRG TTOLOTNTOG
and Alyotepo Eumelpoug dnutoupyole. O dteuBUvwy oUPPBoUAoG TG etalpeiag John Riccitiello
TOVLOE OTL QUTH N Katdotaon anotelel GUOIKO ATOTEAECUA TNG TPOOTABOELAC EKSNUOKPATIOUOU TNG
QVATTTUENG TTaLXVLOLWY, BEWPWVTAG WOTO00 BETLKO TO YeYovOG OTL N TAatdOpua evBappUVeL OAO Kol
TEPLOCOTEPOUC AVOPWITOUG VA UNV €lval LOVO KATAVOAWTEG TNG TexvoAoylag aAAd kat Snuoupyol
ne.

3.7 Unity 6.0

H Unity Technologies avakoivwoe otig 16 Noguppiou tou 2023 tnv endpevn Ekdoon tng
pnxavng pe to ovoua Unity 6. H ékdoon auth kukAodpopnoe dnudota otig 17 OktwPpiou tou 2024,
glodyovtag véeg duvatotntes ,0mwg ta Al epyaleia Unity Muse kot Unity Sentis.

Autég ol €ehigelg kaBlotoUv to Unity 0L amAWG pia pnxavr avartuéng mavidiwv, aAAd kot
£€va Loxupo meptBallov yla to Al

3.7.1 Unity Muse

H Unity Muse anoteAei éva cUvoAo epyoleiwv dnutoupyiog meplexopévou péow Al.
Mep\apuPavel eEVOWUATWHEVO EPYAAELD OTTWG TA:
®  Muse Chat: Tapgxel Tnv duvatotnTa ylo SLapOpwHEVES ATTAVTAOELG KL TNV
Snuoupyla AettoupylkoU Kwdika amod GUOLKEG YAWOOEG.
® Muse Sprite kol Muse Texture: divel Tnv Suvatdtnta yia ypriyopn dnpioupyia
Sprites kot Texture pe xprion e§otoptkeupEVwY povtéAwv Deep Learning wou
Baoilovtal oe datasets AOKAELOTIKA UTO TNV Sloktnoia tng Unity

3.7.2 Unity Sentis

H Unity Sentis ( Metovoudotnke o€ Inference Engine ) anoteAel runtime AUon yia
EVOWUATWON LOVIEAWVY TEXVNTIG VONUOOUVNG LECQ OTO TaLXVLOL.

8

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



ETLTPEMETAL OTOUC TTPOYPAUUATLOTEG VA XpNoLpomoLjoouv AT HoVTEAQ TOTIKA XWwpig va
amatteitatl ouvdeon Siktuou R Cloud pe amotéAeopa tng e€dAewPn kabBuotépnong Kat
KOOTOUG.

TENoC, TapPEXEL UTTOOTAPLEN VLo AELTOUPYIEG OTTWG:
e AvayvwpLon AVTIKELLEVWV
e Eheyyxo OmtikoU BaBouc os mayvidia AR
e Avayvwplon OutAiog
e 'Efumvn ouumepidpopa yia ta NPC

3.8 Ilwg Aertoupyel to Unity Engine

3.8.1 Evapén Unity Hub

Katd tnv évapén tou Unity Hub, adol Snpioupyricoupe Aoyaplacpoé kot cuvdeBoupe PeTd oTov
AoyaplLacuo pag, Ba TapoucLaoTEL TO TApAKATW Tapabupo:

s & @
?Hub

Pi rojects Search + New project

Projects.

Installs i v B, Name Medified Editor version o]

Learn
GhostSeeker

S 4 hours ago 2022.3.32f1
C:\Us Jesktop\code\Unity\Gh

Resources

Settings

Unity Hub Ewoéva

210 OUYKEKPLUEVO TtapdBupo daivovtat ta Project ta ontoia €xoupe Snpoupynoet kat 6oa givat
anoBnKeVUEVA OTNV CUCKEUN LOG.

Notwvtag to kouunt “+ New Project ” Ba pag odnynoet og €va véo mapdBupo Pe aUTAv TV
Hopdn:
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?Hub
New project

@ Projecis
3D (Built-In Render Pipeline)

Installs This is an empty 3D project that uses Unity's built-
Templates in renderer.

Learn Si ar L
@ Read more
Resources Editor version

Settings Pz Unity organization

Project name

@) My project

Location

C:\Users\user1\Desktop\code\Unity

\

AN

Use Unity Version Control

2D (Built-In Render 3D (Built-in Render Universal 2D
Pipeline) Pipeline)

(P By 0 1
2D Mobile 3D Mobile Universal 3D -+ Create project

Unity’s Project Creation Menu

210 TapABUPO AUTO UMOPOUHE va eTAEEOUE KAl v aAAAEOULE TIC puBUioELG ToU eMBUMOUE yLa
10 Project, 6wg ya mopddetypa tnv €kdoon otnv omoia Ba avantufoupe To Tatxvidl pag, To
ovoua TnG etalpeiog pag, to ovopa tou Project pag kot TEA0G av BEAOUE VO EVEPYOTIOLICOU LE TNV
Aettoupyia “Unity Version Control” Tng omoiag n Asttoupyia ivol vo evNUEPWOEL KOL VAL ETUTPETEL
O€ Lo OpdSa TPOYPAUHUATIOTWY Va £XOUV OAoL Tnv dta ékdoaon yia tnv avamrtuén tou Project.

Eriong o xpriotng €xeL tnv Suvatdtnta va emhedel éva eibog Template yia va Eekvioet to Project
Tou. Meplkeg SuvaTtég emIAOYEG elval:

e Anuwoupyia 2D f 3D meptBAAlovtog yla uToAoyLoTH

e Anuwoupyia 2D 1 3D meptBAAAOVTOC YLA KLVNTEG CUOKEUEC

e Anuoupyla meptaroviog yia AR, VR MR
To Ghost Seekers gival xtiopévo og Universal 3d meptaiiov 1 aAwwg URP, kau n Stadopd tou
pe éva amAo 3D meplBaiiov elval n ToldTnTa TV Ypadlkwv Kabwg Kal EMTpoobeteg BLBALOORKEC
yla TNV KOAUTEPN a0d00n oKLWwY, PWTIOUWY, EPE KAUEPAG KL XOU AAA Kal AAAWY
AETTOUEPELWV TTAVW OTO OVTLKELEVA AG.

2TNV OUVEXELO TTOTAUE TO KouuTti “+ Create Project” yla tnv dnutoupyia tou meptBdAlovtog mavw
oto onolo Ba avamtuyxBel to TavidL pag.

3.8.2 To mepBarlov tou Unity Kot Baoikég Asttoupyeieg

Adou 1o Project pag SnpoupynBet Ba BpeBouvpe oe éva véo mapdBupo mou Ba avtamokpivetal
oto Template mou emAé§ape. Auto eival n Aeyopevn Zknvn pag A “Scene’, n onoia Ba eival Tavta
KEVN otnv opxn.
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Fie Edt_Assets GemeObject Component Services Window Help

Unity Scene

2T APLOTEPA TOU TTaPaBUPOU , UTOPOUE VO TTOLPATNPICOUE Lot OTAAN 1 oTtola TEPLEXEL LA
apxn 2 avtikeipeva. Autd ta avtikelpeva i aAAlwg GameObjects Ba dnuLoupyolvtal Tavta
pall pe tnv évapén tng oknvne.

To mpwTo avtikeipevo pe ovopa Main Camera gival n KAPEpPA TNV oTTola 0 TAUKTNG UTOPEL va
XPNOLUOTOLROEL YL va £XEL Opaon OTO TtepLBAAAOV.

To bevtepo avtikeipevo pe 6voua Directional Light givat o pwtiopdg tou meptBaAiovtog kat
£XEL XpNOLUOTIOLE(TAL VLot TTpOoOpOiwaon Twv Tou ‘HAlou.

Fie Edt_Assets GemeObject Component Services Window Help

Unity Hierarchy
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TNV epintwon mou dlaypaPou e KATOLO A0 OUTA TO AVTIKELHEVO UTOPOUE EUKOAQ Va
Sdnuoupyricoupe aANo: 1) Matwvtoag To “+’ Tdvw-aptotepd tou Hierarchy, 2) Kdvovtag Al
KALK Kol eTTIAEYOVTOC TO AVTLOTOLXO QVTLKEIEVO TTOU BEAOUUE VA SNULOUPYICOUUE PETA ATTO
v Alota auth.

File Edit Assets GameObject Component Services Window Help

File  Edit  Assets GameObyect Compunent  Serwes  Windew  Help

Create Empty
Create Empty Child
3D Object

Audio

Effects

Light

Video

Ul Toolkit

Camers Area Light

Directional Light
Point Light
Spot Light

Visual Scripting Scene Variables Reflection Prabe
ul

Light Probe Group

Setas

Creste Empty
30 Object
Audia

Elfects
Light Directional Light
Video Peint Light

Ul Tolkit Spot Light
Camern Area Light
Visual Seripting Scene Varables
ul

Feflection Probe

Light Prabe Group

Creating Object Creating Object
Using Right Click Using ‘+’ Button

Enkéyovtag €va otoleio oto Hierarchy Ba mapatnpriooupe ntwg otnv de§Ld peptd tou
TapoBUPoU Kot CUYKEKPLUEVA 0TNV OTAAN pe ovopa Inspector, Ba epdaviotolv oplopéveg
pubuioelg.
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¥ Layer Default

« Audio Listener

Add Component

Inspector Tab
Ztnv otAn auth mA€ov pag Sivetal n SuvatotnTa va puBUicoUE TAPAUETPOUC KOl GAAEG
L8LOTNTEG TOU QVTLKELPEVOU TOU oTtoiou emAe§ape amod to Hierarchy.
Mo CUYKEKPLUEVA N TTPWTN LBLOTNTA TOU UmopoU e va pubuicoupe ovopaletal Transform.

Autn n W8LotnTa BploKeTal 0 OTOLOSNTOTE AVTIKELUEVO KOOWG ETNPeAlEL :

1. Tnv Béon Tou otov xwpo

2. Tnv epLotpodn Tou o€ LoipEg

3. To péyebog tou oto xwpo avd povddeg Unit (1 Unit = 1m)
Auta ta edla umopoUl e va ta ETEEEPYAOTOUNE XELPOKIVNTA, BETOVTAG TOU TLUEG TTOU
€MBUUOUE N UTTOPOUUE UEoa Ao To (510 To TEPLBAAAOV XPNOLLOTTOLWVTOG ETAKLVWVTAG TO
GameObject pag pe tnv Xprion cuvtopeVoEWV Kat Le Ta BEAN avdAoya Tnv katevBuvon Tou
EMBUUOUE OV UETAKLVI|OOULE TO AVTIKELLEVO LOG N OKOUOL KOL VOL TO TEPLOTPEPOUE UE TOV
(1610 TPOTO 1) KAL VAL TO UEYAAWOOULLE KAL VAL TO ILKPUVOULE , OTTWG daivETAL KAL OTLG TTOPAKATW
ELKOVEG yLa TNV KABe meplmTwon.
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Position Changer for Object

Rotation Changer for Object

Scale Changer for Object

ZTNV OUVEXELA OL EMOUEVEG LOLOTNTEG TTOoU Ba epdavioTolv KATw and To Transform Ba
elval 510popeETIKEG e BACN TO TUTO TOU OVTLKELUEVOU TTOU EXOUUE ETILAEEEL.
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T€AOG, €XEL LEYAAN onpooia va WANCOUUE yia TO TAALoLo Tou TeplAapBavel Ta Assets TOU
Project pag pe to 6vopa Project Window 1 Project View, kot tig Aettoupyieg tou.

Vi

Fie Edt Assets GemeObject Component _Services

Assets Display Panel

YTO OUYKEKPLUEVO TAQLOLO, O XPr|OTNG UTTOPEL va SlaxeLpLoTEL:
e Toug dakéloug Tou Kal TV dnuioupyia VEwv GakeAwy.
e Na amoBnkevoel véa Assets yla Textures, MoOVTEAQ K.AT.
e No dnuoupynoet kat va arnodnkeVoeL Scripts.
o Na dnuoupynoel kat va amoBnkevoel Materials yla ta avTikeipeva wou
XPNOLUoTOLEL.
Na dnuloupynoel, va enefepydletal Animations.
e Na amoBnkeloel kat va puBuilel Prefabs.

3.8.3 H Asttoupyla twv Prefabs kat n Xpnopotnta toug

Ta prefabs otov meptBdAlov tou Unity amoteAoUv avamdoTooTo KOUUATL YLo TOUG
TPOYPOUMUATLOTEG KABWG TPoodEPEL TOAATAG TAEOVEKTH AT YLO TNV AVATTUEN TOU TTOLXVLOLOU
TOO0O0 OTNV TaXUTNTA 000 KOL OTNV AT0d00N ToU TTaXviSLou.

Ztnv ouoia éva Prefab eival éva étolo, TPoKaBOPLOUEVO QVTIKEILEVO 1) AKOUA KAl [La CUAAOYN
Q7o aVTIKElPEvVa, To oTolo Statnpel amodnkeupéva o pLa eviaia Lopdr) OAEG TOUG TLG LBLOTNTEC

( T.X. HéveBog, meplotpodr] ), Ta Components tou ( T.X. Colliders, Dwtiopoug, Scripts ), WOTE va
pmopoUV va xpnotponolnBolv eUkoAa Kat ypriyopa og Stddopa onpeia evog malxvidlol Ue pia
amAn TonoB£Tnon Toug oto XWpPo, pe tnv Aettoupyia Drag and Drop rj akdpa kat péow evog Script.

MNa va dnuovpynooupe éva Prefab Ba ypelaotel va éxoupe AdN SnULOUPYNOEL VA AVTIKELEVO
oto Hierarchy. Aol to Snpioupynooupe, To HOVO TTOU XPELALETAL VA KAVOUHE gival va ‘CUPOUHE’
10 avtikeipevo amod to Hierarchy oto Asset Panel fj og onolodrmote dpdkelo péoa oe autd. Me thv
oAokAnpwon autol Tou Bripatog Ba Tapatnpriooupe OtTL Ba aAAEEL Kal To lkoviSLo TTou eixe
TPONYOUUEVWG.
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Object after Becoming a Prefab

AdoU dnuoupyrnooupe to Prefab pog unmopolue va mpooBéoou e 51adopous KWELKEG TAVW OE
auto f dtadpopa dAAa Components and to Inspector.
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Ma va To Kavoupe auto Kal va eme€epyaotol e ansuBeiag to Prefab avtikeipevo pog mpémet
va emAe€oupe Tpwta to Prefab amod to Project Window kot vo Tatiooupe To Kouumi ‘Open’ otov
Inspector, 0Tw¢ daivetal otnv KOV ATTO KATW:

Fie Eo4 Asels GameObject Component Servces Window Help

Prefab Inspector

MNatwvtag To Tapanavw Kouuni Ba avoiel éva véo mapdBupo pe autAv TV popdn:

Onbject Prefab

2€ QUTO TO TaPABUPO 0 XPotNng £xeL TNV duvatotnta va aAdget To Prefab €€ ohokArnpou, e
KaBe aAlayn va epapuoletal eniong o KOs kKAwvo tou Prefab péoa otig IknvEG pag. AnAasdn av
OoANGEOULE TO XPWHA TOU KUPBOU Ao AeUKO 0 KOKKLVO, OAoL oL KUBoL, ag kaBe oknvn Ba
QTOKTOOUV QUTO TO Xpwia. Auto cupBaivel ya kaBe 5LOTNTA Tou EMNPEACOUE oTOV KUBO.
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EmtutA€éov oto Tapdabupo auTo EKTOG ATTO TO VA EMEEEPYAOTOULE TIG 6N UTTAPXOUCEC LOLOTNTEG
TOU OVTLKELWMEVOU HaG, MTopoUpE va TpooBéooupe kat AN Components (T.). Scripts ), Ta onoia
Ba epappootolv oe OAa ta prefab Tou avtikelpEvou Tou oAGEape.

lNa vo tpocBecoupe eva véo Component HTOPOUUE €lTe va TO ‘CUPOULE’ Ao TO Project
Window péoa oto Inspector TOU EMAEYUEVOU QVTIKELLEVOU 1) HTOPOULE VO TTATHGOUUE TO KOUUTE
‘Add Component’ mou Bpioketat xapnAd oto Inspector, OTWG paALVETOL OTNV ELKOVA TAPOKATW:

S

Add Component to Prefab
Matwvtag To KOUUTL autd, Ba epdaviotel pia Alota pe pio prdpa avalntnong 0ou UTopoUpe
va avaintricoupe to Component TOU ETOUHOUE VO ELGAYOULE OTO OVTLKELPEVO pag, ave§aptnta
av auto eivat Prefab n oxL

3.8.4 Animations

‘Eva TOAU ONUAVTIKO KOMMATL oTa TToyvidia yia va tpoodépouv {wvTtavia Kol TapaoTatikoTnta
OTOUG XOPAKTAPEG AAA KAl OTA QVTIKELJEVA €lval Tat Animations. Ta Animations UTopel 0 Xpotng
va ta dnuioupynoet peca oto mepBaMov Unity aAAdlovtog LeTaPANTEG amd 18LOTNTEG TAVW OF
OVTLKE(PEVA ) aKOUA KAl VAl TOL TIPOGBE£oEL Ao eEWTEPLKEG TINYEC.

Mo tnv dnuoupyia Animation TO TPWTO TPAYHA TTOU XPELALOUAOTE €lval €Va OTTOLOSHTOTE
avtikeipevo oto Hierarchy. Adpou 1o emAé§oupe, TPETEL VAL TO ELGAYOUHE HEOW TOU Inspector TO
kat@AnAo Component pe T0 6vopa ‘Animator’.
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Animator Component

AdoU 10 TPOoCOECOUE OTO AVTIKELLEVO LOG, OVOlYOUUE TO TapdBupo e Ovoud Animator. X€
meplntwon mou Sev gival opato oto mepBArov Hag, UTopoUe va To edaviocou e TATWVTAG OTNY
kopudn tou mapadupou tou Unity : Window = Animation = Animator. Avtiotolya Kat yLa 1o
Tapdbupo mou Ba XpeLaoToU e apyotepa yLa TNV dnuloupyia Twv Animation Ba TOTHOOUE:
Window = Animation 2 Animation. A¢oU epdaviotolv kot avoifoupe kat ta Vo Tapdbupa Ba
TPETEL VOl ETAEEOUE TO aVTIKELHEVO TO oTtolo TpocBEoape To Component: Animator. Kdvovtag ta
Tapanavw Bripota Ba £xoupe KOTAAREEL TNV Lopdr Tou SeiXVEL N TAPAKATW ELKOVAL:

Animator & Animation Windows
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JTNV GUVEXELO O XPNOTNG TTPETEL VAL TTATHOEL TO KOUUTIL Create 0TO TAPABUPO TOU Animation Kal N
emAoyn o oo ¢pakelo Ba amoBnkeUooupEe TO VEO Animation KaBwg Kal To Gvoua Tou.

Create Animation

Me tnv Snuloupyla Tou Animation otov GAKEAO TOU MOV OV UE UTTOPOUE TTAEOV VA TO
EMAEEOUIE LECO OE QUTOV E OKOTO Va Ppavel To TaApaKATw Tapdbupo:

Ponow

Any State

' WalkAnimation

Animator Display

210 mTapaBbupo Tou Animator UTOPOUUE va pubuicoupe TAEOV Tt Animation TOU SNULOUPYOULE
yla To avTikeipevo pag. Onwe dpaivetal otav to matyvidt ekvioel Ba Aettoupynoet aneuBeiag To
Animation ka8w¢ and 1o Entry = WalkAnimation (1} 0Twg aAMWG TO OVOHACEL 0 TTakTNg ). AUt
n ouvenkn elval Tavta aAnOng kabwg o xpriotng Sev éxel BEoEL TAPAUETPOUG YL VA EAEYXEL TTOTE
Ba Asttoupyel To Animation pogG.
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MoAAEG dopEG 0 Xpriotng Ba XpELOOTEL va XpNOLOTTOLAOEL £€va Animation OE GUYKEKPLUEVQL
onueia Tou moxvidLou (T.x. Na evadlayn tng Kivnong Tou XapaKktripa amnd TePTATNHA O TPEELHO).

MNa vo cupPet autod, uropolpe va Bécoupe Stadopwy TUTWV TapapeTpoug (Integers, Float
Booleans, Toggle ), pe okomd va EAEyXOUHE TA OTASLA TOU OVTLKELPEVOU pag. Ma vo EXOupe
TPOoPacn OTLC TAPOAUETPOUC TTPETTEL VO TTATHOOUE OTO KOUUTL Parameters Tou BplokeTal TAVW
apLotepd Tou TapaBUpou Animator KOl OTNV GUVEXELD TO KOUUTIL “+” Tou Ba BplokeTat akplpwg
oo KATW.

e = Animator B Game Ht Audio Mixer
Parameters & Base Layer
+ -
ist is Empty
Int

Bool

Trigger

Parameter Types

Adou o xpnotng emréel pa katnyopia (.. Float) n mapdpetpog avtr Ba epdpaviotel otnv
Alota amd Katw Pe auth TNV popdh OToU Kal UmopEel va Yivel JETovopaoia Tng:

Parameters @& Base Layer
+ -
lsWalking O

Float Parameter isWalking
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Ma v UTopEcoU e TTAEOV VA XPNOLUOTTOL|COUUE TNV HETABANTH auTr Ba TpEMEL va
SnNULoVPYNOOULE CUVOEDELG LETAEY KATAOTAOEWY TOU QVTLKELLEVOU N OTTWG OAALWC ovopalovTal
Transitions. OTOTE £0TW yLa TAPASELyUa OTL BEAOUPE va EAEYEOUE AV O TTAUKTNG LA TTEPTOTAEL 1
OxL. Oa dnpoupyriooupe €va véo Animation 0T0 Project View pe TNV xprion tou Seflol KAk =
Create = Animation. XTnNV OUVEXELO TO VEO Animation T0 KAvoupe Drag and Drop otov Animator
KoL Ba £XOUE TO ATMOTEAECUA AUTHG TNG LOPDNC:

ATO T0 onueio auto yla va tpooBécoupe Transitions Kavoupue Sl KALK €val Animation State,
SnAadn éva amo T KOUTAKLA PE TO OVOUA TwV Animation TToU ¢TLAEapE, KAl oTnv cuvexela Make
Transition 07ou Kot Ba eMAEEOULE WG TTPOG TTOLO state BEAOUE va petadepOoUpe.

Any State

ldleAnimation

Entry ]

WalkAnimation

Animator
Mo va oAokAnpwBel cav KUKAwUA N AOYLlKA Twv Animation TPEMTEL VoL GEPVOULLE KAl EVA
Transition Tiow 0TO 0PXIKO Animation (Ztnv dikld pog wepintwon WalkAnimation ), pe tov (610
aKPLBWE TPOTO Tou Snpoupynoape Tp. Me anotéAeopua va TpokUYPEL N TOPAKATW ELKOVAL:

22

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



Any State

IdleAnimation

Entry "b‘

WalkAnimation

Animator Transition

Ma tv oAOKANPpWON TWV TAPAUETPWY WOTE VO £XOUV OVTWE pOAO aTNnV evaAAayn Twv
Animation TPETEL va KAVOUPE KALK ota BeAakia ( T.X. oto = and WalkAnimation o€ Idle

Animation ) kot otov Inspector Ba mapatnpricoupe to €6 pevol va epdaviletat:
A 0 =r I

ol

tion -= |dleAnimation

None

Animation

Conditions

Animator Transition Settings

2TO OUYKEKPLUEVO UeVOU Bal UTTOPETOUE VA pUBUICOUNE TIG TOPAUETPOUG MAG QVAAOYQ E TO
KpLtrplo mou B€Aoupe. ZuvnBwg sivat kaAo va kavoupue Uncheck to kouuni Has Exit Time kabwg
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TpoKaAel pLa kaBuoTtépnon oto va «Taifel» To Animation pog, KaBwWE Kal va pndevicoupe to edio
Transition Duration (s).

Jtnv ouvéxela oto TAaiolo pe tnv Aé€n Conditions Ba TATACOUE TO KOUUTL e TO cUUPBOAO “+7,
omou Ba eudavioTel N TAPAUETPOC LOG I OV EXOUE TTEPLOOOTEPEG VA ETIAEEOUUE TiLaL Ba
XPNOLUOTIOLHOOU UE, KOl va BEGOUHE TNV cuveOrkn Tou BEAOUUE yLa va elval ETLTUXNC N PeTadopd
amo To €va Animation 0€ €va GANO, OTTWC GALVETAL KOL TTOUPAKATW:

Mone

Animator Conditions

To (610 Ba kAvou e Kol yla To avtiotolyo PeAdkl LeTalD Twv SUO states AANG He TNV avtiBetn
ouvoOnkn yla va propet va yivel owota n evailayn.

TéAog ylo 50000V oL TLHEG OTLG TAPAUETPOUG QUTEG O XPHOTNG TPETEL LEOW Seript Kot ELSIKWV
OUVAPTNOEWV VO BETEL TNV TLU TWV TOPAUETPWV.

w.X. Mo tv aMayn g tpig IsWalking n evtoAr mwou Ba xpnowpomotnBet 6tav o maiktng natdet To
TANKTPO YLa va TEPTATHOEL Ba elval TNG LopdnG:

animator.SetFloat(''IsWalking", speed);

Omou IsWalking mpémel va eival To dvopa TNG TOPAUETPOU UAG , LE HEYAAN TTPOOOXN VOl
ypadBei owotd aruwg Sev Ba Aettoupynoet , kat speed n T float Tou Ba eAeyxeTal Ao TOV
Animator.
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3.8.5 AI Navigation Package

To AI Navigation Package tou Unity ATtoteAel éva oAokAnpwpEVO cUVOAO epyaheiwv Kat
BLBALOBNKWV TTOU €XOUV WE OTOXO TNV UTOOTAPLEN TNG AVATTTUENG OLUTOVOLWY XOPOKTPWY KOl
TpaktOopwv péoa os Tplodlactata f Stodlaotata weptfarlovta. Baoiletal kuplwg otnv xprion tg
mAoriynong péow tou NavMesh 1) aMw¢ Navigation Mesh, mou eivat pa avamapdotacn tou
Xwpou o€ popdn TOAUYwWVIKOU TAEYLATOG TO 0Ttolo KaBopilel TIG TEPLOXEG TTOU elval BATEC yLa
Kilvnon Tou povtéAou mou Ba XpNOLUOTIOL)COUE. AKOUO TO TTOKETO AUTO ALOTIOLELTAL EKTEVWG OE
edAPUOYEC ELKOVIKNG TTPAYHUATIKOTNTOG KAl Bvteomatyvidia 6tou n opaAn, pEQALOTIKNA Kot
anodoTik TAoynon TPAKTOpwV f aAMwG agents, ival Kpiotpn.

To NavMesh Surface eivat éva Component Tou €mLTpENEL TN dnpLoupyio kat Staxeipion tou
TAEYMOTOG TAONYNONG UE HeyaAUTepn gueALEia.

2to Unity yla va €xoupe TpooBaon 0To TAKETO AUTO TPETEL VA TO EYKOTOOTAOOUHE LECW TOU
PackManager , to omoio pnopei va Bpebel matwvtag Window = Package Manager

:nt  Services  Animation Rigging  Jobs  Tools  Window | Help
Panels
2D
Analysis
Al
Animation
Audio
General
Rendering
Sequencing
Mext Window Ctrl+Tab
Previous Window Ctrl+Shift+Tab

Layouts

Unity Version Control

Search

Azcet Store
Package Manager
Text
TextMeshPro

Asset Management
Ul Toolkit
Visual Scripting

Opening Package Manager
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Me tnv emdoyn) tou Package Manager o xprotng 6a mpemeL va otnv tonoBeoia Unity Registry
woTte vo uropeoel va eTAEEeL To TakeTto AT Navigation KoL va TO EyKATACTAOEL LUE TO KOUUTIL
Install 6TTwg daiveral oTnv £lKOVA TAPOKATW:

¥
A

Package Manager — Al Navaigation Install

Edboov odokAnpwBel n Ajn Tou TOKETOU AUTOU, UmopoU e Vo KAelooupe To TapdBupo Kal
va petaPfoupe Eava otnv oknvr| Hog.

Oa dnpovpyriooupe éva 3D Object = Plane , wote vo EXOUHE VA TATWHOL. TNV CUVEXELA YL
Val XPNOLUOTIOLACOU LE TO TTOKETO TToU MOALG kKateBdoape , Ba matricoupe Set kAtk oto Hierarchy
- AI 2 NavMesh Surface 6TW¢ 0TNV TAPAKATW EKOVA:
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9 Main
1 Directional Light
Ff Plane

Copy
Paste
Paste As Child

Rename
Duplicate
Delete

5elect Children
Find References in Scene
Set as Default Parent

Create Empty

20 Object

3D Object

Audio

Effects

Light

Video

ProBuilder

Ul Toolkit

Rendering

Yelume

Carnera

Cinemachine

Visual Scripting Scene Variables

Convert To FBX Prefab Variant...

Export To FBX...

Al : MavMesh Surface

Ul Maviesh Modifier Volume
B Rotary_Phone_on_Bas abby Me. Maviesh Link

NavMesh Surface Creation

Autr n evépyela Ba dnuoupyrioet éva aviikeipevo oto Hierarchy pe 6vopo NavMesh Surface , kat
Ba éxeL evowpatwpévo oto Inspector éva Component pe 6vopo NavMeshSurface.
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+ MavMesh Surface

-
Tag Untagged * Layer Default

- Transform

[ v MNavMeshSurface

Humanaid

Walkable

Render Meshes
Object Collection
Collect Objects All Game Ohjects

Include Layers Everything
Advanced

Mav Mesh Data

Add Component

NavMesh Surface Component

2TO OUYKEKPLUEVO TapAdBupo o Xpnotng umopel va emnpedoel dtddopeg PeTaPAnTEG KABWS ToV
TUTO Tou Agent, TNV TePLOXr Tou Ba AapPavel uddn Tou yla vo uropei va Basdioet, kabwg kot
mota Layers va meplAapBAveL péoa oTO LOVOTTATLO TOU.

Onwg daivetal to povielo tou Agent : Humanoid anoteAeitol amd KATOLEG CUYKEKPLUEVES TLUES

OTNV aVOToPAoTAoN OL 0TToleg adopolv:
1) R = 1o péyebog tou mpdaktopa
2) H = 1o VoG Tou TpakTopa

3) Step Height = 0.001, eAéyxeL To U OG TOU BKATOC Yo TOV TTPAKTOPA (TT.X. YL Va OVEBEL

OKOALQ),

4) Mas Slope = 0°, eAéyxeL TV peylotn KAion Tou pmopel va kavet Brpa

AUTEG oL TLUEG eV elval MOVLUE KOBWG O TTAKTNG £XEL TNV SUVATOTNTA VA TIG AAAAEEL TATWVTOC

TAvw oto K&BeTo BeAdkL oto Agent Type = Open Agent Settings.

EmutAéov o maiktng €xeL tnv Suvatotnta va SloxelpLlotel TL umopel va BewpnBel meploxn Bartn ya
10 AI Tatwvrag to K&Beto BeAdkt oto medio Default Area = Open Area Settings
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[F v NavMeshSurface

Humanaoid
+  Humanoid
Mew Agent
Open Agent Settings...
All Game Objects
Include Layers Everything
Advanced

Mav Mesh Data

Open Agent Settings

[F v NavMeshSurface

Hurmanaid
Walkable
«  Walkable
Mot Walkable

Jump

Open Area Settings...

Include Layers
advanced

Mav Mesh Data

Open Area Settings

Mg 10 TATNHO TOU KOUMTILOU 0 Xpriotng Ba propel vor aAAGgeL OAeg TG SLaBEotpeg TLLEG TOou Agent
f ko akéua va dSnuoupyrnoet Tov §tkd Tou Agent Pe SLPOPETIKEG TLUEG TATWVTOG TO ‘+’ KOUUT ,
OTWC TAPOUGCLATETAL OTNV TOPOKATW ELKOVAL.
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Agent Types

Mew Agent

Humanoid
0.45

Jump Distance

Agent Settings

H &nuoupyia toAamAwv Agent givat TOAD onpavtikr kabwg oe éva malxvibl 6ev Béhoupe OAoL ot
XAPAKTAPECG va. aKOAOUBOUV TLG (8LEC KLVAOELG Kal povomatia. Ma mapadelypa, BEAou e
Stadopetikd VPog Kkat step height yia Evav dvBpwmo kat StadopeTikd ya éva okUAO 1 pLa ydta.
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Mame
Built-in 0
Built-in 1

Built-in 2

User15

ser 16
ser 17
ser18

ser19

Area Settings

210 TaPABUPO AUTO UMOPOULE VA TTAPATNPHOOUUE TIG EMLPAVELEG TTOU €lval built-in Ao To TOKETO
Kall £ToL va oplooupe Tou pmopel va éxel mpooPaon to AT povtélo pag, N OTwe paivetol akOpo Kot
VoL KAVEL GARA aAAQ e UeYaAUTEPO KOOTOG. To KOOTOG TTou avadEpeTal elval otnv ouaia adopd
v SuokoAla Tou amartteltal yla TV Kivnon oTnv CUYKEKPLUEVN KOTNyopLla. ZTnV TepIMTwon Twv
built — in Teploywv, to Walkable €xeL k6ot0oG 1, evw t0 Jump €xeL KOOTOG 2. AUTO ONUAivEL OTL OTNV
TEPLTTWON TOU UMopPoUV va AELTOUPYoouV Kal ol SU0 emhoyEG oto TeptBaiiov, To AT Ba emAEEeL
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Vv meploxn mou ivatl Walkable kaBwg €xel Atyotepo Bapog. EKTog and ta built — in pmwopel akopa
Kot 0 Xpnotng vo opioeL SLKEG TOU KOTnyopieg kot To eMBUUNTO BAPOG (TT.X. Swim pe KOOTOG 2.5).

KE®D®AAAIO 4 Ghost Seekers

4.1 Xevapro tou Ghost Seekers

To mawxvidt Ghost Seekers Sladpapatiletal og v CUUTOV LUOTNPLOU KAl UTTEPDUCIKWY
daouEVWY, OTTOU OL TTALKTEG KOAOUVTOL VA aVOAGBOUV TOV pOAO ETOYYEALOTLWV EPEUVNTWV
Tapaduolkwv davopevwy. H kevtplkn adrynon meplotpeédetal yupw amd tnv e€epelivnon
EYKATOAEAELUEVWY TOTIOBECLWY, OTLG OTtoleg £xouv KataypadBel avefnynta pawvopeva, e oToOX0
TOV EVTOTILOWO, TNV TAUTOTOLNON KAl €V TEAEL TNV KATAVONON TWV PALVOUEVWY QUTWV.

O maiktng KaAeital va AUoEL To puotrplo kaBe tomoBeoiag Tpoomabwvtag va amodUyeL TOUG
KlvéUvoug mou Ba Snuloupyel n ovidTNTa e OKOTO Vo eUmodioel Tov TalkTn va OAOKANPWOEL TNV
€peuva Tou. H teAikn TpokAnon kaBe amooTtoAng anattel oxedlaouo Kabwe n ovtotnTa UTopel va
yivel Wdlaitepa emBeTik 660 MANGCLALEL N OTLYUN TNG ATOKAAUYNG.

To mouyvidt anoteAeital amwod 4 oknveG oto cUvolo. OL oknVEG auTeg ivat to 1) Entry
Scene, 2) Lobby Scene, 3) Map, 4) Tutorial Scene.

4.1.1. Ghost Seekers Logo

Ewova 4.1.1
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4.2 Entry Menu

Katd tnv évapén tou maxvidiov, o xpriotng Ba Bpioketat otnv mpwtn Zknvn tou Project, pe to
ovoua Entry Scene.

Ghost Seekers

SINGLEPLAYER

TUTORIAL
SETTINGS

QuIT

Entry Menu

ZTNV oKNVvh auth o Taiktng Ba €xeL tnv duvatotnta:

No Maiget Singleplayer

No Maiéet Multiplayer ( Mn AtaBéotpo )

Na MaBel to mawvidt mailovtag éva Tutorial

Na aA\agel Tig pubuioelg Tou TayviSLoU Kat vo LABeL ta TANKTpA Tou Tavidlou
Na kAeioet to Mauyvidt

G = W b =

Me 1o TdTnpa Tou koupmov “Singleplayer’, 6a petadepBolpe otV ENOUEVN OKNVH HE TO
ovopa Lobby Scene, 6mou ano ekei o maiktng pmopei va emAé§el tnv TonoBeoia mou BEAeL va
EPEUVNOEL YL TopadUCLKA GaLVOUEVAL.

O maiktng pe TNV emAoyr) Tou KoupTLov ‘Settings’ Ba Bpebei o€ éva véo TapdBupo, oto omoio
Ba éxel TNV SuvatotnTa va aAAALEL TIG puBLoELG Tou TTavidlou Tou.

Ol puBuioELg TOU TIPOG TO TAPWV EXEL O TTALKTNG oTNV SLABeon Tou:

1) Graphics Settings

e AMaoyn Resolution
e AMayn Motdtntog Mpadikwv
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e EvaMiayn Fullscreen/Windowed
2) Audio Settings
e Master Volume (EA&yxeL 6AOUG TOUG XOUG TOU TTaXVLSLOV)
® Music Volume (EAEyX€L TNV LOUGLKH TOU TtaXvVISLOU)
e SFX Volume (EA€yxeL TOUG NXOUG ATO TTLO ELOIKA NXNTIKA EDE , T.X. TEPTATN U,
KAelolpo moptTag)
3) Control Settings

O xpnotng £xeL TNV duvatotnTa va &L TAL KOUUTLA KAl TNV AELTOUPYLO TOUG HECOl
amo AUTO TO Tapabupo.

Graphics

Controls

Settings Menu Ewkova

4.2.1 Audio Panel
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[ —— |

Audio Settings Ewkova

210 Audio Panel, pmopoUpe va puBuicoupe Tov nxo avaAoya e TNV KAtnyopia ou

eMBUUOUE.

O TpomOo¢ e Tov omoio Aettoupyel gival pe tnv BonBela twv Slider kot puoKA e TNV XPHON
Script yla tTnv opaAnl aAayn tng évraong tou fxou.
2to Hierarchy o tpdmog mou eivat Sopnuéva ta Sliders givat tng mapakdtw popdng:

ter

lNa k&Be katnyopia £xoupe 1o Parent GameObject (Master,
Text (TMP) Music, SFX), kat cav Children éxoupe ta Slider, Ta ontota eivat
avtikeipeva Ul mou Snuioupyouvtal e Thv XprHon tou:

Agél KAk = UI - Slider.

Text (TMP)

To Text (TMP) xpnowuomoteitat yia va epdpaviotei oto Ul o
1) Text (TMP) TITAOG TOU avTamoKplveTal oTnNV KABE Katnyopia nxou.

To Script mou &ivel tnv Suvatdtnta va pubpicoupe kat va aAdgou e Toug fxoug eivat To
AudioManager.cs
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151 UnityEngine;
sing UnityEngine.Audio; public void SetMasterVolume(float value) {
masterVolume = hf.Clamp(value, 6.0601f, 1f);
SetFloat(Masterley, masterVolume);

audioMixer;

ing MasterKey =
g MusicKey = 1
ng SFXKey = 7 void SetMusicVolume(float value) {
nusicVolume £.Clamp(value, 0.6001f, 1f);
at GetMasterVolume() => masterVolume; SetFloat(MusicKey, musicVolume);
Prefs.Save();
c GetMusicVolume() => musicVolume; ApplyVolumes();

at GetSFXVolume() => sfxVolume;

t masterVolume = 1f; 1
musicVolume = 1f; ) joid SetSFXVolume(float value) {

at sfxVolume = 1f; sfxVolume = Mathf.Clamp(value, ©.0001f, 1f);
ayerPrefs.SetFloat(SFXHey, sfxVolume);
5% Save();
ApplyVolumes();
(Instance == null) {
Instance :
DontDestroyOnLoad(gameObject);
} else { 1
Destroy(gameObject); i oid ApplyVolumes() {

}
t masterDB .Logl8(masterVolume) * 20f;

| L 2 the ’ efs t musicDB = Mathf.Logl®(masterVolume * musicVolume) * 20f;
masterVolum . GetFloat(MasterHey, 1f); float sfxDB = Mathf.Leogl@(masterVolume * sfxVolume) * 20f;
musicVolume .GetFloat(MusicKey, 1f);
sfxVolume = -GetFloat(SFXKey, 1f); audioMixer.SetFloat("Ma masterDB);

audioMixer.SetFloat(" , musicDB);

ApplyVolumes(); audioMixer.SetFloat("SFX", sfxDB);

AudioManager.cs

2TO OUYKEKPLUEVO Script apXLKOTOLOUVTAL OL TLHEG TTou eixe BE€oeL 0 xpriotng katd TNV pUBLLON TwV
Slider pe TNV Xprion getter/setter , KAt TO TPOYPOAUUA TIG BETEL TNV apX TOU TTALXVLSLOU HE TNV
ouvaptnon ApplyVolumes(). H xprion tou Mathf.Logl0() péoa otnv cuvaptnon ApplyVolumes
XPnolUoToLeital yla va eivat opoAn n aAAayn Tou NXoU XwpLlg va XpeLaoTel va ETNPEACOULE TO
AudioMixer (AudioMixer €ivaL TO KEVIPLKO PHEVOU EAEYXOU TWV AXWV, OTTOU UTOPOUHE VA
SlLowploouE TOUC AXOUC oe Katnyopleg, kol va emAEEoU e KABE aVTLKELEVO OE TTola KaTnyopla
Ba ‘oTéAveL’ TOV 10) TOU €XOUUE SNHLOUPYHOEL.

Ma va €xouv 6pwc entidpaon ta Slider Tavw otov AXo xpnotpomoloUpe to VolumeSlider.cs o
omoio emLTpENEL oTtnV KABe aMayr Tipng Tou Slider va Sivel tnv véa tipr oto AudioManager.cs
OTOU Kol OAOKANPWVETAL N pUBULON TNG.
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I Mo
category;
r slider;

tte void Start() {
slider = GetComponent<S

- currentValue = 1f;

~h (category) {
ise "M =r": currentValue a r.Instance.GetMasterVolume(); break;
: currentValue C ager.Instance.GetMusicVolume(); break;
currentValue = A nstance.GetSFXVolume();

}

slider.value = currentValue;

slider.onValueChanged.AddListener(OnSliderChanged);

onSliderChanged(- it value) {
(category) {
: ste : ~.Instance.SetMasterVolume(value);
Instance.SetMusicVolume(value);
Instance.SetSFXVolume(value);

Volume Slider.cs

To ouykekpLpEvo script Bpioketal o k&Oe Slider Tou avadpépape 6mou kat BEToupe oto Inspector
Tou KABe Slider TNV Katnyopia Tou BEAOUE VO ETNPEATEL, OTWG ALVETOL OTNV TAPAKATW ELKOVAL:

+  Slider

v
Tag Untagged Layer Player

Rect Transform
» « Slider
+ Vaolume Slider (Script)

Add Component

AvtioTtolxa, yla TLG UTTOAOLTIEG KATNYOPLEG 0TO TTAALOL0 auTo Ba ypdouue TNV Katnyopia mou Ba
ennpedoouv ( Music, SFX).

4.2.2 Graphics Panel
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Graphics Panel Ewkova

210 Tapandavw Topabupo uropolpe va aAAdEoupe Tig pubuioelg Tou adopolv TNV epdavion
Tou matyviSilovu. Ot puBuioelg £xoupe TNV duvatotnta va aAAGfoue sivat:

1.

ARl ol

Resolution
Anti-Aliasing
Texture
Anisotropic
Fullscreen Toggle
Vsync Toggle

OAeg oL puBpioeig Staxelpilovral and éva seript pe to 6vopa SettingsMenu.cs.
UnityEngine,

38

:
UnityEngine.UI;
System.Collections.Generic;

wn

fullscreenToggle;

vsyncToggle;
aaDropdoun;

1 shadowDropdown;
textureDropdown;

1 anisotropicDropdown;

rtion> resolutionsList = new List<R lution>();

ol

LoadResolutions();

LoadAADropdown();
LoadShadowDropdown() ;
LoadTextureDropdonn();
LoadAnisotropicDropdown();
LoadotherSettings();

LoadPlayerPrefs();

SettingsMenu.cs
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LoadResolutions() {

resolutionDropdown.ClearOptions()
resolutionsList.Clear();

resolution
ing> addedOptions
ing> options = W Li

tion © in allRes) {

option = §"{r.width} x {r.height} @
(!addedoptions.Contains(option)) {
addedOptions.Add(option);
options.Add(option);
resolutionsList.Add(r);

.RoundToInt((+ )r.refreshRateRatio.value)}Hz"

}

resolutionDropdown.Addoptions(options);
currentResIndex = 8;
or (int 1 = 8; i < resolutionsList.Count; i++) {
currentResolution.width == resolutionsList[i].width &&
n.currentResolution.height == resolutionsList[i].heigh
oundToInt((f
currentResIndex = i;

}

currentResolution.refreshRateRatio.value) == Mathf.RoundToInt((f

at)resolutionsList[i] .refreshRateRatio.value)) {
resolutionDropdown.value = currentResIndex;
resolutionDropdown . RefreshShownValue()

LoadResolutions Function

H ouvaptnon LoadResolutions() £xel wg okomo va evtonioetl OAeG TG Stabeotpeg avaAloELg TNG
006vng Tou ouotuatog kat va epdpavicet oto Dropdown adatpwvrag TG SITAGTUTEG AVAAUGCELS.
Mo CUYKEKPLUEVA, OO TNV APy TOU KWSLKO XPNOLLOTOLOU LLE TNV EVTOAN
resolution. Dropdown.ClearOptions() wou adatpet OAeg Tt UTApXoUoeG eAOYEG and to Dropdown
Kot otnv ouvéxeLa to resolutionsList.Clear() mou eivat n Alota wou amoBnkeveL OAa Ta AvVTLKELpEVA
tumou Resolution.

TNV ouvéxela apylkomolol e évav mivaka allRes pe Ti¢ avaAloelg Tou sival duvatn va €XeL n
0086vn pag, éva HashSet Tou xpnolpomoleitat yia va dtaodaAicouvpe 0Tl Kapio avaluon dev Ba
eudaviotel U0 popec kal TeAog pia Alota Tou amobnkelel TI¢ emAoy£g Tou Ba TpooteBouv oto

Dropdown.

Me tov Bpoyxo dpovtiloupe yia kabBe avaluon va TNV TUTWOEL O CUYKEKPLUEVO format Kol
dpovtifoupe punv eivat StmAdtumn. Kat adou yivel o €heyxog Tig TpocBétoupe oto Dropdown.
TENOG , EAEYXOULE TTOLA OTTO TLG TPEXOUOEG AVAAUOELG Tou Dropdown avtamokpivetal otnv

Tpé€xouoa avaiuon tng 08ovng pag kabwg Kot Tov pubuod avavéwaong Kot TV epdaviloupe wg tnv
Tpé€xouca avdiuon oto Dropdown.
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LoadAADropdown() {
aaDropdown.ClearOptions();
List<string> aaOptions = ne string=() { "Disabled", ™2x"
aaDropdown . AddOptions(aa0Optio

1t currentAA

(0 ettings.antiAliasing) {
: currentAA = 1
e U: currentAA
> 8: currentAA 3;
}
aaDropdown.value = currentAA;
aaDropdown . RefreshShownvValue();

LoadAADropdown Function

O mopandvw Kwdkag adopd tnv pubuion tou Anti-Aliasing oto motxvidt pag. Mo apyr To
npoypappo apalpei OAeG TG emthoyEg ad To Dropdown He TNV Xprion tou
aaDropdown.ClearOptions(). ZTnv cuvéxela SnpULoupyoUpe Lo AloTa Pe TTPOKABOPLOUEVES TIUEG
kot TNV TpooBEtoupe oto Dropdown. TéAog Bpiokoupe tnv tpExouca puBuLoN Yo To Anit-Aliasing
Kot epdavifel tnv Tpn auvth oto Dropdown.

d LoadTextureDropdown() {
textureDropdown.ClearOptions();
List<string> textureOptions = new List<string>() { "Low", "Medium", "High" };
textureDropdown . AddOptions(texturelOptions);

nt currentTexture = 2 - tings.globalTextureMipmaplimit;
textureDropdown.value = currentTexture;
textureDropdown . RefreshShownValue();

LoadTextureDropdown Function

40

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



Opola pe TG Tponyoupeveg cuvaptnoelg N LoadTextureDropdown €xeL wg okomd va GopTwoeL
oto Dropdown tng TI¢ TIHEG TOU SNpLOUPYOUUE OTO textureOptions wG EMAOYEG. TEAOG
avayvwpilel tnv tpexovoa puBULON peow tou QualitySettings.globalTextureMipmapLimit. O
AOYOG yLa TOV OTol0 XPNOLUOToOLoU AL TNV EVTOAN “int currentTexture = 2-
QualitySettings.globalTextureMipmapLimit;”

Eival 510TL p€ow TOU CUCTAHATOG OL TLUEC TTou pag Sivovrtal gival tTng popdng:

= 0 High
= ] > Medium
= 2= Low

OmotTe 0 OKOTOG TNG EVIOANC Tou avadEpBnKe Tapamavw sival yla va avtloTpEP el TNV AoyLKN
autr. TEAog evnuepwvoupe To Dropdown HE TNV TpEYouoa TIHA TOU avtloTolxel otnv puBuLon Tou
TaLXvLdLoU

; I_.-::-iadAnisutrupicDerdown(] {
anisotropicDropdown.ClearOptions();
List<string> anisoOptions = new List<string>() { "Disabled", "Enabled", "Forced" };

anisotropicDropdown .AddUptions(aﬁiS{)ﬂptionS] -

anisotropicDropdown.value = (ir 1 .anisotropicFiltering;
anisotropicDropdown.RefreshShownValue();

LoadAnisotropicDropdown Function

H ouvaptnon LoadAnisotropicDropdown() xelpiletat tnv ¢popTwon twv emloywv o
Snuoupyouvtal oto anisoOptions kot v epdavion toug oto Dropdown, adol éxoupe dpovtioel
va opaLpECOULE TIG TPONYOUHEVEG TIHEG artd TO Dropdown.

--Loadﬂtherﬁettingﬁ[) {
fullscreenToggle.isOn = n.fullScreen;

vsyncToggle.isOn = QualitySettings.vSyncCount > 0,

LoadOtherSettings Function
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H ouvaptnon LoadOtherSettings() eivat utevBuvn yla tnv poptwon Kat Aettoupyio Tou
Fullscreen kot tou Vsyne.

Ma tnv pubuion fullscreen xpnotpomoloUpe pia tipr Boolean n omola eAéyyel av n kotdotaon
Tou Tayvidlou elvat otnv puBuLon fullscreen. Av to Talxvidt eival otnv katdotaon Fullscreen tote
n T wou Ba emiotpadei oto fullscreenToggle.isOn eival True Stadopetikd Ba eival False.

lMa tnv puBuion tou Vsyne xpnotponolovpe To QualitySettings.vSyncCount > 0; wou
HETATPETEL TO amoTEAeopa o€ popdr Boolean. Me Bdon tnv Aettoupyia tou Unity To Vsyne
opiletal wc g€ng:
* 0= VSync Disabled
* 1-> Vsync Enabled
Ondte n Tr Boolean givat True 6tav to Vsyne ivat evepyonotnuévo kat False otav gival
QUTEVEPYOTIOLNEVO.

ApplySettings() {
tion resolution = reselutionsList[resolutionDropdown.value];
FullScreenMode screenMode = fullscreenToggle.isOn ? FullScreenMode.ExclusiveFullScreen : FullScreenMode.Windowed;

.SetResolution(resolution.width, resolution.height, screenMode, resolution.refreshRateRatio);

.vSyncCount = wsyncToggle.isOn 7 1 : @;

aalevel = @;
(aaDropdown.value) {
1: aalevel ]
: aalevel
: aalevel

antiAliasing = aalevel;

.globalTextureMipmaplimit = 2 - textureDropdown.value;

tch (anisotropicDropdown.value) {
ase @ anisotropicFiltering
anisotropicFiltering
anisotropicFiltering = AnisctropicFiltering.ForceEnable;

}

SavePlayerPrefs();

ApplySettings Function

H ouvdptnon ApplySettings() £xeL wg oKOTO, Vo EPAPUOCEL TIG EMOUUNTEG OAAAYEG TTOU
enélee o xpriotng and ta Dropdown mou avadépObnkav.

Mo apxn opiloupe oe pa petapAntr tumou Resolution TNV TpEXouca TN o BplokeTal 0TO
nedio tou Dropdown. Ztnv ouvéxeta eAéyxoupe TV petaPAntr fullscreenToggle.isOn kat avéioya
pe to amotéAeopa NG ( True / False ) Oétoupe otnv petaPAntr timou FullSreenMode to
anotéheopa petafl ExculsiveFullScreen kalt Windowed.

Me TLG VEEC QUTEG UETAPANTEG UTTOPOUUE TAEOV va aAAAoU e TNV avaAuan tng 086vng pag e
Baon to unkog, uPog, Tov TUTOo Tou Tapadupou Kal Tov pubud avaiuonc.
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Ztnv ouvexeta e Baon tnv petapAnt vSyncToggle.isOn propolpe va aAAfoupe TNV akepaLa
Tpn to vSyncCount og 1 1 0.

TeAog yia kABe pua amo tig katnyopieg twv Dropdown Mpadikwy mou avadépape eEAEyxoupe
TNV Katdotaon wou Bpioketal to Dropdown tng kABe katnyopiag ypadikwy, kot tnv BETOUpE WG
TNV TPE€Youca pUBULON yla To cUCTNUO HAC.

Mpwv oAokAnpwOel n cuvaptnon ,ppovtiloupe ol aAayEG Tou £yvav va anoBbnkeutolv oTov
PlayerPrefs yla tnv xprion toug o€ Tepimtwon enoTpodrg oTo TotXvidt.

4.2.3 Controls Panel

FORWARD

W TAKE PHOTO
(WITH CAMERA HELD) SCROLL TO CHANGE ITEM

P '
| |

BAck
OEPN

9 i GHOST
SPRI DROP ITEM CROUCH PIcKkUP  INTERACT  SELECTION

LEFT SHIFT Q C E F B

To mapanavw Panel adopd Tov XeLPLOMO TOU TAXVLSLOU Kot Sivel Tnv Suvatotnta otov XpHotn va
MABEL TA KOUUTILA YL va TTal€eL To TayvisL.

4.3 Tutorial Scene

Edooov o maiktng emAé€el tnv emhoyn ‘Tutorial’ Ba 0dnynBel oe pa véa oknvn n omola adopd
NV ekpuadnon tou mavidlov. 1o Tutorial autod o mailktng Ba HAabeL:
e Ta SlaBéoua epyadeia Tou PTOPEL VoL XPNOLLOTIOLNOEL OTNV €PELVA TOU YL VA
TOUTOTIOLNOEL TO PpAvVTACUAL.
e Na uabel Twe pavepwvovtal Ta otolxeia Tou Ba amokaAUPouy To davracua.
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e Tov XELPLOWO TOU TTaLyvidlol
e Tov Tpomo mou aAAnAoeTiSpaeL To GAvVIATUA LE TO TTEPLBAAAOV

O maiktng Ba epdaviotet oto Tutorial , kal Ba TpEmeL va akoAouBrosL Toug odnyleg ou tou
Slvovtat yia va pabouv 0Aa 6oa €XeL val TPOOPEPEL AUTH N EKLABNGN TOu ToXVLSLoU.

Tutoral Room
Tutorial

Evidences

Tutorial Entry Room

4.3.1 Tutorial First Room

o

How Elashiight
Pk up (5)  Elmshiialt

Tutorial First Room
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210 mpwto dwudrtio Tou Tutorial o waiktng Ba pwopéoel va pabel yia tnv xprion tov Ooako
(Flashlight). Mo ouykekplpgva, Ba pabeL Twg:
1. Na pmopei va onkwoel avtikeipeva oto xépL tou ( Méxpl 3 BEoeLg yia anobrikeuon
QVTLKELUEVWV)
2. Nwg va xpnolponolel Tov pako
3. Kol Twg va XpnoLUOToLEL TOUC SLOKOTTEG PpWTOC yLa va oBrosL Ta dwta

O maiktng umopei va onkwoel avtikeipeva xaptg to seript PickUpController(). To cUyKeKPLUEVO
seript €lvol EVOWHOTWHEVO TAVW O€ KABE avTikeipevo To onoio BEAouE va eTITPEYOUE va
UTopel va onkwOel amo tov maiktn.

> enableﬂnplckup,
[] slotGameOb]ectS

player, slotContainer, fpsCam;
m[] slots;
j currentItem =
currentSlotIndex = -1;

- pickUpRange = 3f;
- dropForwardForce = 2f, dropUpwardForce = 1f;

1 equlpped

L slotFull;

coll = GetComponent<

if (coll == null) {

coll = GetComponentInChildren<
}
player = GameObject.FindGameObjectWithTag("! r") .GetComponent<Tr
slotContainer .Find("Slots").GetComponent<Tr n>();
slots = ne r H[SIDtContalner childCount];

slotGameDbjects 1€ 3 ‘t[slotContainer.childCount];
for (i i=9; i< slotContalner childCount; i++) {
chlld slotContainer. GetChild(i);
slots[i] = child;
slotGameObjects[i] = child.gameObject;

i
fpsCam ject.Find("Camera") .GetComponent<

SetItemState(equipped);

PickUpController.cs

H Aettoupyia Tou script givat vo SwoeL TNV duvatdtnta oTov XprioTn va UTOPEL va KPATACEL OTO
XEPL TOU OPLOUEVO QVTLKELPEVAL, KOLL VOL EVEPYOTIOLEL OPLOHEVA script HOVO OTAV KPATAEL TO
QVTIKELEVO QUTO.
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Ztnv ouvaptnon Start avakToUpe ta otoeia and Stapopa Components Tou idlou Tou
avtkelpevou (m.x. Rigidbody, Collider) kat oplopéva dAAa avtikeipeva ta ortoia Bpiokovrol wg
Components TOVW OTOV TTAKTN paG. MO0 CUYKEKPLUEVAL:
e H petaBAntA player avaktd tnv tomobeoia tou maiktn pe tnv forBeta tng eUPECNG TOU
Tag: Player.
e H petaBAntA slotContainer avaktd tnv tonoBecia tou Inventory Tou £XEL 0 TAKTNG £TOL
WOTE OTAV O TALKTNC ONKWOEL £VOL OVTIKELUEVO VO UTTOPEL va TpooapoaTel cwaotd n B£on
TOU QVTIKELUEVOU Kat va dpaivetol opolopopda otnv KAUEPQA.
e Toslots pe tnv BonBela tou slotsContainer Tou AABAUE TPONYOUUEVWE SEXETAL TOV QPLOUO
Twv Slabeotuwv Béoewv oto Inventory. ITNV cuvexelo BETOUpE OTL KABE LA OTTO QUTEG TLG
Beoelg Ba pumopei va untootnpifel éva GameObject Betovtag ta KaTAANAa indexes pe
Baon tig B€oeLg.
e TéAOG QVAKTOUE Kal TNV B€0n TNG KAUEPOG TOU TTOKTN SLOTL OpyOTEP LUE TNV XPNON TO
TARKTPOU “Q” yla pldin TOU aVTIKELUEVOU, BEAOULE VO KAVOU LLE TTILO OUOLOpOopGN TNV pidn
auTH.

‘ETOL HETA b OAEC TLG APXLKOTIOLHOELG KO TLG OVAKTAOELG TLILWV UTTOPOU LE VoL BECOULE TO state
TOU OVTIKELMEVOU HE TNV Xprion NG SetltemState().

SetItemState( state) {

( script enableOnPickup) {

(script != ) {
remote = script TVRemoteScript.TV_Remo
(remote != IR |
remote.playerControlEnabled = state;

i
}

script.enabled = state;

}

rb.isHinematic = state;
coll.isTrigger = state;
SetltemState Function

2TNV CUYKEKPLUEVN ouvaptnon AELToupyoUUE Evav BPOYXO LE OKOTIO VAl UTTOPECOUIE VOl
EVEPYOTIOLIOOUUE 1) QTTEVEPYOTOLICOUHE T KATAAANAQ script TOU €lval TAVW OTO AVILKELPEVO
Hag.
Kotd tnv apyr Tou Tpoypaupatog el o Taiktng 6ev €xel TPOAAPEL VOl ONKWOEL KATTOLO
avTlkeipevo, Tpwta BEToupe OAa ta script avevepyd ( ektog amod to PickUpController.cs ) yia va
MNV umopel o Talktng va aANAETLEpAOEL UE TO AVTIKELUEVO TTOTWVTAG KATTOLO KOUUTL VW Sgv
Kpatdel to aviikeipevo. TéEdog Bétoupe oto Component Rigidbody tnv petapAnt isKinematic
oUpHPWVA E TNV KATAOTAON TOU AVTIKELLEVOU ( Av KpaTlétal TOTe eival true, Stapopetikd False). H
oLotnta IsKinematic onpaivel Twg §gv EMITPETEL OTO AVTIKELMEVO Va €XEL BapuTnTa Kal £ToL elval
‘Taywpévo’. Avtiototxa to “coll.isTrigger = state” Aeltoupyel pe Tov 1810 akpLBwg TpdTo, Kot dTav
elval 1o state = True, TOTE TO avtikelpevo Ba Bewpeital OtL Sev €xel onuela emadnc yLa va Kavet
olyKpouon Ue To TepLBAAAov.

Edooov €xoupe apyLlkomolosl TANPWE TAEOV TA AVTLKELUEVA KOG UE TLG CUVAPTHOELG, YL Va
MTTOPEDEL O TALKTNG VOL KPATHOEL EVAL AVTLIKELPEVO TIPETEL va KaAéaeL TNV ouvaptnon PickUp() mou
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Bpioketal peoca oto seript. Na Vo TO KAVEL QUTO XPNOLUOTIOLELTAL Eva script Tou BplokeTal TAvVW
OTOV TTOUKTN.

ce() {
hit;
L hitSomething = -Raycast(transform.position, transform.forward, ou it, DistanceOpen, Ph s .DefaultRaycastlayers, QueryTriggerInteraction.Ignore);

£ (hitSomethin
DoorScript
ExitDoorScrip
LightSer:
currentPickup
ScriptVinyl.\v t winyl = hit.transf

if (door I= 1 |
curs img.sprite = cursor_focused;
3f G GetKeyDown(HeyCode.E))
door.OpenDoor();

s £ (exitDoor != 1) £

cursor_img.sprite = cursor_focused;

if GetKeyDown(HeyCode.E))
exitDoor.Exitlobby(scene_index);
exitDoor.fadeoutCanvas = fadeCanvas;
£ (lLightSwitch = null) {

cursor_img.sprit ursor_focused;

if (€ GetKeyDown (KeyC
LightSwitch.Switch(

¢ (currentPickup !=
g.sprite =
leurrentPickup. equipped && slotFull) {

B EL
= cursor_focused;
.GetKeyDown(l de.E))
vinyl.CycleAudioStata(

se {
cursor_img.sprit cursor_unfocused;
currentPickup = s
}
Lse {
cursor_img.sprite = cursor_unfocused;
currentPickup = null;

£ (equippedPickup != nu r GetKeyDown (H;
equippedPickup.Drop();

CameraScript.cs

TO GUYKEKPLUEVO script EKTOG A6 TNV AELTOUPYLO TOU TTAKTN VoL UITOPEL VAL ONKWVEL AVTIKELPEVA
EUTEPLEXEL KA AAAEG AeLTOUpYieg Tou BonBouv Tov Taiktn va aANAETIEPAOEL e OPKETA OKOUOL
avtikeipeva (1.x. NOpTeg, TNAEKOVIPOA, ALAKOTTES ), KABWG Kat AAAALEL TO £LKOVISLO OTO KEVTPO TNG
00dvng yla va Sei€el otL umopel va yivel aAANAETTISpaon e TO AVTLKELUEVO TTOU onpadeleL 0
TaKTNG.
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Mo ouykekplpeva, péoa otnv Update(), kAOe frame ekteAoUpe éva Raycast pe Tnv xprion
aktivag oto omoio SnAWVOUE:
Tnv évapén tng aktivag
Tnv katevBuvon NG aktivog Tou Ba e€ayou e amo TNV KAUEPQ
AnAwvoupe To onueio pe to “out hit” Tou Ba GUYKPOUOTEL N aKTiva
Tnv anootacn Tou £Xoupe BEaeL epeic OToU umopel va Ta€lbEYeL N akTiva PEXPL va
OUYKPOUOTEL.
Ta layers TOU pTTOPEL VoL CUYKPOUOTEL
6. e TepinmTwon mou cuvavtioel kKamolo avtikeipevo pe Collider mou €xelL B€oeL TNV
petoPAnt IsTrigger = true, va T0 ayvoroet

JTNV CUVEXELX EAEYXOUUE e TTOAATIAEG “if” av N oKTiva oG £XEL XTUTTAOEL KATIOLO OVTLKEILEVO
TIOU VOl EUTEPLEXEL KATTOLO CUYKEKPLUEVO script. N TapdSeLypa oL TOPTEG OTO TaLXVidL , EXOUV OAEG
TOUG EVOWHOTWHEVO TO script Door.cs. Av n aktiva cuykpouoTel pe Eva TETOLO avTiKeipevo, TOTE Ba
oAAAEEL Kal TO eLkoviBLo TOU KEpoopa Tou Taiktn SLOTL elval Suvatr) N aAnAenidpaon He To
OUYKEKPLUEVO QVTLKELHEVO, OANA KO Bo EVEPYOTIOLOEL KATTOLO script SeSopEVOU OTL O TTaLKTNG
TATAOEL TO AMALTOUEVO KOUUTIL .

Avtiotorya yia tnv Aettoupyia tou PickUpController o maiktng mpémel va BpeL €va avilkeipevo
TIOU VO EUTEPLEXEL AUTO TO seript wg Component KAt vo TAtioeL To “E” ya va KaAEoeL TNV
ouvaptnon PickUp(). Epdoov onkwBei to avtikeipevo ppovtifoupe va aAdafoupe Tnv petafAnth
equippedPickup va gival to avtikeipevo mou akplBwg koLtoUoe o Taikng.

_~ W DN -

[

TéNog Otav 6V UTTAPXEL KATTOLO QVTIKELEVO UMTPOOTA OTOV TALKTN TTOU VA UTToPEL va
OAANAETILEpACEL TOTE KAl TO £LKOVISLO TOU KEPTOPA ETOVEPXETAL MEXPL va PpeBel Eava.
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i Pickup() {
L foundSlot = + :
t assignedSlotIndex = -1:

i =8; i< slots.Length; i++) {
(slots[i].childCount == 8] {
transform.SetParent(slots[i]]};
transform.localPosition |.zero;
transform.localRotation n.identity;
transform.localScale =

foundSlot = true;
assignedSlotIndex = i;

if (!foundSlot) {
Debug . LogWarning (™ No
slotFull = true;

Al
21se {
slotFull = fa

(currentItem == null) {

currentTtem = gamelbject;
currentSlotIndex = assignedSlotIndex;
gameObject.SetActive(true);
SetItomState(true);

equipped =

1id

gameDbject . SetActive(false):

SetTtemState(+:
equipped = false;|

PickUp Function

H ouykekplpévn cuvaptnon apxkomolel puia Boolean petapAntr) foundSlot Kat évav index yia va
SLoxeLlpLoTOUUE TO inventory TOU TakTn KABWE KaL TNV AAAYr) OVTIKELLEVWY TTOU KPATANE OTO

XEPL.

O Bpoyxog pag emTPENEL va Bpol e TNV Tpwtn B€on SlabEoiun yia va amobnkeUoeL o TaKTNG To
QVTLKELEVO TTOU onKwoe puBuilovtag KAtaAANAa 0pLOEVEG LETAPBANTES OTTWG TNV KateLBuUvVON Kal
TNV TEPLOTPOPI] TOU OVTLKELUEVOU.

EkTOG Tou Bpoyyou eAéyxoupe av umtapyel Sltabeoiun B€on yla va onkwOel To aviikeipevo,
SLadOPETIKA SEV UTOPOUE VAL TO ONKWOOULE.

TENOG, EAEyXOULE av SEV UTIAPXEL KATTOLO AVTLKELUEVO NN oTa XEPLa TOU TTAKTN. € TTEPIMTWON TTOU
8ev UTTAPYEL TOTE BETOUE AUTO TO AVTIKELEVO WG aUTO Tou Ba daivetal opatd kat Ba pumopel va
XPNOLLOTOLEL O TTAKTNG.

2€ MePIMTWON ToU 0 TALKTNG KPATAEL £VAL AVTLIKELLEVO TOTE TO AVTLKELUEVO TTOU TTPOOTABNOE va
onKwoel o Toiktng amobnkevetaL otov Inventory.
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O maiktng epOooV €XEL KATTOLO AVTLKELLEVO OTO XEPL TOU, £XEL TNV SUVATOTNTA VO TO TTETALEL LE
TNV xprion tng ouvaptnong Drop(). H ouvaptnon kaAeitatl amwod to Camera Script epOcovV 0 TAKTING

TotioeL to ‘Q’.

Drop() {
(currentItem == null) {
Debug.LogWarning(“Ne item currently equipped to drop.");

[}

GameObject itemToDrop = currentItem;
= slotToClear = currentSlotIndex;

itemToDrop. transform.SetParent(null);

itemToDrop.SetActive(true);
pickUpCtrl = iteanDrop.GetCumpunentcplc%uri:Htrﬁlier?();
F (pickUpCtrl I!= null) {
pickUpCtrl.SetItemState(false);
pickUpCtrl.equipped = false;
pickUpCtrl.rb.isHinematic = false:

if(itemToDrop.name != "Writing Book") {
Vector3 throwDirection = fpsCam.forward + fpsCam.up + 8.5F;
pickUpCtrl.rb.AddForce(throwDirection * dropFeorsardForce, ForceMode.Impulse];
pickUpCtrl.rb.AddTorque(Random. insideUnitSphere * 18F, ForceMode.Impulse);

currentItem = null;
currentSlotIndex = -1;

CompactSlots(slotToClear);

t i < slots.length; i++) {
(slots[i].childCount > 8) {
GameObject nextItem = slots[i].GetChild(@).gameObject;
nextPickUpCtrl = nextItem.GetComponent<PickUpController=();
if (nextPickUpCtrl != null) {
currentTtem = nextItem;
currentSlotIndex = i;

ST

nextItem.SetActive(true);
nextPickUpCtrl.SetItemState(truel;

nextPickUpCirl.equipped = tr

Drop Function

50

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250




Katd tnv évapén tng ouvaptnong, EAEyXOUE TPWTA vV 0 TAKTNG SLABETEL KATTOLO AVTLKELEVO
oTa XépLa Tou, SLadOopPETIKA SLAKOTTETAL N PON TNG CUVAPTNONG.

Edpooov £xoupe dLoPfefalwaoel OTL UTAPXEL OVTLKELEVO yLa pidn, SEXOUAOTE O Lo HETABANTN
itemToDrop to avtikeipevo mou kpatdaue kat o€ €vav index tnv B€on otnv omoia Bpioketal petafy
TWV TPLWV TOU O TaKTNG £XEL SLABEOLUEG.

JTNV CUVEXELX BETOUHE OTL TO AVTIKELUEVO &V OVAKEL TAEOV TTAVW OTOV TTALKTN KE TNV aAAayn
Parent, kat kaAoupe ava tnv cuvaptnon SetltemState() pe tv Stadopd OTL ooV TAPAUETPO
B£tou e To state = false. TaUTOXPOVO EVNUEPWVOULE LETABANTEC yia va SnAwaooupe TV ENewdn
TOU QVTLKELLEVOU TtO TO Inventory Tou Taiktn kabwg kot tnv Bapltnta Tou o€ EVEPYN.

ZTNV oUVAPTNON QUTH KAVOULE CUYKEKPLUEVA avadopd OTO OVTLKELEVO KAl EAEYYXOULE av €lval To
“Writing Book” 810tL to avtikeipevo autd cuvdEeTal Pe TEPLOCOTEPOUG TPOTOUG OTNV CUVAPTNON
autn Kal dev BEAoue va Tou epapuocoupe Kamola Suvapn Tou va odnyel og plyn.

OMokAnpwvoupe tnv pidn Tou avtkelpevou KaAwvtag tnv cuvaptnon CompactSlots() kat
Payvovtag To enOpUeVo SuvaATO AVTIKELLEVO TToU BEAOUE VO ELdaVIOTEL oTa XEPLA TO TOUKTN
edboov yivel n pidn Tou TPONYOUEVOU QVTIKELLEVOU

CompactSlots(int emptySlotIndex]) {
(int i = emptySlotIndex + 1; i = slots.Length; i++) {
i+ (slots[i].childCount > 8) {
T rm item = slots[i].GetChild(@);

item.SetParent(slots[i - 1]1J;
item.localPosition = . ZRTO;
item.localRotation identity;
item.localScale = |

f (item.gameObject == currentItem) {
currentSlotIndex = i - 1;

TH.

CompactSlots Function

H ouykekplpévn ocuvaptnon elvat umetBuvn yla va avanpocapuoosl Ta indexes TWV AVTKELLEVWV
kaBwg o Taiktng TpooBEteL N adatpei aviikeipeva oto Inventory Tou.
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i SwitchToS5lot(int index) {
if (index = B || index slots.Length) {
C 0.LogWarning( in out of r

L
slot = slots[index];

f (slot.childCount — @) {
D Log{"No item in this slot"):

r

L}

GameObject itemInSlot = slot.GetChild(@).gameObject;

(itemInSlot == currentItem)

L}

if (currentItem != 1) {
currentItem.SetActive(+al
currentItem.GetComponent=F pController=()7.SetItemState(false]);

currentItem = itemInSlot;
currentItem. SetActive(tr
currentItem. GetComponent<Pic ol ()7 .SetTtemState(truel;
currentSlotIndex = index;

Debug.Log("Switched to slot " + dindex);

t.GetHeyDown(KeyCode.Alphal)) {
SwitchToSlot(8);
}
if (Input.GetHeyDown(HeyCode.Alpha2)) {
SwitchToSlot(1]);
I
if (Input.GetHeyDown(HeyCode.Alpha3)) {
SwitchToSlot(2);

SwitchToSlot Function

2tnv ouvdptnon Update EAEyXOUUE Qv O XPrOTNG TTOTAOEL PHETASY TwV KOUUTLWY 1-2-3.
2 OMOLASATTOTE A0 TIG TAPATAVW TEPLTTWOELG TO TPOYPAMMA KAAEL TNV cuVAPTNON
SwitchSlot() pe TapapeTpo €vav aképato aptbud amd 1o 0 > 2.

2tnv ouvdptnon eAéyxoupe av untdpxouv dAAa avtikeipeva oto Inventory kat epocov
UTLAPXOUV QTTEVEPYOTIOLOULLE TO TPEXWY AVTLKELUEVO Kol KAAOULE TNV CLUVAPTNON Yla TO
OCUYKEKPLUEVO QLUTO QVTLKELUEVO KOIL EVNUEPWVOUE OTNV CUVEXELA TO index TWV AVTLKELUEVWV.
TENOG BETOUIE YL TO QVTLKELMEVO TTOU ETUAEEQLE VO EVEPYOTIOLNBEL , VO EVNUEPWOOU UE TO index
kot va kaAéooupe §ava tnv ouvaptnon SetltemState() pe TNV TAPAUETPO va gival true.
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4.3.2. Tutorial Second Room

Tutorial Second Room

210 Seutepo Swuatio tou Tutorial, o waiktng Oa €pBel o emadr e TO TPWTO TOoU gpyareio mou Ba
pmopet va amokaAU el éva amd Ta oToLela.
To otoyelo autd ovopaletal Ultaviolet, kat pumopel va pavepwBel povo otav mAnpolvral ta
TAPAKATW KPLTHpLaL:
1. To ¢avraopa npenel va dtabetel oav Evidences to Ultraviolet. Av gv 1o
eumepLeéxet dev eivatl duvatdv va davepwBel autd To otolxeio
2. To pavtacuoa TpEMel va aAANAETLOPAOEL e KATTOLO OVTLKELEVO ATTO TOL TTOPOKATW:
e Avolypo/KAelowpo Noptag
e Avolypo/KAelowpo Alakomtn Qwtog
3. O maiktng €xel otnv dLaBeon Tou 20 SeutepoAemta yLa va xpnotponowjcet to UV
Flashlight wote va eAéyel TNV Tteploxn mou aAAnAenidpaoe to pdaviaopa,
510 OPETIKA TO ATOTUTTW A Tou pavtacpatog Ba e§adpaviotel.

2TO OUYKEKPLUEVO SwpdTio o Taiktng Ba mpemet va xpnowuonotoeL tov UV Flashlight pe

OKOTIO VOl EPEUVHOEL TO SWILATLO YL TUXOV QTTOTUTTWHATO Ot TOo GpAvTaoua. Ta aToTUTWLTA
auta dev Ba e€adaviotouv kabwg o Taiktng Bpioketal oto Tutorial.

/
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Mopdn UV Handprint

Ta seript mou xpnotponotovvtat otov UV Flashlight eivat akptBwg ta idla pe ta Script tou
Flashlight , pe tnv dtadopd 6tL oto Flashlight.cs 6Aot ot UV Flashlights éxouv tnv Boolean
petapAntr : IsUVFlashlicht = True;

O TPOTOG HE TOV OTLOLO UTTOPOUHE Kol SLaXELPL{OMOOTE TA ATOTUTTWHLATA WOTE VA AELTOUPYOUV LOVO
HE TOUG OUYKEKPLUEVOUG dakoug eival pe to UVHandprint.cs Tou paivetal Tapakdtw:
public 5 | int B i {

ic {
rend = GetComponent<R
rend.enabled = false;
flashlights = FindObjectsOfType<F light>();
i3

ight £ in flashlights) {
lashlight && f.on && f.spotlight != null) {

toHandprint = transform.position - f.spotlight.transform.position;
ngle = .Angle(f.spotlight.transform.forward, toHandprint);

if (angle < (f.spotlight.spotAngle / 2f) && toHandprint.magnitude <= f.spotlight.range) {

ay(f.spotlight.transform.position, toHandprint.normalized);
.RaycastAll(ray, f.spotlight.range);

it hit in hits) {
ider.gameObject == gameObject) {
isLitByUV = (3

£ (isLitByUV) break;

rend.enabled = isLitByUV;

oid SetHandprintVisible(bool isVisible) {
rend.enabled = isVisible;

UVHanprint.cs

To OUYKEKPLUEVO script €ival EVOWHATWHEVO WG Component TAvVw o€ 6Aa Ta GameObject Tou
BéNoupe va eilval anotunwaTa.

Ztnv ouvaptnon Start() , avaktoUe TNV HETAPANTA TUTOU Render Kat TLG TLHEG TLG HE TNV EVTOAR
“rend = GetComponent<Renderer>();”. Ztnv cuvéxela anevepyomnololpe to Component Renderer
QIO TO AVTLKE(UEVO HaG WOTE va lval apyLlkd aopato otov aiktn. TéAog Bplokoupe OAa Ta

QVTLKELPEVA TTOU TEEPLEXOUV QUTO TO script VLA VA AVAKTHOOUHE TpOoBach otig LETAPBANTEG TOUG.

2tnv ouvexeta otnv LateUpdate() BEToupe ToV renderer TOU QVTIKELUEVOU HOG OF
amevepyomolnuévo. MNa kabe dakod eAéyyoupe av eivat UV kot otnv mepintwaon Tou o pakog el
v Tpn “IsUVFlashlight = True;” , Téte umoAoyiletal n awdotacn amwod tov Gakod TPoG TO
QVTLKELEVO Kat N ywvia HeTafl Tou Gpakol TPoG TO AVTLKE(UEVO. AV TO AVTIKELLEVO BPLOKETAL EVTOG
auTAg TG aKktivag Kat TG ywviag, e§ayetat pio Ray amoé tov ¢pakd mpog 1o avilkeipevo. ItV
TEPLTTWON TOU KATTOLA ATTO TL AKTIVEG CUYKPOUOTOUV UE KATTOLO 0td QUTA TA AVTLKELEVA TTOU
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EUTEPLEXOULV TO script aUTO Bewpolpe OTL TAéov pwrtilete and to UV Flashlight. Ito téhog o
renderer TOU QVTIKELPLEVOU EVEPYOTIOLELTAL LOVO OV N cuvO KN TTou adopd Tov GwTLoUO Tou ival
aAnénc.

4.3.3 Tutorial Third Room

weto L)

Tutorial Third Room

210 Tpito SWHATLO 0 TalkTNG KOAElTOL va LABEL TNV AELTOUPYLO TOU ETOUEVOU OVTLKELUEVOU HE TNV
ovopooia EMF Reader.

To avtikelpevo auto Sivel Tnv SuvatdTnTa OTOV TTOUKTN VO avayvwploel éva aKOUa OTOLXELO TOU
davraouarog to onoio ovopdletatl “EMF 5.

O maiktng Ba mpémel va LoéABeL 01O SWHATLO TNG dEELAG ELKOVAG, Kal [e TNV Xpron tou EMF
Reader va avapével kamola aAAnAentidpacn tou Gavtaopatog e To TepLBAAAOV.

Mo apxn Ba epBabivoupe otnv idta tnv Aettoupyia tou EMF Reader kaBwg kot umtd mola kpLtnpla
Aettoupyel kaL otnv cuvexela Ba meplypad ou e TV TEPITTWON Yyl TNV EVPECH TOU oToLxeiov.

2komog tou EMF Reader gival n elpeon mapaduoikng dSpaotnplotntag otov teptaiiov,
€000V 0 TALKTNG EXEL EVEPYOTOLCEL TNV GUCKEUN , KoLl TO pAavTaopa €xel aAANAETLOPACEL E TO
mepLBalov ekteAwvtag SLAPOPES EVEPYELEG:

e Avolwypo/Kheiowo MNoptag

e Avolypo/Kheiowo Alakomntn OQwtdg

e AMAnAemidpaon pe BiBAio

e EktéAeon HKpoU event ( TT.X. kouSoUviopa tnAedpwvou)
e  Piyn Avtikelpévou
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JTNV TEPIMTWON TOU KAVEL OTOLOSATOTE ATO TIG TAPATAVW EVEPYELEC, TOTE Ba EKTEAECTOUV
OpLOPEVA script, OPLOHEVA €K TwV oTolwv Ba e§nynBoulv apydtepa otnv Katnyopia yla to
davrtaoua.

mpareTag("E

EM ¢ pulse = other.GetComponent<EMF_P =(];

if (pulse I= 11 && lactivePulses.Contains(pulse) && sphere_collider.enabled == truec
activePulses.Add(pulse];

UpdateEmission();

(other.CompareTag( "El lse™)) {

EM lse pulse = other.GetComponent<EMF_Pulse>(

if (pulse 1= 11 && activePulses.Contains{pulse
activePulses.Remove({pulse];
UpdateEmission();

J;
).

&k sphere_collider.enabled == true) {

EMF TriggerEntry

To avtikeipevo EMF Reader éxet wg Component €va SphereCollider pe tnv pUBuion va eivat
Trigger, 65nAadn va pnv €xeL onpeia emadng oteped aAAd adpata pe OKOTO Vo EAEYXOUV AV KATTOLO
aVTLKE(pEVO eloENBeL ) e€€pBeL péoa amd auto to Collider.

‘ETOL 0TV TPWTN CUVAPTNON EAEYXOUE TNV TEPLTTWAON TOU KATTOLO OVTLKELUEVO HE HLa
ouykekplpévn 8totnta ( Na éxel tag: EMF_Pulse) Bpioketal péoa otov Collider tou EMF Reader.
Ztnv mepintwon mou eivat tote AapBdvoupe uogn to Script pe ovopa EMF_Pulse kat
AaUBAVOUUE TIG TLEG Kal LETABANTEG TOU Ao To KABe avtikeipevo.

TNV ouvéxela edpooov BpeBnke €va TETOLO AVTLKELEVO TTPOOOETOUE O€ pLa AloTa ToV aplOpo Twy
Pulse mou eivat aképatog apBpog kat tpokumtel and to EMF_Pulse Script.

AvtiBétwg Kata tnv €060 tou avtikelpévou amod to SphereCollider mou eAéyyel Ttov TUTO TwWV
QVTLIKELEVWY, EKTEAOUUE TNV akpLBwg avtiBetn Stadikaoia adalpwvtag amo tnv Alota activePulses
TO OUYKEKPLUEVO ETIMESO pulse TOU AVTIKELUEVOU.
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id SetEmissionAmount() {

EMFSourceType { ;
r, if € null & r. Instance.HasEMF) {
LightSwitch,

E Tl ey
Remote MFSourceType.Door

emissionAmount = R .Range(2, 6

Switch:
.Range(2, 6);

id A g .Range(2, 6
(GetComponent<Rig =) ==
rb = gameDbject.AddComponent=

: < - emissionAmount
rb.isHinematic = true b 3

h (sourceType) {
= EMFSourceType

ic EMFSourceType sourceType; e A Range(2
£ 3 ; (2,

t pulseDuration =
HasBeenCaptured = false; case rceType htSwitch:
In e nAmount .Range(2, 5);

t emissionAmount; i .
: SourceType
emissionAmount

20 {

emissionAmount = 2;

SetEmissionAmount()
CancelInvoke();
StartCoroutine(DeactivateAfterSeconds());

; ; me(pulseDuration);
CancelInvoke();

EMF_Pulse.cs

To ouykekplpevo Seript givat umevBuvo yla TNV owotr Asttoupyio tov EMF_Pulses mou §pouv
TAVW O€ OAa TA AVTIKE(PEVA TTOU UTopel To dpavtaopa va aAnAemdpdoeL.

EvowpatwveTal TAVW O 0TOLOSNTTOTE AVIIKELLEVO Kal atAwe BETou e e BAon To
npokaBoplopévo enum EMFSourceType L 100 aviikelpévou Ba apopd oto Inspector.

2NV apxn Tou TaXVLSLoU, EAEYXOUHE EGV TO QVTLKELPEVO TIou €XOUpE epmtepLEXel Component
Rigidbody kat otnv mtepintwon mou dev uTAPXEL TO ELCAYOUUE HECW TOU script.

To script oo TNV apxn PplokeTal EVOWHATWHEVO TAVW OE £va avTikeipevo mou eivat Child oto
Baotko avrtikeipevo pe 6vopo EMF_Pulse kat tag : EMF_Pulse.

Oca avtikeipeva BEAoupe va pmopouv va e€ayouv kamola €vdelen and to EMF Reader mpémel va
Bpiokovtat og auth tnv popdn oto Hierarchy :

(Parent) Avtikeipevo/MovTtéNo AVTLKELPEVOU

|
(Child) EMF_Pulse(With Tag: EMF_Pulse)

H evtoAn Cancellnvoke Xpnotpomoleital yla va otapatriooupe kabe ldog Aettoupyela va e€ayetal
Qo auTo TO script.

TéMog Eekvape Eva Coroutine yla va SNAwooupe OTL Ba SLATNPrOOULE TO CUYKEKPLUEVO ETTITESO
EMF otaBepo yia 20 Seutepodenta. Ao ekel kal TEpa To pAvVTAOUA TPETEL vaL aAMNAeTLEpAoEL
gava e To 1810 avTIKELEVO YL va evepyoTtolnBel véo Pulse.
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changed = activePulses.RemoveAll(p == p == || !p.gameObject.activeInHierarchy) = 8;
(changed) {
UpdateEmission();

UE&;teEmissiun{} {
totalEmission = 8;

( pulse activePulses) {
totalEmission += pulse.emissionAmount;

(totalEmission > @ && (!emissionActive || currentEmissionLevel != totalEmission)) {
ApplyEmission(totalEmission);
emissionActive = ;
currentEmissionLevel = totalEmission;
(totalEmission == 8 && emissionActive) {
DisableAllEmission();
emissionActive = ;
currentEmissionLevel = @;

UpdateEmission Function

H ouvaptnon autr exteAeitaw otnv Update() kaw elvar umevBuvn yia va evnpepwvel KATAAANAa
yla to KaBe mBavo avtikeipevo tov aplBud tov Pulse mou &€xtnke and to EMF_Pulse.cs. Eddoov
Sextel TNV TN auth, evnuepwvel v cuokeun) EMF yla va epdavilel katdAAnAa to entinedo
TapadUOLKAG SpaotnpLotnTag e TG Slabéotueg evdeifelg anod pwrtakia tou EMF. MNa moapadelypa:

Aplotepn Ewkova: EMF KAsiotd
Meoaia Eikova: EMTF Avouyto — Movipa oto Level 1
AgLa Elkova: EMF- Evtomiopdg Avtikelpévou pe Pulse Level 4

To EMF Reader €xetL tnv Suvatotnta va ¢ptaoel pexpL to Level 5. MNa va cupBel autd Opwg
TpoUmoTiBetal To pavraoua va €L TNV SuvaTOTNTA VA TO TOPAYEL.
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‘EtoL odnyolpaote oto 6eUtepo Evidence Tou umopel va epdaviost to pavtaoua, Kot To TwE
UTTOPOUE VO EPEUVIICOUE TNV UTopEN Tou Ue Tnv cuokeur) EMF Reader.

void ApplyEmission(int amount) {

reach (var audio in audioSources) {
audio.Stop();

int relativeIndex = amount - 2;

if (relativeIndex >= @ && relativeIndex =< audioSources.Count) {
audioSources[relativeIndex].Play();

't i = 8; i < materialsToToggle.Count; i++) {
if (i == relativeIndex) {
materialsToToggle[i].EnableKeyword("_EMISSION");
materialsToToggle[i].DisableKeyword("_EMISSION");

ApplyEmission Function

H mapamavw cuvaptnon sival umevBuvn yla tv eudavion tou KataAnAou emméSou TAvVw
otnv cuokeul EMF Reader. MNa apyn otapatdsl 6AoUG Toug Xoug Tou Tpokalouvtal and 1o EMF
Reader pe tnv xprion tou Bpoyxou.

Katd tnv avaktnon tpwv and to seript EMF_Pulse ot T(pég Tou emissionpulse §ekvave and to
2 251 2 > 6( Ztnv nepintwon mou to pavtacpa £xeL oav otolyeio to EMF Level 5), emeldry Opwce
AettoupyoUpe pia Alota ot Tipég Tou Béhou e va oMnAsmdpape ivat amo 0> 370 2 4. Na
oUTO Tov Adyo adalpoUpe armd To amount Tov aplBuo 2 yLo val aVTATIOKPIVETAL OTLG TLUEG QUTEG.

Emopévwg, adol TPooaPUOCOUE CWOTA TNV TLUN TOU amount, EVEPYOTOLOULE KOL TOV KATAAANAO
X0 Tou avtanokpivetal otov eninedo EMF mou avaktiOnke.

Omote e Tov tedeutaio Bpoyxo, yia kabe évdelgn mou 660nke amo to EMF_Pulse.cs
oANGloupe TNV WOLOoTNTA Emission 0g €VePyN] YLd VA TTOPOUOLACOUE TNV EVOELEN «DWTLOUOU».
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DisableAllEmission() {
( audio audioSources) {
audio.Stop();

C mat materialsToToggle) {
mat.Disablekeyword(™_EMIS N"):

DeactivateReader() {
activePulses.Clear();
DisableAllEmission();
emissionActive = :
currentEmissionlLevel = 8;

Disable Emission & DeactivateReader Functions

TENOG, XpNOLLOTTOLOUE SUO CUVOPTHOELG OL OTTOLEG AELTOUPYOUV OVO OTAV O TTOUKTNG
anevepyonolel to EMF Reader. O TpoToG e TOV O0TTolo 0 TAiKTNG Umopel val AeLTOUpYNOEL TNV
OUOKEUN QUTA Elvol PE TO TAPOKATW script.
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= : Mono
targetObject;
ot emissionObject;
materiall;
materiall;
i sphere_collider;
isFirstMaterial = true;
ot emfReader;

{

sphere_collider.enabled = false;

J {
if (Input.GetHeyDown(KeyCode.F)) {
ToggleMaterialAndEmission();

TEggleHaterialAndEuissinn(] {
1f (targetObject = 11l || materiall == null eriall — L || emissionObject
1y . LogWarning("Assign

all ob

targetRenderer = getObject.GetComponent<
(targetRenderer == 1) return;

Ma al newMaterial = isFirstMaterial ? material? : materiall;
targetRenderer.material = newMaterial;

emissionRenderer = emissionObject.GetComponent<
(emissionRenderer == null) return;

1 emissionMat = emissionRenderer.material;
(emissionMat.IsHeywordEnabled(" N"))
emissionMat.DisableHeyword("
-Tenissiﬂnﬂat.EnablEHeywnrdE'_EH

L isNowEnabled = !sphere_collider.enabled;
sphere_collider.enabled = isNowEnabled;

1f (sphere_collider.enabled == false ) {

emfReader.DisableAllEmission();
emfReader . DeactivateReader();

isFirstMaterial = !isFirstMaterial;

O maiktng pe tnv xprion Tou TANKTpou ‘F’ umopel va evEPYOTOLOEL KOL VA QTTEVEPYOTOLNOEL TO
EMF Reade. Kata tnv evepyomoinon tou, aAaloupe tnv wdtotnta tou EMISSION o€ true povo
otnv mpwtn évden tou EMF (Level 1) kat evepyomotoUpe éva SphereCollider og popdr IsTrigger
TO OTIOLO XPNOLUOTOLE(TAL YL VA UTTOPECOULE VAL OKAVAPOULLE TA QVTLKELUEVA 0TO TTepLBAANOV.

AvtiBeta katd tnv anevepyonoinon tou EMF, to SphereCollider anevepyomoteitat kau
KaAoUpe Tig SU0 ocuvaptnoelg Tou adopouv OAa ta entimeda évdeleng tou EMF 6oo n cuokeun pag
TOPAUEVEL KAELOTH.
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4.3.4 Tutorial Fourth Room

Reveals its form
Vanishes

Tutorial Fourth Room Classroom

Tutorial Fourth Room Test Area

Itnv emopevn Soklpaoia o Taiktng o Tpémel va €pBeL o€ emadn e TO EMOUEVO OTOLXELO TTOU
pmopel va avadeiel To pavtaopa KAt TNV SLAPKELA TOU TTayVLSLoU. To OTOLXELO QUTO €XEL TNV
ovopooia ‘“Manifestation’. TNV oucia To pavracpa £xeL TV Suvatotnta va epdavicel TNV popodn
TOU OTOV TTaKTNG yLa €va TOAU HLKPO Xpovikd Staotnpoa( Zuykekpipéva 1.5 Seutepodenta ). Autod
ylvetal tuxaio xpnoLHOTOLWVTOG VA script TOU €val EVOWHATWHEVO TAVW 0TO GAVTACUA HE
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ovoua GhostAppearEvidence.cs . Oa yivel o Aemttopepng avadpopd oe OAa ta script TOU
$AVTACHATOG OE TAPAKATW KEDAALO.

4.3.5 Tutorial Fifth Room

Thermometer

Pick Up (B)

Ghost Room
0°C Only then it is Vaiid Evidence

Tutorial Fifth Room

210 emOpevo otadilo tou Tutorial o TaikTng KaAeital va pabet yla éva akopa epyaleio wou €xel
otnv S1aBeon Tou Kal aUTO gival To BepUOUETPO.

To BepudUETPO amoTeAEL Eva atd TA TLO XPNOLUA EpYaAELa TOU TTaLxvLSLol KabBwg oL Lovo
BonBael otnv evpeon Evidence Tou pavraopatog, aAAd Bonbdel otnv eUpecon Tou dwaATtiou Tou
TO PAVTACHA £XEL OTOLXELWOEL KAL XPNOLUOTOLEL oaV ‘PwALA’ Tou KaB’ OAn TV SLAPKELAC TNC
£peuvag.

Me Alya AoyLa to BepuOUEeTpO , UmOpEL va xpnotponolnOel eite o maiktng To KpATAEL OTA XEPLA
Tou, €lte TO €XEL METAEEL 0TO TATWHA. ‘000 TO BepUdUETPO aMAlel Swdtio Ba avaypadel Kat T
Bepuokpaoia tou Swuatiou, otnv TepinTTwWon eVPeoNC Tou SwHatiou Tou PaviAaouatog, n veeLen
Tou BeppopeTpou Ba apyloel va PeLwVETAL TTILO ATOTOMA, Kol avaloya av to dpavtaoua SLabEtel To
Evidence: Freezing Temperatures, n 8eppokpacia 8a dpracet kdtw and toug 0 Babuoivg Kehoiouv A
Vo TopaUElveL EAGYLOTO TAVW AT AUTOUG.

OmotE 0 TAIKTNG O€ AUTAV TNV SoKLaola KAAELTOL va EpEUVHOEL TO KABE SWUATLO , KaL va
avoyvwpLloeL Tolo amo autd amoteAel TNV ‘GwWALA’ Tou GaAVTACUATOC
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Thermometer Device

To BeppopeTpo Aettoupyel pe tnv xprion dVo script. To TPWTO script adopd TNV Attoupyia tou
BeppodpeTpou yLa TNV evnuépwon tng EveeEng tou pe dvopa ThermometerDisplay.cs kat To
Seltepo script EAEyXEL av TO BepUOUETPO Elval HECA OTO SWHATLO TOU GAVTACHOTOG.
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i

currentTemperature = Range(15.5F, 25.5F);

timer += e.deltaTime;

£ (timer >= updateInterval) {
if (isInRoom) {
if (!IsTuterial) {
i+ 3 r.Instance ! 11 & 3 r.Instance.HasFreezingTemps) {
nat targetTemperature = -6.5F;

currentTemperature = Mathf.MoveTowards(currentTemperature, targetTemperature, temperatureChangeRate);

plse {
t targetTemperature -2F;
currentTemperature = EhiF HoueTuwards{currentTemperaturﬂ, targetTemperature, temparature(hangeﬂate);

f - targetTemperature —6.5F;
currentTemperature = M £.MoveTowards(currentTemperature, targetTemperature, temperatureChangeRate+lf);

at random(fset Range(-8.3f, 8.3f);
currentTemperature lamp(currentTemperature + randomOffset, 19.5

if (temperatureText != null)
temperatureText.text = $"{currentTemperature:F1}

f (statusIcon != null && coldSprite != null && normalSprite != null) {
i+ (currentTemperature < 7.5f)
statusIcon.sprite = coldSprite;

statusIcon.sprite = normalSprite;

}

timer = 8f;

ThermometerDisplay.cs

To mopandvw script puBpileL Tnv €véelén tou Beppopétpou ehéyxovtag TNV Boolean Tipn
isInRoom. Ze epimtwon wou eival aAnBng n ouvenkn Tote eAéyXOUUE av 0 TTalktng maileL to
Tutorial, pe okomo va avadelyBel n Bepuokpacia taxltepa anod otL Ba cuppaivel oto
Singleplayer.

2TNV CUVEXELA TtPLV DETOUE TO KATWTOTO OpLo BeppoKkpaociag , To onoio e€aptdtal amd To av To
davtaopa Stabetel oav Evidence to Freezing Temperatures.

TéNog péxplL va Bpebel to Swudtio Tou pavidouatog ol Beppokpaocieg Oa Kupaivovtal KOVId oToug
20 BaBuoucg KeAoiou.

Av n Bepuokpaocia glval UKpOTEPN Ao To 7.5 T0Te aAAlou e TNV EVEELEn Tou BepopéTpou oE éva
SLadopetiko elkovidlo.

O tpbmOog pe tov onoio Aappdvoupe tnv Tpn islnRoom eivat péow tou Sevtepou script Tou
avadepBnke pe o 6vopa ThermometerRoomTrigger.cs
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. : MonoBehaviou: TO GUYKEKPLUEVO script TO HOVO TTOU
ay thermometerDisplay; elvol ueBUVO VO TTPAY LATOTTOLA OEL

elval o €é\eyxog ylLa to av to
Ent BT ﬂ-ther" { BepUOUETPO BPLOKETOL OTOV XWPO TOU
(other.C umparE-TdClL )3 { davrdopatog Tov omoio
thermometerDisplay SE+InFtDc-m{ ): ONUATOSOTOUNE UE TV XPFON TOU Tag

= Ghost Room. Mo cuykekpLpéva
xpnotponotoUpe €va SphereCollider
10 omoio B¢toupe oto Component
T umpar@TaqL “hoct Ha Rigidbody to isTrigger = True.
thermometerDisplay. SEfIanﬂmf ); AUTO pag Sivel tny Suvatotnta va
eAéyyoupe av kavel Collide pe éva
AaAAo Collider mou €xel To emBUPNTO
tag. XNV TEPITTWON TTOU KAVEL TOTE
ETUOTPEPOULE OTO TTPONYOUHUEVO script TNV TLUA true , StadopeTika emiotpedoupe false.

4.3.6 Tutorial Sixth Room

Ho

Pick Up (E)

iting
m by placing it on the floor)

(e]

210 enopevo dwpdtio, o maiktng Ba £xeL TNV Suvatdtnta va HdBeL yia tnv xprion tou BLpAiou (
Writing Book), to onoio anoteAei to endpevo Stabéoipo Evidence mou pnopel to pdvraopa va
amoKaAUEL
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bookTePlace

bookHolder

PUC = GetComponent<
(bookToPlace ==

0 {
t.GetHeyDown(KHeyCode.F)) {

-Tfyﬂlaceﬁuok(] {
if (bookToPlace == null) return;

ora.main . ViewportPointToRay(ne (B.5F, B.5F, 8F));

.Raycast(ray, out t hit, maxPlacementDistance, placementlLayer)) {
PUC. Drop();

.game0bject.transform.SetParent(null);

bookToPlace.transform.position = hit.peint +hit.normal = 8.5f;
bookToPlace. transform.rotation ater .FromToRotation( .up, hit.normall;
bookToPlace.transform. Rotate(188+, 188F, , Space.Self);

W 3 toPlayer .main.transform.position — bookToPlace.transform.position];
toPlayer.y = B+;

i+ (toPlayer != V
n Llook iaternion.LookRotation(toPlayer. normalized, bookToPlace.transform.up);
bookToPlace.transform.rotation = lookRot;
bookToPlace.transform.Rotate(8f, +95F, 8f, Space.Self);

BookPlacer.cs

To mapamdvw seript apopd Tov TPOTO HE ToV 0Tolo 0 TTalktng pmopet va ‘adroel’ to BLPAlo oto
TATWHO PUE OKOTIO TO hAvVTAoUA Va £XEL apyOTEPA TNV SuvatoTnTa va Ypa el TAVW OE aUTO

Katd tnv apxn tou script yivovtat kKAmoLot EAeyxoL yLo OPLOHEVEG HETABANTEG LE OKOTLO val
TPOOOUOLWOEL n evépyeLa Tou TTaiktn va adrioet To BBALo. Edooov o Taiktng TpoonadrnoeL va
adrioet to BLPAio pe To matnpa tou TARkTpou ‘F’, xpnotponololpe éva Raycast and tnv k&pepa
TOU TTaLKTN ,TPOOTABWVTOG VAL CUYKPOUOTEL PE €va avtikeipevo Tou €xel Layer : Floor to omoio to
Betoupe oto Inspector. Epdoov cuykpouoTel pe éva TETOLO avTiKeipEVO Opl{oupE TO position Kat
Rotation 1o BLBAlOU e OKOTO VO TPOCOPUOOTEL OWOTA 0TO £8ad0G, KOl KAAOUE TNV OUVAPTNON
Drop and to PickUpController mou Ba evnuepwoel to Inventory tou maiktn katdAAnAa yio tnv
adaipeon touv Writing Book and to Inventory.
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4.3.7 Tutorial Seventh Room

Tutorial Seventh Room

Zto teleutaio dwpdtio o maiktng pabaivel yia tnv xprion tou Sanity Medication.H xprion tou
Sanity Medication givol n avamAfipwaon Tou XopEVOU Sanity TOU £XEL UTOOTEL O TTAKTNG QTTO TNV
ouvexopevn aAAnAentidpacn Tou Taiktn pe To GAVTACUA H KAl a0 TNV TAPAOVI) TOU TOLKTN oTo
TepLBAAov.
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sanity;

= asource;
med_taken;

t .GetHeyDown(HeyCode.F) EE (sanity.sanity + 36F) == 188F ) {

sanity.RestoreSanity(38F);

asource.PlayOneShot(med_taken);

blic SetPlayer(s r playerSanity) {
sanity = playerSanity;

SanityMed.cs

To mopandvw script apopd To i6Lo o Sanity Medication Kot OXL TNV Papa Sanity Tou Taiktn. MNa
apxr xpnotpomnoloUpe oav avodopd pio LetaBAntr pe dvopa sanity Tou apopd To script
SanityManager.cs TOU €lval EVOWUATWUEVO TAVW OTOV TTAKTN, yla va puBpicoupe tnv Tun tou
Sanity TOU TOKTN KAl VAL EVNUEPWOOUE TNV UTTAPAL.

2NV ouvexelo eEAEyou e av To Sanity Medication ou SLaBEteL o Taiktng €xeL xpnotLpomnownBei , av
0 TaikTng €XEL apKeTh EANEWPN sanity , KL AV TATNOE TO CWOTO TANKTPO. Z€ TEPLTTWON TOU OAQ T
Tapandvw kpLtripta tote avarAnpwvetot 30.0 fabuol Sanity oTov TAKTN KoL OTNV CUVEXELD
Bétoupe to Medication wg used = true , ylo VOl iNV UTTOPEL va yivel Eava xpron.

4.4 Lobby Menu

Me tnv ohokAnpwon tou Tutorial o waiktng Ba petadepbel aneubeiag otnv endUeVn okNvN
mou eivat 1o Lobby. Ztnv oknvi autr o mtaiktng Ba £xeL tnv duvatdtnta NAOYNG TNG TEPLOXNAG
Tou Ba TpoomabnoeL va EPEUVAOEL, KABWE Kol TNV SuvatotnTa va HaléP el TOVTOUG Kal Aedtd
HEoa amd ATTOCTOAEG TTOU TPETEL Vo KatadEpeL va ByAalel €1¢ TEpaG os KABe Epsuva.
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Lobby Menu

A6 1o Entry Scene , £xouv mepdoel Kat o€ auth TNV oknvA oplopéva GameObjects ta
ornola éxouv teBet o€ DontDestroyOnLoad kaBwg kat eival Static. Ta aviikeipeva pe
QUTEG TLG LBLOTNTEG £XOUV TNV EUKOALA VO LTtopouV va EAeyxBouv amd omoladrToTe seript
o€ OTOLOSATOTE OKNVN KL £T0L VO UTOPOUKE va StaBLBaloupe TLUEG atd Uila oKNvn o€ pia
AAAN (TT.X. oL puBpuioELg yLa Tov AXO).

Mo ouykekpLpéva Ba pdnooupe yla SUo GameObjects:
1) AudioManager
2) LevelManager

4.4.1 AudioManager

SetMasterVolume( value) {
masterVolume = f.Clamp(value, 6.0001F, 1f);
SetFloat(MasterKey, masterVolume);
Save();
MasterKey ApplyVolumes(];
MusicKey =

19 SFXHey

t GetMasterVolume() => masterVolume; SetMusicVolume(+ ¢ value) {
GetMusicVolume() => musicVolume; usicVolume .Clamp(value, ©.8001f, 1f);
Prefs.SetFloat(MusicKey, musicVolume);

GetSFXVolume() => sfxVolume;

masterVolume = 1¢;
nusicVolume = 1f;

it sfxVolume = 1f;
ume(float value) {
.Clamp(value, ©.6001f, 1f);
oat(SFXKey, sfxVolume);

Save();
ApplyVolumes();

waheQ) {

(Instance == e

Instance = this;

DontDestroyOnLoad(gameObject);
{

}

Destroy(gameObject);
e i

} id ApplyVolumes() {

masterDB .Logl8(masterVolume) * 20f;

musicDB Logl@(masterVolume * musicVolume) * 26F;
s¥xDB .Logl@(masterVolume * sfxVolume) * 2

masterVolum GetFloat(MasterKey, 1f);
musicVolume etFloat(MusicKey, 1f);
sfxVolume = GetFloat(SFXHey, 1f);

audioMixer.SetFloat("M masterDB);
audioMixer.SetFloat("M , musicDB);
audioMixer.SetFloat . sFxDB);

ApplyVolumes();
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O mapamavw Kwdlkag adopd TG pubUioelg Tou NYou Tou eAéyyovtal péca amo to Pause Menu
- Settings = Audio Settings.

Ma apxn oPXIKOTOLOULE OPLOUEVEG UETABANTEC LE TNV TPEXOUCO TLUN TTou Ba £xouv atnv apxn
TOU TOXVLISLoU. ITNV cuVEXELa pEoa otnv Awake (n omtola TPEXEL TPLV Ao TNV Start, Kat givat
XPAOLUN YLOL TILO ONUAVTLKEG OPXLKOTIOLAOELG), SnuLoupyoUpe kat B€toupe Eva Instance.

To Instance Aettoupyet yLo va popoU e vor KIAECOUUE LE EUKOALD TO seript Kot TLG
SlaBéoipeg peTaBANTEG TOU Xwplg va uTtapxel BEpa yia aduvapia tpdéoPfacng. Emiong emeldn
B€Toupe KaL To avTikeipevo mou Bploketat To script andvw wg DontDestroyOnLoad(), to
OVTIKELHEVO aUTO Ba Asttoupyel og OAEG TIC OKNVEG. TETOLA OVTIKELUEVA UTTOPOULE VAL TOL
OVOUAoOoUE Kot wG Singleton. TEAOG BETOUE OTL AV OE pLoL OKNVH TPOUTAPXEL 16N TO AVTLKELEVO
auTO, TpwTa Ba dLaypAaPoupe To TAALO.

Ztnv ouvexeta Aappavoupe amo to PlayerPrefs Ti¢ TIHEG TNG €viaong Tou KABE Nxou yla tnv K&Oe
katnyopia mou StabEtoupe, kat TG anoBnkevoupe. TEAog pe tnv xprion tTnG AplyVolumes()
odnyoluaote o€ pLa véa ocuvaptnon omou pe Baon Tig TpEG Tou AjdOnkav and to PlayerPrefs
oAAAZoUE KOL TNV EVTaon TwV AXWV.

ITNV MePINTWON Tou 0 TTaKTNG arodaciosl va aAAAEeL TIG puBuioeLg evepyomoloUvTal avAaloya He
™V Katnyopia ot cuvaptroelg SetMasterVolume, SetMusicVolume, SetSFXYVolume.

Méoa o€ QUTEG EKTOG OO TNV aAAayn TG €vtaong, amoBnkevoupe oto PlayerPrefs tnv véa tipn
TTOU EMAEXONKE.

O TPOTOG pe TOV OO0 KAAOUVTAL Ol CUVAPTACELG AUTEG Elvat HE To seript VolumeSlider To onoio
£xeL avaluBel Tponyoupévwe.
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4.4.2 LevelManager

O LevelManager eivat ume0Buvog yla tnv Aettoupyia TG avtapolBig HETA amo kABe Epeuva
TTOU KAVEL 0 TAKTNG. Mo CUYKEKPLUEVO O TTALKTNG OAOKANPWVOVTAG EPEUVEC OTLG SLAPOPES
OTOLXELWHEVEC TTEPLOXEC €XEL TNV SUVATOTNTA VA OAOKANPWOEL ETLTAEOV OTOOTOAEG OL OTIOLEG TOU
TAPEXOUV XPHHATA KABWE Kol TTOVTOUC EUTIELPLaC ToU BonBdve otV aVATTTUEN TWV OTATLOTIKWY TOU
TpodiA Tou.

OL aTTOOTOAEC TTOU UTOPEL 0 TTaiKTNG Vo OAOKANPWOEL glval:

1) Na tautonoloet cwotd to pavroaoua — Avtopolpn: 30$

2) No éxeL 5 eykupeg pwroypadieg eite anod to pdvracua, eite and Siapopeg
oAANAeTLOpAoELG TOU davTAoUATOC e TO TepLBailov — Avtapolpn: 10$

3) Na €xeL 10 eykupeg pwtoypadieg eite amod to pavraoua, eite and Siapopeg
oAANAeTLOpAoELG TOU PaVTACUATOC e TO TeEPLBarov — Avtapolpn: 20$

4) No emPlwoel amo To pavracua epocov KuvnyrnoeL Tov Taiktn — Avtopotpn: 25$

5) No ohokAnpwoel tnv Epguva o€ Alyotepo and 6 Aemwtd — Avtapolfn: 25%

6) Na pnv xpnowomnotjoet Goko katd tnv dtapkela tng Epeuvag — Avtapolfn: 40$

12 Widow's Reach

cty identify the Ghost

S photos of i

lake 10 photos of interad

aghost to
] >t t

investigation in

use Flashlight

Ghost Type E ncountered Spirit

Side Missions List

Eddoov o mailkTng eMLTUXEL OTNV EKTANPWOT OTOLOUSHTOTE ANO TOUG TAPATAVW CTOXOUG Ba
ONMELWOEL N EKTANPWON TNG CUYKEKPLUEVNG ATOOTOANG KABwWGE Kat Ta avaAoya Xprota Tou
QVTLOTOLXOUV QTO TNV EKTTANPWOHN TOUG, OTTWG GaiVETAL TAPOKATW :
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AR
12 Widow's Reach

orrecty identify the Ghost

lake S photos of interaction or the ghost
Take 10 photos of interaction or the ghost &
Get the ghost to haunt and -

survive the haumt

mvestigation in le s than 6 min

—
@j Complete the
»Jl

| Do not use Flashlight

Total: 9535 Ghost Type Encountered

Deogen

Side Missions Completed

O tpoOTOg pe Tov oToio Asttoupyel o Tapandvw mivakag eival pe Tnv forBeta Tou seript pe
ovopa ResultsUI.cs

4.4.2.1 ResultsIU & ResultsManager
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N ¥
statlImage;
stat2Image;
stat3Image;
statiImage;
statS5Image;
stat6Image;
tal_Text;

t Ghost_Name;
InvestigationsDone;
- DeathsCtr;
int CorrectGuess;

anager.Instance ==
LogError("No Resu ; er i ce found!");

]

r = 1. Instance;
InvestigationsDone = 1;
if (r.isCorrect) { money += 38; statlImage.SetActive(true); CorrectGuess = 1; }
if (r.PhotosTaken >= 5) { money += 10; stat2Image.SetActive(true); }
if (r.PhotosTaken == 18) { money += 28; stat3Image.SetActive il
if (!r.DeadHaunt) { money += 25; statlImage.SetActive(true); } e { DeathsCtr = 1; }
if (r.TimeSpentInGame < 6f) { money += 25; statS5Image.SetActive ek
- (r.FlashlightOFF) { money += U8; stat6Image.SetActive(true); }
Total_Text.text = money + "$";
Ghost_Name.text = r.actualGhostType.ToString();

Instance != null) {
/. Instance. AddMoney(money) ;
Instance.SetOtherStatValues(DeathsCtr, CorrectGuess, InvestigationsDone);

FindObjectOfType<Player I>()?.UpdateStatsUI();
} else {

LogError("Playerl evelnMon ins not found!");

ResultsUlI.cs

Ma apxn BEtoupe oplopéva GameObjects wote va prnopgcoupe va BEcoupe oto Inspector Ta
avTikelpeva yla Ta omola AAGUE, KaBwWG Kat ta Kelpeva Kal LETABANTEG Tou adopolV OTATLOTIKA
yla To TPodiA Tou TaiKTn Kol TwV XPNUATWV.

Mo ouykekplpéva k&voupe pa avadopd oto ResultsManager to omoio eivat avtikeipevo
Singleton kal 0 okoTmog Tou eivarl va AABeL TLG TLHEG TOU Bal TPOEPXOVTAL Ao TNV EPELVO TOU TTALKTN
kot Ba tig otéAvoupe oto ResultsUT péow tng avadopdg Tou Ye TV VIO var r =
ResultsManager.Instance . Mg auto6 ToV TpOTO UTOPOUE Va €XOUHE TPOOPRACN TAVW O KABE TN
mou PBpioketal oto ResultsManager.cs Kat £T0L KAVOULE TOUG QVTLOTOLXOUG EAEYXOUG LE TNV XPAoN
Twv if.

2TNV CUVEXELA YivovTal Ol TapaKATwW EAEyXOL:
1) EAéyxoupe av n emAoyr Tou GAVIACHOATOG AVTLOTOLXEL OTOV TUTTO TOU GAVTAGHATOG IOV
UTLPXE OTNV €Peuva. Av val TOTE AVTANEIBOUE TOV TTALKTN UE XPNUOTA, KO EVILEPWVOULE
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NV EKTARPWON TN amootoAng kabwg kat tnv petaBAnth CorrectGuess = 1, wote va
TpooTeOel apyoTEPA OTA OTATLIOTIKA TOU TTOLLKTH.

2) EAgyxoupe av o maiktng €Byale 5 €ykupeg pwroypadieg, av vat tov avtapeiBoupe
KATAAANAQ KOL EVIUEPWVOUE KaL TNV EKTANPWGON TNE ATTOCTOANC.

3) Opolwg kdvoupe éheyyo yia 10 dwrtoypadieg katl ekTAnpwVoUUE TLg i6Leg akpLlBwe SpdoeLg
yLOL TNV EVNUEPWON TOU TTivaKA aTTOCOTOAWY

4) EAéyxoupe av o TaikTng enElNOE Ao To GAVTOOUA TTOU TOV KUVAYNOE. AV VOl TOTE
eMBPaBEVOUE TOV TTAIKTN HE T XPHATA TTOU TOU AVOAOYOUV, EVNUEPWVOUUE KATAANAQ
Tov Ttivaka. Av OXL TOTE CNUELWVOULE OTL O TTAKTNG TEBavVE PEow TNG UETAPANTAG
DeathCtr.

5) EAéyxoupe av o XpOVoG TOU XPELAOTNKE O TALKTNG yLa TNV EPEUVO TOU KPATNOE ALyOTEPO
and 6 AeMTA. ZTNV TEPLTTWON TOU LOXVEL N CUVONKN , TOV AvTapEeLBouE e Ta avaloya
AedTA KAl EVNUEPWVOUE TOV Tivaka KOTAANAQ.

6) EA€yxoupe av o pakog Exel xpnotpononBei péow tng Boolean tipng Flashlight OFF. Av
LoXUEL, TOTE avtapeifoupe pe AedTA TOV TTOUKTN KOL EVNLEPWVOU LLE TOV TTIVAKAL.

TéMNog , epdaviloupe otov ivaka Ta cUVOALKA Aedptd Tou AndOnkav amd tnv tpocdatn
£€peuva, KaBwe Kal Tov TUTTO ToU GOVTACUATOC TTOU KAAOU LOOTAV VO OVTLUETWTLOOUE. MeTa
and v Stadikacia autr) evnpepwvoupe To Singleton GameObject : LevelManager, Tou
mepLexel 1o script PlayerLevelnMoney kat ivat unetBuvo yla tnv anoBrikeuon Twv TLHWV Kot
OTATLOTIKWY 0To TtPodil Tou Taiktn Kot TEAog kahoUpe tnv cuvaptnon UpdateStatsUI() mou
Ba evnuepwoel KATAAANAQ Ta OTATLOTLIKA Tou Ttaiktn o éva eldiko Ul mou Ba emektaboupe
apyotepa.
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Instance;

*.GhostType actualGhostType;
GhostType playerGuess;
ic | isCorrect;
- float TimeSpentInGame=1686;
t PhotosTaken;
DeadHaunt = t:

if (Instance ==
Instance = this;
DontDestroyOnlLoad(gameObject);

¥
¥

:..'-'[
Destroy(gameObject);

id SetResults(G or.GhostType guess, G
playerGuess = guess;
actualGhostType = actual;
isCorrect = (playerGuess == actual);

i id SetAdditionalStats(float time, int photos,bool died, bool NeoFlashlight) {
TimeSpentInGame = time;

PhotosTaken = photos;

DeadHaunt = died;

FlashlightOFF = NoFlashlight;

ResultsManager.cs
OAeg ot TLpeG Tou ResultsManager B€tovtal Katd tnv amwoxwpnon and tnv k&be épeuva pe
Bdon €va script Tou Bpioketal otnv oknvr 6mou Sie§ayetal n €peuva.
2tnv Awake BEtoupe To avtikeipevo Tou Bploketal To seript TAVW WG Singleton. TNV cUVEXELQL
oakoAhouBouv cuvaptroelg 6mou:

H SetResults() eivat umeBuvn yla tnv cupdwvia tng enthoyrig Tou Taiktn yla Tov TUTo
$avVTACUATOC KAL TOV TTPOYHUATIKO TUTO GAVIACUATOG. € TEPITTWON OUUPWVIAC TWV TLUWV AUTWV
EVNUEPWVOULE TNV TN isCorrect VE OKOTO va mepaotel 0to ResultsUI

H SetAdditionalStats() §€xetat OAeg TIq uTOAOLTEG peTABANTEG Tou adopolv Ta SideMissions TOU
avadEpBnkav TopaTAvVW E OKOTO va TtepactolV oto ResultsUL.
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Stats")]
. totalMoney = 8;
= playerlevel = 1;
t currentXP = B;
t xpToNextlLevel = UB;
TotalDeaths = 8;
t TotalInvestigations = 6;
- CorrectInvestigations = 0;

L Settings")]
xpIncreaseRate = 1.2F;

maxLevel = 99;

if (Instance == |
Instance = this;
DontDestroyOnLoad(gameObject);
LoadPlayerData(); d save
olse {
Destroy(gameObject);

LevelnMoney.cs Partl

Ma apxn BEtoupe petaBAnTEG TOU B XPNOLHOTOL)COUNE OTO script HoG OAAA Kot o€ GAAQL
seript, OTWG TO GUVOALKO aplBUd XpNHATWY, CUVOALKOL TTOVTOL EUTTELPLOG K.ATT.

2tnv ouvexelo opilou e To aVTIKELEVO wG Singleton kal GOPTWVOUUE TLG TLHEG LECW TNG
ouvaptnong LoadPlayerData() mou ¢aivetal mapokdatw:

public LoadPlayerData() {
totalMoney = P s .GetInt("TotalMoney"
playerlLevel = ;.GetInt("P
currentXP = F :fs . GetInt("Current)
xpToNextlLevel = P rPrefs . GetInt("XPToNextlLeve

TotalDeaths = r GetInt("Tota
Totallnvestigations =
CorrectInvestigations

LoadPlayerData Function
O TpOTOC e ToV oTolo Aettoupyel n ouvaptnon eival 0Tl AapBavel TG THEG amo To Tedio e To
avTioTtolyo Gvoua Tou KaAoUue, epooov Bpebel to medio autd GoPTWVOULE TNV AToBNKEUEVN
T Stadopetikd poptwvoupe TNV TN SimAa amo to edio.
AnAadn yla TNV TPWTN EVIOAN:
totalMoney = PlayerPrefs.GetInt(“TotalMoney™,0);
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ZNTAE VO TTAPOUUE TNV TLUN Ttou elvar awoBnkeupevn oto medio “TotalMoney” , av to medio
aUTO Sev uTapyel TOte BEToupe ameuBeiag tnv Tiun 0. Avtiotolya Kal yla TL¢ UTTOAOLTTEC
petapPAnTEG.

Opola Aettoupyei kat SavePlayerData mou ¢aivetal mapoakatw:

SavePlayerData() {
Prefs.SetInt("TotalMoney", totalMoney);
Prefs.SetInt("Player , playerlevel);
. SetInt("Curren currentXP);
. SetInt("XPTol 1", xpToNextLevel);

. SetInt("Total , TotalDeaths);
;. SetInt("T nwvestigations", Totallnvestigations);

;. SetInt("CorrectInvestigations", CorrectInvestigations);
s.Save();

SavePlayerData Function
H omola xpnoiuomnolel SladopeTIkod TPOTO YLA VoL TOKTOEL TpOoBacn ota medla auta.
Mo ouykekptpéva pe To SetInt(“TotalMoney”, totalMoney), dev amoktdpe tpocBacn oto medio
QUTO TNV TTPWTN dopd, aAAA avTIBETWE To dnuLloupyolpe. Epooov auto to medio £xel dnpoupynOet
amoBbnkevoupe o auto To Tedio TNV HeTaBANT Tou eMBUUOULE.
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id AddMoney(int amount) {
totalMoney += amount;
AddXP(amount);
SavePlayerData();

AddXP(int amount) {
if (playerlLevel >= maxLevel) retur

currentXP += amount;

hile (currentXP >= xpToNextlLevel && playerlLevel < maxLevel) {
currentXP —= xpToNextlLevel; FL
LevelUp();

§

SavePlayerData();

LevelUp() {
playerlLevel++;
xpToNextLevel = Mathf.RoundToInt(xpToNextLevel * xpIncreaseRate);

if (TryGetComponent< >(out Au rce audio)) {
audio.Play();
}

if (playerlLevel >= maxLevel) {
currentXP = 8;
xpToNextlLevel = 8;

1 SetOtherStatValues(int Deaths, int ValidGuesses, int Investigations) {
TotalDeaths += Deaths;
TotalInvestigations += Investigations;
CorrectInvestigations += ValidGuesses;

LevelnMoney Functions

2TNV ouvéxela akoAouBoUv CUVAPTHOELG TOU EKTEAOUV TNV alENCN XPNUATWY, TNV ATOKTNON
TOVIWV gumeLplog kat Tnv AvEnon Emumédou Tou maiktn.
H xprion tTwv xpnUAtwv oto matyviblL cuveEeTal AUEeEoA UE TOUG TTOVTOUC EUTELPLAG , OTOTE O0A
xpnuato AdBeL o TalkTNG, TOCOUC TOVTOUG eUmeLpiag Ba AdBeL e oKOTO va avEPeL Katdataln.

JUYKEKPLUEVQL:

H AddMoney() 6€xeTal cav TAPAPETPO TO TOCO TWV XPNHATWYV TTou TTapBnkav. EAéyxoupe av to
TUKTNG £XEL PTACEL TO AVWTATO OPLO TNG Katatagng. EPoocov dev €xel dTATEL AUEAVOULE TOUG
TOVTOUG EUTELPLOG TOU KOl EAEYXOUUE TNV TEPITTWON Vo avEREL Katdtagn. ZTNV TEPINTTWON TOU
LOXUEL, TPOCEXOUE VO KOAUOUUE TNV Sladopd TToU AmEWELVE , Kal Vo TNV eviafoupe Thv dtadopd
oTnV TPO0JO yLa TO ENMOUEVO £TiESO.

Eddoov o maiktng avéPnke eninedo Oa TPEMEL VAL EVNUEPWOOUUE KAl TLG TLUEG TToU adopolV TNV
npoodo Tou maiktn, kaAwvtag to Level Up().

H LevelUp() yia apxr) av§dvel to enimedo Tou maiktn katd 1 kot oTnv CUVEXELA AUEAVOULE TOUG
QTTOULTOUEVOUG TTOVTOUG EUTELPLAG YLA TNV TPOCTEPACN TOU EMOUEVOU EMLTESOU Kata 20% tou
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TiponyoLevou. Emeldn pia tétola mpaln Ba £xel amotéAeopa SeKaSIKO apLlOUO TNV LETOTPETOULE
oe Aképalo.

TEAOG, aKOUYETAL £VaG NXOC TOU avaSeIKVUEL TNV OTTOKTNON VEOU ETITESOU KoL EAEYXOULE OTL Qv
TPOKELTAL YLa TO UEYLOTO £TimeS0, va Unv B£coupe AAAO avwTaTo 0pLo Yo avénon emmedou.

H ouvdptnon SetOtherValues() adopd TNV TPOGUETPNON TWV OTOTIOTLKWY TTOU TPOKUTTOUV OO T
SideMissions kot avadepOnkaue tponyouuévws oto ResultsUL.

Me tnVv oKEPn OTL UTTOPEL KATOLO OTLYUA O TTaiktng va BEAeL va emavadEpeL yia Kamolo Adyo ta
OTOTLOTIKG TOU, UTTAPXEL KOt N Tapakdtw cuvaptnon ResetPlayerData(), n omoia kdvel akptBwg
auTnV TNV evépyela undevilovtag OAEG TIG TIUEG oav Va EEKLVAEL TTpWTN GOopA O TTALKTNG.

ResetPlayerData() {

L refs.DeleteAll();
totalMoney = 8;
playeriLevel = 1;

currentXpP @

xpToNextLevel = 4@;
TotalDeaths = 8;
TotalInvestigations = @8;

CorrectInvestigations = 8;

SavePlayerData();

ResetPlayerData Function

4.4.3 LaptopUI & Player Stats

Edbdoov o mailktng €xel emIOTPEYPEL ATTO TNV EPELVA TOU, UTOPEL VO TPAKOAOUBHOEL TOL OTATLOTLKA
ToU KaBw¢ Kal AAeg TAnpodopieg 0To AATTOT TOU dALVETAL OTNV TOPAKATW ELKOVAL:

Press 'Space' to Access Laptop
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Edooov o maiktng Bpebei kovta oto Aanton Ba eudaviotei n €voelln va AT OEL TO TARKTPO
‘Space’ otnv Ttepintwon mou BeAeL va udBeL TAnpodopieg ) va EAEYEEL TA OTATLOTIKA TOU.

O tpoOTOg pe Tov omoio Asttoupyel auth n petaBaon eival HEOW QVTLIKELPEVWY e tag CameraSpot
Tou BpilokovTal OTO XWPO UTPOCTA ATt TO AATTOT KAl EAEYXOVTAL LE HEPLKA script VLol VoL YiveL
owoTa n petaBaon o€ Autd..

CameraSpot GameObject

TNV MPAOCLVN TEPLOXN AVASELKVUETAL O TTOLO OhHELO TTPETEL va BploKETAL O TTAUKTNG yLa VOl
eudavioTel TO KelPeVO amd TAVW, KABWE KoL yla va UTOPECEL 0 TALKTNG va ELCEABEL 0TO AGTTOT.

Ze OAa ta onpeia pe tag CameraSpot xpnotpomoloUpe 600 script.
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ri (Colli
if (other.gameObject.Compare
IsNear = false;

: JpdateO {
(IsNear) {

CanvasInstruction.SetActive(t

CanvasInstruction.SetActive(false);

To GUYKEKPLUEVO script Elval UTEVBUVO VO AVOYVWPICEL HECW OV TO OVTLKELPEVO TTOU ELONADE
oTnV TPACLVN TEPLOXN Elval 0 TTaKTNG, EAEyXOVTOG TO tag Tou av gival “Player”. Av eivat o maiktng
tote epdavilel tnv TAnpodopia yia to Twe Ba eLoEABEL.

UnityEngine;

otInfo : Mo

m UIType { None, MapSelector, Laptop, MaplLeaver }
public UIType uiType = UIType.None;

To 8eUtepo script BonBAeL oto va BEcoupe ToLog TUTOG and 6Aoug Toug CameraSpot givat o
OUYKEKPLUEVOUG TTou Ttpoomabol e va aAAnAemudpacoupe. Etol pag divetal n emhoyn va B€coupe
oto Inspector yla to ouykekpipévo CameraSpot oo tumo UL Bédoupe va avadépetal wote va To
EVEPYOTOL)COULE.

To TapPaKATW script lvatl auto mou eA€yxeL TNV TN Tou CameraSpotlnfo.cs kaBwg kat
TOMATAEC AAAEG LETAPBANTEG YLA VAL ETUITUXEL CWOTEC KAl OUOAEG LETAPACELG TNG KAUEPAG TOU
maiktn oto emtBupntd CameraSpot.
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m targetTransform;
orm camlransform;

T fpsController;
CheckNear;

isMoving = ;
moveSpeed = U.8F;
lerpProgress = BF;
r3 startPosition;
nion startRotation;
endPosition;
rnion endRotation;

isAtTarget = ;

ct LaptoplI;

t[] cameraSpots;

MovePlayerCamera.cs Partl

Ma apyn, APXIKOTOLOUE OPLOUEVEG LETABANTEG LE OKOTTO VA £XOUME avapOPES OF:
1) Yrdpxwv Script 6nwg IsNearScript ( To FPSController 8a e§nynBet otnv katnyopia tou

Nadiktn)

2) Zto Transform Component QVTIKELLEVWY (ToL OTTOlaL BETOVTOL TAPAKATW OTOV KWSLKAL)
3) Avikelpevwy — GameObejet Tou adopouv ta Ul Panels Twv onpeiwv mou €xouv

GameObject pe tag CameraSpot

4) ‘Eva mivaka and GameObjects otov onoio Ba Baloupe 6Aa ta Suvatd GameObjects pe tag

CameraSpot .
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t() {

cameraSputS = Gz ject FlndGameDb]ect5H1thTag["l_a'|u=1
(cameraSputE. Length == 8) {
1g . LogWarning("No CameraSpots found

Fpstnntruller = GetComponent<F
(-FpEEnntruller == null) {

Lugwal‘nlng["FF’E Controller not found on this Ganm

main.transform;

.LogError("Main camera not found! Disabling script.");
enabled = false;

I

MovePlayerCamera.cs Part2

Ztnv ouvexeto akohouBel n peBodog Start() n omola otnv apxn Asttoupyiag Tou script,
npoonaBel va Bpet OAa ta Stabéotpa avtikeipeva pe tag CameraSpot. ETUTAEOV QVOKTA TLG
TLHEG KaL peToPfAnTEG Tou FPSController ( adopd kuplwg TNV Kivnon tou maiktn), Ko
ovaKkToU e To otolxeio Transform TG KAUEPQ TOU TTALKTN.

GetHeyDown(HeyCode . Space)) {
. -t nearestSpot = GetNearestCameraSpot();
(nearestSpot != null) {
CheckNear = nearestSpot.GetComponent<I
targetTransform = nearestSpot.transfomn

= (CheckNear ! Ll && CheckNear. ISNear) |
if cnti .CurrentUI == M: ! tions .None ||
.CurrentUI == MainMen tions.UIState.MapSelector ||
UIState.Mapleaver ||
1 b : ;.UIState.Laptop) {
Toggle(ameraposltlnn[)

f (isMoving) {
lerpProgress += Ti Time * moveSpeed;
camlransform.position 3.Lerp(startPosition, endPosition, lerpProgress);
camTransform.rotation = on.Slerp(startRotation, endRotation, lerpProgress);

(lerpProgress == 1f)
isMoving = :

MovePlayerCamera.cs Part3
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Me tnv xpnon t¢ peBddou Update() eEAéyxoupe av mtatnBel to TARKTpo Space. Epdoov
natnBel, pe tnv xprion g ouvdptnong GetNearestCameraSpot() AapBAvou e TO TTLO KOVTLVO
avtikeipevo tumou CameraSpot kot To opiloupe otnv petapAntr tvov GameObject wg TO
TpEXwV CameraSpot mov Bpednke. EAEyxoupe av to script IsNear oto tpéxwv CameraSpot
glval true Kol TPWTOL EEKLVNOEL N HETABOON TNE KAUEPA OTO EMOUUNTO ONUEIO EAEYXOUUE PNV
untapxeL dAAo UI Panel avoytd peow tov MainmenuFunctions.cs ( 6a avaAuBei otnv
katnyopia tou Maiktn).

Edooov mpaypatonmotnBouv 6ot ot éAeyyol kaheitaw n cuvaptnon ToggleCameraPosition() .
Tautdxpova eAeéyxetal OTWG paivetal otnv ikova n petaPAntr isMoving. H ouykekpLpevn
UETABANTI ATOTPETEL TNV KIvNON TNG KAUEPAS HEXPL VA £XEL OAOKANPWOEL ETITUXWG N HeTABaon
™me.
ri t GetNearestCameraSpot
if (cameraSpots.Length == 8) retu

ct nearest = null;
- minDistance = float.MaxValue;

(GameDbject spot in cameraSpots) {
t distance = Vector3.Distance(transform.position, spot.transform.position);

if (distance < minDistance) {
minDistance = distance;
nearest = spot;

nearest;

MovePlayerCamera.cs Part4
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ToggleCameraPosition() {
lerpProgress = 6f;
isMoving = ;

(lisAtTarget) {
.LlockState = CursorlLockMode.MNone;
.visible = .

startPosition = camTransform.position;
startRotation = camTransform.rotation;

endPositien = targetTransform.pesition;
endRotatien = targetTransform.rotation;

eraSpotInfo spotInfo = targetTransform.GetComponent<
(spotInfo != J{
StartCoroutine(OpenUIWithDelay(spetInfe, 8.5F));

(fpsController != J
fpsController.enabled =
i

MapSelectorUI?.SetActive( J);
LaptopUI?.SetActive( 3;
MaplLeaverUI?.SetActive( 1)3

r. lockState = CurserlLockMode.Locked;
wisible = :

startPosition = camTransform.position;
startRotation = camTransform.rotation;

endPosition transform.position + \ r3(8, 1.6F, ﬁ];
endRotation = transform.rotation;

(fpsController != ]
fpsContreller.enabled = .

MainMenuFucntions.CurrentUI = MainMenuFucn .UIState.None;

}

isAtTarget = !isAtTarget;

MovePlayerCamera.cs Part5

Napandvw ¢aivetal n cuvaptnon ToggleCameraPosition() n ontola B&tel cav TIHEG oTNV ap)Xn
NG to lerpProgress = 0 kat isMoving = true

To lerpProgress €xeL wG okomd va BECOUE pLa apxn yLa va puBLICOUHE TNV OUAAGTNTA UE TNV
omola n kauepa Ba kouvnBel oto onueio mou BENoUE.

ITNV CUVEXELA EAEYXOULE QV N KAMEPO EXEL PTAOEL oTNV €MBUUNTA TooBeaia yla TtV avadelén
Twv UI Panel péow tou isAtTarget. Oétoupe OtL TALoV 0 kEpoopag Ba eival pavepog kat Ba
UTOPOULE Vo ToV EAEYEOUE, BETOULIE TO OPXLKO ONUELD KaL TEPLOTPOdI) TTOU EEKLVAEL N KAUEPQ
ko To onpeio mou Béhoupe va kataAni§el. TEAoG avaktoUpe TiG TLHEG amod to CameraSpotlnfo
kat Eekwvape éva Coroutine Kal péow tou FPSController KAeLWSwVoOUUE TNV Kivnon Tou TTaiktn.

To Coroutine gilval €vag UNXAVIOUOG TTOU ETTPETEL TNV EKTEAEON KWOLKA 0 TOMOATAA frame
XWpPLg OUWG va Taywvel To TTavidl. Xpnoluomoleital Kuplwg yla vo TPoKAAOU LE TTOUCELG OTO
XPOVO Tou Taxvidlou , xwpig Opwe va emnpealetal o0AOKANPN n por) Tou.
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Ze mepimtwon wou n kapepa Ppioketat o kamwolo avolxtd Panel (6nAadn isAtTarget == true),
amevepyomoloUpe OAa ta Panel, kKAeldwvoupe Eava TNV XprHon Tou KEpoopa, Kot
TPAYUATOTOLOUUE UE PETAPBAON TNG KAUEPOG oW OTOV TTalkTn aAAA{ovTaG TIG HETABANTEG
startPosition, startRotation kat endPosition, end Rotation, Ue OKOTO va gival TEALKOG
TPOOPLOUOG TNG KAUEPA O TTaikTNG Eava. TEAOG emavad£POUE TNV Kivnon Tou TOUKTN WOTE Vol
umopéoel va KivnBel Eava oto xwpo.

fo spotInfo,

MapSelectorUI?.SetActive(fal
LaptepUI?.SethAetivel(fal
MapLeaverUI?.SotActive(false);

L {sputIn-Fu ulTypE]
5 wotInfo.UIType. HapSnlectur:
HapSelecturUI‘ SetActive(true);
n s CurrnntUI = MainMenuFuen s .MapSelector;

tInfo.UIType.Laptop:
.SetAetive(true):
ientions.CurrentUI = Mainl

fo.UIType.Mapleaver:
(true);

ons . CurrentUI = MainMe ntions.UIState.Mapleaver;

0.UIType.None:
s.CurrentlI =

MoevPlayerCamera.cs Part6

TNV TAPATAVW ELKOVA TapoUoLAleTal TwWE SNAWVOUUE pla cuvaptnon mou eival Coroutine.
Y& ox€on We T ouvnBLoPEVEG ouvaptroeLg Tou Sev XpelalovTal KAToLa EVTOAN return , N
OUVOPTAOELG QUTEG QTTALTOUV EVIOAN return TOU givat tng popdng “ yield return . . .”

Ynapyouv ToAAATAOL TPOTTOL CUMTTANPWONG TNG EVIOANG. 2TNV CUYKEKPLUEVN TEPITTWON
xpnowuornoloUpe “yield return new WaitForSeconds()”.

AuTO onuaivel ooladrmote evtoAn BploKeTal KATW amd authv Tou avadEépdnke, dev
ekTeAelTOL LEXPLG OTOU va OAOKANPWOEL 0 XpOvog Tou BECAE oAV TAPAPETPO GE AUTNAV.
Edooov ohokAnpwBel, EmAéyou e av dev Bplokopaote o kamolo Panel, Tnv eudavion tou
emBuuntoL Panel, kal tnv evnuépwon tou oto MainMenuFucnctions.
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1.4.3.3 Laptop Apps and Uls
Edpooov ohokAnpwOnke n epdavion oto Ul tou Aanton Ba €pBoupe o emadn pe AUTO TO
Panel mapokdtw:

.

GhostWiki

‘

A

Laptop Panel

210 ouykekpluevo Panel , o maiktng umopel va Aettoupyroet oav pia cuvnBiopévn Emidavela
Epyaociag , Tatwvtag KAmoLa amo tig Stabéotpeg epapUoyES TNG.

1.4.3.3.1 Ghost Wiki

GhostWiki

8 GHOST WIKIPEDIA

Profile Ghost Types
Spirit

Weraith

Raju
«EMF Level 5
onl «Ghost Witing

Banshee

-Available Evidences:

-Behavior:

Phantom Elusive and bound to places of loss or memory. Often curious yet
Deogen temperamental, they drift through shadows, drawn to the living.
Communicate with whispers or symbols, sometimes protective,
Poltergeist sometimes mischievous. Found in abandoned or fog-shrouded
places.

Demon

H edappoyn autr elval apkeTa XproLur av KAToLog Ttaiktng BeAnosL va evnuepwOel yla Toug
TUToUG TwV dpavtaoudatwy, Ta Evidences mou pmopouv va gpdavicouv, KabBwg Kot Tov TpOTo
ouuneptdopdg Toug ( 0 omoiog dev amoteAel TAPA HOVO KOPUATL TEpLypadrig Kat OXL gameplay).
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Xpnotpomolwvtag To Scrollbar tng aplotepr¢ otANG 0 TAUKTNG UTopel va eMAEEEL peTafl Twy
10 TUTWV PpavTaouATwWV Kat va Label TAnpodopieg yla autd.
0] TpOTEO nou )\sLtoupyeL T0 UI auto eivat pe tnv xpron tou script NameListUl.cs.

contentParent;
infoPanelText;

Gnner¢te5uttnns[1

GenerateButtons() {
: fnamus Count != infoTexts.Count) {

< names.Count; i++) {

3 t newButton = Instantiate(buttonPrefab, contentParent);
newButton. GetCumponentInCh11dren**l-_ =(). text = names[i];

newButton.GetComponent<B. >().onClick.AddListener({) => OnNameClicked(index)):

id OnNameClicked(int index) {
infoPanelText.text = infoTexts[index];

NameListUlI.cs

27O TAPATAVW script OPXLKOTOLOUUE TPELG HeTABANTEG OL oTtoieg adopouv:

1) ‘Eva Prefab kouumiol to onoio Ba npoupynBei doeg Ppopeg emAé§oupe otov scrollbar
2) Tnv tomoBeoia tou Tapadupou mou eival to Scrollbar

3) To keipevo mou epdaviletal oto mAaioto dimAa anod 1o Scrollbar

EkTOG¢ amd autd apylkomoloUpe 6U0 AloTeg oL omoleg adopolv To Ovoua TwV GAVTOoUATWY, Kal
v meplypadn — kelpevo mou Ba epdaviletat. AUTEG TIG TLUEG Kol CUMBOAOCELPEG TL BETOUE
oto Inspector.

Katd tnv apxn tou mpoypdppatog otnv péBodo Start() , SNULOUPYOUE TOL KOUUTILA LE TNV
xpnon g GenerateButtons().

Méoa otnv ouvaptnon autn, pe Baon twv aptBud twv ovopdtwv tou Bécape amod to Inspector
Snuoupyol e tov avtiotowo aplBud Prefab Kouumuwy , To kaBéva e S1KO Tou 6voud TUToOU
davtaopoarog kat eptypadng tou. TéAog [tpoobétoupe éva onClick Listener, Tou eAEyxeL TL
Ba cupPaivel kaBs dopd mMOU TATLETAL EVA KOU UTTL.
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Eddoov kamolo amd auvtd matnOsi kaAsital n cuvaptnon OnNameClicked, n omoia pe Bdon to
index pe To omoio dnuoupynOnke To KOUUTE epdavilel To avtiotolyo Keipevo tou iblov index.

GhostWiki PROFILE

8 o CURRENT LEVEL.: 5

Profile

TOTAL GAMES. 8

CORRECT
INVSTIGATIONS. 1

MonNEY: 280$%
TOTAL DEATHS: 8

Reset Stats

Profile App

Me to matnua tng epapuoyng Profile Ba avoifel to mapandvw Topdbupo. IT0 CUYKEKPLUEVO
TopaBbupo o TaiKkTNG £XEL TNV SUVATOTNTA VA SEL TAL OTATLOTIKA TOU.

H povn Aettoupyla Tou Umopel va TPy UATOTOLOEL 0TO TAPABUPOo aUTO elval va emavadEpEL
TO OTATLOTIKA TOU atd TNV apxn.

To mapaBupo autod Asttoupyei pe tnv BoriBeta tou Tapakdtw script:
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1]
moneyText;
levelText;
xpText;

r xpSlider;
gamesText;
correctInvsText;
deathsText;

d UpdateStatsur() {
Ve Instance

LogWarning(™

1ot found!");
i

player = PL -Instance;

moneyText.text = player.totalMoney + "§";
levelText.text = player.playerLevel.ToString();

xpText.text = ' " + player.currentXP + " / " + player.xpToNextLevel;
gamesText.text = player.TotalInvestigations.ToString();
correctInvsText.text = player.CorrectInvestigations.ToString();
deathsText.text = player.TotalDeaths.ToString();

f (xpSlider != null)
xpSlider.minValue
xpSlider.maxValue = player.xpToNextLevel;
xpSlider.value = player.currentXP;

[-H
]

PlayerStatsUI.cs

Katd tnv apxn tou mayvidiol kot tou idtou tou script otnv pEBodo OnEnable() kaAolue tnv
ouvaptnon UpdateStatsUIL().

H ouykekplpévn ouvaptnon eniong kaloutav and 1o ResultsUl.cs kaBe dpopa mou enéotpede o
TALKTNG KOL EVNLEPWVOVTAV OL TLUEG OTOV TiVaKa.

H UpdateStatsUI avaxtd i Tpeg amod 1o Instance Tou PlayerLevelnMoney kot yia k&8¢ pia
KoTnyopla evnuepwvel KABe Katnyopia, OPLOUEVEG UE TILO CUYKEKPLUEVO format.

TéNog dppovtilel va aAAalel n Tiun tou Slider pe BAon TOUC TOVTOUC EUTELPLOG TTOU £XOUV
uTtoAoyLoTel Kal eEnynoaype vwplitepa.

2TNV MEPINTWON ToU 0 TTAKTNG aodaciosl va emavad£peL Ta OTATLOTIKA Tou, Ba epdaviotel
TO TOPAKATW TTopABupo:
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GhostWiki PROFILE

(g : o CURRENT LEVEL: 5

Profile

TOTAL GAMES: 9

CORRECT
INVSTIGATIONS: 1

MOoNEY: 280%

TOTAL DEATHS: 9

Reset Stats

Reset Stats Panel

AuTO yivetal adol BEooupe cav Asttoupyla oTo kKoUuuTi va avolyel To Reset Stats Panel péow
Tou Inspector. Av o Ttaiktng anodaocioel 0Tt BEAEL va pndevioEL TaL OTATLOTIKA TOU, TOTE ME TO

TATNMA TOU KOUPTILOU “Yes™” Ba kaAéooupe tnv ouvaptnon ResetPlayerData() mou avaAvoape oto
script PlayerLevelnMoney.cs
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4.4.4 Player Prefab
Jtnv ouvéxela Ba pAnoou e yla Tov Taiktn tov Lo o omoiog amoteAel £va avtikeipevo Prefab,

KatBwg kot yta OAa Ta seript kot Components TOU €lvol EVOWHATWHEVA TAVW TOU.

Napakdtw dpaivetal to Hierarchy tou Player Prefab:
i‘i Player

Player Prefab Hierarchy

Ma apxn éxoupe éva GameObject Tou Aettoupyei wg Parent ya 6Aa ta undAoirta
GameODbjects Tou gival evowpaTwpeva oTov Taiktn. Xto GameObject Player éxoupe B¢oet to Tag
Tou wg “Player”.

Mo ouykekplpéva oto Player £xoupe evowpatwpeva ToAATAd script Tou BonBouvv otnv
Klvnon tou Taiktn, otnv Asttoupyia twv Panel aAAG kol GAAwv puBuicewv.
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walkingSpee
runningSpeed =
crouchSpeed = 2.5f;
gravity = 20.8f;

5")]
playerCamera;
Slider staminaSlider;

er("Stam gs")]
maxStamina = 5f;
staminaDrainRate = 1f;
crouchSprintDrainMultiplier = 1.25f;
staminaRecoveryRate = 8.5f;
staminaRecoveryDelay = 4f;

"]
standingHeight
crouchHeight = 1.
cameraCrouchOffset = -6.1f;
crouchTransitionSpeed = &f;

t r characterController;
moveDirection
rotationX = ef;
cameralnitiallocalPos;

|

canMove =

isCrouching =
currentStamina;
staminaRecoveryTimer = &f;

1

FPSController.cs

TNV apxn Tou KwSLKA apXLKOToLoUpE HeTOPANTES oL oTtoleg adopolv TNV Kivnon Tou Taiktn.

OL TepLOOOTEPEC UETABANTEC ElVAL KATAVONTEC VLA TNV EVEPYELA TTOU Bal eTTLTEAOUV, TTOPOAQL
OlUTA UTTAPYOUV KOl KATTOLEG OL OTToLeC TTPETEL val EnynBouv.

Mo cuyKkeKkpLUEva:

94

staminaSlider = avadepopaote oto Slider mou eival epdavég otny €lkOVA TOU TTALKTN
Kal elvat n €év8elén yla tnv SLapKeLa TOU UTTOpEL va TPEEEL O TTAUKTNG MEXPL VA
emiotpeP el Eava oTo TEPTATN AL,

maxStamina = n HEYLOTN TIUA ToU Stamina TOU TOUKTN YLO VO UTTOPEL var TpEEeL
standHeight = to U og Tou maiktn, to onoio Ba cupPadilet kat pe To Component
Character Controller

crouchHeight = to U og tou maiktn 6tav Bpioketal otnv Asttoupyia Crouch
cameraCrouchOffset = Elvaw To U og mou Ba petadepbel n kKApePA OTAV O TAUKTNG
glvat Crouch

crouchTransitionSpeed = adopd tnv taxvtnta mov Ba yivel n petdPaon and Standing
-> Crouch kat To avtiBeto.

cameralnitialLocalPos = xpnotpomoleital yla apyitkomoinon tng 6€ong Tng KAUEPAS
TOU TTaLiKTN
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01
characterController = GetComponent<CharacterContr
cameraInitiall ecalPos = playerCamera.transform.localPosition;

.lockState = CursorlLockMode.Locked;
wisible = ;
currentStamina = maxStamina;
{(staminaSlider != ) 1
staminaSlider.maxValue = maxStamina;
staminaSlider.value = maxStamina;

e() {
HandleCrouchInput();
HandleMovement(];
UpdateStaminaUI();

HandleLook();

FPSController.cs Part2

Ztnv Awake avaktoUpe TIHEG kat petaBAnTég and to Component CharacterController, kat to
position TNG KAUEPAG TOU TTaikTn. XpnowpuomotoUpe o local Position yla vo avakticoupe Tnv
tonoBeoia tng kApepag oe oxeon pe To Parent GameObject.

2TNV OUVEXELA KAELOWVOULLE TOV KEPOOPA LG KAl TOV BETOUHE WG A0paTOo, Kol opilouE TIG
METABANTEC TTOU adopoUV TNV UEYLOTH TLUN ToU Stamina Slider kaBwg kot TNV Tapovod TLUA Tou
Ba Eekvroel.

Ztnv Update() xpnolpomolovvral TPeiG CUVAPTAOELG YLa TOV EAEYXO TNG Kivnong Tou TTalkTn Kat Tou
Stamina Slider, evw tnv LateUpdate() TNV XpnotponoloUpe Hovo yla TNV kivnon tng KAREPAG TOU
TalkTn.
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Ac avaAUuooupe pla Tpog pia T GUVaPTHOELC:

i (isRunning && (inputx != 8 || inputy != 8)) {
htd; drain = staminaDrainRate;

Leftshifed;

(isCrouching) {
drain #*= crouchSprintDrainMultiplier;

I:

currentStamina —= drain # Time.deltaTime;
staminaRecoveryTimer = 8f;

{

sod : wallingSpesd; (currentStamina < maxStamina) {
staminaRecoveryTimer += Time.deltaTime;
(staminaRecoveryTimer >= staminaRecoveryDelay) {

currentStamina += staminaRecoveryRate * Time.deltaTime;

currentStamina = Mathf.Clamp(currentStamina, @f, maxStamina);

Time.deltaTime;

a.deltaTine);

HandleMovement Function
H mapamavw cuvaptnon sival umevBbuvn yla TV Kivnon tou maiktn.

Ma apyn eAEyXoule av o TalkTnG Umopel va kwvnBel eAéyyovtag tnv Boolean petafAntr canMove,
edooov pmopel va kivnBet , opiloupe dV0 véeg LeTaBANTEG TUTOU Vector3. TETolou €idoug
METABANTEG XpnOLpOTOLOUVTAL YLla Va eKDPACOUV CUVTETAYHEVEG oToug afoveg X, Y, Z.

EmumtAéov apyikomoloU e dUo véeg LeTaPANTEG Boolean mou &€xovtal ameuBeiog Tiun. H
isRunningKey eivat true 6tav eivat matnpévo to mAnktpo LeftShift, kot n canSprint elvat true
OTaV 0 TTAKTNG SLaBETEL Stamina yLa va urtopel va Tpé€et. H auleuén autwv twv dVwv cuvenkwv
poag Sivel otnv ouvéxela tnv Boolean petapAntr isRunning.

ITNV ouVEXeLa eAéyXOUE av o Taiktng eival oe Crouch Aettoupyia. Av o maiktng eivat Crouch tote
€AEYXOUUE av TPEXEL | OXL yLa val BEcou e katdAAnAa Ttnv toxUTnTa Tou. Av Sev elval og Aettoupyla
Crouch tote pe pa ouvOkn if BEToupe TNV TAXVTNTO TOU HE KEVTPLKA ouVONKN To isRunning, n
omoia av glval true TOTe 0piloupe cav TaxUTNTA TOU TAKTN TO runningspeed AAMLWG 0piOUUE WG
ToxUtnTa to walkingspeed.

Ot petapAnTg inputX Kot inputY XpnOLHOTOLOUVTOL VLAl VO AVOKTHOOUUE TNV KateLBuvan Tou
maiktn. Auto cupBaivel pe TNV evtohr GetAxis() Kol oav TAPAUETPO TO GVOpa Tou Ttediou
Horizontal (A4 D) A Vertical (W S). Outapdpetpol avtol eivat built-in o€ k&Be project Tou
unity KoL 0 XpAOTNG UTopei va TLg eme€epyaoTei f Kat va TPOoBECEL SLKEG TOU TAPAUETPOUG HECW
Twv pubuioswv. H Tt mou emotpédouy yla tov kabe afova eival -1 ) 1 epooov matnOel To
avTLoToLy o TANKTPO yLa Kivnon.

Edooov AndOolv Kal auTég oL TIHEG, uTtoloyiletal Eva Vector3 e 6vopa horizontalmove 6mou
TPooBETou e TIG KateuBUVoELS Kat Sivoupe atov TTailktn TNV eMBUUNT TaXUTNTA UE TOV
TOAATAACLOOUO HE TO speed.

‘EToL To anotéAeopua pag amoteAel To TeEAKO Slavuopa tng KatevBUVONG Tou TTaiKTh.
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T€Aog umtoAoyiloupe To moveDirection TOU TTaktn avaioya pe Tov afova ou Ba KivnBei o waikTng.
0 d&govag y dev xpnoipomoteitat kaBwg adopd AAEG KIVAOELG OTTwG dApata kat BapuTnta, TO
OTLOLO KAl XPNOLUOTIOLOU LLE TTOPOKATW YL VA OplOOUE OTOV TTalkTn SUvapn texvntig Baputntag.

KAeivovtag pe tnv amAn kivnon tou maiktn evnuepwvou e To charactercontroller 0Tl TpOKeLTAL O
maiktng va KwnBet pe tnv cuvdaptnon Move() koL oav TopApeETpo TO moveDirection *
Time.deltaTime.

To Time.deltaTime givat TOAUD xpriotpo €181KA otV Kivnon, aAAd Kol o€ GANEG EVEPYELEG, TOU
Taiktn kabwg xwplg autd, oAokAnpn n Kivnon tou maiktn Ba Bacilotav povo otnv Suvaun tou
OUOTNHATOC TOU.

Me aAAa AdyLa £vag LoXupog UTTOAOYLOTNG Ba LeTOKLVOUTOV LEYAAUTEPN ATTOOTOCN OO OTL EVAG
aduvapog umtohoyLotnc. Etol To Time.deltaTime e€looppomel TNV Sladopd TwWV CUCTNUATWY AUTWY
kot B€teL TNV kivnon tou maiktn pe Bdon tov apBuod kapé tou (FPS).

TéNog yLa va oAokAnpwBel pe emtuxia n Kivnon tou mailktn, TPEMEL va EAEYEOULIE VAl LKPAIVEL TO
SL00€01u0 Stamina TOU TTOUKTN 000 O TALKTNG TPEXEL KOL TAUTOXPOVA Kveital. EAv o ailktng
Bploketal oe Aettoupyia Crouch téte 0 pUBUOC TOU adaLpeital TO stamina AUEAVETOL KAl £TOL
adatpolpe amd to Slider 1o SLBECLUO stamina PEXPL VA OTOUATAOEL O TAUKTNG va TPEXEL . EdOooV
TO stamina TOU TTalKTn SV €XEL TNV UEYLOTN TLUN, Ba yiveTtal Tpoondbela avamAnpwaong Tou.

Na onpuelwBel OTL o€ TETOLOU £160UG eVEPYELEC XpnOLoToloU e Eava To Time.deltaTime kKaBwg
BéNoupe va Loootabuicoupe TNV Asttoupyia Tou TPeEiLaTog Pe authv TG adaipeonc stamina XwpLg
va e€aptdtal amo Ta Kapé Tou Taiktn.

-H-a:nd'LeLuult[] {
(!canMove) return:

at meu

at meuw

(") * lookSpeed * Time.deltaTime;
aX Inpt (") # LlookSpeed * Time.deltaTime;

=
=

rotationX += —mouseY;
rotatienX = Mathf.Clamp(retatienX, -leekXLimit, loeckXLimit);

ornion xRotation = Quaternion.Euler{rotationX, @, 8);

playerCamera.transform.localRotation = xRotation;

transform.rotation *= Quaternion.Euler(®, mouseX, 8);

HandleLook Function

H cuvaptnon autr XpnolUoToLelTaL yia va UTTopel 0 TalkTNG va XelplleTal TNV KAUEPQ LE TNV
BonBela Tou movTikLoU.

Mo apxn yivetal €Aeyxog av o TAKTNG UToPEL va KouvnBel. AUTOG 0 €AeyX0G TTpAYLOTOTTOLELTAL
LE OKOTIO VA NV €XEL TNV SUVATOTNTA O TTAKTNG va Xelpiletal tnv Kapepa 1 to CharacterController
O€E TEPUTTWOELG OTIWG :

1) Avouxto Pause Menu kot Ontotodnnote Panel 4 Menu

2) Metakivnon kapepag oe onotodrmrote Camera Spot

Edooov emaAnBelooupe Twg o Talktng €xeL tnv Suvatotnta va kouvnBel, Stafalove og SVo
METOPBANTEC mouseY, mouseX TUTOU float TNV KateUBUVGON TOUG OTOV KABETO Kol 0pL{OVTLO Afova.

97

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



JTNV OUVEXELA HE TOUC KATAAANAOUG UTTOAOYLOUOUG LETATPETOULE TLG TIUEG QUTEG OE CUVTETAYUEVEC
yLO TNV TEPLOTPOPN] TNG KAUEPA OE LOLPEC, OL OTTOLEG TTPOKUTTOUV ATt TNV XPHON TWV
Quaternion. Euler(), 6Tou kdBe mapAdpeTpog tng adopd toug A§oves x,y, z.

-H;ndleCrouchInput(] {
if ut . GetKeyDown(HeyCode.C)) {
isCrouching = !isCrouching;

}

t targetHeight = isCrouching ? crouchHeight : standingHeight;
characterController. height = Ma Lerp(characterController.height, targetHeight, Time.deltaTime * crouchTransitionSpeed);

targetCameraPos = cameralni ocalPos + (isCrouching ? ne ), cameraCrouchOffset, 8) : V zero);
playerCamera.transform. localPosition = 3.Lerp(playerCamera.transform. lLocalPosition, targetCameraPos, T eltaTime * crouchTransitionSpeed);

}

HandleCrouchInput Function

H ouykekplpévn ouvaptnon xelpiletat tnv Aettoupyia tou Crouch pe Tov €Aeyxo yla To TATN LA
tou mAnktpou C. Eddoov to TANKkTpo auto matnOel, umoAoyiloupe To vEo UOG Tou TTaiktn ou Ba
€xeL avaloya e to av gival Crouched 1) 6L, KaBwc KAl N opaAOTNTA VA TTPOCOPUOOTEL N KAPEPQ
kat o i8Log o maiktng , pe Tnv BorBeta tng ouvaptnong Mathf.Lerp().

To script MainMenuFunctions givat utevBuvo yLa tnv anetkovion Twv ototxeiwv UL otnv
£lkOVA TOU TalkTh.

nMenuFucntions : MonoBehaviour {

CursorImg;
StaminaBar;
SanityBar;
PauseMenu;
LaptopPanel;

player;

er fpsController;
Tablet;

ource[] audioSources;

AudioPanel;
ControlsPanel;
GraphicsPanel;
SETTINGSPANEL ;
MainPanel;

UIState { None, PauseMenu, Tablet, MapSelector, MaplLeaver,

UIState CurrentUI { : } = UIState.None;

MainMenuFunctions.cs Partl
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To TpOypapua EEKLVAEL LE TO VA apxLkoTtoloU e OAa ta Stabéatpa Panel mwou €xel otnv
S1d6eon tou o maiktng. Kabe éva amd autd ta avtkeipeva o gival public , To BToupe and to
Inspector tou maiktn. Ooa GameObjects gival private To AapBAVOUUE HECW avodOPWY OE AUTA
HECQ aTO TO {610 TO script.

Ta UlState ta XpnOLULOTOLOUHE yLOL VAL UTTOPOUUE VOl SNAWCOUUE O OTOLOSATOTE seript TNV
kataotaon mou Bpioketal to Ul tou maiktn. w.X. otav o waiktng avoifel to PauseMenu , auto Ba
Beooupe wg tpexwv UlState og 60a script emnpedcouv to UL EmutAéov BToupe pia petaBAnti
tumou UlState pe ovopa CurrentUI yla va pmopoupe va kavoupe avadopd otnv Slaxeiplon twv
Panel.

CursorlLockMode . Confined;
.FindGameObjectwWithTag("

if (player != null) {
fpsController = player.GetComponent<F

}

. GetKeyDown(KeyCode . Escape)) {
- (CurrentUI == UIState.None && etActiveScene().name != "E ) PauseGame();
1 if (CurrentUIl == UIState.PauseMenu & 1a GetActiveScene().name ! ntry =) CuntinueGameEJ;

.GetHeyDown(KeyCode.B)) {
- (CurrentUI == UIState.None && -.GetActiveScene().name != "E ene”) OpenTablet();
1 if (CurrentUI == UIState.Tablet && Scene .GetActiveScene().name ! ] e") CleseTablet()

MainMenuFunctions.cs Part2

Ztnv péBodo Awake(), dnAwvoupe tov képoopa va Eekvael oe popdr Confined mou onpaivel
OTL 0 KEpoopag dev Ba umopel va. petakivnBel £€w amd To Tapdbupo Tou TaxvisLou.

Ztnv péBodo Start(), Bpiokoupe kot TpooapToUpe otov Ttivaka audioSources OAa Ta
avtikeipeva pe Component : AudioSource. H TapApeTpog true XpnoLHOTOLELTAL L0 TOV EAEYXO AV
ouvunepAaBoupe kat ta avevepyd GameObjects Tou eumepléxouv auto to Component.

2tnv peBodo Update() eAéyxoupe pe Bdon to mAnktpo Escape 1) B wolo Panel Ba avoi§oupe.
Kat otig SUo meputwoel , eAéyxoupe av ev umtapxel GAAo Panel evepyd kaL av n oknvr otnv
omoia Bplokduaocte Sev ival n Entry Scene, tote kaAoUpe TNV KATGAANAN cuvaptnon.
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. | PauseGame() {
CurrentUI = UIState.PauseMenu;
StaminaBar.SetActive(false);
SanityBar.SetActive(fals
CursorImg.SetActive(fa
Time.timeScale = @f;
PauseMenu. SetActive(true

r.lockState = CursorlLockMode.None;

r.visible = true;

if (fpsContreller != null) {
fpsController.canMove = fal

}

(var audioSource in audioSources)
" {audioSource != null) {
audieSource.Pause(]);

PauseGame Function

Me tnv KAfon g PauseGame, evnuepwvoupe to UlState oe PauseMenu Kat
anevepyomoloUpe oAa ta Ul Elements pe okomo va eival o kaBopo to mapdbupo . AKOpo He
TNV evtoAn Time.timeScale = 0f; EAéyxoupe tnv por} tou xpdvou tou Tatxvidiol (Av Bécoupe wg
T 0f TOTE ONUALVEL TTOYWVOULLE TNV POI TOU XPOVOU OTO TTXVISL pag, SLadOopeTIKA av n TLun
elvat 1f téte n pon tou xpovo eivat kavovikn). Epdavitoupe to PausePanel, kot B€toupe tov
KEpoopa og opath Hopdn. Itnv ouvéxela aAldalou e Tnv Boolean tur canMove o€ false . Me tnv
evtoAn autr B£toupe oto script FPSController 6Tt 0 maiktng ev pnopei kouvnBel olte o idLog
oUTe n KApepa, 600 eival avolytd to Panel. TEAOG kAvou e T on OAOUC TOUG NXOU KOTA TNV
SLApKELA TOU TIoU O TtaikTNG eivat oto Pause Menu.
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ic id ContinueGame() {
CurrentUI = UIState.None;

StaminaBar. SetActive(
SanityBar.SetActive(t
CursorImg.SetActive(t
.timeScale = 1f;
PauseMenu. SetActive(false);

lockState = CursorlLockMode.Locked;

visible = false;

if (fpsController != ) {
fpsController.canMove = true;

ach (var audioSource in audioSources) {
if (audioSource != null) {
audioSource.UnPause();

1

£ (AudioPanel != null) AudioPanel.SetActive(f
(ControlsPanel != null) ControlsPanel.SetActive
(GraphicsPanel != null) GraphicsPanel.SetActive
£ (SETTINGSPANEL != null) SETTINGSPANEL.SetActive(fals
MainPanel.SetActive(truz);

ContinueGame Function

H mapandvw cuvdptnon mpoaypatonolel Tnv akptPwg avtiBetn Stadikacio and tnv PauseGame()
TTOU JEAETNOOUE TTapamavw . Me Alya Adyla otnv cuvaptnon auth evnuepwvoupe to UlState kat
eudavitoupe ta UL Elements, EETaywVoOULE TNV por TOU XPOVOU Kal BETOUE TOV KEPOOPA O
aodpatn Aettoupyla.

ZTNV CUVEXELA ETUITPETOVUE EavA TNV Kivnon Tou mailktn, Kal yia kaBe Audiosource TOU UTTAPXEL
otnv oknvh. TEAOG eMeLdr| 0 TaikTNG elval TBavo va kAelosl to PauseMenu evw Bpioketal o
Stadopetikd Panel amod to apyiko (T.x. o mwaiktng ExeL avoiel to pevol ypadlkwy Kat TatdeL TO
kouuni Escape yla €§080 a6 6Aa tot menus) Gppoviiloupe Vo AmeEVEPYOTOLCOUHE KaTd ThV €060

and 1o PauseMenu O0Aa ta utdAowna Panels kal va evepyonoljooupe povo to apxtkd MAIN
PANEL.
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SinglePlayer() {
r.LeadSeene("L Menu® eMede.Single);

StartTuterial() {
r.LoadScene("Tut al Scene", LoadSceneMode.Singlel;

QuitGame() {

Application.Quit();

. BackToMainMenu() 1
Time.timeScale = 1f;

r.LoadScene("Entr ne", LoadSceneMede.Single);

Pause Menu Functions

1) Houvaptnon SinglePlayer poptwvel tnv oknvl Lobby Menu . To LoadSceneMode.Single
XpnoLpomoleital yia va StakoPou e TNV Aettoupyia Twv UTOAOLTTWY OKNVWV Kal TV
dOpTWON EMOUEVNG OKNVAC.

2) H ouvaptnon StartTutorial poptwvel Tnv oknvr Tutorial Scene

3) Houvdptnon QuitGame() kAeivel TNV edpoappoyn tou TatxvidLo

4) H ouvvaptnon BackToMainMenu() emtpénel tnv entotpodn TG apxLkig okNVAg Kot BETEL
TNV pon Tou XPOVOU O€ KAVOVLK Lopdr yLa Adyoug achaleiag.
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blic voic OpenTablet() {

CurrentUI = UIState.Tablet;
StaminaBar.SetActive(falsc);
SanityBar.SetActiva(false);
CursorImg.SectActiva(false);
Time.timeScale = &f;
Tablet.SetActive(true);
C r.lockState = CursorLockMode.None;
er.visible = true;
if (fpsController != null) {
fpsController.canMove = false;
(var audioSource in audioSources)
(audioSource != null) {
audioSource. Pausa();

ic CloseTablet() {
CurrentUI = UI5tate.None;
StaminaBar.SetActive(true);
SanityBar.SetActive(true);
CursorImg.SetActive(true);
Time.timeScale = 1f;
Tablet.SetActive(false);
lockState = CursorlLockMode.lLocked;
L1 .visible = fal

(fpsController != null) {
fpsController.canMove = tr

1 (var audieSource audioSources)
if (audieSource != null) {
audieSource.UnPause();

Open - Close Tablet Functions

{

Ol TOpATTAVW CUVAPTHOELG AELTOUPYOUV OpOoLa UE TIG ouvapTnoelg PauseGame kat ContinueGame.

AvalOywc TNV eVEPYELA TOU TALKTN evepyoToLoUV 1) anevepyomolouv oplopéva Ul Elements,

KAVOUV 0paTO TOV KEPOOPQ, EMITPETOUV TNV SUVATOTNTA KIvnong LEow tnNG LeETaBANnTrG canMove,
Kot avaAoyo pe TNV evépyela Tou Ttaiktn B€touv 6Aoug Toug nxous Pause i Unpause Aettoupyia.

To Open — Close Tablet xpnotpetel 6tav o maiktng BEAEL va ONUELWOEL KaL va ETUAEEEL TOL OTOLKELD

ToU gUdAVIOE TO PAVTAOUAL.

H popdn tou Tapabupou eival n e€ng:
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Evidences

@ EMF Level 5 ,°2°

@ Ultraviolet
@ Ghost Writing (-1
@ Manifestation ﬂ

@ Freezing Temperature *

GhostSelectionPanel

210 aplotepd PEPOG Tou Ghost Selection Panel o maiktng pumopel va emiAéEel o amd Ta otolyeia
avakaAue va epdavilel to pavtaopa. EKTOg amo tnv onuelwon otL Bp€Bnke KATOLo oToLyElo O
TAlKTNG UTTOpPEL ETTLONG VA ONUELWOEL OTL KATOLO oToLXElo SV XpnOLOTOLE(TAL Ao TO pavTaoua,

OTWw¢ dpaivetal TOPAKATW KAl yLa TG SUO TEPLTTWOELG:

Evidences
@ EMF Level 5 °.0°

£3 Ultraviolet

® Ghost Writing [~

® Manifestation ﬂ

@ Freezing Temperature *

Valid and Invalid Evidence Selection

KaBwg o mailktng matrnoeL KAToLo amd To KOUUTLA , QUTOMATWE Ta ovopata otnv 6e€ld mAeupd
oAAGTOUV TO XpWHA TOUG oav va ofrvovtat and tnv Alota yia va dnAwBel otL to pavtacua dev

elval KATOLo Ao AUTEG TLG KaTnyoplec.
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H Aettoupyia 6Aou tou Tapandvw Panel elval cuvbuaopog apkeTwy seript.
Ta seript Tou xpnotpomotouvTat kat 8o avaAUCoU UE TAPOKATW Eival Ta:

GhostIilterManager.cs
EvidenceCheckBox.cs
GhostSelected Effect.cs
GhostTypeSelector.cs
GhostEvidenceDatabase.cs

er Instance;

chBox> evidenceBoxes =

0 {

ct> ghostlLabelMap;

if (Instance == null) Instance = this;

BuildGhostLabelMap();

BuildGhostLabelMap() {
ghostlLabelMap = new Dictie or.GhestType,

(var obj in ghostLabelObjects) {
objName = obj.name.Trim();

F (System.Enum.TryParse(objName,

ghostLabelMap[ghostType] = obj;

GhostFilterManager.cs Part 1

~.GhostType ghostTypel) {

Mo apxr) BETOULE TO script AUTO WG static kaBWG Ba xpeLaoTel o TOMATAA script Vo EXOUE
TpooBoon OTLG TLHEG TOU Kal To opiloupe wg Singleton péoa otnv Awake(). Anpoupyolue pia
Alota mou cuykevtpwvel otolxeia tou TUToU EvidenceCheckBox, pia AloTa TOU OCUYKEVTPWVEL
avtikeipeva toov GameObject Tou adopd Toug TUTOUG GAVTACUATWY. ZTNV CUVEXELD HE TNV
kAnon tng BuildGhostLabelMap() kataokeud{oupe éva Dictionary, Je OKOTO va CUCXETIOOUE
kA&Be Tiun amnd 1o GhostTypeSelector.GhostType ( TPOKELTAL yLA enum TOU TEPLEXEL TOUG TUTOUG
TwV dpavtaopdtwy) pe to avtiotolyo GameObject. Kavoupe TG katdAAnAeg aAayEg Tdvw ota
ovopata ylo va unv €xouv Keva pe to Trim() kat TéAog yivetal TpoondOeLa HETATPOTG TOU
OVOUATOG OE €YKUPN TLUN TOU enum . EGOOOV EMITUXEL N LETATPOT TOTE O CUVSUAOUOG QUTWV TWV
800 amoBnkevetal oto Dictionary.
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- id RegisterCheckBex(E
if (levidenceBoxes.Contains(box]) {
evidenceBoxes. Add(bex]);

UpdateGhostVisibility() {
.GhostType> validGhests = ne : r.GhostType=();

entry in GhostEvidenc ase.GhostEvidenceMap) {
isValid = true;

(var box in evidenceBoxes) {
ar type = box.evidenceType;

if (box.isChecked E& !entry.Value.Contains(typel) {
isValid = false

}

if (box.isX EE entry.Value.Contains(type)) {
isvalid = false;

1

if (isvalid) {
validGhosts.Add(entry.Hey];
1

1 (var pair in ghostLabelMap) {
L isValid = validGhosts.Contains(pair.Hey);

oup canvasGroup = pair.Value.GetComponents<
F (canvasGroup == null) {
canvasGroup = pair.Value.AddCemponent<C

j

canvasGroup.alpha = isValid 7 1f : 8.2f;

GhostFilterManager.cs Part2

H ouvdptnon RegisterCheckBox gAéyxeL av kamolo amd ta Koutld Sev €xel kataxwpnBel péoa otnv
Alota evidenceBoxes kal o€ Tepinmtwaon wou Sev €XEL TO KATAXWPEL O aUTAV.

2tnv ouvexeta otnv peBodo UpdateGhostVisibility , SnpioupyoUpe pa Aiota 6mou amoBnkevoupe
Ta “éykupa” pavtaopata Le BAon Ta oTolxela Toug Tou eTAEYEL 0 XPAOTNG.

Mo apxr B€toupe yla kaBe TUTTO PAVTACUATOG OTL Elval €YKUPO. ZTNV CUVEXELD aKOAoUBOUV EAeyxol
yla ta evidenceboxes avaAoya e TO av 0 TALKTNG €XEL BETEL WG EYKUpPA 1) AKUPO KOL OV
avtamokpivetal To kouti Tou emélee o maiktng ota SlabEaiua oTolxela Tou GAVIACUATOG.

MeTa amd Toug eEAEyXoUG auToUG Tpoobetoupe otnv Alota validGhosts 6oa davtacuata RTav

£yKupa.
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Telog evnuepwvoupe to UL pe Baon tnv Alota autr kat TpocapUoloUpE TO transparency TWV W

£YKUPWV davtaoudtwy yla va dpaivovtal To ovopaTa Toug w¢ ofnouéva.

- EvidenceType evidenceType;
GameObject Check_Sprite;
t X_Sprite;
button;

] public bool isChecked = a
bli isX = false:
ol isEmpty = t

.Instance?.RegisterCheckBox(this
ck.AddListener(ManageBox] ;

iC ManageBox() {
if (isEmpty) {
CheckBox(]);
} else if (isChecked) {
X_Box();
else if (isX) {
EmptyBox() ;

r.Instance?.UpdateGhostVisibility();

ChechBox() {
isChecked =
isEmpty =

isX = false;

Check_Sprite.SetActive(t
X_Sprite.SetActive(false]

Box() {

¢ wodd X
isChecked
isX =

Check_Sprite.SetActive(false];
X_Sprite.SetActive(true);

i EmptyBox() {
isX = false;

isEmpty = true;
X_Sprite.SetActive(false):

r

Checlk_Sprite.SetActive(false):

EvidenceCheckBox.cs
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Ztnv apxn Tou kwdka pEca otnv uEBodo Awake, kavoupe avadopd oTo script
GhostFilterManager kat kadoUpe tnv ouvvaptnon RegisterCheckBox() kat oav moapdpetpo Balovpe
TO KouuTt Tov eivat Aén TAvw Tto seript wg Component.

Jtnv ouvéxela TpooBetoupe évav Listener yla To KOUUTL aUTO , Kal KaBe dopd mou matLétal Ba
kaAeital n ouvdptnon ManageBox().

H ouykekpluévn cuvaptnon elval uevBuvn yla thv owaotr evaAlayr HETOED TWV KATAOTACEWV TTOU
B£TeL 0 TAUKTNG TO KOUUTL. OL TPEIC QUTEG KATAOTACELG £lval
1) isEmpty &nAadn o maiktng Sev éxeL amodpacioet av to otowxeio ivat €va and autd mou
Staxelpiletal to pavraouo
2) isChecked &nAadn o maiktng €xel avakoAUPEL OTL TO CUYKEKPLUEVO OTOLXELO QVAKEL OTO
davraoua
3) isX dnAadn n ouykekpLpévn kotnyopia Sev anotelel otolxeio mou pmopel va epdavioet To
davraopua.

AvaAoya TO ToLa KOTAOTAON Ao TLG TAPATAVW EXOULE EVNUEPWVOULE Kal KatdAnAa to Ul pe
™V eUPAVLON CUYKEKPLUEVWV EVOELEEWV TNG ETTLAOYN G TOU TTaiKTN.

To GUYKEKPLUEVO script TO ELOAYOUE Ot KABE koupTi Tou adopd ta evidences KoL ATTO TO
inspector Bétoupe peca amo 1o enum EvidenceType o€ molo otolxeio avadpépetal to Kouumi

Hag.

Evidence Check Box (Script)

~  EMF
Uy
Ghost Writing
Manifestation

Freezing Temps

EMFButton =

Inspector Button Evidence Type Initialize
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ghostText;
| 1s5elected = 2

ectadEffect> gllﬂhasts =

ct CurrentlySelected { get;

1 e ..'."j{
allGhosts.Add(this);

B 2dEfFect ghost in allGhosts) {
if (ghost thi [
ghost.Deselect();
}
}

isSelected = !isSelected;
img.SetActive(isSelected);

CurrentlySelected = isSelected 7
ghostText.text = ghostName;

i d Deselect() {
isSelected = false;
img.SetActive(false);

(CurrentlySelected == this) {
CurrentlySelected = :

GhostSelected Effect.cs

To GUYKEKPLUEVO script gival UTEUOBUVO yLa VL TPOCAPHUOCEL TNV KOTACTAON TWV PAVIATHATWY
oto UI aAAd Kal va eVNUEPWOEL TNV TLUH TOU TPEXOVTOG PAVTACUATOG TTou €XeL eMAEEEL . Mo
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OUVKEKPLUEVQ OTNV apXn Snuoupyol e pio Alota mou Ba adopd OAa Ta GOaVTACHOTO TTOU £XOUV
QUTO TO OUYKEKPLUEVO script. MpooBétoupe peca o autnv TNV Alota to avtikeipevo mou Bploketat
TO script QUTO EVOWUATWHEVO Kal ETELST TO AVTLIKELMEVO pag elvat Button, BEtoupe and tov
Inspector Tt Ba yivetaL otnv Tepintwon Tou TaTLETAL KAOE VA ATTO TO KOUUTILAL.

Runtime Only = GhostSelecte elect

B SpiritButton |

OnClick() Running SelectGhost Function

Ztnv ouvaptnon SelectGhost TpoomaBoupe va dtachaAicoupe OtL povo éva davtaoua eivat
EVEPYO oV ETMAOYH TOU TAlKTN, OTOTE OTNV MEPLTTWON TOU O TAKTNG £XEL NON eMAEEEL Evav TUTTO
davtaopoatog kot anopacioel va aAdgel tnv emAoyn tou, Tote Ba kaAéooupe tnv Deselect() n
omola Ba kAvel ofroeL TNV emAoyn Tou Taiktn katl Ba B€on TNV emloyn Tou o€ null.

110

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



Llector Instance { get;

Spirit,
Wraith,
Raiju,

Oni,
Banshee,
Phantom,
Deogen,
Poltergeist,
Demon,
Revenant

ic EvidenceType {
EMF,
uv,
GhostWriting,
Manifestation,
FreezingTemps

GhostType selectedGhostType;
- List<EvidenceType> selectedEvidences;

)1
F (Instance = 11 && Instance != this) {

Destroy(gameObject);
lse {

Instance = t

.'. ate ni 3 T .{-'} {
SelectRandomGhost(];

GhostTypeSelector.cs Part 1

To script auTO eival umeBUVO va BEoeL oTo pavtacpa pLa katnyopia oL onoieg BEToupe péoa ota
enums GhostType og cuvbduaopo pe ta EvidenceType. Mo ouykekplpéva auto To seript
Xpnotpomoleitat eniong wg Singleton Kat epdoov SNULOLUPYHOOUHE TA enums TOU APopoUv Tov
TUTO ToU GaVTACHATOG Kal Ta Slabéotpa otolxeia, kahoUpe otnv Start() TNV cuvdptnon
SelectRandomGhost().
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Se1 ec tEandIJmGh-Ltf'J

Selectﬂandanhnst{J {
ghostTypes = System.Enum.GetValues(typeof(GhostTypel):
selertndﬁhns+Typ@ = [GhostTypelghostTypes.GetValue(Random.Range(8, ghostTypes.Length));
SEIGLtﬂdEU1dEH 85 = | E .GhostEvidenceMap[selectedGhostType] ;
! selectedGhostTypel;
+ selectedEvidences[8] + " and "+ selectedEvidences[1]);

HasEv1denc@fE“1denLeTvpn evidence) {

selectedEvidences [= L1 && selectedEvidences.Contains(evidence];

HasGhostWriting => HasEvidence(EvidenceType.Ghostlriting);
L HasEMF => HasEvidence(EvidenceType.EMF);

HasFreezingTemps => HasEvidence(EvidenceType.FreezingTemps);
L HasUV == HasEvidence(EvidenceType.UV);

ol HasManifestation == HasEvidence(EvidenceType.Manifestation);

GhostTypeSelector.cs Part 2

H ouvaptnon auth €xel wg okomd péoa ano to GhostEvidenceDatabase va AdBel £va tuxaio Tumo
davraouaroc, kabwg kal to euyapl Twv Evidence ou €xoupe B€0el o auTo e tnv BonBela Twv
mapping, Kot apxXkomoloUpe TG MeTaPANTEG selectedGhostType kat selectedEvidences pe TG TLHEG
OLUTEG.

TéNog avaktoUpe o Boolean PeTtaBANTEC av To GAVTACUA TIEPLEXEL OPLOUEVA OTOLXELD [LE OKOTIO VOl
xpnotpomotnBolv wg ouVBrKeg o€ Tapakdtw scripts. Mapakdtw daivetat to Database and dnou
€YLWVE N avaktnon otolxeiwv yia to GhostTypeSelector.cs

videnceType>> GhostEvidenceMap = ne DN GhostType, L <EvidenceType>>()

Spirit, ne )
.Wraith, ne Evide e v c : A c e.FreezingTemps } },
e.Raiju, i ide > { Evidenc EMF, EvidenceType.UV } },
.0ni, ne t<Evidenc ceTy] EMF, E'f:i-:lencr-\T_,rpu Hani-Fqstatiun ] },
.Banshee, y
Phantom, t i oTy { Evi .UV, /pe Frq@?lanemps } I-
.Deogen, 3 z : ance e.GhostiWriting } },
.Poltergei : ide ypes> e ype.GhostlWriting, EuidenceT].lpe.FreezingTemps 1 i
.Demon, ne i pe GhostWriting, Ewiden Manifestation } I,
.Revenant, r videnceType> { Evids Type.Manifestation, EvidenceType.FreezingTemps } },

GhostEvidenceDatabase.cs

To OUYKEKPLUEVO script ival katd Bdon €va Dictionary T0 0Tol0 EUTEPLEXEL TOV TUTIO TOU
davtaoparog e Ta otolyela Tou Ba Tov adopouv kal Ba xpnotponolel To GpAaviacpa oTo Tayvist.
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Instance;
afr;
- sanityDrainRate = .1f;
Slider sanitySlider:

isInReom = 4

(Instance — null) Instance =

sanitySlider. ma:Ualu
sanitySlider.value =

186+;

{;anltySllder = ) {
sanity;

r.GetActiveScene().name == "Tu

ReduceSanity(35f);

other) {

{nthnr CﬂmpareTag m") || other.CompareTag("Ghost Room™))

isInRoom = t1

other) {
(other. CﬂlTIpELI@Tag "Room™) || other.CompareTag("Ghost Room")) {
isInRoom = fals

SanityManager.cs Part 1

To SanityManager.cs €xeL wG Aettoupyia va anetkovilel oe popdn Ul tig petaforég tou Sanity
Slider tou maiktn. Mo apxf BEToupe To apXiko sanity TOU TTaikTn va €xeL Tv Tn 100 kat Tov
puBUO Tou Ba adeLdlel To Sanity HOVO OtavV O TTaKTNG PPLOKETAL HECO OTOUG XWPOUG TTOU UTOPEL
V0L OTOLXELWVEL TO GAVTAOUA. Z€ TTEpIMTWoN Tou BplokeTal péoa o€ évav amo autoUg TOU XWPOUG
opifoupe tnv T isiInRoom = true. EMumAéov otnv péBodo Start Snuloupyoue Evav TTVoKa TOU
Ba mepthapPavel ta SanityMeds wou Ba €xeL otnv 61dBeon Tou o Taiktng, e OKOTO VoL KAVOULE
aAAayEG OTLG TLUEG TOU Sanity Slider.
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. .%: E;,
(isInRoom) {
sanity -= sanityDrainRate # Time.deltaTime;
sanity = Mathf.Clamp(sanity, 8F, 188F);

r

1

;anitySIid@r value = sanity;

RestoreSanity(float amount) {
sanity += amount;
sanity = Mathf.Clamp(sanity, 8f, 188F);

C ReduceSanity(float amount) {
sanity —= amount;
sanity = Mathf.Clamp(sanity, @

SanityManager.cs Part 2

Ztnv péBodo Update evnpepwvoupe TNV HETABOAN TNG TLUAG TOU sanity, KABWE KoL TNV ypadLkn
QTELKOVLON TTAVW 0To Sanity Slider.

Télog xpnotpomoloVpe U0 GUVAPTAOELG LE OKOTIO VAL KAVOUE TILO AUECEG LETABOAEG OTO sanity
TOU Talktn, OTWC avamAnpwaon Kat adaipeon ano auTo.
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vignette;
ents colorAdjustments;
rce deathAudio;
effectRoutine;

)] '{;

deathAudio = GetComponent<Au

F (volume != null && volume.profile != ) £
volume.profile. TryGet{out wvignette);
volume.profile. TryGet(out colorAdjustments]);

if (vignette != null) vignette.intensity.value = 8f;

if (colorAdjustments != 1) coloerAdjustments.colorFilter.value = C

PlayerDeathEffects.cs Part 1
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PlayDeathEffects(#loat duration) {
(vignette = i ||
[ LogWarning(™V & OVerri 1ot Fou Check Volume setup.");

(deathAudio [= null) deathfudio.Play();

if (effectRoutine != null) StopCoroutine(effectRoutine);
effectRoutine = StartCoroutine(SmoothDeath(1f, Color.black, durationl);

2 IEnumerator SmoocthDeath(float targetVignette, Color targetColor, float duration) {
t startVWignette = vignette.intensity.value;
» startColor = colorAdjustments.colorFilter.value;
time = B+;

at t = time / duration;

vignette.intensity.value = Mathf.Lerp(startVignette, targetVignette, t);
colorAdjustments.colorFilter.value = Color.Lerp(startColor, targetColor, tJ;

k

vignette.intensity.value = targetVignette;
colorAdjustments. colorFilter.value = targetColor;

PlayerDeathEffects.cs Part 2

TO CUYKEKPLUEVO seript EVEPYOTOLELTAL OO TNV TAEUPA TOUG PAVTACUATOG, 0TV KatadEPEL Kat
OKOTWOEL TOV TaKTN oo €va kuvryL Tou Ba ekteAéoel. Na apxn to opiloupe wg Singleton, Kat
otnv Start() avaktoU e T TAnpodopieg and to AudioSource. ZTNV CUVEXELA PAXVOULE TNV OKNVA
ylaL TO QVTIKELPEVO Pe Ovopa Volume yla va QVOKTHOOUE TLG TLUEG KOL LETABANTEG TOU.
2tnv oucia to Volume adopd edpé kat diktpa ta onmola TpootiBevtal 0TV KAUEPO TOU TALKTN yLa
Va TO KAVOUV TILO OKOTEWVO, GWTELVO Kal Vo TpooBEcouV TepLocOTEPA EDE GWTLOUOU KAl OKLWV.
Ztnv SIKLA pog mepinmtwon BéAou e va Slaxelplotol e TNV puBLON Tou adopd Ta edPE TwV
XPWUATWYV Tou amodidovtal wg e€Tpd oTNV KAPEPA TOU TTAlKTN, KABWS Kal pa Asttoupyia ede ou
ovopaZetat Vignette.

Epdoov AndpBolv autég ot TLpES Kat To dpaviaopa kahéoel tnv cuvdptnon PlayDeathEffects()
Ba TPOCOOLACOUE TO KAEIOLO TWV HATLWY KABWE Kol Lo LOUOLKH TTou Ba umtoSnAwvel tnv Anén
TOU ToUyVLSLoU .
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Edooov o maiktng eival £Tolpog va maiéel Ba xpelaotel pe tnv xprion tou TARKTPOU ‘Space’ va
peTadepBEel N KAUEPQ OTO TOPAKATW TTlvaka, o Taiktng Ba €xel TNV SuvatotnTa va eMAEEEL TRV
tomoBeoia ou Ba SOKLUAOEL va €ELXVIAOEL TNV TOUTOTNTA TOU GAVTACLOTOG.

Press 'Space*
to Select Map

Map Selection

Me to mou petadepbel n kapepa, o maiktng Oa £xeL otnv StdBeon tou tnv eMAoyr ontolaodnTote
arno g Staboiueg ioteg. EdOooV Tt oL e TO ToVTiKL TNV EMBUUNTH TtloTa, UTopEL va avolel
TNV mopta and to Lobby yia va petadepBei otnv emduevn oknvn pe dvopa ‘Map’.

Mapakdatw Oa yivel pia avadopd os 0Aa ta Stabéotpa Panel tou maiktn.

4.5 Map Scene

Edooov yivel n petadopad tou maiktn, Oa Bpebole oto TepBAMOV TOU TTOPOUGCLACTNKE KAl
oto Entry Menu, pe TNV Stadpopd 6Tl TAEOV TPETEL VAL EPEVVHOOUUE Ta TAPAPUOCLKE Patvopeva
TOU OTILTLOU e ToV €€OTMALOUO Tou pog Sivetal kal BplokeTal TAvw oTo TPATETL.
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Map Scene

O Taiktng AoV KOAELTAL VA QVTIUETWTLOEL TO GAVTOOUA KAL VO TO TAUTOTOLNOEL [E TNV £l0060
Tou oto omitt. Epdoov o maiktng pmel oto onitt Ba tepdoel amod Eva aviikeipevo Trigger mou Ba
Sdnuoupynoet To pdavtacpa otnv oknvh , Kot Ba Tou TapExeL OAQ Ta scripts yla TNV AEltoupyia Tou.
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4.5.1 House

Ma apxn oG KAVOUHE HLO LKPN ELOAywyr OTOUG XWPOUC Tou omittiov. Kabe Swudtio tou
omtiov £xel wg Tag 1o “Room”, kat meptexel wg Component éva Box Collider og Aettoupyia
Trigger n omoia £xeL WG OKOTO va SNAWOCEL TNV TTEPLOXN TOU €ivat duvatr To pdvraoua va
SnuoupynBetl. O TPpOTTOC e TOV OO0 TO PAvVTACHA SNULOUPYEITE KoL EMAEYEL SWUATLO Elvol HECW
Tou script pe ovopa GhostManager.cs
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r : Mo Ghost Manager (Script)
ngs”1]

ghostPrefab;
roomCollider;

¢ Box Collider

ollider

IsSpawned = f Mone
Ip1 te aviour GhostSpawner_Script;

g riggerE r other) {
(!IsSpawned) {
GhostSpawner_Script.enabled = i1

IsSpamned = e;

Nathing

Nething

To GhostEnabler xpnowuomoleital povo yia tov €éleyxo tou BoxCollider yla va eAéy€el av o Taiktng
TEPOOE LECA ATTO TO AVTLKE(EVO, OTNV MEPITTWON TTOU TEPATEL TOTE EVEPYOTOLOUE TO
GhostManager pe okomd va SnpuLoupyr i coupE To pAavIacua.

210 script GhostManager npoupyoupe otnv apxn éva GameObject Tou Ba adopd to pdviaopa
Tou Ba dnpoupyrooupe, kat devtepov éva string RoomTag pe okomod va SnAwooupe and to
Inspector kat yla TG 600 TLEG:

1) Moo Prefab BéAoupe va dnpoupyrnooupe otnv oknvA pog

2) Me oo tag B€Aoupe va Paoupe Ta Swudtia Tou propei to pdvracpa va dnuioupynBei

Ztnv ouvéxeta kaholpe tnv ouvaptnon SpawnGhostinRandomRoom() mou poag odnyet otnv
tuxala emloyn dwuatiou yia to dpavtaoua auto.
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id SpawnGhostInRandomRoom({) {

t[] rooms = t.FindGameObjectsWithTag(roomTag);
(rooms.lLength ==
.LogWarning("No rooc : d wit " &+ roomTag);

GameObject selectedRoom = rooms[Random.Range(®, rooms.Length)];
roomCollider = selectedRoom.GetComponents |

(roomCollider == r I {
ogllarning

selectedRoom.tag = °

Log(" will b in room: " + selectedRoom.name +

3 spamnPos = GetRandomPointInRoom(roomCollider);
(spamnPos == zero) {
L .LogWarning("Fai

t ghost = Instantiate(ghostPrefab, spawnPos, ater n. identity);
rAT ghostAI = ghost.GetComponents<G T>(3;

£ (ghostAI = 1) 1
ghostAI. SetCurrentRoom(roomCollider);

{
D .LogWarning(’ med does not haw

SpawnGhostInRandomRoom Function

Zekwvwvtag AapBavoupe o évav ivaka and GameObjects OAa Tat SWHATLO Pe TO {NTOUHEVO tag =
Room. Méow tng ouvdaptnong Random.Range() emtAéyoupe pia tuxaio tiufq péca otov Tapandvw
TlvaKa Kal Pe TNV eTAoyn autr avaktol e Kot TG TLpEG Tou Collider Tou Swpatiov avtou.

Ma va pmopoUpe va Slaxwpiooupe To SWUATLO Tou GAVTACUATOC LE TO UTTOAOLTTA , AAAGIOUE TO
tag Tou o€ Ghost Room, kot otnv cuvéxela odnyoupaote otnv enthoyn pla tuxaiog B€ong péoa
oToV XWpo Tou eival SnAwpévos w¢ GhostRoom kal weplopiletal amo ta opta tou Collider Tou
Sdwuartiou , emiotpédovrag tnv BEon autr og pia LeTaBAntr) tuTou Vector3. AuEowg HeTA
Snuoupyolpe to pavtacpa pe TNV eviohn Instantiate() , TOu SEXETAL WG TOPAUETPOUG:

1) To Ghost Prefab

2) Tnv Béon mou Bpebnke péow tng ouvaptnong GetRandomPointInRoom()

3) Tnv ¢opa mou Ba kottdel To pAavtaoua

TENOG avaKTOUHE TLG TIHEG ot TO seript GhostAl yia va prnopgcoupe va SnAwooupe oto
davtacua Tov xwpo Tou Ba €xeL TV SuvatoTnTa va KVeLTal.
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"3 GetRandomPointInRoom(Collider room) {
i center = room.bounds.center;
I extents = room.bounds.extents;

i=08;1i=<18; i++) §
randomPos = center + 3
n.Range{—extents.x, extents.x),

n.Range(—extents.z, extents.z)

fesh.SamplePosition{randomPos,
hit.position;

GetRandomPointInRoom Function

ITnv ouvaptnon auth eéetdloupe Kal avakTtoU Ue TiG TLHEG Tou Collider Tou €xoupe OTO EMAEYUEVO
dwpuatio. O Bpoyxog ekteleital 10 dopég pe okomo va Bpebel éva €ykupo onpeio Tavw oto damedo
ToU va umopel To davraoua va BEcel wg TepLoxn yia va SnuoupynOet , kat tautoxpova va sival
meploxn Tou NavMesh tou ¢pavtacuatog. Edocov Bpebel autn n mepLoxr eMOTPEDOULE TNV TLUN
TUTOU Vector3 Tou eMAEXONKE .
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t roamRadius = 3f;
t idleTimeAfterArrival = 2+;
t returnDelay = 5F;

currentRoom;
isReturning = fal
isRoaming = fal

agent = GetComponemt<
agent . updateRotation = 1

i+ (currentRoom != 11y 1
StartRoaming();

} else {

bug. LogWarning("No ro

Lic | SetCurrentRoom(C
currentRoom = room;

i+ Cagent = "
StartRoaming();
}

SIt.artRnal:ing{) {
isRoaming = true;
StartCoroutine(RoamLoop(]);

GhostAl.cs

To GhostAl eival uevBuvo yLa Tov TPOTO e ToV OTtolo To pavtoaoua Ba PHeTOKLVELTAL OTOUG
Xwpoug. MNa apyn Tou BEToUE HePLKEG LETAPBANTEG Tou Ba aidopolv TNV EMAOYI TNG ETOUEVNC
B€ong mou Ba kvnBeL.

XpnowuonoloUpe tnv roamRadius yia va SnAWCoUNE TO PEXPL TOOO MAKPLA UToPEl va eTTAEEEL Ll
véa B€on va kwnBel, to idleTimeAfterArrival yia va SnAwooupe tnv kabuotépnon PéEXPL va
emAEEOUE TNV EMOPEVN TOU Kivnon, kat to returnDelay yia va SnAwooupe 6TL 0TV Tepintwon
Tou To pavracua anodacioel va eTAEEEL KlvnBEeL KTOC TwWV 0pilwv ToU dwHaTiou, va eMLOTPEPEL
META OTTO TOV GUYKEKPLUEVO XPOVO.

2tnv ouveéxela otnv Start() avaktoUpe TG petaBAntég kat TpéG amd to Component NavMesh wou
€XEL TO PAVTAOUA KAL ETTPETOULE TOV OLUTOUATO XELPLOUO TNG TTEPLOTPOPHG TOU GAVIACHATOS OO
1o NavMesh, Stadopetikd Ba €mpeme va yivel xelpokivnta péow kwdika. Ehooov ulomonBouv oAa
TO TOPATAVW, KOAOUUE TNV cuvdptnon StartRoaming() Tou anookomnel otnv dnAwon tng Evapéng
NG Kivnong tou dpavtdouatog pe tv Boolean tipr isRoaming = true, Kot 10 KGAEOUA TNG
ouvaptnong RoamLoop() Tou o8nyel og Evav atéppwv Bpoyxo.

125

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



IEnumerator Roamlo op() {

le (true) {

if (isReturning || currentRoom == null) {

o
=y

3 roamPoint = GetRandomPointInRoom(currentRoom);
agent . SetDestination({roamPoint);

= (agent.pathPending || agent.remainingDistance > agent.stoppingDistance) {

ds(idleTimeAfterArrivall;

RoamLoop Function

Onw¢ avadépOnke n ouvaptnon auth ektelel vav atépuwv Ppoyxo KATd Tov omolo, EMAEYOUE
yla To pavtoopa €va VEo onpelo Héoa 0To SWHATLO YLOL VA ETOKLVNOEL KL E TNV EVIOAN
agent.SetDestination() KoL WG TAPAUETPO TO onpeio , To pavtaopa ekteAel TNV Kivnon.

Mplv yivouv OWE aUTEC oL KLVAOELS YivovTal EAeyXoL OTWG:
1) Na pnv yivel endpevn kivnon 660 to pAavtooua eTLOTPEPEL And EEWTEPLKO SWHATLO
2) No pnv yivel emopevn kivnon otav to pdavtoaoua Sev £xel OAOKANPWOEL TNV Kivnon TTou Tou
500nKe TPONYOUEVWG
MNa va eAéyfoupe OUwWG av To pavtaopa PpEOnKe EKTOG TOU SWUATIOU TOU, TO TTPAYLATOTOLOU UE LUE
TOV TOPAKATW KWLKAL:

126

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



vate voi I 2] er other) {
if (other == currentRoom 5&& !isReturning) {
StartCoroutine(ReturnToRocm(]);

ivate IEnumerator ReturnToRoom() {
isReturning = trus;
agent . ResetPath(]);

s(returnDelay);

(currentRoom != null) {
3 returnPoint = GetRandemPointInRoom(currentRoom);
agent . SetDestination(returnPoint]);

e Eagent.pathpeﬁding | | agent.remainingDistance > agent.stoppingDistance) {

}

isReturning = false

ReturnToRoom Function

EAéyxoupe kaBe Ppopd mou To PAVIACUA EYKATAAELTEL TO SWHATLO HE TNV CUVAPTNON
OnTriggerExit() , 5nAadn kdBe popd mou to pdvtaocpa Byaivet ektog tou Box Collider Tou
Swpatiou tou, Kol oty Tepintwon mou aAnBelel Eekvape éva Coroutine TOU TPAYUATOTOLEL TNV
emiotpodn Tou oto SwudTtLo.

Mwo cuykekpluéva adou Slamiotwbel Twg to pavraopa Bpioketal €€w amo to Swudtio, BEToupe
tnv Boolean tipn isReturning = true , otopatape TNV SLadpoprn mou eixe oOKOmd va KAVEL KaL TOU
Btoupe pa véa avaykaotikn dtadpopr oto Ghost Room péoa and tnv cuvaptnon
GetRandomPointInRoom(). H dtadwaocio auth Ba mpaypatomoteitat péxpL va emotpéP el Tiow
oto Swudtio 6mou kat Ba aAAdfoupe tnv petaPAnth isReturning o€ false.

EktOg amo Tnv Kivnon Tou dpavtaopatog Ba XpelaoTtel va SLOXELPLOTOUUE Kol TLG EVEPYELEC
Tou Ba ekteAel kaB’ OAn tnv dLdpkela Tou TayviSLoU. MNa auto to Adyo Ba XpnOLLOTTOL)COUUE TO
script GhostInteractionManager.cs
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interactionInterv
interactionChance =

action lightInteraction;
on deorInteraction;
bookInteraction;
ManifestInteraction;
actsEvents SpecialInteraction;
EventInteraction;

MustSwitchlLight =
mustWrite = :
mustManifest =

lightInteraction = GetComponent
doorInteraction = GetComponen
bookInteraction = GetComponents
ManifestInteraction = GetComponen
SpecialInteraction = GetComponents=
EventInteraction =

Jebug . Log(" [GhostInteraction
StartCoroutine(InteractionLoop())

GhostInteractionManager.cs Part 1

2TO OUYKEKPLUEVO script SLaXELPL{OHOOTE OXESOV ONEG TIG EVEPYELEG TTOU UTTOPEL VO EKTEAEDEL TO
davraoua péca oto matyvidt. MNa apyn opiloupe KATOLEG LETABANTEG TTOU apopolV TV
KoBuoTépnon amo To va KAvel éva Véo Interaction, Kal TNV TOavOTNTA va KAVEL Eva Interaction.

ZTNV OUVEXELD KAVOUpE avadopd o€ OpLOopEVA script Tou Ba propel to pdvtaopa va KAAEOEL, Kot
QVOAKTOUHE TLG THEG T QUTA Ta seript péoa otnv pEBodo Start().

ETLTA£OV XPNOLUOTOLOUE OTNV apXLKOTIOLNoN TwV HETOPANTWY OpLlopeveG Boolean petapfAntég, He
OKOTIO VAL QVAYKAGOULE TO PAVIACHA VO TTPOYLATOTOLNOEL £VOL CUYKEKPLUEVO I KOL TTOPOTTAVW
interaction. AUTA n Aettoupyia xpnotpomotBnke kat oto Tutorial Room yla Tnv kKaAltepn
avadelén Twv otolyelwv xwplg To pavtaopa va mpayuatonolel kat dAAa Interactions.

Eddoov mpaypatonotnBolv dAa ta mapamdvw kahoUpe to Coroutine pe 6vopa InteractionLoop
Tou amotelel emiong Evav atépuwv Bpoyyo.

IEnumerator InteractionLoop() {

C ) {
WaitF s{interactionIntervall;

(Random.value == interactionChance) {

TryRandomInteraction();

InteractionLoop Function

YTO GUYKEKPLUEVO BPOyXO EAEYXOUE LUE TUXALEG TIUEG av TO pavTaopa Ba KOAECEL TNV
TryRandomlInteraction(). Atadopetikd Ba cuvexiotel o {6log Bpdyxog petd amod tnv kabuotépnaon
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1ou Béocape otnv apxn. To Random.value pag Sivel pia tipn float and 1o 0.0 - 1.0. ORoTE pe TV
TBavoTnTa Tou €xoupe BEoel wg 0.5, €xel mBavotnta 50% va KAvel Kamolo Interaction.

TryRandomInteraction() {

nt randomChoice;

- (MustSwitchlLight) {
randomChoice = 8;
s if (mustWrite)
randomChoice =

se if (mustManifest) {
randomChoice = 3;

randomChoice = Ra .Range(8, 5);

Log{"Random is "+ randomChoice):
(randomChoice) {

se B:
lightInteraction?.TryInteract();

se 1:

] .Instance.HasGhostWriting) {
7. TryInteract();

bookInteraction?. TryInteract(];

( |mustManifest) {
if ( 5 p r.Instance != null && r. Instance.HasManifestation) {
ManifestInteraction?.TryManifest();

Lag("” t 3;
ManifestInteraction?.TryManifest();

int select_event = Random.Range(8, 5);

if (select_event <= 2) {
SpecialInteraction?. TryInteract();
cn {

EventInteraction?.TryScare();

TryRandomlInteraction Function

H TryRandomInteraction anoteAeitol anod 5 Stapopetikd Interactions o £XEL TNV SuvaTodTNTA TO
dAavTaoua va EKTEAECEL. ZEKWVWVTAG TTPOOTTABOUE VA TTAPOUKE pia T amd 0 wg 5 otnv TUXN He
TNV Xxpnon tg Random, ektog av €xoupe BEoeL amod to Inspector 6TL BEAOULE KATTOLO CUYKEKPLUEVO
Interaction. 2TV Tepintwon ou BéAou e , avaykaloupe tnv emthoyr tou randomChoice 01O
{ntolueVo apLlBUO Kal TPoXwWPAUE otnV switch — case, SladopeTikd eTAEYOUE Evay TuXaio aplBud
otnV KALLOKa ToU avadEpPAE.
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Edpooov mpokU el autog 0 aplBuog, Ue TNV Xxpron tng switch — case eAéyyoupe yla tnv kabe mbavn
nepimtwon tou randomChoice TNV evépyela mou Ba Tpaypatomoln6ei.

O mepunttwoelg Tou randomChoice glval oL €€1¢:

1) Av 1o randomChoice = 0, tote T0 Ppdvraoua Ba SoKLHATEL VO TELPAEEL KATTOLOV ATTO TOUG
KovTLvoU¢ SLaKOTTEG WTOG

2) Av to randomChoice = 1, Tote 0 dpAvtacpa Ba TpoonabroeL va ennpedoeL KATOLA OO TLG
KOVTLVEC TTOPTEC.

3) Avto randomChoice = 2, T0te T0 Ppdvtaocua Ba Sokipdoet va ypadel oto Writing Book
epooov SLaBETEL AUTO TO OTOLXELO.

4) Av to randomChoice = 3,t0te 10 ddvraopa Ba dokipdoet va kavel Manisfest , epooov
SLaBetel To otolyelo auto.

5) Av to randomChoice = 4, T0T€ TO PpAvtaopa Ba eMLXEPHOEL VO EKTEAEDEL Eval TILO ELOIKO
event WG TPOG TOV TALKTN To omoio xwplletal oe U0 TEPIMTWOELG. H Tpwtn TEpLTTWON
adopd tnv dnpLoupyia kamolou LELAlTEPOU NXOU HEOA OTO OTIiTL , KAl N SeVTEPN TEPITTWON
Ba adopd €va event pe OKOTO va eUPAVIOTEL OTOV TTALKTN, VoL TOV TPOUAEEL e SLadopeg
EVEPYELEG KAL VO TOU UELWOEL TO SLaBETLUO sanity.

ZeKvwvTag anod tnv Tpwtn katnyopia Ba avadepBolpe o kaBéva and ta script.

H ouykekplpévn ouvaptnon eivatl umeBuvn yLa va UTopEoeL To pavtaoua va ypaeL oto
BBAlo, dedopévou OTL SLOBETEL TO OToLXELO AUTO Kal €lval EVIOC TNG TEPLOXNG TTOU BETOULE.
M 1 T {

xt[] textMeshe
t fadeDuration =
t interactienRadius = 6F;

includeTriggers

g bookTag !
emfPulseName =

L Used = false;

| isFading = +z
fadeTimer = 8f;
act emf_Pulse;

BookInteraction.cs

Mo apxr SNAWVoOUNE OpLOUEVEG LETAPBANTEG OL OTTOLEG ATTOTEAOUVTAL ATTO EVay TTivaKa TUTOU
TMP_Text mou adopd 1o Kelpevo tou BLBALou , To fadeDuration ToU amwookomnel otnv SLdpkKeLa
Tou Ba xpelaotel va eppaviotel To keipevo and dtav to pdviaopa kavel Interact pe autd (
Xpnotpomoleitat ylo Adyoug ao®nTikng, avti va epdavi{otav To keipevo aneubeiag), Kol oplopéveq
bool petapAntég mou pog BonBave os SLadpopoug eEAEyXOUG yLa TIG CUVONKEG.
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d TryInteract

colliders = includeTriggers
c5.OwverlapSphere{transforn. position, interactionRadius, =8, QueryTriggerInteraction.Collide)
OverlapSphere(transform. position, interactionRadius);

 (colliders == r || colliders.Length == 8) {

Debug.Log{” [BookInteraction] Mo colliders found in range.");

colliders) {

orm t = col.transform;
I form bookRoot = null;
ile ( 1= null) {
if (t.CompareTag{bookTag)) { bookRoot = t;
t = t.parent;

(bookRoot ==

(isFading || Used) return;
(Random.value > 8.3f) retw

r allTransforms = bookRoot.GetComponentsInChildren<Transform={trus);
ar emfTr = allTransforms.FirstOrDefault(x => x.name == emfPulseName);
[enfTr = null) {
Debug . LogError( 5" [BookInteraction] '{emfPulseName}’ not found under '{bookRoot.mame}'."):

P

}

emf_Pulse = emfTr.gamelbject;

textMeshes = bookRoot.GetComponentsInChildren<THP_Text>(includeInactive: true);
[{textMeshes == L || textMeshes.Length =— 83} {
Debug . LogError($” [BookInteraction] No TMP_Text found under '{bookRoot.name}'."):

(var tm in textMeshes) {
(tm == 11) continue;
tm.enabled = trus;
ar € = tm.color; c.a = B8f; tm.color = c;
tm.alpha = B8F;
tm. ForceMeshUpdate(];
i

isFading = trus;
fadeTimer = BF;

if (emf_Pulse != null) emf_Pulse.SetActive(true)

1g.Log(5" [BoockInteraction] Triggered on '{boockRoot.namel}’ exts: {textMeshes.Length}");

TrylInteract Function

H petaPAnth colliders epiéxel Evav mivaka wou anoBnkevetl OAa ta Collider Tou Bplokovtal péca
o€ pLa opaipa wou Snpoupyeite pe yupw amod tnv B€on tou pavtdopatog (transform.position), Pe
ouykekpLpévn epPereta ( interactionRadius ) , B S€xetal 6Aa ta Layers to omoio SnAwvetat pe To
~0, kat TEAog emTpEMEeL Ta collider pe tnv Aettoupyia Is Trigger va cuumepiAndBolv otov mivaka.
AladopeTtikd av dev emotpéPel TEToLou ldoug avTikelpeva Ba SnuLoupynoel pla opola adaipa n
omoia &ev Ba epmepLexel ta avikeipeva pe Collider otnv Aettoupyia isTrigger.

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250




Edpooov ohokAnpwBel auth n Stadikaocia, yia kaBe Eva and avtd waipvoupe to Component
Transform kot EAEYXOUUE Qv QVAKEL OE QVTLKELPEVO UE Ta tag Book, To omolo to Bécape otnv apxn.
Kavoupe autov tov eAeyyxo mtnyaivovtag oto Hierarchy péxpt to Parent Object, pe okomo va
BpoUpE QVTLKELPEVO PE QUTO TO tag.

Jtnv ouvéxela eAéyxoupe pe to Random.value tnv mBavotnta va UmopEcel To GpAvTaoua va
ypayet oto BLPAio pe tnv Stadopd ot pe tnv ouvOnkn if(Random.value > 0,3f) return; , eAéyxel
yla mBavotnta 70%, adou av eival aAnbng¢ n ocuvenkn auth Ba KAvel return . OpoLa KAVOULE Kol
£heyxo yLa o BLBAlo £xeL xpnoluomolnBel ] xpnoLUOTOLELTAL EKELVN TNV OTLYUA.

Ztnv ouvexeta yia OAa ta Transform mou umdpxouv oto BiAio avaintolpe to GameObject
emf{Pulse

Me to emBuNTO Ovoua, avalntoue emiong oto BLBALo Ta KeElPeEVA YL VA AVOKTI|OOUE TLG TLUEC
TOUG, Kat yLa KABe Eva amo Ta Keipeva BETw TNV TIUr Tou adopd to transparency = 0.

Me tnv xpnon tou ForceMeshUpdate() otnv oucia BonBaue ta keipeva va epdpaviotovv cwotd Kot
opoLopopda.

TéNog opiloupe otL To BLBAlo Ba apyloel va epudavilel ta ypdppata, Bétovrag kat To fadeTimer cav
XPOVOLETPO amod To 0, Kal evepyomoloU e To emf_ Pulse.

Metd and oAokAnpn tnv mapomavw dtadkacia, n Update() dpovtilet va yivel n evaliayn tou
transparency omo 0 o€ 255.

fadeTimer += e.deltaTime;
Float a = Mathf.Clamp@l(fadeTimer / fadeDuration]:

ch (var tm in textMeshes) {
F [(tm = null} cont =

ar ¢ = tm.color; c.a = a; tm.color = c;
tm.alpha = a;

if (a == 1f) {
Used = true;
isFading = fal

Debug.Log(™[Bo

BookInteraction — Update()

2e KABe otddlo tou maxvidiol n Update dppovtilel va eAéyxel yia tnv petapAntn isFading. Otav n
ouvonkn yivel aAnBng Ba epdavilel Ta kelpeva e OPLAAO TPOTO HECA OTNV SLAPKELO TTOU EXOUE
B¢oel. Apou To transparency yivel HEyLoTo opi{oupe TwG To GUYKEKPLUEVO BLBALD €XeL
XpnotpomoinOet.
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ct GhostBody;
at flashDuration = 8.3

d TryManifest() {

F [Ra a1uE <= @.1F) {
‘turt[nruutlnefFLnEhL}]

IEnumerator Flash() {
£ (GhostBody [= J 1
GhostBody. SetActive(tr
ield ret ne ds(flashDuration):
GhostBody. SetActivel

GhostAppearEvidence.cs

2TO OUYKEKPLUEVO script, TO omtoio kaAeital and 1o GhostInteractionManager.cs apykomoloUpe
éva GameObject mou Ba avadEpeTal 0To WA TOU GAVTACHATOG, TO oTtoio Ba To
apXLKOTOLiCOUHE OTto TO Inspector.

Me tnv kArjon tng TryManifest() to pdavtacpa éxet 10% mbavotnta va §ekvrioet éva Coroutine
oto omolo Ba eudavilel To LOVIEAO TOU yLA VAl LLKPO XPOVIKO SLACTNUO Kol 0TNV cUVEXELa Ba
g€adaviletal TAAL

t intchanceln = B
intchanceldf

TryInteract()
er[] Llights s .OverlapSphere(transform. position, 5F);

col in Llights) {
col.GetComponent=Ll
bR |
| vaLuE <= imtchanceOn && light ‘EUnT {
ch{isGhostInteraction:

Ilight.Is0n) {

3}
J

: light . transform. Find("E
Em¥ gamelbject.SetActive(trus);

GhostLightInteraction.cs
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To ouyYKeKPLUEVO script dnpLoupyel eva Ttivaka tou aroBnkevel OAa ta Colliders evtog
€UPBEAELAG Sunit, Kot yLa KABE Eva oo autd EAEyXOUpE av TePLEXEL TO script LightSwitch. Ze
Tepimtwon wou to £xel wG Component, YL TO QVTLKELEVO AUTO EAEYXOUUE vV TO Pwg Elvat
OQVOUUEVO , Kal EdOOOV ETITUXEL KoL N TBavotnTa pe tnv Bornbesia tou Random.value , 10
davtaopa Ba oBroel to dwc, StadopeTikd otnv avtibetn cuvOnkn Ba avayel To, TPpAyUa AlyOTEPO
TBavo AOyw tng Soouévng mBavotntag.

To script yta to LightSwitch mou avadepape eivat to akdAouBo:
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= LightScript {

t Llightbulb;
t lightbulb2;

X ASOUTCE ]
p Switchln, SwitchOff;
t handprint;

rial E on Co L* )]
al[] emissionMaterials;

ic Switchfbool isGhostInteraction = false
On = |IsOn;

(isGhostInteraction) {
handprint.SetActive(ts =

StartCoroutine(FingerprintVisibility()):
asource.clip = IsOn 7 Switchln : SwitchOdFf;
asource.Play(]);

ApplyLightState(]:

IEnumerator FingerprimtVisibility() {
=10 ew WaitF R me(

handprint.SetActive(fal

ApplylLightState(]) {

{(Lightbulb2 |= 1)
lightbulb2. SetActive(Is0n):
lightbulb.SetActive(Is0On);

reach (var mat in emissionMaterials) {
if (mat = L) continue:

(Is0n) {
mat. Enableleyword("_EMI

mat . Disableleyword( "™ _EF

LightSwitch.cs

Ma apxn , Bétoupe oplopéva GameObjects Ta omoia Ba ta apyLkomotjooupe amd to Inspector.
O kd&Be Sakomtng propel va emnpedlet péxpL Vo Adpmeg pe Bdon auTo TO script.
2tnv Start() kaAoVpe tnv cuvdptnon ApplyState() pe okomo va BEcoupe T pwTa WG KAELOTA.
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Ztnv ouvaptnon Switch() dexopaote wg mapduetpo pia Boolean tipn n omoia av eivat true Ba
uTtoSnAwvel OTL To pavraopa aAANAeTiSpace Ye Tov SLAKOTTN Kal OxL 0 Ttaiktng. Etol av ta
davtaopa dtabétel wg otolxelo to Ultraviolet , Ba epdavioest Kol ATOTUTWHATA TAVW GTOV
Stakomtn. Avaloya tnv katdotaon tng petaBAntng IsOn péow tou seript akovyetTal Kat o
katdAAnAog fxog. Kat tédog oto ApplyLightState() eAéyxoupe tnv kataotacn tng petapAntig IsOn
KOl avaAOYw¢ oBrvouue 1 avaBoupe Ta pwta KaBwE Kol ATEVEPYOTTOLOULIE I EVEPYOTIOLOUE OTO
Material Component tnv Aettoupyia Emission yla va dpaivetatl Twg n Adpma €L €Vtovo GwTLopO.

d TryInteract
er[]1 doors =

<DoerScript. Door
value == B8.5f) 1
door. OpenDoor{isGhostInteraction: tr

Log("Gh ] ed a d "

Emf = door.transform.Find("EMF_P
Emf.gamelbject.SetActivel(true);

GhostDoorInteraction.cs

Opota kot pe to GhostLightInteraction.cs, otnv apxn péoa o pia epPEAeLa 5 unit ,
amobnkevoupe oe évav Tivaka oAa ta Colliders, kot epdoov kamolo anod autd ta Colliders Slabétel
mavw tou to Door.cs , pe Bdon tnv mBavotnta ( n omoia eivat 50%) to pdvtaocpa Ba emyeLprioEL
va KAVEL interact L€ TNV TOPTOAL.

To Door.cs akoAouBel Topoakatw:
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interactedByGhos
oat smooth = 1.68F;
wr0penfAngle =
DoorCloseAngle = @
CE ASOUrce;
openDoor, closeDoor;
handprintl, handprint2;

11

asource = GetComponent=A

DoorOpenfngle, 8):
.Slerp(transform.localRotation, target, Time.deltaTime % 5 # smooth);

Euler(8, DoorfloseAngle, 8);
4, .Slerp(transform.localRotation, targetl, Time.deltaTime # 5 % smooth):

Lic d OpenDoor{bo isGhostInteraction =
open = lopen;

if (isGheostInteraction) {

Ghost eSelector. Instance 1= 11 && .Instance.HasW]) {
handprintl.SetActive(true

handprint2.SetActive(tr

StartCoroutine(Handprin

}

asopurce.clip = open 7 openDoor : closeloor;
asource. Play();

IEnumerator HandprintVisibility() {

handprintl.SetActive =
handprint2 . SetActive(false):

Door.cs

To mapamdvw script EXeL APKETEG opoloTNTEG pe To LightSwitch.cs . N apyn B€toupe pepikég
Boolean petaBAnTEG yla vor EAEYXOULE TNV KOTAOTOON TNG TOPTAG. AKOMA XPNOLULOTOLOU E KAl plial
peTtaPAnTA n omola eAéyxel av To pavtaoua ékave Interact e TNV TOPTA N OXL. TEAOG oplloupe Ta
OpLa Yo TO AVOLY A TNG TTOPTOG KABwE Kol TNV TPooBrKn Twv AXWYV yLd TO AVOLY - KAELOLLO TNG
noptag kat to. Handprints.

2tnv Update() eAéyxoupe pe Baon tnv petaPAntr open TNV ywvia mou Ba B€coupe tnv moépTa Kot
va xpnotponotooupe To DoorOpenAngle i DoorCloseAngle.

H ouvdptnon OpenDoor , eniong maipvel cav mapdpetpo 1o isGhostInteraction pe okomwo va
ehéyEeL av extedéotnke n ouvaptnon and to GhostInteractionManager.cs. Xe Tepimtwon Tou
€KOVE interact TO pAvroopa pe tnv topta epdavitoupe ta Handprints ta ontoia Stapkolv yia 20
SeUTEPOAETTA OTTOU UETA OTTEVEPYOTIOLOUVTALL.
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ce clockSre:
pt mytw;

t phonelbj ;
t clockObj;
- remotelbj;

phonedbj me .FindGameObjectWithTag(
clockibj FindGameObjectWithTag(
remotelbj t.FindGameDbjectWithTag(

i (phonelbj 1wll) phoneSrc = phonelbj.GetComponent
¥ (clockObj != null) cleckSre = clockObj.GetComponent
if (remotefbj != null) mytv = remcte0bj.GetComponent=<T\y

TryInteract() {
.value;

F {r < B.1Ff E& phoneSre [= null) {
phoneSre. Play();
- emf = phone0bj.transform. Find("ERF_P
if (emf ! ul enf.gamelbject.SetActive
else if (r = 6 & clockSre 1= null) {
clockSre. Play();
ar emf clockObj .transform. Find("EMF_Pul
if (emf ! J emf._gameObject.SetActive(true
F {(r =@ mytv 1= null) {

mytv.ToggleTV();

ar emf = remotelbj.transform.Find("
- (emf 1=

SpecialObjectsEvents.cs

To mapamdvw seript apopd events T oola eival pev yia va popicouv tov maiktn, aAd Sev
ennpedlouv KaBOAoU TNV TLN Tou Sanity TOU Taiktn oe oxéon pe 1o Event mou Ba
TOPOUCLACOULE OTNV CUVEXELQ.

2TO OUYKEKPLUEVO script AVAKTOUHE o€ PETAPANTEG pe BAON TO tag T AVILIKELPEVA TTOU BEAOUHE
To GAVTOOUA VO ETNPEACEL, KL AVAKTOUUE TIG TIUEG amd Ta AudioSources Kol TO
TV_Remote_Script

2TNV CUVEXELA [E TNV XPron TOavoTHTWY €EETALOUE KOl ETIAEYOULE TTOLO OO TOL TPl AUTA
QVTLIKELEVA Ba XPNOLLOTTOLOEL TO PpAVTOOoUA 1) av eV ETMTUXEL VAL ETNPEACEL KATOLO. Z€ KABE Eva
OTTO AUTA TA OVTLKELUEVOL EVEPYOTIOLOUME KaL TO emf TOU pag Sivel Tnv Suvatotnta va to eAéyEoupe
yta to otolxeio EMF Level 5.

To script ToggleTV() paivetat Tapakdtw:

138

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



t twpanel:
turnOn;
turnlHf;
TWSound;
ol playerControlEnabled = tr
L on;
L off;

pid Start{) {
off = true;
tvpanel.SetActive(falze);

. 0 {
{!playerControlEnabled) return;

(off E& Input.GetButtonDown("F")) {
ToggLeTV()

glse if (on && Input.GetButtonDown(®“F")]) 1
ToggleTV():

ToggleTW() {

(off] {
tvpanel . SetActive(trus);
turnOn. Play(]:
off = fa
on = e

TVSound . Play(] ;

I

e
turnOFF Play(]

tvpanel . SetActive(falsel;
off = e
on =

Stop();

TV_Remote_Script.cs

M opxr TO CUYKEKPLUEVO script XpnoLHoToLel LETABANTEG bool yia tov €Aeyxo NG KaTAoTAONG
™G TnAedpaong, kabwg kat AudioSources yla Tov NXo Tou Ba KAVEL TO XELPLOTAPLO TNG TNAEOPAONG
aAAd kai n 8t n tnAedpacn dtav avdpel. EmmAéov xpnotponolovpe kat éva GameObject tvpanel
TTOU PEXPL O TTAUKTNG 1) TO PpAVTAoUA VoL avaouv TNV TNAEOPAON VAL ATTEVEPYOTTOLNUEVO KAL LIE
TNV Xpron TG oUVAPTNONG TO EVEPYOTTOLOULE KOL TO ATEVEPYOTIOLOULLE.

TV Turned On

139

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



ent :
rm player;
nat scareChance = 6.1

urce asource;
event_clip;

= globalVolume;
canScare = e;
't agent;
~ animator;
isScaring =

ents colorAdjustments;

agent = GetComponent<NavMeshAgent>();
animator = GetComponentInChildren<A r>();

ct playerObject = Game ct.FindGameObjectWithTag(

player = playerObject.transform;

globalVolume G ect.Find("Volume").GetComponent<Volume

(globalVolume ![= 1) §

globalVolume.profile = Instantiate(globalVolume.profile);

if (!globalVolume.profile.TryGet(out colorAdjustments)) {

colorAdjustments = globalVolume.profile.Add<ColorA
colorAdjustments.active = true;

colorAdjustments.colorfFilter.overrideState =

originalColor = colorAdjustments.colorFilter.value;

j.LogError("No Vol

GhostEvent.cs Part 1

2TO OUYKEKPLUEVO script o€ oxéon Ue To SpecialObjectsEvents.cs , To pdvracpa to iSlo
epdaviletal otov maiktn eTnPEATOVING TNV ELKOVO TOU KAL LELWVOVTAG TO Sanity TOU TTaiktn.

Mo apxn apXLKOTOLOUE UETAPBANTEG OTIWG N TomoBeaia Tou Taiktn, n Tlavotnta to Ppavracua va
TpouageL Tov maiktn, kabwg kat fxoug kot to GameObject Tou adopd Ta edE TNG KAPEPAG yLa va
TPAYUOTOTOLNB0UV oL KATAAANAEG EVEPYELEG WG TTPOG TOV TakTn. Akopa AapBdavoupe to NavMesh
Tou GAVTACUATOC Kal XpnolpomoloU e Boolean PeTaBANTEG yla va eAEYXOULE TO YEYOVOTAL.

Ztnv Awake() kdvoupe avaktnon Twv Ttpwv oo To NavMesh, 10 Animator Tou $pavtdopaTog, Tov
(610 Tov maiktn Kkat TNV tomoBeaoia tou, Kat T€A0G kdvou e avadopd oto aviikeipevo globalVolume
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TO omolo BplokeTal evepyd oTNV OKNVN KAl TO ava{NTOUUE LE TNV EVPECN TOU OVOLATOC TOU yLa Vol

AaBoupe uusq ToU Kaewq KoL ototxeia Tou ou xpetalopoote Onwg to Color Adjustments.
- TryScare() {
(!lcanScare isScaring)

value = scareChance ) {

StartCoroutine(DoScareEvent()):

IEnumerator DoScareEwent() {
155:u:1ng
Log(
agent . isStopped
animator.SetBool(
a;nnt updateRotation f
: . Instance HEduCEhnnltjl Range(5, 12]);

} direction = (player.position — transform.position). normalized:
dlre tion.y = BF;
transform. rotation = by 1. LookRotation(direction);

animator.SetTrigger{"E
ghostmodel. Setﬂrtlve[
SetColorFilter( r.red);
asource. PlayOneShot{event_clip):

ghostmodel . SetActive(false
"xetCI:lLurFllter{ur.lg:Lnnlfl:l'Lor_.lJ
asource.Stop():

agent . updateRotation = tr
agent. isStopped = f:
animator.SetBool("
isScaring = fal

SEtCulanlltﬂrt or coler) {
[LulnrAdJuatnents 1= 1) {
colorAdjustments. colorfFilter.value = color;

FFALLNormallights() {
h[] mylights = .FindObjectsifType<

-1s mylLights) {
Light. I:Dn =
Light. Apple1ghthtntetJ

GhostEvent.cs Part 2

Méow to GhostInteractionManager.cs To davtaopa Ba kakéoel tnv ouvdptnon TryScare(). H
OCUYKEKPLUEVN cuvaptnaon otnv apxr eAEyxeL av To davtoopa ektehel &N TV evépyela auth f av
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TO ETITPETETAL VA TNV EKTEAEDEL. EDOOOV €XEL TNV duvatotnTa auTh, EeKVAcL n Stadikaoia yla vo
TPOMAEEL TOV TTaKTN , KOTA TNV oTola BETOUE TNV isScaring = true yLo VA ATOTPEYOUE TO
davtaopa amd o va eKTEAECEL Eava event Kol OETOULE 0TO Animator OTL B OTOUATHOEL TO
Animation Tou adopd To TEPTATNHA KE TNV EVTOAN : animator.SetBool (“isWalking”, false);
Anotpénoupe oto NavMesh va eAéyxel TO rotation TOU GAVTIACUATOC KAOWG OKOTTEVOUE VO, TO
OTPEYPOUE VA KOLTAEL TOV TTALKTN KATA TNV SLAPKELO TOU event XELPOKIvNTO.

ZTNV OUVEXELO LELWVOULE TO sanity TOU Taiktn pe pio tuxaio tp petafy 5- 12 movioug sanity,
Kat aAAGloupe TNV TIn tou mediov Event otov Animator , YLO VO UTTOPECEL VAL AELTOUPYNOEL Eval
OUVKEKPLUEVO Animation yla tnv Stdpkela tou Event. TEAog eudaviloupe To HOVTEAD TOU
davtaoparog, aAdloupe peow tng ouvaptnong SetColorFilter() to xpwpa wou anodidel to Global
Volume/Color Adjustments oTnv KAPEPA TOU TTALKTN, KL TAL{OUUE Evav NXO yLo VoL UTOSNAWOOUHE
OTL €YLVE event.

Edbdoov mpaypatomolnOel 1o event AUTO AVTLOTPEPOUE OAEC TIG TAPATAVW SLASIKAGCLES YL val
eMOTPEYPEL TO TTaLXVISL 0TNV KAVOVIKH Tou popdn Xwpis Ta edE Kat xwpig To pavraoua va eivat
davepod, EMITPETOVTAG TOU EavA val LETAKLVEITE OTOV XWPO Kal va eKTEAEL SLadopa events.

H ouvaptnon SetColorFilter() 6éxetal oav TapAUETPO TO XpWHA TOU ETLOUHOUUE Vo aAAdEou e TO
xpwpa tou Global Volume/Color Adjustments .

H ouvdaptnon TurnOffAllNormalLights() Aappdvel OAa ta avtikeipeva mou SlaBEtouv To script
LightSwitch (otnv ouoia 6Aoug Toug Stakomteg) kot BETeL TIg TLpEG IsOn = false kat kaAel TNV
ouvaptnon ApplyLightState() yla evnpuépwon tng katdotaong yio kabe Stakomtn kat pweg.
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elBF, 1f)]

c float throwChance = 8
throwForce = 15F:
minThrowInterval = 2+;

t maxThrowInterval =

> nearbyltems

0 1

r collider = GetComponent=
if (collider = nu || fecollider.isTrigger) {
g.LogErrar{"This

0 {

StartCoroutine{ThrowItemRoutine()):

5 IEnumerator ThrowItemRoutine() {
Lle (true) {

t randomInterval = om.Range(minThrowInterval, maxThrowInterval):

s{randomInterval)

AttemptThrosItem(];

other) {

dbody itemRigidbody = other.GetComponent<Ri
(itemRHigidbody = null) {

nearbyIltens. Add(itemRigidbody) ;

dbody itemRigidbody = other.GetComponent<
(itemRHigidbody = null) {

nearbyltems . Remove(itemRigidbody]);

GhostThrowlItems.cs

To mapandvw seript ivat uTeVBUVO yLa TNV Asttoupyia “Pidng AviikeLlpévwy” amd to pavtacpa.
Ztnv apxn SnAwvoupue PeTaBANTEG TTou opi{ouv TNV TBAVOTNTA VO TETAEEL KATL TO PpAvVTAoU, TNV

Suvapun mou Ba XpnNoLUOTOLAOEL YL TNV PPN, KABWG KAl TNV UKPOTEPN Kal PeEyaAUTEPN

kaBuotépnon petal pidewv. TéEhog SnAwvoupe pia Alota avtikelpévwy n onola Ba amoteAeital

ano6 Rigidbody kot Ba evnuepwvetat Taktikd peow twv OnTriggerEnter kat OnTriggerExit.

Ztnv Start() kahoUpe tnv ouvdptnon ThrowltemRoutine mou anotelel Coroutine kat
OUYKEKPLUEVA EVaV ATEPUWY BPOYXO UE OKOTIO va yivovTal oL TpooTdbeLeg ping kad’ OAn tnv

SlapkeLa tou malxvidlou.
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2tov OnTriggerEnter eAéyxoupe yla k&Be avtikeipevo ou eloepyetat peca oto SphereCollider Tou
davtdopoarog pe tnv Aettoupyia Is Trigger, av mepiexet Rigidbody kat to mpooBétoupe otnv Alota,
avtBetwg otnv OnTriggerExit av éva avtikeipevo Tou BPLOKOTAV TPONYOUHEVWG HECO OTOV
euPeAeta tou SphereCollider mAgov BpeBel ektdg autov, Ba evnuepwooupe Tnv AloTa va To
apaLPETEL OO AUTHV.

AttemptThrowItem() {

it (nearbyItems.Count == B8) {

om.value == throwChance) {

dy itemToThrow = nearbyItems[R m.Range(8, nearbyItems.Count)]:
or3 throwDirection = (itemToThrow.position - transform.position).normalized;

itemToThrow. AddForce(throwDirection # throwForce, ForceMode.Impulse];

a rm emfPL = itemToThrow.transform.Find("EWF_Pulse"):
if (emfPL I= null) {

emfPL.gamelbject . SetActive(trus);
i

nearbyItems . Remove(itemToThrow);

AttemptThrowItem Function

H ouykekplpévn cuvaptnon eivatl umeBuvn yla Tov €Aeyyo Kot Tnv Slaxeiplon tng pidng Tou
avTikel{pevou. Mo cUYKeKPLUEVA Qv N cuvBNKN TTou eAEyXEL TV TTBavotnta pidng eival aAndng,
TOTE péoa oo TNV AloTA TWV AVTIKELUEVWY TToU SUAAEXBNnKav artd tnv OnTriggerEnter() ,
EMAEYOUE VO TUXALO KOL TOU OLOKOUHE pia SUvaUn yLo va TPOoOopOoLAoEL TNV plgn. TéAog
gvepyomoloUpe 10 GameObject emfPL mou pag divel tnv dSuvardtnta va to eAéy§oupe yia mbavo
otolxeio EMF Level 5.

ATo ta televtaia seript tou pavtdopatog eival ta HauntManager.cs kat GhostHaunt.cs

ZUyKeKpLpEVa 0 poAog Tou Haunt Manager eivat va eAéyxeL ava Staotripota twv 10
SEUTEPOAETTTWY vV TO GAVTACHA EXEL TNV SUVATOTNTA VO KUVNYIOEL, OV UTTOPEL TOTE KAAEL TNV
ouvvaptnon TryStartHauntBasedOnSanity/()

144

Institutional Repository - Library & Information Centre - University of Thessaly
06/09/2026 19:47:37 EEST - 216.73.216.250



nt ghostHaunt;
sanity;
checkInterval
timer = 8F;

) {
£ ect playerRef = G FindGameObjectWithTag("
sanity = playerRef.GetComponen y er>(]):

timer #= Time.deltaTime;

if (timer >= checkInterval E& ghostHaunt.isHaunting == fa

ghostHaunt . TryStartHauntingBasedOnSanity();
timer = BF;

HauntManager.cs

Edboov KAAECOUE TNV TOPATAVW cUVAPTNON N pon Tou Kwdika Ba petadepbel oTOV TAPAKATW
seript pe ovopa GhostHaunt.cs
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updateRate i
t lestSightDelay
i sightLayers;
GhostModel;
t hauntRetryCooldown = 18+F;
i [1 scriptsToDisableDuringHaunt;
ce HauntScream;
lastHnownPlayerPosition;
PlayerDied;

player;
L agent ;
ghostAl;

er endgame;
isHaunting = false;
haslLine0f5ight
lostSightTimer = B8F;
hasTriedHaunt = fz

d Start() {
PlayerDied = true;
agent = GetComponents
ghostAl = GetComponent
< playertr = FindGameObjectWithTag("F
e = playertr.GetComponentsInChildren<EndHandl {1
FirstOrDefault(e => e.gamelObject.name ==

Lic TryStartHauntingBasedOnSanity() {
i+ (isHaunting || hasTriedHaunt) ret

an .Instance.sanity = 6
g.Log( aumt™):
hasTriedHaunt tr
float hauntChance om. [, 1F):
i+ (hauntChan:

i Logl C
StartHaunting();

bug . Log(" ed");
StartCoroutine(ResetHauntTryAfterDelay(]]:

GhostHaunt.cs Part 1

Mo apxr opilloupe apKETEG LETAPBANTEG OTO Eekivnua Tou Kwdika. OL Lo ONUAVTLKES Yl avadopd
elvat:
1) updateRate: Apopd Tov puBpo pe Tov ontolo LETPApE TNV SLEPKELX TOU KUVNYAEL TO
davtaoua PEXpL Kal va SLAKOTEL To KUVAyL
2) lostSightDelay: Adopd tov xpdvo mou xpetdletal yio va BewpnBel amod to pdaviaoua otL o
TaKTNG €lval EKTOC OTTIKOU TtESlou
3) sightLayers: Ta Layers mou Ba eAéyxeL To pdviaoua katd Tnv StdpkeLa Tou KuvnyLou (to
OUYKEKPLUEVO TO opiloupe amod to Inspector = Player)
4) hauntRetryCooldown: To xpovikéd Stdotnua péxpl to davtaopa va Tpoonadrost va
KUVNYNROEL Eava Tov TalKTn UETA amo £Va OTOTUXNUEVO KUVAYL.
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5) scriptstoDisableDuringhaunt: Adopd ta script ta onoia Ba TPETEL va amevepyoronBolv
OTaV EEKLVIOEL TO KUVAYL.

6) lastKnownPlayerPosition: Eivat puo petapAntr tomov Vector 3 (CUVIETQYUEVES X, Y, z)
TIou SLatnpolV TNV ToToBeoia TOU TOUKTN yLa £va PULKPO XPoVIKO Stdotnua adou To
davtaopa XAoEL TNV OTTIKA MO UE TOV TTOlKTN.

Edooov SnAwoape TIg TIHEG pag, otnv Start() avaktoUpe TIHEG amd ta Navmesh kat Tov
Taikn.

Ztnv ouvexeta epooov and 1o HauntManager.cs KaAéoape tnv
TryStartHauntingBasedOnSanity/()

, Ba eAéyfoupe péoa og auTtnV av To PpAvTacua KuvnyaeL i av Bploketal oe Tavon PEXPL va
MTTopEL va Kuvnynoel ava. e mepimtwon ou dev elval, Ba Tpoomabrocoupe va eKTEAECOULE
KuvnyL povo av o aiktng Stabétel Ayotepo amd 60% sanity kot LOVO av €TLTUXEL N TOavOTNTA
NG ouvOnkng ( n omola givat 30%).

Ze mepimtwon emtuxiog Ba kaAéooupe tnv cuvaptnon StartHaunting() aAAwg Ba kaAéooupe
tnv ouvvaptnon ResethauntTryAfterDelay() n onola avapével 600 €xoupe B€oeL TV TLun
hauntRetryCooldown, kat otnv cuvéxela tpoonabei {avd ya kuviyL.

erator ResetHauntTryAfterDelay() {
ield retw e conds(hauntRetryCooldown)
hasTriedHaunt =

ytartHaunting() {
3T SCTi scriptsTolisableDuringHaunt) {
) {

r ghostEvent = script as G remt;
if (ghostEvent != null) ghostEvent.canScare = false;
1
¥
J
GhostModel.SetActive(trus);
HauntScream. Play();

t myplayer_ref = G ject. FindGameObjectWithTag{"F
player = myplayer_ref.transform;

isHaunting = true;
ghostAl . enabled = f:
agent.isStopped =

agent . uypdatePosition
agent . updateRotation = tr

(player != null)
agent. SetDestination({player.position];

StartCoroutine(Hauntloop()]);
GhostHaunt.cs Part 2

2tnv ouvdptnon StartHaunting, ekteAoVpe TG KATAAANAEG EVEPYELEG TTPLV EEKLVICOULLE TO KUVAVYL,
Mo CUYKEKPLUEVQ, OTTEVEPYOTIOLOUHE Ta seript Tou Béoape oto Inspector,epdavifoupe TNV popdn
Tou GaAVTAOUATOC KABWGE KaL TNV Tapaywyr] evog NXou mou avadelkvuel To Eekivnua evog Haunt,
KOl EVNUEPWVOUUE KATAAANAa To davtacua yia tnv B£on Tou TaKTn KAl 08NywvTog To TPOG AUTOV.
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MNapdAAnAa amevepyomoloUue To GhostAl.cs pe okomd va pnv Eepuyel to davraoua amod tnv
Aoyikn tou Haunting. Metd and 0Aeg tig Tapandvw evépyeLes , kahoUpe To HauntLoop().

IEnumerator Hauntloop() {
at hauntDuration = 38+F;
hauntTimer = 8F;

at searchTimer = BF;
L isSearching =

le (isHaunting E& hauntTimer = hauntDuration) {

if (player == L11) yield brea

hauntTimer += updateRate;

hasLine(fSight =
t rayCount = 36;
at angleStep = 368f / rayCount;
or3 origin = transform.position + Vec

0

- i =87 i <= rayCount; i++]) {
angle = i * angleStep;
or3 direction ternion.Euler(8,6 angle, 8) # transform.forward:

sics.Raycast{origin, direction, out ycas t hit, 18Ff, sightlayers)) {
(hit.transform. CompareTag( "P1l
hasLinelFSight =

if (hasLinedfSight) {
lostSightTimer = 8F;
searchTimer =
isSearching = =
lastinownPlayerPosition = player.position;
agent . SetDestination(player.position);
e

lostSightTimer += updateRate;

- (lisSearching &5& LlostSightTimer >= lostSightDelay) {
isSearching ¥
searchTimer = 8+;

agent.SetDestination{lastKnownPlayerPosition] ;
StartCoroutine(LookAround(lastdnownPlayerPosition,

 (isSearching) {
searchTimer += updateRate;

= (lagent.hasPath agent.remainingDistance = 8
agent. :Etﬂe5t1nnt1ﬂn[GetRandomNeartho1nt()}

updatefate];
}
StopHaunting(fa

GhostHaunt.cs Part 3
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H ouvaptnon HauntLoop §ekwvael pe tnv dnAwon tng dtapketag tou Haunting kabwg kot tou
XPOVOUETPoU hauntTimer.

Emeldn otnv apyn to dpavracua Ba yvwpilel tnv B£on tou maiktn Bewpol e TNV Boolean
isSearching = false.

JTNV CUVEXELX HEoW TOU Bpoyxou while eAéyxoupe av To GAVTAOHO KUVNYAEL OKOMO I} OV TEAEIWOE
N XPOVLKN SLAPKELX TOU UTTOPOUCE va KuvnyaeL. Epooov dev LoyUeL , Ba TEPACOUE OTLG EVTOAEG
Tou Bpoyxou ol oToieg evnuepwvouV To hauntTimer kal B£Toupe OTL To dAvTAOUA SEV £XEL OTTTLKN
enadn. ItV cuveXela amo to pavracua SnAwvoupe otL Ba pUyouv 36 aKTIVEC e OKOTIO VA EAEYXEL
T0 dpavracpa os 360 polpeg To TeEPIPANOV YLa TNV TOPOUGLA TOU TTALKTN. TNV CUVEXELX YLa KAOE
piot amd AUTEG TLG AKTIVEG EAEYXOUE OV CUYKPOUOTOUV HE KATTOLO QVTLKELPEVO TIOU EXEL WG tag TO
Player. Epocov umtdpéel auto To avTikeipevo Tote evnpepwvou e To hasLineOfSight = true.

Telog yivetal éAeyxog yia to av to hasLineOfSight eivat aAnBgg. Xtnv mepimtwon mou eival
EVNIEPWVOULE TO PpAVIACUA LE TNV TILO TPOodaTn BEon Tou TalKTn KAl TNV BETOULE WG TPOOPLOUO
yla to pavtoopa. AladopeTIKA AUEAVETAL TO XPOVOLETPO Tou adopd TNV EAAELPN TNG OTTLIKNAC
emadng tou maiktn pe to pavracua. Etol to dpavroaopa Ba kdvel pia teAevtaia tpoonddela va
emiokepBOel Tn TeAeutaia tomoBeoia mou eide Tov TalkTn Kol oTtnVv cuvéxela Ba emAéyel Sladopa
onuela otnv meploxr HEXPL va AR&eL o xpdvog Tou kuvnyoU pe tnv GetRandomNearbyPoint().
Edbdoov cupmAnpwBolv ta 30 SeutepdAenTa TO KUVHYL B OTAUOTIOEL LE TO KAAECHA TNG
ouvaptnong StopHaunting() kot pia wapdpetpo Boolean mou eival false .
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StopHaunting(bo isDead) {

W (var seript in scriptsTolisableDuringHauwnt) {
(script = 1) {
script.enabled true;
r ghostEvent script as Gho =
if {ghostEvent I= null) ghostEvent.canScare = true;

HauntScream.Stop(};
GhostModel.SetActive(false);

it (isDead) {
isHaunting = trues;
PlayerDied = true;
StartCoroutine(HandleDeathSequence()]:

= f
isHaunting
PlayerDied

position, float duration) {

= (timer = duration E& isHaunting) {

3 direction = (position — transform.position).normalized;

direction.y =
transform.rotation = on.Slerp{transform.rotation, Q ernion. LookRotation{direction), 8.
timer += Time.deltaTime;

IEnumerator HandleDeathSequence() {

.Instance.PlayDeathEffects(4F);

GhostHaunt.cs Part 3

H ouvdptnon StopHaunting kaAeitat pe mapdapetpo pia Boolean petaBAntr. Zekvwvtag, auti n
ouvaptnon enavadpepeL OAa Ta seript Tou eixav anevepyonrolnBel, kabwg kat e§adavilel To
MOVTEAO TOU PaVIACUOTOG EavA. ITNV CUVEXELA EAEYXOULE AV O TAUKTNG £XEL TEBAVEL Ao TO
davtaopa. Itnv Tepintwon mou aknBevel , opiloupe To isHaunting = true yLo v unv TPOKaAECEL
dAAo Haunting To pavtaopa péxpt va aAAGEeL oknvh To Ttavidt, Kat TNV KATdotaon Tou TaikTn e
10 PlayerDied.

H ouvaptnon LookAround xpnowuomoleital yia tnv ypriyopn evaiiayn tomobeoiag tou
davtAopaTog e oKoTo va Bpel Eava Tov Taiktn epOoov £XAoE OTTIKA €PN yLoL EVOL ULKPO
XPOVLKO Slaotnua.

H ouvdptnon HandleDeathSequence() evepyomolei tnv cuvdptnon and to PlayerDeathEffects mou
elval eEVvowpatwpévo oTov TTalkTn, YL VO TPOCOKOLACEL TO BAVATO TOU TTAKTH, Kol KAAEL TNV
ouvvaptnon OnYesButtonPressed() and to script EndGame.cs .

KAeivovtog amd to dpavtaopa Kat To script TOU yLlal TO KUVAYL, YLO VOl EVEPYOTIOLICOUE KL VOl
evnuepwooupe To StopHaunting() 6tL 0 Taiktng téBave, xpnowponolovpe 1o GhostTrigger.cs
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ject .FindGameObjectWithTag(" 1") . GetComponent<Gh

ter{Collider other) {

if (ghostHaunt := 1L && ghostHaunt.isHaunting && other.CompareTag("P
ghostHaunt . StopHaunting(true);

GhostTrigger.cs

To omoio eAéyxet av to Trigger Collider Tdvw oto PAVIACHA GUYKPOUOTEL LE TOV TOLKTN HE TNV
BonBela tng OnTriggerEnter(). Ztnv tepintwon mou cupPel, kahoUpE TNV cuvaptnon
StopHaunting() pe mapdapetpo true wou Ba 500t otnv petaPAntr isDead tou Ghosthaunt.cs .
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t flashlight_script:
Ca camera_script;
t ghost_haunt;
: endtimer = 8;
Deathresult;

i

endtimer += =.deltaTime;

oid OnYesButtonPressed {
flashlight_script act . FindGameObjectWithTag(" ") .GetComponent=FLa
camera_script G .FindGameObjectWithTag("PHOT i GetComponents=
ghost_haunt = ] FindGameObjectWithTag("G GetComponent<Gh
if [ghost_haunt il {

Deathresult

e {

Deathresult = ghost_haunt.PlayerDied;
Debug . Log({Deathresult);

r guessedGhos ho Fect . CurrentlySelected !=
4 P wstType)System. E
1 Gh Typel,
CurrentlySelected.ghostName

.GhostType.Spirit;

actualGhost T . Instance [=
TG ] .Instance.selectedGhostType
: GetRandomGhostExcludingSpirit();

ger.Instance.SetResults(
guessedGhost,
actualGhost

~.Instance.SetAdditionalStats(
time: endtimer;
photos: camera_script.wvalidphotos,
died: Deathresult,
NoFlashlight: [ flashlight_script.Flashlightlsed

.CurrentlUI H P 1tions.ULState. None;
.LoadScene{"L

EndHandler.cs

To mapandvw script €ivat To TeAevtTaio script Tou KaAeital amod tnv oknvn pe Titho Map mtpv
emotpéPoupe otov Lobby Menu. Mmopei va evepyomotnBei pe §0o tpodmoug 0 TpwTog eivat Pe Tov
Bdavato Tou maiktn and to pavraoua Tou avadEpBnke Tapamtdvw Kot o §gUTEPOG TPOTOG Elval
MEoa amo To poptnyo Tou BplokeTal UTPOOTA amo otov Taiktn LOALS SnuloupynBetl, Tnyaivovroag
SimAa amo tnv mopta Tou odnyou.
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Press 'Space’

to Enter Car.

|

Van EndGame

Me to TdTnpa Tou TARKTPOU “Space” o Taiktng Ba evepyomotioet To script CameraToggle.cs mou
avadépape , Kal Ba petakvnBel péoa oto doptnyd Tou, OTWC dalveTal OTNV TAPAKATW ELKOVAL:

ARE YOU SURE YOU
WANT TO LEAVE?

Ghost Selected:

LeaveMapPanel

MEe TO TATNUA TOU KOUUTILOU “Yes” 0 TTalktng d€xetal va GpUYeL amd TNV TLOTA JE TA TPEXOVTA
QOTEAECOTA ATO TNV €peuva Tou. AladopeTikad av Tatnoel “No” o Talktng Ba ByeL AUTOUATWG
aro to GopTnyo yLa va cuveXloeL TV Epeuva.
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Ot petaBAntéc Tou SnAwvou e otnv apxn adopouv ta side missions TOU avaAlUoape
Tponyoupevwe pe tnv BorBeta tou ResultsManager.cs

H Update petpdel amod tnv apxrn Tou script Tov XpOvo Tou 0 Ttaktng BplokeTal otnv mioto LéxpL Kat
va ¢UyEL.

H ouvdptnon OnYesButtonPressed avaktdel tg tipueg and ta Siapopa script mou xpetdovrat yia
Ta side missions, yLo va EAEYEOUHE Kol va OTEIAOUUE TO ATTOTEAEGUATA OTTO TLG LETAPBANTEG AUTEC
oto ResultsManager.cs

JTNV OUVEXELQ EAEYXOUHE av To pavtaopa eixe dnuioupynbet otnv miota, av val TOTE TO
guessedGhost AapBdvel tnv T mwou 860nke oto pavtaopa katd tnv dnuoupyio tou, aAALwg Tou
TapoBETeL Eva Tuxaio TUTO PpavIAopaTog EKTAG Tou Spirit. Avtiotoya yla tnv Aoy TOU TTAKTN,
av o moiktng dev emAeEeL kamolo tote Ba BewpnBel autduata cav ewloyn to Spirit, aAAlwg Ba
oplotel n emhoyn tou amo to GhostSelection Panel. ZTnv cuvéxela TepvAE HECW TOU
ResultsManager.Instance To. anoteAéopato and tnv TLOTo KaL TPy paToToLleital £6080G oTo
Lobby Menu yla tnv avakolvwon Twv anoteAEoUATWY.

ostType GetRandomGhostExcludingSpirit(
GetValues(typeof(G

; e)ghostValues.GetValue{randomIndex) ;
1le (randomGhost v hostType .Spirit)

randomihost ;

OnMoButtonPressed(} {
5. CurrentlI 5. te.None;

GetRandomGhostExcludingSpirit Function

2TNV OUYKEKPLUEVN ouvaptnon Aappdavoupe oto ghostValues OAeg TG SLaBEoLpEeS TIUEG Ot TO
enum GhostType, koL AettoupyoUpe Evav Bpoyxo HEXPLG OTou va pnv eThexBel wg pavtaoua to
Spirit.
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KE®AAAIO 5 Xupnepaopata xkat MeAlovtikeg
IIpoosyyiloeig

5.1. Xuprepaopata

H mapouoa mruxlakn epyocia aveédelfe tn Staxpovikr e€EALEN TNG Blopnxaviag Twy
BteomalyviSLwy, amo TG TPWTEG LopdEG SLadpaoTikig Puxaywylag £wg TIG cUYXPOVEC
Tpooeyyloelg Tou alomolouv eEEALYUEVEG UNXOVEG YPADIKWY KaL TEXVNTNG VONUooUVNG OTTwWE N
pnxavi Tapaywyng rotxvidiwy Unity.

Me tnv avamtuén tou mavidiou Ghost Seekers, Eylve edbappoyn Twv BewpnTIKWV YWWOEWV
otnv tpaén. To €pyo auto anedelée mwg ocuvdualovtal pnyxaviopol TAonynong, Texvntng
vonpoouvng kat dtadpactikol gameplay, Anploupywvtag pa eRmelpia egpebivnong kot
aAANAeTtidpaong oe atpoodalplko meptBailov.

5.2 Medlovtikeg [Ipooeyyioeig

Mapd tnv oAokAnpwuEvn Tapouasiaon Kal avamtuén, n €peuva Kat  UAOTOLNoN UITopouV va
emektoOoUV TEpALTEPW UE SLAPOPOUC TPOTOUG :
1) Emékroon tou gameplay
e  AuvatoTNTO EUTAOUTIOUOU TOU OEVAPLOU LE TTEPLOCOTEPEC OTTOOTOAEG KOl TTEPLOYEC
yla €peuva GavVTOOUATWVY.
e Anuoupyia TeplocotepwV Scare Event kaBwg kot Animation
e Anuloupylo TEPLOCOTEPWYV OTOLXELWV KABWCE Kal TUTTOUS GaVIACUATWY
2) BeAtiwon tng teEXvnTAg vonpoouvng pe tnv Unity 6
e Xpnon tng €kdoong Unity 6 pe ta véa poviéAa Machine Learning yla o Suvapiki
KaL TPOOAPLOCTIKN CUUTEPLPOPA TWV EXOpwV.
e Anuoupyla ovtoTATWY TToU £xouv TNV duvatdtnta va “padaivouv” amo Tig
OTPATNYLKESG TOU TTOKTN Kol TPOoAPOlouy TnV Spdaon Toug.
3) Anpoupyia Multiplayer Mode
e Yhomoinon Multiplayer Mode pe épudpaon otoug Tpomoug cuvepyaoiag Hetafl Twv
TOULKTWV
4) Enéktaon Mpadikwv
e Me v xprion ¢ Unity 6 , Sivetal n Suvatdtnta ylo EVOWHATWON TLO
PEAALOTIKWY GWTLOUWV KAl OKLWV yLo evioyuon atpuoodalpog.
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