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YNEYOYNH AHAQZH NEPI AKAAHMAIKHZ AEONTOAOTIAZ KAl MNEYMATIKQN
AIKAIQMATQN
Me AN pn EMlyVWON TWV CUVETELWY TOU VOUOU TIEPL TIVEULOTLKWYV SIKaLwpATwy, SnAwvw
pNTA OTL N Tapovoa SUTAWUATLKY Epyaoia, KaBwe Kol To NAEKTPOVLKA apxeia Kot mnyalot
KWOLKEG TOU avamtuxbnkav f Tpomomowdnkav ota mAaiola autng TNG E€Pyaoiog,
QTOTEAOUV  OUIMOKAELOTIKA TIPOLOV TIPOCWTILKAG HoU  epyaociag, &ev mpooBaiiouv
omotacbnmote popdrc Skoalwpata SlavonTkAG LOLoKTNolag, MPOCWILKOTNTAC Kol
npoowriikwy Sedopévwy Tpltwy, dev mepléxouv £pya/elodopeég Tpitwv yla to omolia
artatteitol adsta Twv Snuoupywv/dikatoUxwy Kat 8gv glvol Poidv HEPLKAG 1 OALKAG
avtypadng, ot mnyég &g mou xpnowpomowBnkav meplopilovtatl ot BLBAloypadikeg
avadopEG Kol HOVOV Kol TIANPOUV TOUC KAVOVEG TNG EMLOTNUOVIKNAG Tapabsong. Ta
onuela oOmou €xw xpnolwdomotnoel &éeg, Kelpevo, apyxela n/kat mNyég GAAwv
ouyypadewy, avadpEpovtal eUSLAKPLTO OTO KEIPEVO UE TNV KATAAANAN TIOPATIOUTTH KOL N
oxetkn avadopd neplhapfadvetal oto THApa Twv BLBAoypadikwy avadopwv Ue TARPN
nieplypadr. AvaAopfdvw TAAPWE, OTOULKA KOl TIPOOWTILKA, OAEG TIC VOMLKEG KOl
S10IKNTIKEG OUVETELEC TTOU Suvatal va TPoKUYPOoUV OTNV TEPLTITWON KATA TNV ormola
anodelybel, Slaxpovikd, OTL n gpyacia autr 1 TUAKA TNG S&V HOU avhKeL SLOTL eival

TPOiOV AOYOKAOTIAG.

O AnAwv

Mmakatong Opéotng
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AutAwpartikn Epyaoia

Zxebilaon ko avamntuén Bvteonayvidiov oe mAatdpoppa Unity pe

XPAoN TEXVNTIG vonuoouvng
Mrnakatornc Opéotng

NepiAnyn

Otav to 1958 6nuioupyeital 1o mMpwto Puvteomatyvidy, kaveig dev pmopolvoe va
poPBAEYPEeL TNV e€EALEN piag VEQG Kuplapxng Suvaung otnv Bopnxavia tng Puyaywyiag.
ATO TIG TEPAOTLEG, XOVIPOKOUMEVEG, OOTIPOUAUPEG 0OOVEG PETA OTA LEYAAQ pNXaVALOTA
og payolld NAEKTPOVIKWVY TTaXVISLWV Kol TTAEOV OTNV TTAAAUN TOU XEPLOU HECOW KLVNTWV
NAedpwvwy, Ta Bvteomaiyvidia £€xouv Kavel peyaio talidL oto omoio dev dwadaivetal o
TEPUATIONOC SNULOUPYWVTAG TIAPAAANAQ VEQ EMAYYEALOTA OTMWC TIPOYPOUUATIOTEG,
oxeblaotég ypadlkwv KA. Méoa oe OAe¢ T blockbuster véeg kukAodopieg Twv
KOAOOOWV TNG Blopnxaviag umapxouv Kal Ta remaster, yvwotd Kal w¢ avapopdwoeLg,
MOAWV  BvteomayviSlwy  Xpnolpomolwvtag T VEo TeXVOAoylo. HE OKOmMO TNV
enavakukAodopnon moAaldtepwv TitAwv ota véa standards tng emoxng (Unxaveg
dnuioupylag peyaAutepwv Suvoatotntwy, e€eAlypévn TeXVNT vonuoouvn, KoAUTepa
ypadikd KATL.). ZTOXOG QUTAG TNG gpyaciog eival o oxedlaopdg kat n avamtuén evog
remaster Blvteomatyxvidlol, UYKEKPLUEVA TOU KAaolkoU Ttatyvidlol Ttumou “shoot ‘em up
— nupoPoOAnoe toug” tou 1978, Space Invaders, xpnolpomolwvtag tnv mAatdopua Unity
KOl EVOWHATWVOVTOC TEXVNTH Vonuoouvn. Oa yivel plo oUVTOUn LOTOPLKN avadpoun,
avaluon ¢ mMAatdopuac kabwe kal Twv BLBALoONKwV ou xpnaotpomno)nkay, epnodia
Kol SUOKOALEC TIOU QVTLUETWIOTNKAV KAl TEAOC OUIATNON TWV OIMOTEAECUATWVY TNG

EPYOOLOG KOL TIPOTACELC YLO. BEATIWOELC.

NEEeLc-KAEBLAL:

Buwteomayvidy, mayvidt, Unity, texvnti vonuoouvn
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Diploma Thesis

Design and development of a video game on the Unity platform

with the use of artificial intelligence

Bakatsis Orestis

Abstract

When the first video game was created in 1958, nobody could foresee
the rise of a new dominant force in the entertainment industry. From the huge, chunky,
black and white screens to the big machines at the arcades and currently in the palm of
our hand through smartphones, the journey of video games has been a big one and
appears to be no end in sight creating new professions along the way like developers,
graphic designers, etc. Among all the blockbuster new releases from the industry’s bests
there are also remasters of old video games using new technologies with the purpose of
re-releasing older titles with new-era standards (engines with more possibilities,
advanced artificial intelligence, better graphics, etc.). The aim of this project is the design
and development of a remaster video game, specifically of the classic “shoot ‘em up”
game of 1978, Space Invaders, using the Unity platform and intergrading artificial
intelligence. There will be a short chronology, analysis of the platform as well as the
libraries that were used, obstacles and difficulties that were faced and finally a discussion

about the results of this project and suggestions for possible improvements.

Keywords:

Videogame, game, Unity, artificial intelligence
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KEQDAAAIO 1 EIZATQrH

1.a lotopikn Avadpopn Bwvteonaiyvidiwv

To 1958, o duoikog William Higinbotham npoonaBwvtag va kavel o evéladpépovoa TNV
emioken Tou Kowou oto EBvikO Epyaotrplo tou Brookhaven, oto omoio ntav kat péAog,
anodAdcloe va dSnULOUPYNOEL yla autoug pia Stadpaotikny eumelpia. Tou yevwnOnke n
16€a evOCg maLyvidLoU TEVVIG Kol £Tol He TNV Ponbela Tou texvikou Robert Dvorak peta
ano Svo mepinou eBSOUASEC KATAOKEUNE TNE CUOKEUNG KOL EVTOTILOUOU 0pOoAUdTWY, TO

npwTto Bteonalyvidt ntav yeyovog. To ovopacav Tennis for Two (Ewova 1).

Ewkova 1: To mpwTto Bvteomaiyvidt Ue tnv cuckeun mou dnptoupyndnke, Tennis for Two [1]

Ta ypadka tou matxvidlou dev eixav kapia oxéon pe Ta onuepLva. To ynmedo Tou TEWIC
arnewoviZotav pe U0 YpaupES, tia yia to €6adog Kat pia yia to PLAE, Kat pia koukida n
omnoia énatle To poAo tnN¢ Unalag. To Bvteomatyvibt AaTpeUTNKE QMO TOUC ETILOKEMTEG
TIoU oXnUATI{oV OUPEG YLa va. £XOUV TNV gukalpia va to maiouv. O 8log SnAwoe otL dev
TOTEVE OTL QUTO TIOU SNULOUPYNCE NATOV CUVOPTIOOTIKO Kol VOULWE TIWC O KOOUOG

nepipeve ekel emeldn ta unmoAouna ekBEpata nTav Bapetd. H apxn Opwg eixe yivel.[2]



To 1972, n etaipeia Atari kukAodopel TO MPWTO EUTIOPLKA ETLTUXNUEVO PBLvteoTayidt,
Pong (Ewkova 2i), N MPWTOTUTN NAEKTPOVLIKH £K&00N TOU OTolou TOUANCE MAVW Ao
19000 pnxaviuata arcade (Ewkova 2ii) kot Epolale apketd pe pio €€€AEN tou Tennis for

Two.

(i) (i)
Ewkova 2: i) To Bwteonatyvidt Pong, ii) Mpwiun popdr unxaviuartog arcade [3]

dtavovtag €tol oto 1978 kat otnv kKukAodopla Tng HeyaAng smtuyiag, Space Invaders
(Ewkova 3), n omola koL crypave tnv avayEvvnon tng Blopnxaviag kot o6riynoe otn xpuon
€MOYXI Twv arcade BLvteomayvidLwv.

SCORE 180 LIVES mim mim

rr PP

win

Ewkova 3: To Bteomatyvidt Space Invaders [4]



H ouykekplpévn emituxia NTav o AGyog mou Ta pnxaviuata arcade €ywvav Stadedopéva
KOl Og TIlo mainstream tomoBeoieg, OMWCE EUMOPLKA KEVIPA, EOTLOTOPLA KO., TIOUAWVTOG
OUVOALKA TtAvw armod 360000 pnyoviuata maykoouiwg kot péxpt to 1982 dnuiovpynose

€006a U0 Sloskatoppupiwv Sohapiwv.[5]

To mo emrtuxnuévo Bwteomayvidt g Odekaetiag tou 80 nATav  TO
Pac-Man, mou kukAodpopnoe to 1980 kal péoa os €va Xpovo dnuloupynos €00da evog
Sloekatoppupiov dohapiwv. To 1982, n Blopnxavia twv Blvteomayvidlwy Ba Eemepaoel

TA €ETHOLX £€0080 TNG LOUOLKAC pop KaBwE Kot Twv tawviwyv tou Hollywood pali.[6]

TNV apxn autng tng SekaeTiog EXOUE Kal TNV Avodo Twv 8-bit owklakwy UTTOAOYLOTWY
Kal Twv Bwteonayviblwy ¢tiaypévwy oto omitt. To 1985, €xoupe tnv kKukAodopia tou
Nintendo Entertainment System (Ewkova 4) mou 08rynoe otnv Kuplapxia tTng ayopags Twv

OLKLOKWYV KOVOOAWV OUTTO LATIWVLKEG ETALPELEG OTwG N Nintendo.

Ewkova 4: H kovoola Nintendo Entertainment System [7]

Méoa otnv dekaetia tou 90 umnpéov HeEYAAEC TEXVOAOYIKEC €EEAIEELG OTOV TOMEQ TWV
BurteomalyviSiwyv onwe n dtadoon twv CD péowv amobrkeuong Kot SLavoprng AOYLOHLKOU,
n utoBétnon GUI Aettoupylkwv ouotnuatwv (Microsoft Windows), ypadika 3D
Texvoloyiag, opikpuvon tou hardware kat Kwntd tnAépwva Tou emEtpeav Ta
Bwrteomayvidla yla Kvntd Kot TEAo¢ N eudAvion Tou (VTEPVET TO OTolo EMETPEYPE TO

SLaSIKTUOKO CUVEPYATLKO AAAQ KL OVTAYWVLOTLKO TtatXvibL.



Tnv enopevn dekaetia (2000), n Blopnxavia twv Bvteonayviblwy eivat peyabriplo otig
e€elielc kKaBweg ta kKEPSN 0bnyolv ot teXVOAOyLlK avaBadulon pe TeEXVOAOYIEC OMWC
gfuntva  tnAédwva (smartphones), ewkovik mpaypatikotnta (virtual reality) kot
enavénuévn mpaypatikotnta (augmented reality). Exoupe kat tTnv gpdavion twv

avetaptntwy (indie) Bvteomatyvidiwv.

Otavovtag oto 2010 ta indie PBteomalyvidlo €xouv ONUAVIIKO OVTIKTUTIO OTN
Blounxavia. Emiong, umapxel pia tdon mpog ta mayvidla yia Kvntd, n ayopd Twv onolwv

10 2016 onpelwvel 38 StoekatoppupLo Sohdpla kEPSN.[8]

AuTH TN SeKaEeTiol £XOUUE €MIONC Kal TNV Avodo tou nAektpovikol abAntiopoul (eSports),
HE emayyeAPOTiEC TalKTEG Ot opyavwuéva TPwtabAnuata, e €mabAa MOAAWV
EKATOMMUPLWY, Snuioupywvtag €vav VEo TpOmo Puxaywylag Kol CUYKEVTPWVOVTOC

EKATOUMUPLA BEaTWV OMWG Uropoupe va Soupe otnv Elkéva 5.

Ewkova 5: TeAkog Tou aykoopou mpwtabAnuartog League of Legends oto Staples Center [9]

Me T€TOlo TAPEABOV Kal PE TNV TEXVOAOYlO VOl KAVEL CUVEXWCG AAUATO T(POOSOoU, TO

HEAAOV TwV Bvteomalyvidiwv daivetal pwTevo.



1.8 OuLAdyol NMovu Nailoupe Bwvteomatyvidia

H €kpnén tng Bropnxaviag og onpeio mou kamola Pvteomatyvidia va Loldlouv pE TaVieS
Tou Hollywood, 8ev Ba €pxotav TOTE av MEpa oo TIG TEXVOAOYLIKEC €eAifelg Sev uTtnpxe
TO QUELWTO evlLadEPOV KAl N EVOOXOANGCN TWV KATAVOAWTWY TIPOG KABE popdnc ratyvidt
yla pia motkihia and Adyouc. Amo Juxaywylkoug kot Ppuxoloylkolg UEXPL Kal AGyoug

vyelag ta Bvteomatyvidia £ouv KATL yla OAOUG:

-NowkAia emhoywv. Me ekatopplpla Stadopetikd Bvteomatyvidia oe kKukAodopia
UTTAPXOUV OUETPNTEG EUTIELPLEG Tt VLISLWV Ttou Sivouv TNV gukatpio va SOKIUACELG TavTa
KATL VEO.

-Enidei§n ikavotntwv. NoAAad Bvteomnalyvidia anattolv emde€LOTNTEG AMd TOUC TIAXTEG
KoL OL TtEPLOCOTEPOL E08eVOUV XIALASEC WPEC yLa VAL Yivouv KOAUTEPOL Kal va BEATLWOOUV
TI¢ emIbO0elg Tou. Ta Bvteomatyvidla mapéxouv Eva acPpalég meptBaAlov yla auTo.
-E§epevivnon. Yrnapxel pia mAnbwpa and Pndlakolug KOGUOUG va EEEPEUVATELG KOl Vol
avakaAUYPeLg xwplc KAVOVEC Kal opLa.

-Aladopetikég {wEG. Tn pilo oTLyUn Hmopeis va eloat Biklvyk, Thv GAAN oTpatiwng tou B’
Maykoopiou MoA£pou kat Tnv aAAn Kuvnyog ota daon tou Apaloviou. Ta Bwvteomatyvidia
Slvouv v duvatotnTa va MAPELG OToLa TAUTOTNTA BEAELG KOL VO KAVELG TIPAYOTO TIOU
Sev Ba EKAVEG TTOTE OTNV TPAYUATIKE oou {wr).

-Kowwvikég oxéoslg. Yrapyxouv apketa Bvteomnatyvidia ta omoia mailovral pe GAAoug
naikteg (online) pe Toug omoioug aAANAETISPAG OE TIPAYUATIKO XPOVO Kal £TOL UITOPOUV
va oxnuatiotolv véeg PLAieg.

-Avakoudion ano 1o otpeg. Ta Bvteomnalyvidia mapéxouv To KatdAAnAo neptBaiiov yla
TNV KATAnoA£Unon Tou ayxoug Kabwg Kal yla tTnv amoduyrp SUCAPECTWY KATAOTACEWV
n/kat avBpwnwy.

-EmayyeApatiki amokatdaoctaon. OAa ta avtaywviotika Buvteomnalyvidia ypetalovrot
YPNYOopPO OVTAVAKAQOTLKA, CUVTOVLOUO XEPLOU-UATLOU, OTPATNYLKA KATL. £TCL UMOPOUV va
TaLXToUV EMAYYEALATIKA KaBw¢ Tpafave TV mpocsoxn. Mo auTo UTIAPXEL APKETOC KOGLLOG
TIOU KAVEL KAPLEPA OTOV NAEKTPOVLKO aOANTIONO Kal otn {wvtavr LETAS00N TaXVLOLWV

(streaming).



-EAeuBepia anopdacewv. MNa apketoug avOpwroug mou dev €xouv avefaptnoia otov
TPAYUATIKO KOOMOo, Ta Puwrteomalyvidia mapéxouv pia Slé€odo otnv omoia eivat
eAeVOepOL VO KAVOUV TLG BLKEG TOUG ETILAOYEG.

-Anotuxio pe acdpaAela. 3Tov KOOUO TWV BLVTEOMAXVIOIWY UMopeic pue aodpaiela va
TAPELG 60a ploka BEAELC KAl v OITOTUXELG XWPLG ONUAVTIKEG ETIUMTTWOELG. H emipov otnv
TMpooTadela LETA amo KAmola amotuyia eival pia koA 6€€LOTNTA yla TOV TPOYHATIKO
KOOUO.

-Mafnon. Apketa Puwrteomalyvidia pmopolV va xpnolpomolnBouv cav  epyaldeia
eknaibevong eite emeldn) ywo autd Snuwoupynbnkav eite aBeld Ttoug (LoToplka
Bwrteomavidia).

-Np60dog. >tov avbpwmo apéosl va SoUAsUEL OKANPA YLl KATL Kol va BAEmel Betika
amoteAéopata, KATL Tou Ta Plvteomaiyvidla ekteAoUv oe peydlo Babuod kabwg
mapakoAouBolv TNV TMPOodo epyactwv Kol TMapEXouv OeTIKr evioxuon Otav Kamola

oAokAnpwvetat.[10]

210 1o Baolkd Toug emimedo n epyaocia Kal To mayvidt €xouv MoAAA kowvd. H dtadopa
Twv SVo elval OtL Ta mavidla petadépouv tnv oOmola epyacia mou cupPaivel ota
mAaiola Toug og €va GavtaoTiko MepBAAAOV MOU TNV KAVEL euxaplotn. H mAOKN &vog
TALXVIOLOU KAVEL T €TUAOYEC MOC va UOLA{oUV ONUAVTIKEG Kal £TolL ocuvOeOpaOoTE
ouvaLoONUOTIKA Pe auTo. Kamolot KowvwvioAdyol Tiiotevouv OTL Ta Bvteomaiyvidia sivat
pia e€ldavikeupevn popdn epyaciag. Onwg Aéel o Andrew Przybylski, Ph.D. kat Aéktopag
OTO TaVenmoTAULO Tou Essex: «OL meploocotepol avOpwrol Ppilokouv TNV epyoaocia
LKOVOTIOLNTLKA® €XOUE EVOWUATWUEVA CUVOLOONUOTIKA KEVTPA QVIAUOLBWY TOU MG
TIAPAKIVOUV va OAOKANPWVOUUE epyaciec. Eva amd ta TPAYHOTA TIOU €ival TOAU
ONUAVTIKO yla Ta Blvteomatyvidia eival moéoco moAU cuvdéstal n okAnpr SouAeld pe tnv
avatpododotnon mou Aappavelgy. Ta matyvidia €lval MO CUVeEn! HE TIC AvVTAUOLBEG
Sivovtog Tautoxpova TEPLOCOTEPEG ETIAOYEG Ao TNV Mpaypatiki {wh). Mapéxouv Apeon
avatpododotnon 6tav KAVOULE KATL CWOoTA KoBwg Kol OO0 CWOTA TO KAVOULE. AUTO TO
ocvuotnua avatpododotnong umopsi va petatpéPel ta Bvteonalyvidla og Eva GnUAVTLKO

epyaleio yla tnv BeAtiwon tou pEAAoVTOG pag.[11]



1.y Tt Eivaw Texvnt Nonpoouvn

TexvntA vonupoouvn (T.N.) 1 artificial intelligence (A.l.) ota ayyAikd €ival n vonuoouvn
ToU €TOELKVUETAL OO UNXAVEC, ot avtibeon pe TNV PuOLKH vonuoolvn Tou
emdelkvieTal amo  avBpwrmoug kat {wa Kal TeEpAapBavel  ocuvaiobnon  kat

ouvalednuaTkoTNTA.

O KUpPLOG TIEPLOPLOUOC OUWG OUTOU TOU oplopoU yia tnv T.N. eival otL dev e€nyel akplPwg
Tt eivat T.N. Kat Tt KAvel pia pnxovn eudun. MoAld syxelpidia mavw otnv T.N. opilouv T0
nedlo NG w¢ tn HeAETN euduwWV MPAKTOPWY, CUCKELWV SnAadn mou avtilappavovtal To
neplBarov oto omoio PBplokovtal Kal €KTeEAOUV TIPALELG TIOU HEYLOTOMOLOUV TNV
TBavotnta va EKMTANPWOOUV ETILITUXWG TOUG OTOXOUG Toug. Emiong, o 6pog «texvntn
vOonuoaouvN» XpNoLUOTIoLE(TaL Yo va TIEPLYP AP OUHE NXOVEC TIOU ULHOUVTOL «YVWOLOKESY
AelToupyleg mou cuvSEoupe e Tov avBpwmivo eykédalo Omwe n pabnon Kal n emiluon

npoPAnuatwy.[12]

Ou Stuart Russell kat Peter Norvig oto mpwtomoptako BiBAlo toug: «Texvntry Nonuoouvn:
Mia oUyxpovn mpoogyylon» mpoomnabolv va dwoouv pia e€ynon CUYKEVIpWVOVTAC TV
SouAeld Toug yUpw amod to Opa Twv euPUWV TTPAKTOPWY OTLG KNXOVEG Kal eEETAlOUV
Téooeplg SLadOPETIKEG TIPOOEYYIOELC TOU OPLOUOU TIoU £Xouv armodoBel LoToplka oTov
Topéa tng T.N.

-AvBpwrtvn ZkeEPn

-Noykn ZKEWYN

-AvBpwrivn Evépyela

-N\oykn Evépyela

H T.N. xwpiletaL oe Svo katnyopieg tTnv aocBevn kal tnv wxupn. H acBevig Bploketatl
TavioU yUpw MG KoL HEXPL ONUEPQ €lval n mLo emtuxnupévn edoapuoyn TEXVNTAG
VONUOOUVNG KoL £XEL OTOXO TNV EKTEAECN OUYKEKPLUEVWV £pywv. Ymokatnyopia tng
acBevoug eivat n Mnxaviki Mabnon (Machine Learning) kal umokatnyopia auTAg N
BaBia Mabnon (Deep Learning). Me amAda Aoyia n Mnxaviky Madnon tpododotel évav

uroloylotr) Sedopéva Kal XPNOLUOTIOLEL TEXVIKEG OTATLOTIKAG Tou Tov BonBdve va



«UABE» MWC va Yivel TPOOSEUTIKA KAAUTEPOG OTO £pPYO TIOU EXEL va DEPEL EIC EPOAG
Xwplc va £06euTOUV OQUETPNTEC YPOAUMEC KWOKA yla va Tipoypoppatiotel. Itn Babua
Mabnon ta Oebopéva mepvave amd €va Slktuo «veupwvwv» (neural network)
EUMVEUCOHEVO OO ToV avOpwrivo eykeParo Onwe aivetal oto Slaypappa tng Elkovog
6, To omoio meplExel Kpuda emnimeda ota omoia emnefepyalovral ta Sedopéva yla

KaAUTEPQ amoteAéopaTA.

Ewkova 6: Aldypappa evog armdou neural network [13]

Mepika mapadeiypata acBevoug T.N. ivat:
-«E&umtvol» BonBol (Siri, Alexa)
-OiAtpa spam ota email
-EpyaAeia xaptoypddnong kat mpodyvwong acBevelwy
-Epyaleia mapakoAouBnong social media yla emikivbuvo
TieplexOpevo n Peuvdeig eldnoelg
-Mpotacelg TpayouSLwy, TNAEOMTIKWY EKTTOUNWYV N Bivteo

(Spotify, Netflix, YouTube)[14]

H wxupn T.N. €lval 0 HOKPUTPOBECUOC OTOXOC KOL TO «ATLOOTO OVELPO» QUTOU TOU
kAddou kat adopd tnv dnuloupyia pLog pnxoavng mou Ba katéxel avbpwrivn euduia kat
B pmopel va ekTeAECEL omoLodNTIoTE £pYo o€ omoLlodnmote meplBAANov. H GUYKEKPLUEVN
EKTOC QMO OTOXO OMOTEAEL Kal EUMVEUCH Yyl SUCTOTILKY €MLOTNUOVIKA daviacia omou

TAVEEUTIVEG INXOVEG KUPLEUOUV TOV AvOpwIto, KATL TToU oL elSLKoL amoppintouy.[15]

OpoOonua otV LoTopla TNV TEXVNTHG VONUooUVNG:
1943

Ou Warren McCullough kat Walter Pitts ekdidouv to "A Logical Calculus of Ideas



Immanent in Nervous Activity" to omolo mpdteLve To MPWTO HABNUATIKO LOVTEAO yLa TV
Kataokeun neural network.

1950

O Alan Turing €kbi6eL to "Computing Machinery and Intelligence” mpoteivovtag pia
pnEBodo mou kaBopilel av pia pnxavn eivat eudung R 0xL, yvwotn MAEov wg Turing Test.
1956

Erwvoeital o 6pog «texvntr) vonuoouvn» oto ocuveédplo "Dartmouth Summer Research
Project on Artificial Intelligence". Me emnikepain tov John McCarthy, kaBopiotnkav to
nedio Spaong KaL oL oTOXOL TNE TEXVNTAC Vonoouvng Kot Bewpeitat n yevételpa tng T.N.
OTWG TNV EEPOUE OAUEPQL.

1958

O John McCarthy avantuooel TNV MPWTN TTPOYPAUUATLIOTIKN YAwooa yia T.N. Je To ovoua
Lisp.

1972

Anuoupyeital n y\wooa Aoyikol poypappatiopot PROLOG.

1997

To Deep Blue tng etaipeiog IBM kepbdilel oTo OKAKL TOV TTAYKOOULO TPpWTaBANTH Gary

Kasparov (Ewkova 7).

Ewkova 7: Deep Blue evavtiov Gary Kasparov [16]

2008
H Google mnpaypatomolel ONMOVTIKEG QAVOKAAUWELG OTOV TOMEA TNG WVNTKAG

avayvwpLong Kat eloayel tnv duvatotnta otnv epappoyr tne ota iPhone.



2012

O Andrew Ng, 16putr¢ tou Google Brain Deep Learning project, tpododotel €va neural
network 10 ekatoppUpla Pivteo YouTube xpnowwomowwvtag aAyopiBuoug Babudg
MaBnonc. To neural network paBaivel va avayvwpllel pia yata xwpig va Tou £Xouv Tel
TL €lval n yara.

2014

H Google kataokeuAlel TO MPWTO QLUTO-08NYOUEVO QUTOKIVNTO TIOU MIEPVAEL TNV eEETOION
odrynong.

2016

To AlphaGo tou Google DeepMind kepdilel otov apyxaio Kwélko matxvibt Go tov

TayKOouLo TpwTtaOANnTH Lee Sedol.[14]

1.6 Ztoxo¢ Epyaciog Kot AtapOpwon Evotntwy

JTNV €PY0OL0 OUTH OKOTIEVOUKE VoL OXeSLACOUE KoL va avamntuéoupe €va remaster tou
Bwreomalyvidiou Space Invaders tng katnyopiag “shoot ‘em up” ocuudwva pe T
TPOTUTIO TWV CUYXPOVWV TTALXVISLWV OTIWGE KAAUTEPA YPOPLKA, TIEPLOCOTEPEG EMIAOYEG KOl
SuVaTOTNTEG yla TOV XPHOTN KOL VA EVOWUOTWOOUE TILO «Suvath» TEXVNTH VOonuoouvn
Qo TIG SUVATOTNTEC IOV TOPELXE N TeEXVOAoyLa TNG EMOXAG OTav KUKAOPOPNOE yla mpwtn

dopa.

JTOXOG MOG €lval N avaAluon Twv EPYQAELWY KOL TWV TIPOYPAUUATIOTIKWY TEXVIKWY TIOU
XpnoLornotndnkav Kot eival anapaitnta ylo TNV EKTEAECH TWV BACLKWY UNXAVIOUWY EVOG
mavidlol Kabwe Kal Twv Omolwv TPOPANUATWY Kol €UMOSiwV CUVAVTNOAUE Kol
XPELAoTNKe va Eemepdooupe. H avamtuén tou matyvidiou yivetal otnv nAatdopua Unity
2020.3.4f1 mou SiatiBetot Swpeav yLo TPOCWTILK XPHON KAl O TIPOYPAULOTIOUOG ViveTal
otn YAwooo yevikou okomoU C# mou ouvnBwg ival n yAwooa mou XpnoLUOTOLELTAL OTN

OUYKEKPLUEVN TTAATHOpUAL.
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ITIG EMOUEVEG EVOTNTEG akOAOUBel avaAuTikn mapoucioon Twv SOULKWY OTOLElWY Ko
TWV apXwVv Aettoupyiag tne mAatdoppag Unity kaBwg Kot TG yYAWoooG TTPOYPAUUATIOUOU
C# kat kamowwv BpAoOnkwv tng. H dtepelivnon autou tou umoBabpou yivetal pe okomod
v Pabutepn katavonon tn¢ Swadkaolag tNg avamtuéng kot oxedlaong evog
Bwreomalyvidlol amd tnv apxn Kot aneuBUVETOL TOOO OE OVOYVWOTEC XWPLG eumelpia
000 KAl O€ QUTOUG TOU £XOUV KATola €madr HE TOV MPOYPAUUATIONO Kol B€Aouv va
aoxoAnBouv pe TNV dnuloupyia Blvteomalyvidiwy. ITn CUVEXELR, Ttapouctalovtal n
Sdladikacia oxedlaong kol avamtuéng Tou PBvteomayvidlol Hag TTOU €XOUME OVOUAOEL
“Invaders of the Galaxy” kal ouvodeUetal amod screenshots kot ene€nynon tou KwoLKA.
I TeEAeUTAlEG EVOTNTEG YiveTal culATNON KAl AVAAUGCH TWV ONMOTEAEOUATWY KABwWG Ko
TIPOTAOELG yLo. LeEANOVTLKE €€EALEN TNG epyaciag kal BeAtiwoels. TENog, mapouoialovtal Ta

CUUTEPACHOTO TIOU TIPOKUTITOUV armo pia tétola Stadikacia.
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KEDAAAIO 2 H NNAATOOPMA UNITY

2.a T eivat Unity

H Unity eivat pla pnxavr 3D/2D mavidiwv kobwe kot €va .oxupd OAOKANPWHEVO
MeptBarrov Avamtuéng (IDE) yia moAAamAEég MAQTPOPUEG. MO CUYKEKPLUEVA, WE KUNXOVH
TLOULXVLIOLWV TIAPEXEL OTOV TIPOYPOLUATLOTH) TTOANEG ONUAVTIKEG SUVATOTNTEG TOU KAVOUV
éva malyvidL va Asttoupyel onwg ¢uoikr, 3D amodoon, EVIOTOUO KPOUCGEWV KATL.
OuoLOOTIKA AUTO onpalvel O0tL Sev xpelaletal va onataAnbel xpovog otn dnuloupyia evog
ouoTtnuatog Guolkng amod tnv apxn (W6LoTNTeg UAKwY, avtavAakAaon GwTtog KAT.) Kal
umopel va €ekwvroel Aueca Kamowo Véo project. Autd OpwG Tou Kavel tn Unity va
Eexwpllel eival to Kataotnua tolxeiwv (Asset Store) mou ¢aivetal otnv Elkova 8. Ito
KATAOTNUA OUTO WMOPEL KATOLOG SNULOUPYOG VA HETADOPTWOEL AVTLIKEIMEVA TIOU EXEL
drtiael (m.x. pla ospd amd MOAUTEAR autokivnTa) 1 TPOYPAUMOTIOTIKA £pYQAEia T
omola umopel kamolog AAAoG SnELOUPYOG VA XPNOLUOTIOLOEL 0TO SIKO TOU project, wote
va To BEATIWOEL XWPLG va aplEpWOEL EMUTAEOV XpOVOo, €ite Swpedv eite €mi MAnpwWUN
kaBwg kat va ta aflodoynoet. H peydaAn kowotnta tng Unity BonBadel oe autd kabwg
UTTAPXOUV OLETPNTEC ETILAOYEG VLA TOV VEO N KOl TOV EUMELPO TIPOYPAUUATIOTH WOTE vVa

ouyKeVTpwOel o€ autd mou Ba kAvouv To TtaLxvidL tou va EexwplioeL.

ealistic Car Controller
ek (383

e e e e

Reallstic Car Controller Versatile Car Tiny Car Controller Realistic Car HD 01
dkkkk 223 W ek khk w kkdkkk 11 W Ekkkd 20 W
550 835 $20 835

Ewkova 8: Etolua autokivnta oto Asset Store [17]
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Q¢ IDE n mAatdopua Unity €xel €vav OMTIKO eme€epyaotr) oknVAG 0 OMolog utootnpilel To
drag and drop (oUpe kal agnoe) otoeilwv Kal TNV enefepyacia Twv LOLOTATWV TOUG.
Eniong umootnpilel Suvatdtnteg omwc mAorynon otoug ¢akEAoug Tou project KATL Ma
NV ouyypadn kwdika n Unity xpnoluormolel and nmpoemiloyn Tov enefepyaotr) Kwdka
¢ Microsoft, Visual Studio. H y\wooa mou xpnotpomnoleital o cuxva sivat n C# kat Ba
TNV avaAlooupe oto KeddaAato 3. Me tnv Unity dev eival anapaitnto va ypadouv moAAEG
VPOAUUEG KWK yla va SnuoupynBel kamola oknvr), mapola autd yvwpilovtag amo
TIPOYPOLUUOTIOMO UTIAPXOUV TIEPLOCOTEPEG EMIAOYEG Kol Suvatotnteg kabwg n Unity cou

ETUTPEMEL VAL OAANGEELG i peyaAn Alota amo 161oTnTeg.

E€loou oNUAVTIKO XAPOAKTNPLOTLKO TNG CUYKEKPLUEVNC TMAaTdOpuOG elval OTL uTtootnpilel
TOANQTAEC MAQTPOPUEG TIG omoieg BAEmoupe otnv Ewkova 9. MpakTkd auto cnuaivel otL
£V TIPOYPAUUATLOTAG UITOPEL var SNHLOUPYAOEL Eva TTALXVISL yLa KivnTad ThAEédwva KoL av
10 BeAnoel, n Unity pumopel va To petatpéPel oe eAAXLOTO XpOVO WOTE va umootnpiletatl
Kol armd NAEKTPOVLKOUCG UTIOAOYLOTEG Ka. Emiong, pe tov tpoémo mou Siaxewpiletal ta
VPadIKA KAVEL TILO EUKOAN TNV MpOCcAppoyn Twv Talxvidlwyv os moAatotepo hardware kot
QUTOG elval €vag amod toug AGyoug mou Ta MEPLOCOTEPA TlaXvidla oto Google Play Store
elvat ¢tiaypéva pe Unity. TéAog, mapéxel kot umootnplen yla mayvidla €LKOVIKAG

npaypotkotntag (VR).

‘OS android == a C\ @GL
/_ra PLrrs ) XBOX ONE EX Is o androidtv
tvOS - € ARCore = [ Psiye &

Ewkova 9: NAatdopueg mou urootnpilel n Unity [18]

Exel mou votepel oe oxéon pe TOUC aviaywvioteG tng (Unreal, Cryengine) eival otig
SuvaTtotnNTES TWV ypadLlkwy TLG oTtoleg utooTtnpilel. QOTOCO LE T CUVEXELG EVNLEPWOELG
mou yivovtal €xel pkpuvel n PoAida. Napadeiypata mavidiwy mou €xouv Yivel otn

Unity pmopoUpe va dolupe otnv Ekéva 10.



(i) (ii) (iii)

Ewkova 10: Maxvidia mou €xouv SnuoupynBet pe Unity: i) Hearthstone [19], ii) Rust [20], iii) Super Mario Run [21]

2.8 AnYn Ko Eykataotaon Unity

H Stadikacia AnPnc kat eykataotaong tng Unity eivat oAU amAn.

Mnyaivoupue otn oeAida:

https://store.unity.com/download?ref=personal

Matdape 1o Kouumi “Download Unity Hub” kot mepuuévoupe va yivel n Andn kot va

oAokAnpwBel n eykatdotacn (Ewova 11).

Get Started with
Unity Personal

Download Unity to start creating today and get access to the Unity platform and ccosystem
~ your one-stop solution for real-time content creation.

Accept terms

By clicking, | confirm that | am eligible to use Unity Personal per the Terms of Service, as | o
my company meet the following criteria:

s Do not make mase than $100k in annual gross revenues, regardiess of whether Unity Personal is baing
wsed for commercial purgses, of for an internal project of prototyping.

* Have not raised funds in excess of $100K.

# Not cumently using Unity Plus of Pro,

It you are not eligible to use Unity Personal, please click here 1o learn mone about Unity Plus and
Unity Pro,

Ewodva 11: O8nyieg eykatdotaong Unity 1 [22]
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https://store.unity.com/download?ref=personal

Avoiyoupe 1o Unity Hub moatape “Installs” kat peta “Add” kot emiAéyoupe TO
Recommended Release (Elkova 12). 3tn cuvéxela eETUAEYOUUE TL TAATPOPUEG BEAOUE Va
umootnpifoupe oTo OUYKEKPLUEVO project (Umopel va aAAGEEL Kal OoTn CUVEXEL) Kol

natape “Done”. Otav oAokAnpwOel n ANPn Kat n eyKotAotacn (LAOTE ETOLUOL.

Add Unity Version

& unity

o Select a version of Unity

Can't find the version you're looking for? Visit our download archive for access to long-term
support and patch releases, or join our Open Beta program releases

0 P FOJECtS Recommended Release
(® Unity 2020.3.7f1 (LTS)

* Learn Official Releases
(O unity 2021.1.6f1

o Unity 2019.4.26f1 (LTS,
&% Community ) Uiy L

(O Unity 2018.4.341 (LTS)

Pre-Releases
= Instalis
CANCEL

Ewkova 12: 06nyieg eykataotaong Unity 2 (mnyr Snuioupyog)

H xprion tng mAatdopuac Unity epocov eival yio mpoowrikn xprion eivat dwpeav. TEAoG,
to Unity Hub eival pia epappoyn mou dieukoAuvel tnv avalntnon, AnPn kot Staxeipion

Twv project kal Twv eykataotdoswyv Unity.

2.y To Interface Tng Unity

Adou emlé€ou e TNV MpooBnkn evog véou project (NEW), StaAéyoupe 2D 1) 3D avaloya
LE TOV TUTIO TtaXVLSLoU Ttou BEAOUUE va SNULOUPYNOOUE Kol To Ovopa Kal epdaviletal
unpoota pag n dtemadn xpnotn (interface) tng mhatdpopuag, Eva mapadelypa tng onoiog

dalvetal otnv Elkova 13.
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Ewova 13: MNapadeypa Stemadng Unity [23]

A) Mnapa Epyalewwv (Toolbar). Mapéxel mpooBacn OTLC TLO ATAPAITNTEG AELTOUPYLEC
EPYOOLOC. 2T OPLOTEPA UTIAPXOULV Ta Bactkd epyaleia Staxeiplong twv Zknvwv (Scenes)
Kol Twv AvTikelpévwy (GameObjects) mou UTIAPXOUV CE AUTEG. XTO KEVTPO UTIAPXOUV Ta
Kouumia play, pause kot step to omoia €Aéyxouv TNV pon Tou XPOVoU KOTA TO TPEELUOo
€VOG mayvidlov. Ta kouprd ota de€la divouv npodoPfacn oe Aettoupyleg ocuvepyaoiag Kal
Cloud tng Unity Omw¢ Kat tov Aoyaploopd XPrnotn. ITn CUVEXELA UTIAPXEL TO HEVOU
opatotntog emumédwv (layer) kot TEAOC TO pevoU Pe eMAOYEC yla aAlayn tng Statagng
TWV oToELWV NG Slemadnc.

B) NapaBupo lepapyiag (Hierarchy Window). H amewkovion kdBe AvVTIKEWWEVOU TIOU
UTIAPXEL OTN KNV HE Xprnon Kelpévou. H Soun mou €xel pavepwvel Kal tTnv oxEcn mou
g€xouv petafl toug ta GameObjects. E&dw umadpxel n Suvatdotnta dnuloupylog KATTOLoU
GameObject aAAd kat n evepyomnoinon/amnevepyomnoinon evog mou Aén umdpxet. H Unity
XPNOLLOTIOLEL TNV £VVOLa TNG KANPOVOULKOTNTAG TWV OVTLKELMEVWY KAl LE AUTOV TOV TPOTIO
aAAayeg o€ yovikd GameObject yivovtal kot o€ OAa Ta TALSLA TOUG EVW UEMOVWUEVEG
oMayéc oe mawdla 6ev emnpedalouv AAa aviikeipeva. TEAOG, OTO GUYKEKPLUEVO
napdbupo matwvtog Ta Kouprd Ctrl+D  €xovrag emAeypévo €va  AVTIKELUEVO,
dnuloupyeital éva akplBEg aviiypado tou.

C) OYn Noyvidiol (Game View). Mpooopolwvel TNV Twplvr popdn tou maxvidiov n
KATIOLA LEUOVWHEVN ZKNVI HEoa amo TG Kauepeg tng Zknvng. ESw yivetal o €éAeyxog Kat

To testing Tou malkvidlov. Moatwvta¢ To Kouumi play €ekwvasl n mpooopoiwon.
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Omnoteodnmote aAAayeg Katd tn SLApKELX TNG TPOOOUOLWONG €lval TIPOCWPLVEG Kal
enavadEpovTaL OTAV AUTH OTAUATACEL TNV TPOoeMAeyUEVN Statagn aut) n ogn sival
“kpuppévn” Tiow amd tnv OYn ZKNVAG Kal punopet va poPAnOel matwvtag tnv KapteAa
otnv kopudrn. TéAog, umdpyxouv pubuioelg yia tnv avalucon tou mopabupou Kabwg Kal
yla tnv emloyn ¢ 0066vng otnv omnoia mpoBAAAETAL KATT.

D) OYn 2knvr¢ (Scene View). To mio Sdtadpaotikod onpeio tng dtemadng Unity kat to
onuelo dnuloupyiag, enefepyaociog Kot MAonynong tou meplBAAAOVIOG Tou TalxvidLou.
Amelkovilel tnv Iknvn otnv omoia PPLOKOUAOTE Kal EMITPEMEL TNV TPOTOMOLINCN TOU
ONUELOU,TWV SLOOTACEWVY KATL. TwV AVTIKELLEVWVY. YITAPXEL N €MAOYN yla amelkovion 3D
2D avaloya to project. Ektevéotepn avaAuon yivetal otnv evotnta 2.6.

E) Napdbupo Napatipnong (Inspector Window). MpoBAaAAel Tt JUOCTATIKA TOU
ETUAEYUEVOU AVTIKELLEVOU KO ETILTPEMEL TNV enegepyaoia toug. ESw eniong pmopel va
vivel mpooBnkn/adaipeon Iuotatikwv TOU AVTIKELHEVOU OnMwG script kwdwka (CH,
Javascript), puowkn ka. EmumpooBETwg, umtdpxel n emloyn yia opadormnoinon AVTKELLEVWY
LE XPNon €TKETWVY (tags) yla eukoAdTepn MpooBacn o autd PEoa amd Tov KwdLKa, N
erthoyn layer oto omolo avrkel oAAG Kol n €mAoyr evepyomoinonc/amnsvepyomnoinong
Tou Avtikelpévou. TENog, pe tnv evaAlayr tou Inspector oe Debug Mode umopouUpue va
Sdolue meploocotepe¢ MANpPodopieg OMwC TG private UETOPANTEC TwV avaTeBelUEVWY
script.

F) NapaBupo Epyaociag (Project Window). e autd 1o mapdBupo umapyxouv OAa Ta
opxela MOU CUMHETEXOUV OTn Snuloupyla Tou mayvidlov Lepapxnuéva pe Baon éva
ovotnua ¢akéAwv. Ta apxela meplhapBavouv eLKOVEG, NXOUG, OpPXEld UPWV Ka. Kal
umapxeL n duvatotnta eloaywyng Ue drag-and-drop. XItn CUVEXELX UMOPOUV €lte va
QTMOTEAECOUV CUOTATIKO TNG ZKNVNG £(Te va emefepyaoTolV KAvovTag SMAG KALK TTAvVW
TOUuC Tou odnyel ota mpoemAeypéva poypappata eneéepyaciag avaloya e TOV TUTIO
apxelov. ESw emiong pmopolv va dnuioupynBouv scripts, apxela UAlkwv (materials),
animations kATt. EmutpooBEtwe, mapéxetal Suvatotnta aval)tnong o€ autd Ta apxeia.

G) Mnapa Kataotaong (Status Bar). Napéxel eldomolnoelg yla Stadpopeg diepyacieg tng
Unity omwcg teAeutaia pvVUMA TNC KOVoOAag, Hmapa Tpoodou yla €pyocieg Tou
ouupaivouv acuyxpova Omwe edpappoyn PWTLOUOU OTLG ZKNVEG Kal SELKTNG AVAMOVAG yLa

script mou yivovtatl compile.
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2.6 Avaluon OYng ZknvAg

KaBwg n OYn IknvAc eival moAU onpaviikr, (Owg TO ONUAVILKOTEPO ONUElD TNG
Slemadng, yia TNV avamtuén evog maxvidlov pe tnv mAatdopua Unity kot mapéxel pa
MANBwpa amd AelToupyleg TOU UTOpel va eKTeEAéoel Ba KAVOUUE HLOL EKTEVEOTEPN
avaAuon TN o€ AUtV TNV evotnta. AnoteAel évav amo Toug SUo BacilkoUg TTUAWVEG OTN
dnuoupyla tou maviblol (o AMhog eivat n ypadn Kwdlka) KoL O AUt O
TIPOYPOAUHOTLOTHG Ba adlepwosl TOAU XpOVo KATA TO 0TASLO TNG AVATTUENC yla auTO Kot

N Katowvonon KAmolwv SuvatotATwy TG elvat amapaitntn.

2.6.i Monynon

Yrndpxouv moAAol TpoToL yla TV MAorynon otn Zknv avaloya tov Adyo mou BéAoupe
(emokomnon oAOGKANPNG ZKNVNG, EPYACLO TIAVW O€ AETITOUEPELEG KaA.) KABWC Kot MARKTPA
ouvtopeUoswv ta omoia BonBouv otnv evaAlayr touc. Eva Baowkd otolxelo eival to
Epyaleio Zknvng (Scene Gizmo) to omoio pag SeiyveL TOV MPOCAVOTOALOUO LE TOV OTMOLO

BAEmoupue tn Zknvn (Elkova 14).

Ewkova 14: To Epyaleio TknvAg (mnyn dnuoupyog)

To epyaleio auto epdaviletal otnv endvw 6e§ld ywvia tng OYng Zknvig kot deixvel tov
TIPOOAVATOALOUO TtoU BAEMOUUE TNV ZKNVH. KAVWVTOC aploTteEPO KALK OTOUC KOVOUG (X, Y, Z)
Tou armetkovifovral, aAAAJOUUE AUECA TOV TTPOCAVATOALOUO Kal BAEMOUUE TN ZKNVA OO

TOV OUYKEKPLUEVO Afova KATL TTOU UmopoUpe va Soupe otnv Ewkova 15.
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Ewkova 15: H (8la 2knvr ano (i) Tov agova y (ii) tov afova z [24]

Me 6e€l KAk oto epyaleio epdaviletal pla Alota and Slabéolpeg ywvieg B€aonc.
Kavovtag kALK gite otov KUBO €ite 0TO KElPEVO KATW amd autd evepyomolel (Perspective)
N amnevepyorolel (Orthographic/Isometric) tnv MPooOMTIKY Ao TOV TPOMO MoU BAEMOUNE
Vv IKknv to omoio eival wolaitepa xprowo otav €xoupe Sladopéc oto VYOG TwV
AVTIKELLEVWVY Kal BEAOUE VO KAVOUUE ETILOKOTINGN LEYAAUTEPOU HEPOG TNE ZKNVAG XWPIC

va apepBarlovral epnodia (Etkova 16).

27 8

(i) (ii)

Ewkova 16: To i6lo onuelo tng 2knvnAg (i) Perspective (ii) Orthographic [24]

MNatwvtag shift kat kavovtag kAlk oto Epyodeio to emavadEpel oTOV TPOETUAEYUEVO
MPOCAVATOALOMO. To AoUKETo mavw Oegfla  kKAewdwvel/EekAelbwvel tnv  aAlayn
TPOOAVATOALOUOU. 2TNV TEPLTITWON TIOU TO oy VidL pag ival og 2D tote dev epdaviletat

TO OUYKEKPLUEVO Epyaleio.

20



Mo TNV MAonynon oto meplBaAAov tng ZknvAg n Unity mapéxel mOAAEG eTUAOYEG:

1) NAofynon pe ta BeAakia. Matwvtoag ta PBeAAKLO HLETAKIVOUUE TNV KAUEPA B€aong
péoa, €€w, aplotepd Kat Hela.

2) NAonlynon pe “To Xép”. Otav to cuykpluévo Epyaleio (Etkdva 17) gival emileypévo
(eite pe kAlk oto €lkovidlo Tou otnv Mnapa EpyoAeilwy eite pe to mARktpo Q), KAvovtag
KALK 0€ €val onuelo TNG IKNVAG KAl 0EPVOVTAC TOV KEPOOPA UMOPOULE VA LETAKIVOOUUE

NV Kapepa B€aonc.

Ewova 17: To Epyaleio "Xépl" (mnyr Snuoupyoc)

2i) Me auto 1o Epyaleio emAeypévo Kol MATWVTAC TAUTOXpova To MAnKtpo Alt n
Aewtoupyia Tou oAAGZeL kal AoV TO apLOTEPO KALK O OUVOUOOMO ME TNV
HETAKIVNON TOU KEpoopa TEPLOTPEDEL TNV KAUEPA BEaONG YUpw OO TO ONUELO
TIOU €yLVE To KALK. Auth n emtdoyn Sev gival StaBaoiun os 2D mawyvidia.

2ii) Av avti yla aplotepd KALK, kKavoupe S€€l KAk n Asttoupyia aAlAalel kal A€oV

UE TNV LETAKIVNON TOU KEPOOPO KAVOULLE Zoom in/zoom out.

3) Aswtoupyia Flythrough (MAorlynon oe Npwto Mpoowmno). Exovtag nmatnuévo to Seél
KALK KoL xpnotpomowwvtag ta mAnktpa WASD (aplotepa/defia/unpootd/niow) kot QE
(mavw/KAatw) UMopoUpE va HETAKIVAOOUUE HEoA OTn KNV O TPWTO TPOOWIO. Agv

napéxetal o€ Aettoupyia Orthographic rj 2D.

Y& GAOUC TOUG MOPATIAVW TPOTIOUC AV £XOUME TATNUEVO TO MARKTPO shift emitayuvoupe

TNV mAonynon.

TENOG, UMOPOUIE VO KEVTPAPOUE TNV KAUEPQ BEaonG o€ £va AVTIKELUEVO ETUAEYOVTAC TO
elte oto Napabupo lepapyioc eite otnv OPn IKNVNC KAl HUE TOV KEPOOPA TAVW ATIO TNV

OYin ZKkNVAG MATACOUE TO TANKTPO F.
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2.8.ii EmA\oyn AVTIKELUEVWY

H emloyn evog AVTIKELUEVOU UMOPEL va yivEL KAvovtag KALK o autod elte otnv OYn
Iknvng eite oto Mapabupo lepapyiag. MoAAamAn emAoyn yivetal €xoviag TMATNUEVO TO
mAnktpo shift kaBwg kdvoupe KAk ota Avtikeipeva. AuTd TOU €XOUME ETUAEEEL
Eexwpllouv amd Tto TPOETUAEYUEVO Teplypappa Tou edpoapuolel oe auta n Unity,

TIOPTOKAAL yla KUPLOL AVTIKE{PEVA Kal UTTAE yia Ta TadLd toug (Ewkova 18).

Elkova 18: Emdeyuévo AVTIKELPEVO KaL To Ttaldi Tou (Ukpog kuBog)
(mnyn 8nuioupyog)

Ye peyaha project pe moAad Avtikeipeva pmopel va mpokUPel unépdepa kat SuokoAia
otnv emloyn autwv ou BéAoupe. H Unity mapéxel tnv duvatdtnta va KAVOUUE KAToLa
AVTIKEIMEVA MN-€TUAEELMA KATL TIOU MUIMOPOUME VA EVEPYOTOLCOUUE oTo Mapdabupo

lepapyxiag (Ekova 19).
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| = Hierarchy ] 3
4w (oAl
w'plv < Start
I ) Main Camera
@ FPSController
P FirstPersonCharacter
7] Directional Light
@'y v (D Mountain
) Mountain_Base
L v () Overhang
Fp) Overhang_LowerRock
) Overhang_MidRock
Fp) Overhang_TopRock
) Rock
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D) Stairway_Lower
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7 Stairway_Upper
v [P Peaks
FP) Mountain_Right
7 Mountain_Left
v (7 Structure And Pad
¥ () LandingPad
£ LandingPad_Support
£ LandingPad_Support
) LandingPad_Support
) LandingPad_Support

898

¥ FFEEK

Ewkova 19: Mapadetypa Suvatotntag pn-emAoyng AVIIKELHEVWY [25]

Me TaPOLOLO TPOTIO UIMOPOULE VO oplooupe AvTiKelpeva w¢ pn-gpudaviolua otnv On
KNV KAVOVTAC KALK OTn OTNAN oTa apLoTEPA TG 0TAANG TToU dALVETOL OTNV TTAPATIAVW
€lKOVA. AUT n TPOKTIKA €lval o aopoAng amd TO Vo QTEVEPYOTIOL|COUUE TO
Avtikeipevo koBwg amodelyoupe KataAdbog adalp€oelg amd TNV KNV Katd Tn

Slapkela TG mpoocopoiwaong /Kot Tou TeEALKOU project.

2.8.iii TomoB£tnon AVTIKELUEVWV

To péyeBog, Ol CUVTETAYUEVEC KAL O TIPOCAVATOALOMOG EVOG AVTLKELLEVOU TIEPLEXOVTOL OTO
JuoTtatikd toug, Transform. Auto pmopei va tpomomnolnBel eite pe aneubeioag avabeon
Twwv oto Mapdbupo Mapatipnong eite Pe ta epyadeia mou Bpiokovtal otnv Mmnapa
Epyodewwv (Elkova 20) kol xprion TOU KEPCOPA YLO. AUECEG OAAAYEC TWV AVTIKELUEVWV
otnv OYin ZKnvAc.

(1 - GEEEES

# Scene
Shaded

Ewkova 20: Epyaleia tpomomnoinong Avtikeluévou [26]
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-Metakivnon (Move). MAnktpo cuvtopeuong: W (Ewova 21).

2 -- BIEIEED

Ewkova 21: Metakivnon [26]

Yrnootnpilel eAeVBepn peTAKIVNON TOU AVTIKELLEVOU OTN IKNVH, LETAKIVNON LOVO o€ Evav

afova (kKAlk oe kamolo PBEAocg) kol UeTokivnon oe emimedo kpatwvrtag £vav afova

otaBepPO (KALK OE KATIOLO OTTO TA UIKPA TETPAYWVA OTO KEVTPO).

-Nepotpodn (Rotate). MAnkTpo cuvtopeuong: E (Etkdva 22).

Ewova 22: Meplotpodn [26]

Meplotpedel To AVTIKEIHEVO YUpW amd ToV afova Twv X, Y, Z ToU (X-KOKKLVO, y-TtpAcoLvo, z-
UTAE). O e€WTEPLKOG AOTIPOC KUKAOG TIEPLOTPEDEL TO AVTIKELMEVO YUPW amod Tov z afova

NG ZKNVAG.
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-KAipaka (Scale). MAnktpo ouvtopeuong: R (Ewtkdva 23).

Ewova 23: KAlpaka [26]

Erutpénel tnv aAhayn LeyEBOUG TOU QVTLKELWWEVOU EI(TE OE OUYKEKPLUEVO Afova UE KALK
OTOUG XPWHOTLOMEVOUG KUPBOUG elte 0 OAOUG TOUC AEOVEC TAUTOXPOVA UE KALK OTOV

aompo KUBOo oTo KEVTPO.

-RectTransform. MAnktpo cuvtopevonc: R (Ewkova 24).

EIEE= - E

Ewkdva 24: RectTransform [26]

Autn n Aetoupyla ocuvnBwg xpnotpormolettal étav Souleloupe o€ kamolo 2D project kot
BonBadel otnv Tpomomoinon €KOVWY Kal oTolxelwv Slemadng xpnotn. Tuvbualel Tig
AELTOUPYLEC TNC HETAKIVNONG, TNG TEPLOTPOPNG KoL TNG KALHakag. Me KALK OTO
TAPAAANAOYPAUUO UTOPOUE VA HLETAKLVI)COUE TO AVTIKEIMEVO. ME KALK O€ KATTOLO 0[N
N ywvia pmopoUpe va alldafoupe 1o HéEyeBog avaloya. lNa va mPAyUATOTOLOOUE
nepLotpodn MPEMeL va BANOUE ToV KEpoopa Alyo TAVW o KATOLO OO TLE YWVIEG Tou

tapaAAnAoypApoU HEXPL VA EUPAVIOTEL O AVAAOYOG KEPOOPOALG.
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-Transform. NMARktpo cuvtopevong: T (Ewova 25).

Ewkéva 25: Transform [26]

Nep\appavel ta epyadeia Metakivnon, Neplotpodn kat KAipaka os éva.

MNa mo akppn petapoAr tou Transform evog Avtikelpévou n Unity mapéxetl Asttoupyla
T(POoKOAANGONG (Shaping) TpLwV TPOTIWV:

-KaBoAwkou MAgypatog (World Grid). MetaBoAr pe mpookOAAnon otouc A€oVEC X,Y,Z TOU
TAEyatog TG OYng ZKNVAG.

-Emudaveiag (Surface). Xpnolpomnolwvtag to gpyaieio Metakivnong kot matwvtag shift
Kot ctrl yivetal mpookOAAnNon Tou AVTIKELUEVOU OTO ONUELO TOUAG HUE OmMOLovONTOTE
Juykpouatnpa (Collider).

-Kopudng (Vertex). Me evepyd 10 gpyaleio Metakivnong Kal matwvtog to MARKIpo V
puropolue va SlaAé€oupe pia kopudn amd to TAEYUO €VOG AVTIKELMEVOU KOL VO TNV
TPOOKOAAN\COUME ©€ KAmowa AAAn. Mmopel va ouvduoaotel pe TNV MPOOKOAANnON

Ermudavelag av €xoupe matnuéva ta mAnktpa shift kat ctrl.

2.6.iv Mmapa EA€yxou Ong IknvAg

Ztnv kopudn autng tng OYng uTtApPxXEL pia pumdpa Tou TePLEXEL SLAPOopPES ETAOYEG YL
Tov TPOmo Bfaong TNG IKNVvnC KABwC Kal yla TNV evepyomoinon/amevepyomnoinon

dwTtiopoL kat nxou (Ewova 26). Agpopd amokAeLOTIKA TNV Stadikaoia TG avamntuéng Kot

Sev emnpealel TO TEALKO QTIOTEAECHAL.

1| ‘}P,‘Giv Gizmos 1 oAl D |

Elkova 26: Mmapa EA€yxou OYing knvng [27]
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AkoAouBei teplypadr HEPLKWVY ONUOVTLKWY AELTOUPYLWV TIOU TIOPEXEL.

1) Mevou tpomou oxediaong: MNepléxel emMAOYECG Yyl TOV TPOTO oxedlaong TG ZKNVAG
OTIWC OTTELKOVLON AVTIKELUEVWY UE TIAEYUATA, QTIELKOVION WE GLAOUETEC, epdavion r oxl
OKLWV K.

2) Awakomnrteg SLa0TACEWV, GWTIOHOU Kol NXou: Amo Ta aplotepd mpog ta Seia o
npwto¢ Olakomtng evaAldocoet petaty Owaotdaocelg 3D kat 2D, o Seutepog
EVEPYOTIOLEL/amevePYOTOLEL T OTOLXELD HWTLOHOU KAl 0 TPITOG Ta OTOLXELD NXOU.

3) MevoU edé, SLaKOMTNG OPATOTNTAC KOl MEVOU TAEyHATOG: To pevol £dé mapéxel
duvatotnteg evepyomnoinong/anevepyonoinong oplopévwy edé OmMwg eudavion udng
oupavol (Skybox), d¢awopevo ouixAng Ka. Asttoupyel Kot w¢  SLakomTng
gvepyomnoinong/anevepyomnoinong oAwv tov edpé. O SLakOmTNG opatotnTag deixvel mdoa
Avtikeipeva €xouv oplotel w¢ un-epdaviolpo Kol o€ mepimTwon Tou  elval
arevepyonolnueévog, n Unity ayvoel tig puBuioelg opatotntag. To HEVOU TAEYMOTOG
gvepyorolel/amevepyonolel TNV epdavion tou TMAEypatog amo tnv OYn Zknvng. Emiong
TLAPEXEL TNV ETILAOYN YLa TOV d€ova Tou epdaviletol To MAEY QL.

4) PuBpioelg Kapepag, epdavion Epyalewwv, mAdiwolo avalntnong: It pubuioelg
Kauepag umapyouv emhoyeg yla tnv Stapdpdwon tng Kapepag OPng Iknvng omwg
OMTIKO Tedilo, TPOTOCG KAl OMOOTOON OIMOKOTMNG, TaxUuTnTa HeTakivnong Kauepag ka. H
eudavion EpyaAewwv meplappavel pia mAnbwpa emloywv mou adopouv ToV TPOTOo
epdaviong ewkovibiwy, OVTIKELLEVWY Kal €PYOAEiwWV aAAA KOL TNV QTEVEPYOTOLNON
gUPAVIONG AUTWV. 2TO MAALoLo avalnTtnong Umopel va yivel GIATPAPLOUA TWV OTOLXELWV
Tou uTtdpyouv otnv OPin IKNVAG UE TO OVOUA TOUC f/KaL LE TOV TUTIO TouC. Ta otolyeia

TIOU avTLoToLXoUV epdavilovtal eniong oto MNapabupo lepapyiag.

2.€ Zroxeia Kat Apxég Aettoupyiag Tng Unity

TG TIPONYOUUEVEG €VOTNTEG KAvape avdaAuon tng Oemadng Unity €tol wote va
KOTOVONOEL 0 XPrOTNG TWE UMOpPEL va £XEL TPOSPACN O KATOLEG MO TIC PACLKOTEPEG
AeLToUpyleg MOV TOU TTOPEXEL N TTAATHOPRLAL KOLL TTOLAL N XPNOLUOTNTA TOUG. MEpa OpWG amo

10 mepLBariov oxediaong, éva e€ioou Baolkd KOUUATL Elval TA OTOLXELA TTOU GUUBAAAOUV
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otn Onuoupyla evog mavidov, n Staupdpdwor toug, 0 pOAo¢ Toug KaBwg Kol n
aAAnAemidpaor toug. H g€olkiwon e Ta OTOLXELD QUTA 0€ CUVOUOOUO HE TN YVwon TG

Slemadng Ba Bonbricouv otnv katavonon t¢ Stadlkaciag KATaokel NG EVOG aLyVLSLoU.

2.£.i ZKnVEG (Scenes)

OL ZKNVEG €lval To PEPOG OTOU YIVETAL N eMefepyacio MEPLEXOUEVOU Kal TtEpAQUBAvOUV
elte 0AOKANPO €ite KATOLO PEPOC TOU TtaLyVLISLOU. Mia KaAn avaloyia eival av okeptoU e
OTL KABe Zknvr ival kat éva SladopeTiko enimedo oto matyvidy, n kabe pia pe to S1kd TNG
neplBaAlov, xapaktnpeg, sunodia kKA. Evag eUkoAog Tpomog va dnuloupyrncoupe pia
Iknvn elval eite kavovtag 6e€l kA oto Mapabupo Epyaciag kat otn cuvexela Create >
Scene &eite kAvovtag KALK TIAVW OPLOTEPA oto TapdBbupo tng Unity, File > New Scene
(ctrl+N). Me SuTAG KA oe éva apyxelo Iknvng to avolyoupe otnv Ogin Zknvng yla
enefepyaocia (Ewkova 27). Mmopoupe va Ooupe ta apxela Iknvng oto MNapdabupo

Epyaoiag (Ewkova 28).

(@A )

RIEENEETIETE

| Gizmas ~

Main Camera
Directional Light ‘\f
{ oy ]

Ewova 27: Mpoemiheypévo delypa knvrg Unity (rtnyn dnuioupyog)

|8 @ | % e

Assets > Creator Kit - FPS 5 Scenes

<m<

Dampesc.  Tempares.  Teie Scene

Ewova 28: Apxeia 2knvng oto Napdbupo Epyaciag
(rnyn 8npuioupyog)
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MTopOoUE Va EMEEEPYACTOUE TOUTOXPOVA TIOPATIAVW OTIO Wia ZKNVEG CEPVOVTAG LLE TOV
Képoopa €va apyelo knvng amd to MNapdabupo Epyaociog oto Mapdbupo lepapyiog
(Ewkova 29) kat pe 6e€l kAk > Set Active Scene va emAé€oupe o€ mola Zknvn Béloupe va

SouAéPoupe.

| ‘=Hierarchy | 1
Create = | (araAll | =
v«}Master Scene*
» Cube
Cube (1)
b Cube (2]
Cube (3)
Cube (4)
b Cube (5)
Cube (&)
Cube (7]
TQSoundscape u
b Audio Source
GameObject (1)
GameObject (2)
GameObject (3)
Quad (3)
GameObject (9]
bﬂLandscape
TQEnvironment
GameObject (5)
Terrain
Cube
FQProps
€ Misc (not loaded)
FQProps City
€ city (not loaded)

il 4

q
i

i 4 4

Ewkova 29: Napdadetypa moAamAwy Iknvwv oto MNapdbupo lepapyiag [28]

2.€.ii Avtikeipeva (GameObjects)

Ta Avrtikeipeva eival To onpavtikotepo otolxeio otnv mAatdpopua Unity. Otidnmote
UTIAPXEL OTO TayVvibL elval éva AVTIKEIPEVO, aTtO XAPAKTAPES KoL CUANEKTLKA QVTIKE{HEVA
WG KAUePES Kot wTLopOG (Ewkdva 30). Ta Aviikelpeva Opwg §gv Umopouv val KAVouv
Tmota and pova toug aAld xpelalovial LOLOTNTEG TG OTMOLEC OVOUAIOUUE ZUOTATIKA
(Components). MmopoUpe va ¢pavtacTtoUe Ta AVTLKEILEVA OOV ULa LOPLOVETA Kal KABe
JUOTATIKO TOUG oav pLo Xopdn Tou eA€yxel SLOPOPETIKO LEPOG TOU CWHUATOC TNG. H mLo
armAn popdr AVIIKEIHEVOU TEPLEXEL MOVO TO Juotatikd Transform kot ywa va To
dnuoupynooupe kavoupe Se€l kAlk oto MapaBupo lepapyiag kat Create Empty. Oa

eUBaBUVOUE OTA AVTIKELMEVA OTNV EMOWEVN EVOTNTA.
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Ewkova 30: Téooepa SladopeTikd £6n AvTKeLPEVWY [29]

2.€.iii Qwta (Lights)

Ta Qwta eival évag L8LaLtepog TUTIOG AVTIKELMEVOU Kal €ival amapaitnTo KOpUATL Kabe
ZknvnG kaBwg mpoaodlopilouv tov Tovo tou 3D meptBaAAovtoc. Anpuloupyouue éva e Se€l
KAk oto MapdBupo lepapyxiag > Light kat emAéyoupe Tov Tumo Qwtog mou BEAoupe. Itnv

Ewova 31 BAémou e éva Zuotatiko QwTog.

None (Texture)

No Shadows -
|

a4

Ewova 31: Mapadeypa Zuotatikol Qwtdg (mnyn Snuoupyog)

210 ZuoTatiko QWTOG UMOPOUHE VA ETUAEEOUE TOV TUTIO TOU KOl OVAAOya PE QUTOV va
HETABAANOUE TAPAUETPOUC OMWGE TNV amootacn Hetadopdg, TNV ywvia Baong tou
OwTOC, TO XpWHA, TNV EVTAOH, TOV TUTIO OKLAG Ka. YTIApXouv Téaoeplg TUTIoL PWTOG:

-Inueiov (Point). TomoBeteital og éva onuelo otn ZKNVN KoL EKMEUTEL GWE TIPOG OAEG TLG
KateuBbuvoelg Ye lon €vtaon. Xpnoldomoleital cuvBwE yLo va TIPOCOUOLWOEL AQUTIEG

(Ewkova 32).
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Ewkova 32: dwg Znpeiou [30]

-NpoBoAéa (Spot). TomoBeteital oe €va onueio Kol EKMEUTEL GWEC OE KWVIKO OXNUa.

Xpnolpomoleital yio mpooopoiwaon pakwy, pwTtwv auToKvNTwV KAT (Etkova 33).

Ewkova 33: Qwg NpoBoléa [30]

-KatevBuvong (Directional). Bpioketal oe MOAU PeEYAAN amOOTAON KOL EKTEUTEL WG
TPOG Uia OUYKEKPLUEVN KatevBuvon dwrtilovtag OAa Ta OVTIKEIHEVO OTNn KNV XWPEIC
pelwon évtaong. ZuvnBwg mpooopolwvel tov Ao (Eltkova 34). KaBe véa Iknvr mepLéxeL

QuUTOV Tov TUTIo QWTOC.

Ewkova 34: Qwg KateuBuvong [30]
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-Neproxng (Area). Npoodlopiletal anod eva opBoywvio MapaAANAOYPOAUO OTN ZKNVA KO
EKMEUMEL WG opowopopdpa amd TNV empAVELd TOU TPOC Ml TOUu TAEUpA.
XpnoLuormoleitat yla mo PeAALOTIKA Tipooopoiwon pwtwv dpdpou, omitiov KAT (Elkova

35).

Ewova 35: Owg Neproxng [30]

2.c.iv Kapepeg

AkOpa €vag EexwpLoTOg TUTIOG AVTIKELUEVOU eival ol Kapepes. OnMwe oL KAUEPEC OTIC
Talvieg XPNOLLOTIOOUVTOL Yyl TNV QTEKOVION TNG lotopilag otov Beatr, €ToL Kol oL
Kauepeg otn Unity amewkovilouv Tov KOGHO Tou mayvidlou otov maixtn. Mmopoupe o€
KABe Zknvn va €xoupue mapamdvw oo pio Kapepeg kal va deixvouv eite oAOKANpN tn
Iknvh €lte PEPOG AUTAC OAAQ TTAVTIA TIPETIEL VAL UTTAPXEL TOUAAXLOTOV pia. EXOUME Tn
Suvatotnta va Tou¢ Swooupe Kivnon alAd kal va Tig eAéyéoupe pe SUVAUELS GUOLKNAG
avaloya e To oTUA matxvidlol mou Snuoupyolpe. Kavovtag KALK o€ €va AVTIKELLEVO
Kauepag, epdaviletal otnv OYn Iknvng n ewova mou Seixvel oto mapabupo Camera

Preview. Ztnv Elkova 36 BAEMoupe éva ZuoTatikd Kauepag.
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v Bl v Camera 9 3

Clear Flags S_kybok -

Background I

Culling Mask Everything -

Projection Perspective -

FOV Axis Vertical -
Field of View 2 & 60
Physical Camera
Clipping Planes Near 0.3

Far 1000
Viewport Rect X0 Y 0

W1 H1

Depth =

Rendering Path Use Graphics Settings -
Target Texture Mone (Render Texture)

Occlusion Culling 2

HDR Use Graphics Settings -
MSAA Use Graphics Settings -
Allow Dynamic Resoluti

Target Display Display 1 -
Target Eye Both -

Ewova 36: Mapddelypa Tuotatikou Kapepag
(rtnyn &npoupyog)

To mapanavw napadslypa Tuotatikol Kapepag KAVEL KATTOLo AVTIKEIPEVO va AsLToUpyEL
WG KAUEPA UE TOV EVOWMATWHEVO otn Unity Baowo tpémo anodoong ypadikwy (Built-in
Render Pipeline). Yrnapyxouv @Alot Vo tpomol anodoonc ypadikwv (Universal Render
Pipeline kat High Definition Render Pipeline) ta omola mapéxouv 1o kKaBéva mMePLOCOTEPES
SUVOTOTNTEG KOL  XPNOLUOTOLoUVTAL amo Tio €€OLKELWHUEVOUG SnULoUpyouC yla Tnv

QVATITUEN TTPONYUEVWV YPOPLKWV.

Kamoleg duvatotnteg mou mapéxel to Baocikd Iuotatiko Kauepag meplthapfdavouv tnv
ermloyn Umapéng Skybox r otaBepol xpwpatog Kol TNV emloyn autol, TNV UAoKa
emloync TPoPOANC oOTolXElwy, €evepyomoinon/amevepyomnoinon TPOOMTIKAG, TNV
npooopoiwaon mpayuatikng kapepag (Physical Camera), tTnv amdéotacn amokomng, tnv
oclpa oxedloopol (Depth, peyaAutepec TipéEC oxedlalovtol HETA aAmod UIKPOTEPEG,

T(PAKTLKA XPNOLUN yLa TtpoBoAn Siemadng xpnotn) ka.

Mia akopa moAU Sduvatry Asttoupyia mou mapgxouv ol Kapepeg otn Unity elval to
Occlusion Culling. Anté npoemidoyn n Unity dev kavel render Avtikeipeva kot meptBaAiov
mou Bplokovtal eKTOC TNG 0PYNnc tnNg Kapepag onwg pnopoupe va Souue otnv Ewkova 37.
Itnv nepintwon mou to Occlusion Culling ival evepyomolnUEVO ATMOTPETEL TNV MEPALTEPW

€KTENEON UTIOAOYLOUWV TIOU adpopoUlV To rendering AVTIKELUEVWV TIOU ETLKAAUTITOVTAL €€
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oAokAnpou katd tTnv oPn and aAAa. H CUYKEKPLUEVN TIPAKTLKA XPNOLUOTIOLE(TAL oUVHRBWG
oTNV avamntuén peyaAUtepwy og PEYEDOC TOLXVIOLWVY £TOL WOTE VA YiVEL OLKOVOLO TTOpWV

TIou XpELalovTal armod Tov EMEEEPYAOTH KAL TNV KAPTAG YPAPLKWV.

(i) (ii)

Ewkova 37: Render Iknvrg otn Unity (i) xwpig Occlusion Culling (ii) pe Occlusion Culling [31]

2.e.v Enineda Ixebilaong (Layers)

Ta Layers otn Unity kaBopilouv mola AvTikeipeva pmopouv va aAANAETISpAoouV UE Tola
XOPOAKTNPLOTIKA aAAQ Kal HETAEY TOUG. Xpnolpomolouvtal cuxva amno Kauepeg yla render
EVOC LEPOUC TNG ZKNVAGS KaBwG Kot yla tnv dnuioupyila akplBEoTEpWY ZUyKpoUoswv. MNa
npooPBaon oto mapabupo Etikéteg kal Emineda Xyediaong (Tags and Layers) mou pag
ETUTPENEL TNV MpooBadaipeon Kal TNV enefepyacio Twv ovopdtwy Emumédwy, KAvou e
KALK oto pevou Layers mou Bploketal mavw &efla oto mapdabupo tng Unity kot otn
ouvéxela Edit Layers (Ewkova 38). Mmopouue va opicoupe to Emimedo kamolou

AVTIKELEVOU OO TO evol Tou Bpiloketal otnv kopudn Ttou MapdBbupou MNapatipnong.
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@ Inspector ad
5 Tags & Layers ea
g ;

» Tags
¥ Sorting Layers
¥ Layers

Builtin Layer 0 Default

Builtin Layer 1 ransp
Builtin Layer 2 Ignore

Builtin Layer 3
Builtin Layer 4 Water
Builtin Layer 5 ul
Builtin Layer 6

Builtin Layer 7

User Layer 8

User Layer 9

User Layer 10

User Layer 11

User Layer 12

User Layer 13

User Layer 14

User Layer 15

User Layer 16

Ewkova 38: To pevou Etikéteg kal Enineda Ixediaong
(mnyn &nuioupyog)

2.e.vi Npokataokeveg (Prefabs)

To ovUotnua MNpokatackeuwv tN¢ Unity &ivel tn Suvatotnta tng Snuloupyiag,
Slapopdwong Kol amoBnkeuong evog AVTIKELLEVOU CUMMEpAAUBAvVOVTAG TA UOTATIKA
TOU KOl TLG TLHEG QUTWV WG EMAVAXPNOLUOTIOLOUUEVO apXelo. OUCLOOTIKA AELTOUPYEL oav
éva KOAOUTIL amo TO Omoio upmopoUv va OnuwoupynBolv dAueca OTLypLOTUTIA
MPOKATOOKEVOOUEVWY AVTIKELUEVWY OTN ZKNVI). Elval kaAUTepo amd To va KAVOUUE amAd
avtiypadn Kot emkOAnon Avtikeipeva kabwg omowadnmote allayr oto apxeio
MPoKATAOKEUNG UeTadpEpeTal ot MPOKATAOKEUAOUEVA AVTIKEIUEVO TIOU €XOUUE
SnuloupynoeL Kal £T0L TTAPOUEVOUV eVNUEPpWHEVA. Mia KaA TIPAKTLKA OTNV avamtuén
naviduwy pe Unity eival va Snuioupyoupe NPokataokeUaoUeEVa apxeia AVTLKELLEVWVY
TIOU €XOUUE OKOTIO VO XPNOLUOTIOLNOOUE TIEPLOCOTEPEG amo pia Ppopéc. Mia akoun
neplntwon mou yivetat xprion twv Prefab eivat otav 6éloupe va dnuioupyolpue
AVTIKEILEVA KATA TNV EKTEAECT TOU TtALXVLOLOU Ta omola gv umipxav oo Tnv apxn otn
Iknvn onwg avapabuioslg (powerups), PANUATA, XOPOKTAPEG OE OUYKEKPLUEVEG OTLYUEG

Kata tn SLApKEL TNG LoToplag Ka.

Mo va dnuloupyrnooupe éva Prefab to pévo mou mpémel va kavoupe eivalt cUPOUUE TO
AvTtikeipevo mou erbupoupe amod to Mapdabupo lepapyiag oto Mapabupo Epyaciag kot

TO AVTIKE{PEVO ME T ZUOTATIKA TOu Kot T Avtikeipeva-modid tou yivetal éva apxeio
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Mpokataokeung kat Eexwpilouv oTov KATAAOYO QPXELWV OO TOV XAPOKTNPLOWKO WTTAE
KUBo &imAa amod to 6voud toug. MAéov to Avtikeipevo to omoilo kavaue Prefab eival
“" 3 n H ’ ! ! 7 ’

oTlypLotumo” (instance) autou kat Eexwpilouv oto Mapdbupo lepapyiag and to umAe
XPWHA OTO OVOUA TOUG Kol Tov UMAE KUPBo. MmopoUUE Twpea, KAVOVTOC TNV avamodn
Stadkaoia  va SnNULOUPYNOOUUE TEPLOCOTEPO OTLYULOTUTIAL Tou Prefab otn Zknvi
oépvovtag To apxelo Mpokatackeung eite oto Mapabupo lepapxiag eite otnv OYn

ZKNVAG.

YnapxeL n duvatotnta UETATPOMNNG evog Prefab eite oe amopdvwon (isolation) katd tnv
omola amokpUTTETAL N umoAounn Iknvr Kal epudavileTal povo 1o MNMPOoKATACKEVAOUEVO
Avtikeipevo (Ewova 39i), eite oto mAaiolwo (context) oto omoilo Mapapével opath n
umolowmn Xknvp OoAAG eslval kAslbwpévn n emefepyacia TG KoL N omoia €xeL

TLEPLOPLOUEVEC SUVATOTNTEG O OXE0N UE TNV enefepyacia o anopovwon (Etkova 39ii).

& Scene i | # Scene E__i

Shaded v || & W= g0 | |v| % m o Gizmos |7 | = Shaded vi[20 ] ® (w0 s |0 Byl |3 (W Gizmos v
) Scenes | VegetationMedium03 v AutoSave| @ Sce » @ VegetationMedium03 Context: Gray~ Show Overides | Auto Save

¥
= -
i

(i) (ii)

Ewkova 39: Enefepyaoia Prefab oe (i) amopdvwon (ii) mAaiolo [32]

MNa va avoioupe tnv eneepyacia o AmMopoOvVwon KAVOUUE SUTAO KAK OTO Opxelo
MPOKATAOKEUNG I TO EMIAEYOUE KoL KAVOUUE KALK oto Open Prefab mou epdaviletal oto
Mapabupo MNapatnpnong. MNa tv enefepyocia o€ MAALOLO, EMAEYOUE TO OTLYULOTUTIO
Tou Prefab mou B€éAoupe oto MNopabupo lepapyiag kat kavoupe kALk oto Open Tou
epdaviletal oto MNapabupo Mapatripnong (Ewova 40) i XPNOLUOTOLOUUE TO BEAAKL TTOU
UTIapxeL ota 8efld Tou ovopatog Ttou. Mpémel va avadepbel OTL oL aAAayéC Tou
oupBaivouv otoug SU0 AUTOUC TPOTIOUC EMEEEPYOOLAG UTOPOUV va avalpeBouv povo 660
0 XpNnotng Pploketal oe autoU¢ Kal ot mepimtwon €€66ou amo tnv enefepyaocia

adatpolvtal amnod To LOTOPLKO aVaLPEDNG.
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0 Inspector CIE

.‘i + VegetationMedium03 - Static~
-

Tag Untagged ~ Layer Vegetation ~
Prefa Select Overrides hd
v ) Transform @ s+
Position X -103.4¢{ ¥ 19.87 Z -25.43

Rotation X0 Y -9055 Z 0
Scale X 0.8925 Y 0.8925 Z 0.8925

*

LOD Group
Capsule Collider

-]
-]

4

+.

Add Component

Ewkova 40: Avolypa ene€epyaciag og mAdLoLo [32]

Otav petatpénouvpe éva Prefab 0Aeg ol aAayég avtikatontpilovtal os KaBe €va amo ta
OTLYMLOTUTIA Tou. MapdAa autd, UTIAPXEL KoL N €AoY yla aneuBeilag HeTaTpoTt €VOG
LELOVOUEVOU OTLYMLOTUTIOU TO oOmoio  &nuoupyel tnv  Agyopevn “emikaAuyn
otlyplotumnou” (instance override), 6nwg m.x. otnv nepimtwon mou €xoupe €va Prefab yia
Sdtaotnuomiola kot BéAoupe va avabéocoupe Sladopetiky TR TaXUTNTOC O €vav
OUYKEKPLUEVO. ETKAAUYN OTLYULOTUTIOU UITOPOUE VO EXOUUE PE aAAayr O KATIOLA TN
nedilov, mpoobnkn/adaipeon ZuoTATIKWY AVTIKELLEVWV Kal TPocOnKkn maldlwv ota
AvTikeipeva. Aev UmopoUpE OUWC vo. odAAGEoupE yovEéa oTo AVTIKELMEVO KaBWC Kal va
adalpéooupe AvTiKe(pevo Tou elval pEAOG TOu ouykekplpévou Prefab (umopoupe va
OTIEVEPYOTIOL|OOUE TO omoio Aettoupyel oav umokataotaro). Kottwvtacg to Napabupo
MNapatrpnong dtakpivoupe eukoAa ta edia ota omoia UTIAPXEL ETUKAAU YN OTLYULOTUTIOU
and TNV €vtovn ypadrn kot amd Ta cUPBoAa + KalL — mou SdnAwvouv mpPooBrkn Kalt

adaipeon otolxeiov avrtiotoya (Elkova 41).

v & v Capsule Coliider P
Edit Collider )
Is Trigger 04
Material MNone (Physic Material) ®
Center X -0.06162175 Y 0.09 Z -0.1044921
Radius 0.8634236
Height 2.900535
Direction Y-Axis -
v . Rigidbody e
Mass 1
Drag 0
Angular Drag 0.05
Use Gravity
Is Kinematic 4
Interpolate Mone -
Collision Detection Discrete -
> Constraints
¥ Info

Ewkova 41: Napadelypa instance override. Exel yivel aAAayn o media tou Capsule
Collider ko €xeL mpootebel To Zuotatiko RigidBody [33]
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H emukdAudn oTLyLoTUTIOU UTEPEXEL TWV OTtoLWwV aAAaywv yivovtal otn Bdon tou Prefab
yla aUTO KOAO €lval va LNV XpnoLULOTOLELTAL 0€ TIOAAG KaBWC og peyaAUTtepa project ivat
SUokoAo va uTtapxel EAeyxog OAwv twv dtadopwv. TEAog, n Unity dev Bewpel ermkaAun
¢ Slodopetikeée TEG ota media tou Transform kdBe oTyplotumou Kabwc eivat
e€alpeTIKA omavia n mepimtwon va XpelalOpoote oto 6o onueio kat pe tov i6lo

T(POCAVATOALOUO TIOPATAVW ATIO £VO OTLYULOTUTIA.

Itnv Ewova 40 mapatnpolpe OtL ota 6e€ld tou Open uTtApPxeEL To pevou Overrides To
omnoio gudavilel OAeC TIC EMIKAAVPELG TTOU UTIAPXOUV OTO CUYKEKPLUEVO OTLYULOTUTTIO. ATIO
QUTO TO MEVOU UTTOPOUV va €PAPHOCTOUV oL eTUKOAUYEL auTtéG otn Bdon tou Prefab
oAAG Kal TNV armaloldn TwV EMKAAUPEWY AUTWVY WOTE VA EMLOTPEYEL TO OTLYULOTUTIO OTN

apxkn popodn tou Prefab.

Mia akoun Suvatotnta mou mapexel n Unity eivatl ta epdwAevpéva Prefabs (Nested
Prefabs) ta omoila amotelouv péPog MPOKATACKEUAOUEVWY AVTIKELLEVWV WVTOCG KoL Ta
6l Mpokataokevaopéva Avtikeipeva. Eva eppwAeuvpévo Prefab yivetal pe mapouolo
TPOMOo e TNV dnuloupyia madlwv Avtikelpévwy. Epoocov €xoupe to Prefab mou BéAloupe
va KAVOULE nest UmopoUpe va To cUpoupe oto Prefab mou B€Aoupe va k@voupe yovéa

oto MNapabupo lepapyiag.

TéNog, pio akoun popdr Prefab eivar ot MapaAlayég Prefab (Prefab Variants).
Xpnotpomotovvtal otav B€Aoupe va £xoupe SladopeTikég ekdoxEg tng Baong tou Prefab
aAAa bev Behoupe va aldfoupe tnv Baon kal dev BEAOUNE VO KAVOUE UEMOVWEVEG
ETUKAAUPELG OTIYULOTUTIWY KaBwg elval yla dnuoupyio TOAQTAWY AVTIKELLEVWVY. ITO
napadelypa pe to SlaotnUomAolo, To cuyKekplpévo eidog Prefab xpnolpomoleital yiati
avTi yla éva povo pe Stadopetiki TaxvuTnta BEAOUUE va SNLOUPYCOUUE TIEPLOCOTEPQ
kot Sev xpeltaletal va £odéPoupe xpovo oto va Pptlatoupe amod tnv apxn €va Kawvoluplo
Prefab mou n povn Swadopd tou Ba eivalr otnv toxvtnta. Emiong pmopolue va
dnuioupynooupe eva Prefab Variant yla Staotnuomiola mou ektoégUouv MUPAUAOUG KATL.
AuTtA n évvola eivat mopoOpoLa UE TNV KANPOVOULKOTNTO TWV OVTLKELLEVWY oTn Java. Evag

€UKOAOC TPOTOC Vo SnHLoUpynoou e pia tapaiAayr) evog Prefab eival kavovtag &€l kAk
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oto Prefab mou BéAoupe cav Bdaon kat otn cuvéxela Create > Prefab Variant to omoio

dnuioupyel €va véo Prefab mou apyika dev €xel Slapopég oe oxéon pe tnv Baon.

2.7 AvaAuon AVTIKELLEVOU

Onwg avadépape mapamavw to Aviikeipevo (GameObject) sival to mio onuaviko
otolxelo otnv Unity kaBwg eivat to Bgpéllo mavw oto omoio xtilovtal oL IKNVEG Kol Ta
mayvidia oAokAnpa. OTIdAMOTE UMAPXEL HECO O pia KNV OTNV MAATPOpUa TIPEMEL Va
elval “rmepLtuAlypévo” amo eva amo autd ta Avtikeipeva (Eltkova 42) mou otnv oucia Toug
elval amAa kat Bapeta “Soxela” ta omola MapoAa auTA £€XOUV PEYAAEG SUVATOTNTEG

ETEKTAONG LE OKOTIO va dnuloupynBouv cUVBEeTeC AetTtoupyieg 1 ypadika.

v €0 mission03
w [7] Main Camera
v [ Canvas
G Image
7] Directional Light
¥ i§@ PlayerShip >
) default
[0 ShipShootingPointCenter
P ShipShootingPointLeft
P ShipShootingPointRight
£ Shield
w i§@ Mothership >
0 default
Q) Outer Spawn Position (1)
Q) Outer Spawn Position (2)
£D Inner Spawn Position (1)
[P Inner Spawn Position (2)
Q) Center Spawn Position (1)
0 Center Spawn Paosition (2)
¥ (1 HUD
» [0 Mothership Health
> alth
¥ §# Pause Menu >
» 7] Pause Panel
» [ Options Panel
¥ W@ Win Menu >
» 7 Win Panel
v i@ Death Menu >
>

) EventSystem

Ewkova 42: Avtikelpeva o€ pia Zknvn
(rtnyA 6npoupyda)

A6 pova toug ev mpoodEPouv KATL yla auto xpetalovral Ta Tuotatika (Components)
mou Ba toug MPoodwaoouv AELTOUPYLIKOTNTA KAl cuvABwg elval scripts ypapuéva oe
vAwooo CH# ) Javascript. H emikpatéotepn yAwooo poypappatiopou otn Unity eival n C#
KOOwG TapEXEL IEPLOCOTEPEG AELTOUPYIEG UE TILO EUKOAO TPOTO yla TNV TMAATHOpUA KoL
Ba avoAuBel otnv emopevn evotnta. AvaAoyo HE TO TL OEAOUME va TAPLOTAVEL €val
Avtikeipevo Ba mpémel va dwooupe Tov KATAAANAO OUVOUAOUO ZUCTOTIKWV OTIWG

propoupe va Soupe otnv Elkova 43. ApKeTA amo autd mapéxel Etowua n Unity.
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B Inspector af

@ - |cube || |Statcw
" Tag Untagged ~ | Layer Default

v A\ Transform ®
Position X0 ¥o Z o
Rotaton X0 it 0 Z0
Scale X1 1 &

v [ Cube (Mesh Filter) o @i
..'I\tl i Mesh S5 Cube
v < MeshRenderer =
¥ Materisls
! Size 1
Element 0 @ Default- Material
il ¥ Lighting
L Cast Shadows on
i Receive Shadows ~
Contribute Giooal i
Recelve Global lliun Light Prabes
¥ Probes
Light Probes Blend Probes
ReNection Probes  Blend Probes
Anchor Overide None {Transtomm)
¥ Additional Settings
Motion Vectors  Per Object Mation
Dynamic Occiusion
¥ § - Box Colider ® 3 i

Edit Coallickar A

Ewova 43: Mapddetypa Avtikelpévou KUBOG e ZUCTATIKA YLOL CUVTEVTAYHEVEG,
oxnua, kpouon KAm. [29]

2.Ci Juotatika (Components)

Ta Zuotatika ivatl n “poyoKoKaALd” TwV AVTLIKELLEVWV KL TWV CUMTIEPLPOPWY OUTWYV OTO
mayvidl kaBwe elval Ta AelToupylkd Toug Koppatia. Kabe Avtikeipevo pmopel va eivat
doxelo yla moA\a SladopeTikd Tuotatikd. EE oplopol OAa ta AVTIKE(PEVA TIEPLEXOUV TO
Juotatikd Transform mou kaBopilel tn B€on, to pHEyeOOG KOl TOV TPOCAVATOALOUO TOU
AVTIKELHEVOU Kal Xwplg autd dev Ba umnpxe otov Xwpo tng ZknvAaec. Xto Mapdbupo
Mapatrpnong Umopoups va SoUPE OA TA JUCTATIKA TIOU UTIAPXOUV OTO ETUAEYUEVO
Avtikeipevo Kkal va mpooBécoupe vEa [ va Ta OPOULPECOUUE. ITO OUYKEKPLUEVO
MapaBbupo pmopoUUe emiong va emefepyaoctoUps ta Tedla Kol TG LOLOTNTEC TWV
JuoTtatikwy. Na voa mpooBECOUE KATIOLO ZUOTATIKO MATAME To Kouurni Add Component
Tou BplokeTal oto KATW UEPOC Tou Mapabupou Mapatnpnong Kat amd Tov MePLNynTn
Juotatikwy ou epdaviletal (Ewova 44) emAéyoupe auTto Tou BEAou e lte ETUAEYOVTOG

Katnyopla eite xpnolponowwvtag tnv avalntnon.
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Add Component

Physics 2D

Ewodva 44: Nepnyntig ZUCTATIKWY
(rnyn &nuoupyog)

Mapadeiypata xprolUwy ETOLUWY ZUCTOTLKWV:

-Rigidbody: Mpooopolwvel peaAloTIKEG SUVAUEL PUOLKNG TIOU €EVEPYOUV TAVW OTO
AvTiKeipevo Kall gvToTileL KPOUOELG UE box colliders
-Box Collider: Evepyomolel tnv SuvatotnTA €VIOTOUOU KPOUCEWV WE TO AVTIKELLEVO
-Mesh Filter: Anuwoupyel mAéypa akpwv yla to Avtikeipevo to omoio PonBasl otov
KaAUTEPN QTTELKOVLON TOU OXNMOTOG TOU
-Mesh Renderer: MNepléxel mAnpodopieg Kal 8LOTNTEG MOU adpopolV TO MAEYUA OKUWV
TOU AVTIKELLEVOU

-Light: Qwrtilel meplox£g TN ZKNVAG

-Camera: OpileL To omtiko nedio Tou maiytn

-Ul Canvas: Opada Zuotatikwy mou BonBaest otnv mpoBoAn GUI

Onwg PmopoUPE va KOTOAABOUUE KAMOLO ZUOTATIKA AELTOUPYOUV KaAUTeEpa OtTav
ouvdualovtal onwg, yla mapadeyua, to Rigidbody pall pe éva Collider emitpénouv oe
€va AVTIKE(HEVO VOl UTTAKOUEL OTIG SUVAMELS TNG DUOLKNG KOL VA CUYKPOUETAL KAl val

oAAnAerudpa pe alAa Colliders.
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Otav npocBecoupe Eva ZUOTATIKO O€ KATIOLO AVTIKELLEVO, UTIAPXOUV SLadopeG LELOTNTEG
TIOU MMOPOUUE va emMefepyaoToUpE €lTe KATA TNV OSLApKElX TNG Snuoupylag Ttou
TALLXVLOLOU ELTE OE TIPAYHOTIKO XPOVO EVW TPEXEL HEOW TwV script (Ewova 45). Yrdpxouv

SV0 elbwv 1810tNTeC: TIpég (Values) kat Avadopég (References).

¥ # « Player Behaviour (Script) e 3
Script PlayerBehaviour
¥ Limits

Minimum X -7.78

Maximum X 9

Minimum Y -5.0

Maximum Y 4.29
Player Bullet @ friendlyBullet @
Shield @ Shield ®
PosC A ShipSheootingPointCenter (Transform) ®
PosL Z ShipSheootingPointLeft (Transform) ®
PosR A ShipSheotingPointRight (Transform) @
Health 50
Health Text [T|Health (TextMeshProlUGUI) O]
Shoot Clip 456641_370295_lazer-sound ®
Particle W DestrayPlayerShip @
Shoot Timer 0.3
Ship Speed 12
Player Bullet Speed 200
Bullet Timer 12

Ewkova 45: 1816tnteg Tuatatikol (rnyr Snutoupyog)

TNV MOPATAvVW €LKOVA UTTOpoUE va Soupe éva mapadelypa WBLOTATWY UuoTaTIKOU.
MrmopoUpue va Eexwplooupe TG Avadopeg amnod to otL ota nedia toug Sev UMAPXEL AMAd
€vag aplBuog kat ota defia Tou GVOUATOC TOUG UTIAPXEL Eval KUKAQKL PE pia TeAeia. Ta
Juotatikd neplhapBavouv Avadopég g KAmolo GAAO TuoTaTtiko, AVTIKeipevo 1 Asset. MNa
va avoBéooupe pila tétola Avadopa amhd “cépvoupe” évav cupPatd pe to medio

otolxelo anod to avaloyo napdBbupo oto nmedio tng Avadopdg.

MNna mapadeypa oe éva nedio Avadopdg mou mepiuével Mesh gueic ev umopolpe va

dwooupe Collider (Elkova 46) koK.

v B [none] (Mesh Filter) o
Mesh Mone (Mesh) ®

Ewkova 46: Avadopd Mesh [34]
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Ze meplntwon mou oUPoUUE OAOKANPO AVTIKEIMEVO OTO CUYKEKpLUEVO Tedio n Unity
€VTOTI{EL TO MTPWTO JUCTATLKO TOU QMOLTOULEVOU TUTIOU OTO AVTLKEIMEVO KOl TO aVaBOETEL.
Eva akopn tpoémog avabeong Avadopwv eival péoa amd to Mapdbupo EmAoyng
Jtolxelwv mMoU avolyel OTav MATACOUE TOV KUKAO e TNV teAeia ota de€la tou mediou.

Ao kel Bplokoupe To oTolxelo mou BEAou e Kal Pe SUTAO KALK TO avaBETOUUE.

‘Ooov adopa Tig TipéG oto napadelypa tng Ewkovag 45 sival anAd aptBpol aAAd pmopouv
va elval kat Aloteg drop-down, SLakomteg, xpwpato KA. Ot aA\ayEG Umopouv va yivouv

anevBeiag ota nedia Tou Zuotatikou.

Exoupe avadEpel MTPONYOUUEVWE OTL OMOLECSNTIOTE aAAAYEG KATA TNV SLAPKELA TNG
npooopoiwong matxvidiou Sev amoBnkevovtal Otav autr otapatiosl. Mio KaAn
TLPAKTLKNA £lval ot dAAAYEC LOLOTATWY ZUCTATIKWY KATA TNV SLAPKELD AUTAC WOTE va SoUUE
Aueoa TL tnyaivel KOAUTEPA e AUTO TTou BEAOUUE va KAVOUE KaBwG Ta amoteAéopata
daivovtal o mpaypatikd xpovo. Auti n Swadikaocia eival dlaitepa  xprnowun yuati
UTTOPOUE VA TIELPAPATIOTOUE, VA TIPOCAPILOCOUE KOL VO TEAELOTIOL)COULE TO TTALXVIOL

pog xwplg va EodéPoupe dlaitepa xpovo.

MapoAo mou n Unity mapéxel mMANBwpa ETOLUWY ZUOTATIKWY, yLa TNV dnuloupyio evog
mavidlot xpelalovtal Onwg Ba SoUpPe oOTNV EMOMEVN €VOTNTA KOl JUOTOTLKA

KOTAOKEUAOUEVA ATO EUAG.

TéNog, oto Mevou Context Zuotatikwv (Eikova 47) pmopoUpe vo BPOUpE XPHOLUES
EVIOAEG yla autd. To epdaviloupe elte MATWVTIAG TIG TPELG KAOETEC TeEAElEG OTO MAVW

6e€la pépog tou Tuotatikol eite kavovtag 6€l KALK 0TOV TITAO TOU ZuoTatikoU.

Reset

Remove Component
Move Up

Maove Down

Copy Component

Paste Component As New

Paste Component Values

Find References In Scene

Ewkova 47: Mevou Context JuotaTtikoU
(mtnyr 6npoupyda)
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ESw Pplokoupe eviodég yla enavadopd mediwv (Reset), adaipson/avtiypadn
Juotatikol (Remove/Copy Component), AvadopéC OTO CUYKEKPLUEVO ZUOTATIKO OTN

Zknvn av untdpxouv (Find References In Scene) ka.

2.Cii Transforms

To Transform eival éva JUoTOTIKO TIOU UTIAPXEL O KAOe AVTIKELMEVO KOl TIEPLEXEL TNV

B€aon, Tov MpooavaTtoALlopo Kal To HEyeBog tou (Elkova 48).

v ). Transform [ I
Position 30 Y1 Z -10
Rotation X 0 Y 0 Z|0
Scale 01 Y1 o 1

Elkova 48: To Tuotatiko Transform [35]

-Position: H B€0n tou AVTIKELLEVOU OTOUG TPELG AEOVEG
-Rotation: O mpocavaTtoALopOG TOU AVTIKELMEVOU OTOUG TPELG AEOVEG O€ LOlpEG

-Scale: To péyebog tou AvTKElpEVOU OTOUG TPELS afoveg Omou 1 1o péyeBog mou

dnuloupynBnke

Ta napanavw nedia umtoloyilovtal og oXE0N LE TOV YOVEQ TOU EKAOTOTE AVTIKELLEVOU. X€
niepintwon mou dev UTIAPXEL yovEéag uTtoAoyilovtal oto Xwpo tng Zknvnc. O atovag Z dev
umapxel oe 2D mawvidia (ot TipéG ewvat 0). Itnv Ewkova 49 pmopoUpe va SoUUE TwG

daivovral ot a€oveg otnv OYn Zknvng.

Ewkova 49: OL afoveg kal Ta XpwHatd toug [35]
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MmopoUue va enefepyactoupe éva Transform eite amno tnv OPn Zknving omwg €xoupe SeL
otnv napaypado 2.6.iii elte anod 1o Napabupo MNapatrpnong. Otav enefepyalOUAOTE TO
niedio Transform evog yovéa OAa ta Avtikeipeva madid tou aAAdlouv Omweg akpLBwWG

aAAAZeL TO YOVIKO AVTIKE(EVO.

Mia kaAn mpaktik 6cov adopd to Transform elval OtL katd tn Snuloupyila KAMOLOU
YOVIKOU AvTiKELHEVOU va BéToupe tnv tomoBeaoia tou og <0,0,0> mpwv BAAOUUE KATIOLO

naldi ya va armtopuyou e AaBn katn tTnv TonoBETnon Tou madlol oTov XWwpPo TG ZKNVAG.

2.Ziii Npotuna Avtikeipeva

Itnv mAatdopua Unity pumopoUpe va SouléPoupe pe 3D oxruata AVTIKELLEVWY TIOU
€xoupe Snuioupynoet epelc. Napola autd, pag mapéxel e kamola Avtikeipeva Mpotuna
(Mpokataokevaopéva) Ta omola Pnopouv va KaAUYPouV yprHyopa OPKETEG OVAYKECG KATA
Vv ulomoinon Ttou Tavidlol Kat BonBouv oto testing tou. Autd Tta AvVTlKElpEVA
Bpiokovtal oto pevou GameObject > 3D Object kal omo €Kel UMOPOUME va TaA

TPpocBEooupE 0TN ZKNVA HAG.

-Cube (KuBog): (Ewkova 50) Xapaktnplotikd mapadetlypa MpOTumou AVTIKELWEVOU TIOU
ouvnBwg xpnolhomoleltal Katd tnv Sokiur tou mavidlol otav Sev eival £tolua Lo

Aemtopepn HovtéAa (Ty AVTIKEIEVO QIUTOKIVNTO).

Ewkova 50: Avtikeipevo KUBog [36]
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-Sphere (Zdaipa): (Eikova 51) XprioLUo yLo TV AIMELKOVION UIMAAWY, TTAQVNTWV KA.

Ewkova 51: Avtikeipevo Zdaipa [36]

-Capsule (KayouAa): (Ewova 52) TuvnBwg XpnOLUOMOLELTAL YLO VO TIPOGOUOLWOEL KOl VOl
dwoel tnv aiocbnon Tou Mpoowrmou Tou €eAEyXEL O Taiktng ot malxvidia Mpwtou

Mpoowrmou.

Ewkova 52: Avtiképevo Kagoula [36]

-Cylinder (KOAw8poG): (Eikova 53) Xpnolpomoleital Kuplwg yla TNV KATAOKEUT) KOAGVWY,

KOAQULWV, pOSEC AUTOKLVATWV KATL.
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Ewkova 53: Avtikeipevo KOAvSpoc [36]

-Plane (Eminedo): (Ewkéva 54) Eival éva eminedo tetpaywvo SV0 afOVwWV Kol XPNOoLUEVEL
otnv Kotookeun MOAwV 8wy Aslwv emidpavelwy OMwe Teixn kot motwuata. Mmopel
eniong va xpnotpomotnBel yia epudavion €kovwy, Tawwwv KA. oe GUI aAld ywa pia
té€tola Souleld eival mo e0Xpnoto To MUIKPOTEPOo Quad to omoio BonBdel kal otnv

andédoaon dyolpwv.

Ewkova 54: Avtikeipevo Eninedo [36]

2.Civ ETikéteg (Tags)

OuL Etikéteg eival A€€elc avadopd¢ ylo vo KOTNYOPLOTIOLOOUME €val 1 TOpamAvw
AvVTIKElMEVA O OHASEG OMwG yla tapddelypa tnv Etikéta “Player” ylo Aviilkeipeva mou

eAEyxeL o maiytng kat tnv Etkéta “Enemy” yla AVTIKElEVa TToU TIPENEL va amodUyEL O

naixtng.

47



O KUplog okomog TG ETikéTag eivat va SteukoAUvel Tnv ypadn kKwdika kabwg prmopolpe
Tio evkoAa va eAéyéoupe pia Kpouon mou €ylve petaty “Player” kot “Enemy” amo 1o va

eAéyxou e €va €va Ta AVTIKELHEVAL.

Ma va dnuoupynooupe pia véa ETikéta, Bplokoupe To pevol ETIKETWV TOU UTIAPXEL O€
KABe Avtikeipevo oto Mapabupo Mapatipnong KATw oo To 6voud tou (Ewkova 55) kat
natdape Add Tag... pla Stadikacio mou polalel yvwplun kobwg eival mopopola e TV
dnuloupyia véou Layer. Itnv mepimtwaon mou dnULoupyrnooupe pia ETikéta dev pmopou e
va oAAGEOUME TO Ovopd TNG otn ouvéxela. H Unity mopéxel kamoleg ETIKETEC WG

nipoeridoyn. KaBe Avtikeipevo pmopei va €xeL Lovo pia EtikeTa.

3

Static

* | Layer Default =

~  Untagged
Respawn
Finish
EditorOnly
MainCarmera
Player
GameController

Add Tag...
Materials

Lighting

Ewkova 55: Mevou Etiketwy [37]

2.n Kataokeun & E§aywyn Mawvidiov

Otav to nawvidt pog Bploketal oe €va kavomolnTiko emninmedo and anoyn vAomoinong
Kol SOKIHWV GTAVOUPE OtV KAAUTEPN OTWYU otn porl tng Snuwoupyilag evog
Buwreomalyvidiov kabwg eival wpa va To SLopoLpAcoUE WOoTE va Souv Kot AAAoL auto
TIOU SNULoUPYRoapE OMWG Kal va SOKIUAOTEL EKTOG TG MAatdoppag Unity. Eutuxwg n
Unity KAvel tnv OUYKeKPLUEVN Oladlkacio apKeTd €UKOAN TAPEXOVTOC MG TIOAAEC
eMAOYEG 0oov adopd TNV €kdoon tou malyvidlou o€ SLUPOPETIKA CUCTUATO KAl yLa

Sladopec moloTNTEG ypadlkwy. AUTEG TIC €MIAOYEC MUMOPOUME va T PpoUpe oTo
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napdbupo pe TG pubuicelg E§aywyng to omoio to avoiyoupe matwvtag File > Build

Settings kal ¢paivetal otnv Elkova 56.

Scenes In Build

+~ _Scenesfstart_menu
v _Scenesfendless

~ _Scenes/mission01

« _Scenes/mission02
« _Scenes/mission03

bBwp oo

Add Open Scenes

Platform

g] PC, Mac & Linux Standalone < |;| PC, Mac & Linux Standalone

lﬁl Android Target Platform Windows -
LT Architecture x86 -
E kel Server Build
== Universal Windows Platform iy =il

Create Visual Studio Solution
WS tvos Development Build

Autoconnect Profiler

=ra PS4 Deep Profiling
Script Debugging
i0OS ios Scripts Only Build
f_.\ Xbox One Compression Method Default -

Learn about Unity Cloud Build
Player Settings.. Build Build And Run

Ewkova 56: NapaBupo pubuicewv E€aywyng
(mnyn 8nuioupyog)

-Scenes in Build: Xto cUYKeKPLUEVO ONUELO UTTOPOUUE VO SLAXELPLOTOUUE TIG ZKNVEC TIOU
Ba oupuneplhaBet n Unity og autiv tnv e€aywyn tou mayvidiol. Exoupe tnv duvatotnta
yla mpooOnkn, adaipeon Iknvwy Kabwg Kal TNV oelpd dnuioupyiag touc. MNpooBEtoupue
uia véa Zknvr o€pvovtag To apxeio TNG Kal adrvovtag To 0€ AUTO To TTAALOL0. H ZKknvh pe
Tov aplBpo 0 lval Ko n mpwTn ZKNVA LE TNV omola §EKLVAEL TO TtaLXvidL otav TpEXEL.

-Platform: E6w pmopoUpe va emAEEOUE TO cUOTNUA YLa To omoio BéAoupue va e€axBel To
navidl. Edpocov Stalé€oupe to emiBuuntd ota Se€ld Tou pmMopoUpEe va SoUpe
TEPLOOOTEPECG puBULoELg ToU adopolV TO CUCTNUA. X€ AUTO TO onUeio PAEMOUUE TIC
duvatotnteg ¢ mAatdpoppog Unity kaBwg HEXPL Twpo yla TNV UAOTOInon o€
Sladopetikd cuotipota Sev €XeL XPELOOTEL va KAVOUUE Timota GAAO mdpa UOvo va

SlaA£€oupe e €va KALK auTo ou BEAoupe kal n Unity avaAapBavel ta umtolouta.

MNa va oAokAnpwooupe tn Swadkaoia tg E€aywyng matdape eite Build to omoio
dnuoupyel Ta katdAAnAa apxela Kal Eva EKTEAECLUO HE TO OVOUO TIOU €XOUE ETUAEEEL
elte Build And Run mou €xeL oav mpocOetn Aettoupyia OTL TPEXEL TO EKTEAECLUO MOALG OAQL

oAokAnpwOouv. Elpaocte €tolpol va naifoupe KatL mou dnuioupynoape epeic!
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KEDAAAIO 3 UNITY & H TNQ2ZzA C#

3.a ZKomog Evatntog

Onwg €xoupe avadEPel O TPOYPOAUMOTIOHOG €lval OvVATOOTIOOTO  KOMUATL TNG
Sdadikaoioag tng avamtuéng kat oxediaong Bwvteomaiyvidiol pe tnv Unity €8ka av
B€loupe to Talyvidl mou Ba dnuloupyrncoupe va Eexwpilel. Mo aUTO XPNOLUOTIOLOUE
scripts mou evepyouv avdloya ta Sebopéva mou Sivel o maixtng kat gpovtilouvv ta
YEYOVOTA TIOU TIPETEL Vo cUPBOUV Katd tn SldpKeLa Tou malxvidlol va yivovtal T owoTh
otwyun. EmupooBetwg pmopolpe va dnuoupynooupe edIka ypadikd epé aAAd Kal va

EVOWHOTWOOUUE TEXVNTI) VONUOOUVN OE XOPAKTHPEC TOU TaLXvLSLou.

MapoAa autd, To eyxeipnua va paboupe ypadn KwSLKA Kal TPOoYypapUaTIoHoU Sev eival
ePIKTO €dw Kal OUTE EVTOC TWV TTAALOLWV TNG CUYKEKPLUEVNG SUTAWUATIKAC. EveikvuTal o
eVOLAPEPOUEVOC AVOYVWOTNG VA AVOTPEEEL E(TE OTO €MIONUO site yla ekpadnon ypadng
Kwdika tn¢ Unity:

(https://learn.unity.com/search?k=%5B"q%3AScripting"%5D)

KoOwg TapEXel HEYAAn TOWKWIO paBnuatwv ywoe OAa ta emimeda eumelplag Tou
T(POYPOUMOTLOTH, €ite pe pia avalntnon tou Bépatog oto Sladiktuo kabBwg uTtdpxeL

peyaAn cuAloyn mAnpodopLwv.

EMouévwg, 0 OKOTOG aUTAG TNV evotnTag ival va Seifel otolxeia tng C# mou TNV KAvouv
va Aewtoupyel Wbavikd ota mAaiola TG MAATPOPUAC, CNUAVILKA onueia ota omola
UTIAPXEL cuvepyaoia LeTall Unity kot CH aAAd kat emtidelén dlaitepwyv Suvatotitwy mou
KoBlotoUv autdv Tov OUVOUOOUO €EEALPETIKA LOXUPO OTOV TOMEQ TNG QVATTUENG

ButeomatyviSlwv.
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3.B NepBaAiov MpoypappaTiopov

Eva Evowpoatwpévo MeptBairlov Avamrtuéng (IDE) eival ouolaoTikd €va epyaleio
Aoylopikou mou BonBdel otnv o €UKoAn ypadn kot avamuén kwdika. H Unity

umnootnpilet ta Visual Studio, Visual Studio Code kat JetBrains Rider.

To Visual Studio sivat to mpoemileypévo IDE mou xpnotpornotel n Unity kaBwg katd tnv
gykataotaon tng mMAaTdOpUAG YIVETAL KOL EYKATAOTOON QUTOU. Z€ TEPLMTTWON TIOU EXOUUE
kamowo aAAo IDE kat dgv B€houpe va xpnotpomnotjooupe to Visual Studio pmopolpe va
oAAGéoupe mnyaivovtag amd 1o pevou Edit > Preferences > External Tools > External
Script Editor kot va StaAé€oupe auto mou B€Aoupe. Omolo mpoypappa UTtapXeL 6w Ba

elval KoL TO TPOYPOUQ LE TO OTOL0 aVoilyouV Ta scripts Tng mAaThpOopUag.

3.y Baowa Scripting Ztn Unity

Exoupe deL OtL oL oupmepldopeg TwV AVTIKELUEVWY KaBopilovtal amod T ZUCTATIKA TIOU
Sl0B£€TOoUV KOl QpKETA Omo autd to mapéxel n Unity. Ma tnv dnuioupyla OpwC
EeEXWPLOTWV EUMELPLWV TTALXVISLOU XPELAETAL VO UAOTIOL)COUME Ta SLKA HOC ZUCTATIKA
XPNOLUOTIOLWVTOC Scripts. XTn OUYKeKPLUEVN SutAwpatikr) Ba avadepBole otn yAwooa
CH# kaBw¢ oe autAv eival uAomolUéVo TO TayvidL pag Kal €ival kal n y\wooa mou

ouviota n Unity kaBwg £xeL TV LeyaAutepn cupBatotnta Ke TNV MAATPOpUA.

Ze avtiBeon pe dAAa Ztolkeia mou €L0AYOUUE OTO TtaLXVidL pag, Ta scripts Snuioupyouvtat
anevuBeiac péoa otn Unity. MmopoUpe va SnULoupynooUUE €val script pE OPKETOUG
Tpomoug. Eite pe 6&€l KAk oto NapdBupo Epyaciag kat petd Create > CH Script elte pe
anevuBeiac emiouvayn os €va Avtikeipevo matwvtoag Add Component oto NapaBupo
MNapatrpnong kot New script (Etkdva 57). Zuviotatol n ovopacia Tou apxeiov Twpa yla

va anodeuxbouv Aadn apyotepa.
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Assets = Scripts

Ewkova 57: N€o script [38]

AvolyovTtag To VEO QUTO OPXELO UITOPOUE VA TIAPOTNPCOULE TOV OKEAETO Kol TV Soun

Tou €xeL KABe kalvoLpLo script. Eva mapadelypa véou script BAEmou e otnv Elkova 58.

using UnityEngine;
using System.Collections;

public class MainPlayer : MonoBehaviour {

/f Use this for initialization
void Start () {

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

Ewkova 58: Meplexopeva véou script [38]

Eva script ouvdéetal pe tov tPomo Asttoupyiag g Unity HEOw HLAG EVOWMETWUEVNG
kKAdong mou ovopaletat MonoBehavior. MmopoUpe va okepTtoUpe il KAAON wc €va
eldoc oxedlou ywa TNV dnuloupyla VEwv ZuoTtoTikwyv. To Ovopo TNG KAAoNG Tou
dnuLoupyoUl e lval To Ovopa Tou apyxeiou script (otnv mapandvw eikova “MainPlayer”)
KOl TIPETEL Vol Topapeivouv (dla yla va AELTOUPYAOEL. INUOVTIKO emiong sival yla va
Aewtoupyel €va script va €xel yivel n emolvad Tou cav ZUCTATIKO O€ KATOL0 AVTIKE(IEVO

otn ZKNvn Kot Ba EEKLVIOOUV oL EVEPYELEG TOU OTAV APXLOEL TO TtaLyVidL.
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MapatnpoUpe OTL umapxouv SU0 CuvapPTHOELC oTo VEOo script. H ouvaptnon Update
ekteAeltal pe kabe avavéwon frame kot ocuvnBw¢ meplapPavel KWOIKA yLo EVEPYELEG

OTMWC KLVNOELG, SpAOELC KOl avTamokplon os dedopéva amo tov xprotn (Etkova 59).

// Methods

gameObject.transform.Translate(new Vector3(1l, @, 8));
gameObject.transform.Rotate(new Vector3(186, @, 8));
gameObject.transform. localScale = 2 x gameObject.transform.localScale;

Ewkova 59: MNapadelypa cuvaptnong Update
(rnyn &nuioupyog)

2tnv Ewkoéva 59 BAEnou e éva Tétolo mapddelypa Kwdika. H mpwtn ypappun LETOKLVEL TO
AVTIKEIPHEVO KOTA €va PETPO oTov X afova, n SeUtepn To TEPLOTPEDEL Katd 180 poipeg
otov x afova kat n tpitn Suthacoldlel To PeyeOoC. AUTEG OL TPELG EVEPYELEG CUMPaivouv

kaBe popa mou avavewvovtal Ta frames.

H ouvaptnon Start koAeltal otnv apxn mpLv EEKVAOEL va TPEXEL TO TtalyvidL kal elvat To

KataAAnAo péEpog yla va yivouv omolecdnmote apytkomotnoelg (Ewova 60).

[/ Use this for initialization

void Start ()

I
L

Debug.Llog("I am alive!™);

Ewkova 60: Mapadelypa cuvaptnong Start [38]

H ouvaptnon Start tng Ewkovag 60 Ba spdaviosl oto mapabupo tng kovaoAag tng Unity to

puvupa “l am alive!” otav matficoupe to kouurni Play.

Otav dnuloupyoU e €va script pnmopoupe va eudavicoupe oto Mapabupo Mapatrpnong
karola media wg 8LotnTeg Tou Zuotatikol yla emefepyacia (Ewkova 61). Auto eival
Wlaitepa xpriowo otav xpelalopaote Avadopéc os aAa Aviikeipeva (yla mapadetypa

éval script mou SlaxelpileTal TG KIWVAOEL €VOC SLAOTNUOMAOLOU Kol XPelaletal pia
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avadopd oe €va AVTIKEIPLEVO POUKETAG yla va TO SnUloupyel Otav o Taiktng matdel

KQTTOLO KOUUTTL).

using UnityEngine;

using System.Collections;

¥ || [ Main Player (Script) 0 &,
Script Erl MainPlayer (o]
Ly Name ___[E1]] |

public class MainPlayer : MonoBehaviour

I
L

public string myName;

(i) (i)

Elkova 61: i) Anploupyia mediou myName ii) To medio oto Mapabupo MNapatrpnong [39]

Avadépape otnv mponyoupevn evotnta mwg ta Zuotatika Collider kot RigidBody
doulebouv pall yla TOV EVIOTOMO KpoUoswv. Mia ocuvaptnon mou pag Oivel
mAnpodopleg mAvw o€ AUTAV TNV Kpouaon €lvat n cuvdptnon tng Elkovag 62 mou pog Sivel

TO AVTIKEIEVO LIE TO OTIOLO €YLVE N KPOUGN TN OTLYUN TIOU cUMPBAlveL auTh.

private void OnCollisionEnter(Collision collision)
{

}

GameObject collidedWith = collision.gameObject;

Ewkova 62: Mapadetypa cuvaptnong OnCollisionEnter
(rnyn &nuioupyog)

3.6 Apxwkomoinon Prefab Zg Mpaypoatiko Xpovo

Onwg €xoupe 6eL ta Prefabs eival éva moAU Suvatd epyoldeio yiwa tnv Snuloupyia
TIOAUTIAOKWV AVTIKELHEVWY KATA TNV avamtuén Bwvteomayvibiwy o Unity. Mia amod tig
TIO LOXUPEC SUVATOTNTEG TIOU HOG TAPEXEL O cUVOUAOUOG TG MAatdhopuag pe tnv CH#
glval OTL umopoupe pe pia ypappun Kwdika vo apXLKOTIOL\GOUUE €val AVTIKELLEVO HUECW

Prefab otov xwpo tng Zknvng!
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Mot VoL OLPXLKOTIOL)OOULE LE QUTOV TOV TPOTO €va Prefab ypeldletal yia apxi o KwdKAG
pog va dnutoupyel pia Avadopd oTo JUoTATIKO TOU script Omwg eldape otnv mpnyoUUEeVn
napaypado yLo auto MPENEL va €XoUpE pia public petafAnti mou Ba mepLEXEL auTAV TV

Avadopa (Ewkova 63).

/{ Reference to the Prefab. Drag a Prefab into this field in the Inspector.

public GameObject myPrefab;

Ewkova 63: Anuoupyia petaBAnTiG mou nepléxel tnv Avadopa oto Prefab [40]

2Tn MoPATAvVwW EKOVO BAETTOUE TOV KWOLKA TIOU TIPETIEL VAL EXOULE OTNV KAAON LA WOTE
va urtapxel n Avadopad oto Prefab. To ouykekpLUEVO KOUUATL KWSLKa Ba dnuiloupynost
éva medio Avadopdg oto ZuoTtatiko tou script pe to ovopa “My Prefab” 1o omoio Ba

TePLEVEL va Tou avatebel éva Avtikeipevo (n Aé€n GameObject otov KwdIKA pag).

Mo va ylvel n apykomoinon Kotd to TPEELUo Tou mauyvidlol (ouykekplpéva otnv Elkova
64 Oa yivel pia popd kabBwe To KAAeopa tnG HeBOdou PBploketal otn cuvaptnon Start)
TPENEL va. KAAEooupe TtV PEBoSO Instantiate mou eival kat n péBodog mou apxLkomolel
To Prefab pe mapapétpoug: (Prefab_mpog apyikomoinon, onueio_otn_Iknvn,

T(POCAVATOALOUOG).

[/ This script will simply instantiate the Prefab when the game starts.

void Start()
{
/{ Instantiate at position (@, @, @) and zero rotation.

Instantiate(myPrefab, new Vector3(@, @, 8), Quaternion.identity);

Ewkova 64: Apxikormoinon Prefab [40]

Otav matooupe to kouuni Play Ba douue oto onueio (0,0,0) Tng Zknvig to Prefab mou
géxoupue Swoel oav Avadopad. Exoupe kat tnv duvatotnta va aAAagoupe Prefab Balovrag
éva Kawvouplo oto medio mMou OMwg £xoupe avadépel eival pia KA TPAKTLKA yla

SOKLUEC.
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Av 1o tponyoupevo napadetypa paivetal amAo kot dgv deixvel 6An Tn SUvaUn AUTAG TG
uebodou, mapakatw Ba SoUpE KATOLA CEVAPLOL OTOL OTola N apywkomoinon Prefab oe

TIPAYULATIKO XPOVO KAVEL TNV SOUAELA Hag TTOAU TILo EUKOAN.

-Zevaplo 1: Anpoupyia KATAOKEUNG

MrmopoUEe v SNULOUPYNOOUUE HIOL KOTAOKEUN OPXLKOTIOLWVTOG TIOAEG GOpEC €va
Prefab oe cuykekplpévn Stataén. O TPOMOC AUTOC SNULOUPYILOC KOTOOKEUWY OVOopAleTaL
Sdadikaotikn dnuoupyia (procedural generation) kat gival WSlaitepa XprioLn Katd tnv
avantuén Bwrteomayvidlwy Kabwg xapn O AUTAV HUMOPOUUE VO KATOAOKEUAOOUUE
nieptBardovta, xapaktnpeg, animations KA. aAyoplOpLKA LECW TOU UTIOAOYLOTH KATA TO
TPEELNO Tou TtatyvidLoU.[41] 21O OUYKEKPLUEVO oevaplo Ba SnUloupyrocoupE £va TELXo

arnd Avtikeipeva KOBoug pe tov kwdika tng Ewkovag 65.

using UnityEngine;
public class Wall : MonoBehaviour

r
L

public GameObject block;
public int width = 18;
public int height = 4;

void Start()

I
L
for (int y=8; y<height; ++y)

r
L

for (int x=8; x<width; ++x)

Instantiate(block, new Vector3(x,y,®), Quaternion.identity);

Ewkova 65: Script dnuoupylag teiyou [40]

‘Exoupe éva script pe to ovoua Wall to omoio pavepwvel tpia media 0TO IUOTATIKO, TLG
SVo petaPAntég width kat height kot pia Avadopa os Avtikeipevo block. tn ouvéyela oe
pia emavainyn Vo Bpoyxwv mou ¢ptavouv HEXPL TOV OpLOUO TOU £XOUNE SWOoEL oav
height kat width, apyxikomowobpue éva block pe ocuvtetayuéveg avaloya tnv ¢acn mou

Bpioketal n emavaAnyn. Otav teAewwoel authy n Stadikacia Oa €xoupe €vav Telxo e
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Oyocg 4 block kat mAdtog 10 block. Me tov TpOmO TOU €XOUE KATAOKEUAOEL TO script
UMOPOUE TIOAU €UKOAQ va aAAAEOUHE TA MOPATIAVW UEYEDN akopa Kol To €idog tou
AvTikeLMEVOU amo To omolo ¢tiaxvetal o teixog oto Mapdbupo Mapatripnong. Ztnv

Ewkova 66 pmopoupe va SOUE TO AMOTEAECO OTNV TTEPUMTWON TTOU AT o0V E Play.

Ewkova 66: Teiyog and Prefab [40]

-2evapLo 2: Apxikomnoinon BAnpatwy Kat EKpri§ewv

‘Eotw OTL €xoupe €va TUTIO Kavoviol Kot BEAoupe va BAAAEL kamolo €idog PARUATOG OTav
o maixtng dwoel Tnv avaloyn evioAr). To PARua eival éva Prefab to omoio mepléxel
Juotatikd Mesh, RigidBody kat Collider yia va pmopet va ektofeutel otov agpa Kal va
evtomilel kpoUoeLg ue AAa Avtikeipeva. Otav autd ocuykpouoTel pe kamoto dAAo Collider
tote B€éAloupe va apylkomoljooupe to Prefab tng €kpnéng to omoio mepléxel edé
owpatdiwv (particle effect). H apywkomoinon tou BAAuatog cupPaivel péoa otnv
ouvaptnon Update kaBwg B€éhoupe va eléyxoupe kabBe dopd Tou avavewvovtal Ta

frames av o maiytng €xeL matrostl to kouuni (Ewkova 67).

public Rigi

public f
void Upd:

2, transform.position, transform.rotation);

Ewkova 67: Script apxwkomnoinong BAnudatwy [40]
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To script poag €xeL tnv ovouaocia FireProjectile, To emlouvantoupe oto AVTIKEIUEVO TOU
KavovioU pag Kat pavepwvel dUo medla oto Juotatikod, tTnv HetaBAntrh speed kot tnv
Avadopad o éva RigidBody projectile. Ztnv ouvaptnon Update gAéyxoupe av o Xpriotng
€XEL TIOTNOEL TO KOUUTL TIOU £XOUHE oOplosl oTOo mavidl pOC wWC TO KOUMML Tou
nupoBoAiopoy  pe TO Input.GetButtonDown(“Firel”) «kat edpdoov TO TMATNOE
OPXLKOTIOLOUME TO PAAUQ pe TNV B€0n KAl TOV TPOCOVATOALOMO TOU KOVOVIOU WOG
Slvovtag tou Kol emitaxuvon avaloyn UE TNV TN TToU €XOUHE Swoel otnv HeTaBAnti
speed. Napatnpolpe 6tL n Avadopad pog mepipével tumo RigidBody. Auto cupfaivel yla
va anopuyou e va Baloupe AaBog Avtikeipevo mou Sev nepléxet RigidBody aAAd kal pag
SlEUKOAUVEL 0TO va €XoUUE TiLo apeon mpooPBaon oto nedio velocity tou RigidBody mou

adopa TNV enLtayuvon.

Ytnv Ewkéva 68 BAEmoupe To script pe to ovopa Projectile mou emiouvarntetal oto Prefab
Tou BAApatog. Me pia Avadopad oto Prefab tng €ékpnéng, evtomilel kpoUoeLg MAVW TOU Kot
oe Tepimtwon mou oupPel KAmol apXLKOTOLEL TNV €Kkpnén Kol KOTAOTPEPEL TO

AvTikeipevo Tou BANUATOG.

using UnityEngine;
public class Projectile : MonoBehaviour
r
L
public GameObject explosion;
void OnCollisionEnter()

I
L

Instantiate(explosion,transform.position, transform. rotation);

Destroy(gameObject);

Ewkova 68: Script apyikomoinong ekpnéewv [40]

-Zevaplo 3: AvTIKTAoTAoN AVTIKELLEVOU HE TNV KATECTPAMKEVN TOU popdn

e pia mapaldayr) TOu TPONYOUMEVOU OEVAPIOU UTTOPOUUE VO OKEPTOUUE OTL O€
TePUITTWOoN ou To PANHA HOC XTUTIHOEL Eval AANO AVTIKELLEVO EKELVO KOTOOTPEPETAL KOl
HEVeL otnv Béon tou pla Kateotpappévn popdn tou. Me mMOpOUOLO TPOTO, TNV OTLYUN
TIoU evtomiletal n Kpouoh, KATACTPEPOUUE TO AVTIKELUEVO TIOU SelXVeL TNV apXLK HN

KOTEOTPAUUEVN popdn Kal apxikomoloUe to Prefab mou mepléxel Tnv KateoTpappévn.
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Etol pia tétola Sradikaoia yivetal amAn kabwg Sev xpeldletal vo LETATPEPOUUE TNV

OpXLKN LoPdr TOU AVTIKELUEVOU UK.

Ta oevapla auTAG TNG mapaypddou Kabwe Kal MoAAG akopa pag Sivouv pia pkpn Wea
yla TI¢ SuvatotnTeg Mou MAPEXEL O £vav TPOYPOAUMOTLOT N mAatdpopua Unity oe
ouvbuaopuo pe tnv CH# yla tnv 600 to Suvatdv ypnyopotepn Kal KAAUTEPN UAomoinon

€vOc Bvteomnaiyvidlou.

3.€ Zuvaptnoslg Neyovotwv

‘Eva script otn Unity dev akoAouBel tnv 6éa VO TPOYPAUUOTOC TTOU 0 KWOLKACG TPEXEL
OUVEXWG Ot emovaAnyn MEXPL va OAOKANPWOEL KAmola gpyoocia. Avii ylo auto, n
mAatdopua Sivel tov €Aeyxo KATA SLAOTAUOTO OTO Script KOAAWVTOG OUYKEKPLUEVEC
OUVOPTAOELS TIOU €Xouv dnNAwBel oe auto. Otav autr n ouvaptnon TEAELWOEL TOTE O
é\eyxog emiotpedel otn Unity. AUTEC Ol OUVAPTAOELC €lVOL YWWOTEC WG CUVOPTHOELG
YEYOVOTWV Kot €xoupe A&N SeL kamoLeg Omwg Start kat Update. Ovopdovtal cuvapTtroELg
VEYOVOTWV €£MEeLSN evepyomololvTal amo thv Unity w¢ avtomokplon o€ Yeyovota Tou
oupBaivouv katd TN pon tou maxvidol. Mapakdtw Ba SoUpe HEPLKEG OCUXVEG Kal
ONUAVTLKEC CUVAPTIOELG.

-Zuvaptioelg Feyovotwv Avavéwong

Mia Baowkn €vvola otnv avamtuén PBwteomalyvidliwy eival otL ol aAAayeg oe B€on,
KOTAOTOON KOl CUUTEPLPOPA OTOLXELWV OTO TALXVISL IPEMEL vl yivovTal IpLv akpLBwe TV
OTLYUN TNG amelkoviong véou frame. Na auto €xoupe 8eL tn ouvaptnon Update mou
KaAe(tal mpv yivel amewkovion véou frame kal mpwv umoAoylotoUv ta animations. H
punxavn GuoLKAG OVAVEWVETAL UE TIOPOUOLO TPOTIO OUWG oL aAAayeg b€ oupPaivouv pe
Vv 6la cuyvotnta pe ta frames. Mo o akpLpr) amoteAéopota Katd tTnv dappoyn
dUOLKAC Xpnolpomolovpe tn ouvaptnon FixedUpdate mou kaAeitol mpLv amnd avoavewoeLg
duoknc. TENoG, kamoleg GopeC BEAOUE VO TIPAYLOTOTIOL)COUE ETILMPOCOETEC AANAYEC
HETA amod TG TponyoUUeveg SUO cuvaptioelg (my to mou Seiyvel n KAUepa HaC). €

TETOLEC TIEPLITTWOELG XPNOLUOTOLOUE TN ouvaptnon LateUpdate.
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-Zuvaptioslg Feyovotwv Apxlkomoinong

Elval ouvnBec va B€AoupEe va opXLKOTIOL|OOUHE KATIOLO KOUHATL KwSIKA TPV cupfouv
QVAVEWOELG KaTA TN Sldpkela tou matyvidlov. Onwe eidape pe tn cuvaptnon Start mou
oupBaivel mpwv yivel n mpwtn oavavéwon frame 3 ¢uowkng oe kamowo otolxeio. H
ouvaptnon Awake kaAeitat yla kaBe otolyxeio tn otypn nou Ba doptwbel n Tknvr. OAa
Ta KaAéopata og ouvaptioelg Awake Ba €xouv TeAelwoel 6tav KANBoUV oL CUVAPTICELG
Start apa n Start pmopel va xpnolponotiost dedopéva mou €xouv apylkomolnBel otnv

Awake.

-Zuvaptioslg Feyovotwv GUI

H Unity StaBtel cuotnua yla anelkovion GUI mavw amod tnv kupla dpacn mou cupPaivet
o€ pia Zknvn kat avtibpaon oe omola KAk cupBouv o€ auto. Mo TETOLEC EVEPYELEG
XpnotpomnoloVe tn ocuvdaptnon OnGUI mou kaleital meplodikd. MmopoUpe eniong va
EVTOTILOOUE yEYOVOTA TIOU apOpOUV TLG EVEPYELEG TIOU KAVEL O XPOTNG LE TO TtovTikL. Ma
napadelypa n ouvaptnon OnMouseDown eAéyxelL av 0 XpNOTNG €XEL TOTHOEL KATOLO

KOUUTTL TOU TTOVTIKLOU TIAVW ATt £VA OTOLYELO TIOU TIEPLEXEL TN CUYKEKPLUEVN CUVAPTNON.

-Zuvaptioelg Feyovotwv OUOLKAG

H unxavn ¢uoikng Ba avadépel onoleadnmote KpoUOoeLS GUBOUV £XOVTaG TIG AKOAOUBEC
ouvaptnoelc. H OnCollisionEnter kaAeital tn otyun tng emadng mou mpokaAet n kpoluon,
n OnCollisionStay kaAeital 600 cuppaivel n kpovon kat n OnCollisionExit Tn otyun mou

OTAUATAEL N Kpouon.

Jtnv Ewova 69 pmopoupe va doUUE OAEG TIC CUVAPTNOELS YEYOVOTWY, TN OELPA TIOU

KoAoUvTal 0AAA KOl TO YEYOVOC TTOU €XEL WC ATIOTEAECUA VA KOAECSTOUV.
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Reset is called when the script is atiached and not in playmode

‘Start is only ever called once for a given script.

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.

Awake

QOnEnable

v

FixedUpdate

OnStateMachineEnter/Exit

Fire animation events )

StateMachineBehaviour calliacks |

OnAnimaterMove

Internal animation update
L
L
|
Internal animation update

I a coroutine has yielded previously but is now due to
resume then execution fakes place during this part of the
update.

Internal animation update

L

Internal physics update

OnAnimaterlK

OnTriggerXXX
OnCollision)X>X
yield WaitForFixedUpdate
v

Update

yield null

yield WaitForSeconds

yield WWwW

yield StartCoroutine

OnStateMachineEnter/Exit

Fire animation evenis

L

StateMachineBenaviour callbacks |

L

OnAnimatorMove J

OnAnimaterl K

OnDrawGizmes is only called while working in the editor.

OnGUI is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

OnDisable is called only when the script was disabled during
the frame. OnEnable will be called if it is enabled again

LateUpdate

OnBecameVisible

yield WaitForEndOfFrame

C OnApplicationPause J

-

OnApplicationQuit

OnDisable

4—

OnDestroy

———

Initialization

Editor
Initialization

Physics

Input events

Game logic

Scene rendering

Gizmo rendering

GUI rendering

End of frame
Pausing

Decommissioning

Ewkdva 69: Pipeline cuvaptriioswyv yeyovotwy [42]
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KEQPAAAIO 4 IXEAIAZH KAI ANAMNTY=H “INVADERS
OF THE GALAXY”

4.a Emihoy£g Avamntuéng Nawyvidiov

2T OUYKEKPLUEVN Ttapaypado Ba SoUUE KATIOLEG EMIAOYEG TIOU XPELAOTNKE VO KAVOUUE
KOTA TNV avamntuén tou Bvteomayvidlol pag kabwg Kal toug Adyoucg mou pag odriynoav

OE QUTEG TLC ETILAOVEG.

4.0.i Emidoyn Mawyvidlov & EmippoEg

Me 5e60UEVO OTL €XOUE KATIOL EUTIELPLO OTOV TIPOYPOUMATIOUO KAl 0T AOYLKA TOU Kol
Bélovtag va Snuioupynooupe €va oAokAnpwpévo Buvteomalyvidt amodaocicaps va
KAvoupe KatL mou Ba BonBroet otnv ekpadnon tng mAatdoppoag Unity o oxedov OAeC TIg
Baolkég €vvoleg Tou xpeldletal Kamolog $GAodofog Snuioupyog PBlvteomalyviSlwy.
Anodpuyape TIC OUOKOAEG OTNV KATAVONON €VVOLEC KOl TIG TIEPLTTEG AELTOUPYLEC
akoAouBwvtag TNV apxLtektovikn pEBodo “kpeppudlov” (onion architecture) mou €xel
ocav Bacn tnv avamtuén Twv omoAUTWE amapaitnTwy AEITOUPYLWV TIou Xpelaletol va
TPOYPOUMO Yla VO TIOPEXEL Mia umnpeoia (mupnvag Kpeppudlol) kat KABe E€tpa
Aewtoupyla xtiletal mAvw oe autnv (otpwoelg Kpeppudol) kat PBonbdel oto va
arodpevxBel n mapdadoon HUn  OAOKANPWHEVWV  EPYOCLWV KAl  MUMEPSEUEVWV
TiPOYPOUMATWY.[43] MapdAa autd £xoupe BAAEL KOl KATOLO OTOLXELO TTILO TTOAUTIAOKQ yLaL
va Kavoupe tn Owadopd oto maxvidt pog aAAd 0 OKOMOC HaC TIAPOHEVEL v
oAokAnpwooupe éva Buvteonatyvidt to omoio Ba gival SLaokeSAOTIKO, TO ONUOVTLKOTEPO
otolxelo yia €va Bvteomalyvidy, Ba €xel €UKOAO OTNV KOTOVONON OVTLKEIUEVO Xwpig
TIOAAEG 08nyieg xprong, Oa pag pabet va xpnotponolol e tn Unity kat Ba eivat To mpwto

HOG OKOAOTTATL 0TNV avaATttuén BLvteomayviSlwy.

Ocov adopd TIC EMIPPOEC TOU Eixape yla to maxvidl €xoupe avadEpel Kol otnv
€LOOyWYN OTL £XOUHE OKOTIO va. UAOTIOLCOUUE €va remaster Tou Buvteomalxvidlou Space

Invaders mou eival Tng katnyoplag “shoot ‘em up” kaBwg MIOTEVOUE OTL KAAUTITEL OAOUG
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TOUG OTOXOUG TIOU BEcaE TIPONYOUUEVWE UE EETpa TTAEOVEKTNUA OTL €lval éva KAOOLKO
Bwreomalyvidt arcade kot €vog amod Toug BaolkoUg TMAPAYOVIEG OTNV EKTIvaEn Twv
HETOXWV TNG PBlopnxaviag kot Ba elval Apeca avoyvwpiolpo otoug AATPEeL Tou

eldouc.[44]

JKOTOG Tou Xxpnotn oe €va shoot ‘em up Purteomavidl eival va gAéyéel tov KUPLO
xapaktnpa (ouvnbwe kamolo ei6oug agpookAdoC) Kol va AVILUETWIIOEL PeyaAo mARB0G
exBpwv mMupoBolwvtag Ta evw tautoxpova anodelyel Ta SIKA Toug mMupd. H emtuyia
Baoiletal Kuplwg oTa AVTOVOKAOOTIKA TOU TTOLXTN KoL OPKETEC GOPEG O OTOXOG €lval va
KataotpéPel 6ooug To TOANOUC €xBpoug umopel péxpl va kataotpadel o i6log
ONMELWVOVTAG MEYAAUTEPO OKOp OO AAAOUG TTALXTEG KATL TIOU TIEPLEXEL KOL TO OTOLXELD
TOU avtaywviopov.[45] Eva napadeypa shoot ‘em up PBuvteomayvidlov daivetatl otnv

Ewova 70.

Ewkova 70: To shoot 'em up Bwteomawvidt Nuclear Throne [46]

4.a.ii Emttloyn Zuotuartog Avantuéng

Ma tnv avamtuén tou Puvteomaiyvidlol Ha¢ amodaoioape va YIVEL OTO AELTOUPYLKO
Windows pe KUPLO KPLTAPLO TAL CUCTHMOTA TIOU €XOULE OTNV KATOXN MOC WOTE va lvat
1o €UKOAN n Sokiun tou. EmumpooBEétwg unmoAoyiletal 6tL to 2022 Ba uTIAp)XOUV Ttepimou

1,8 dloekaToppUpLa UTIOAOYLOTEC TAYKOOUIWG apa pe tnv emhoyn twv Windows ekivaue
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and pia peydAn ayopd pe moAloug neAdtec.[47] Mia akoun emAoyr) MOU UMOPOUKE va
TAPOUHE UTOYPLV €lval Vol KAVOUUE TNV avamtuén tou PBuvteomaiyviSlol ylo cuoThpata
Android kdtL mou €xoupe OeL OTL €lvol OPKETA YpAyopo HE TG SUVATOTNTEG TNG
TAQTHOPHOC KOl TO CUYKEKPLUEVO €160¢ maxviSloU TToU avonmTUOooUUE peTadpaletol
€UKOAOL 0 0BOVEC KIVNTWV Kol TAUMAET. OMw¢ KAl PE TNV ayopd TWV UTTOAOYLOTWVY £TOL

KOLL N ayopd TWV KLVNTWV ElvaL TEPACTLA HE APKETOUC SLaBEaIuoug meAaTec.[48]

4. Tkomadg Mawyvidlov & Odnyiec Xprong

Onwg avadepape otnv mponyoupevn mapaypado, xovrag dedopévo OtL to malyvidt pog
Ba elval remaster evog shoot ‘em up PBuvteomalyviSloU Kal CUYKEKPLUEVA TOU Space
Invaders, 6ev Ba mMapeKKAIVOUE oMo TO BACLKA OTOLXELQ TOU OKOTOU TOU TayvidLol
amAd Ba KAVoupE TNV Kivnon tTwv agpookadwyv (maiktn kot £x0pika) mo Suvapikn Kat
TIO KOVTA oTa oclyxpova dedopéva. Oa KPATHOOUUE TN BACLKN apXr) TOU VO KPOTAEL TO
oKop Tou maiktn aAAa Ba mpoobécoupe £€tpa otolxela amOoOTOAWY yla £vav eVAAAAKTLKO
TpOmo matyvidlol wWoTe va pnv eivat povodidotato. Apa UMopoU e va cUVOYICOUE TOV
OKOTIO TOU TaXVISloU poG w¢ OTL elpaoTe TIAOTOL TTIOU XELPL{OUAOTE €Vol AEPOCKADOC
TMeETWVTAG o€ yalaleq pe oKomo va PEPOUNE €LG TIEPAG TG ATIOOTOAEG TIOU MO €XOUV
avatebei, kataotpépovrtag avrimada acpookdadn Kot mpoonabwvtac va pnv xtunnbolue

Qo auTd Kot Kataotpadel to Sikd pag.

4.B.i Tpomot Nawyvidiov

To mauyvidt pog StaBetel U0 SLaPOPETIKOUC TPOTIOUG-ETIAOYEG yLa VAl TTALEEL O XProTNG:

-Missions (AMOOTOAEG): TO OUYKEKPLUEVO TPOTO Talyvidlol €xoupe pia oelpd armo
emnineda pe apxkad SLABECIUO POVO £va. IKOTIOC TOU TAKTN €ival va OAOKANPWOEL TNV
OUYKEKPLUEVN AMTOOTOAN TOU Tou avatibetal oto eninedo (my KATaoTpodr) CUYKEKPLUEVO

aplOud avtinaAwv agpookadwy, emtBiwon ylo KATOLo Xpoviko dtaotnua KAT.). Apoul tnv
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OAOKANPWOEL TOTE TEAELWVEL TO emimebo pe emtuxio Kal EEKAELOWVEL TO EMOUEVO OTN
oclpa.

-Endless (AteAeiwto): To eninedo autd dev TEAELWVEL TTOTE. ZKOTOG TOU Ttaiktn glval va
eMBLWOEL 000 TO SuvaTtOv MEPLOCOTEPO Kol va MaléPeL 000 TIEPLOCOTEPOUC TIOVTOUG
urnopet kataotpEdovrag avrimaia aspookdadn nmpoonabwvrtag va Kavet highscore. Oco
TEPLOOOTEPO ETUIPLWVEL TOOO TO TOAU aufdvetat n SuokoAia tou emumédou. O
OUYKEKPLUEVOC TPOTIOC TOXVLOLOU £lval KoL auTtog mou Bupilel ePLOCOTEPO TO APXLKO

Space Invaders.

4.B.ii Odnyiec Xpnong (Controls)

H mAonynon ota pevol Tou matxvidlou yiveTal Ue tn Xpron Tou movTtikiol (mouse). Méoa
ota emineda eAéyYOUUE TNV Kivnon Tou agpookAadoug Lag eite e ta BeAAKLa €iTe PE TA
mANnktpa “W” “A” “S” “D” mou mpoodépouv TI¢ (Sleg Aettoupyieg pe ta BeAdkia mMavw,
aplotepd, KAatw kat 6efla avtiotowa. MupoBoAolpe MATWVTOC TO TANKIPO Sspace.
Matwvtag To MARKTPO esC EVEPYOTIOLOUUE TO PEVOU aUoNE amd TO OMolo UMOPOUE va
Byolue e€lte XPNOLUOMOLWVTAG TO TOVTIKL €ite matwvrta¢ fava TO TAAKIPO esc.
MapatnpoUHE OTL TTETUXALVOUE TO OTOXO TO TALXVISL Hag va Ttapapeivel amAo Kol xwpig

TIOAAEG 06NnyLeg xpriong.

4.y Movtéla & Ztoyeia

Ze autnVv TtV napadypado Ba KAvoupe pia avadopd oto LOVTEAD TTOU SNULOUPYAOCALE yLa
1o Tavidt pag kabwg kal oe Omolo AAAQ oTolKEla uTtdpyxouv oe auto Sivovtag pia
OUVOTTTLKN Tteplypadn yla To KaBe éva. To HEYOAUTEPO HEPOG TWV LOVTEAWV EYLVE LIE TNV
Xpron tou mpoypaupatog Blender kat otn cuvéxela elcaywyn toug otn Unity, akoun éva

HEYAAO TAEOVEKTN A TNG MAATPOpHAC KABwWC elval pia ToAU amAn Stadikaoia.
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4.y.i Aepookadn

210 TaLXViSL pag utdpxouv Evte SladopeTika &N aepookadwy:

-Agpookadocg naiktn (Etkova 71)

Ewkova 71: Movtélo agpookddoug maiktn
(rnyn &nuwoupyog)

Elvalr to agpookddog mou XelpilleTal 0 MAIKING YE TOV TPOMO TOU avadEPOUE OTNV

Tiponyoupevn rapaypado.

-Ex0pka agpookadn (Eikoveg 72, 73)

(@) (B) (v)

Ewkova 72: Movtéla exBpikwv agpookadwv
(mnyn 8nuioupyog)
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Ewkova 73: Movtého agpookddoug Tumou boss
(rnyn &nuwoupyog)

tnv Ewkova 72 PBAEmoupe Toug TpelG SLadopeTKOUG TUTIOUG aepookadwy ou EXEL va
OVTLUETWTTLOEL 0 TalkTNG pag. O TuTog (a) Kiveital ypriyopa aAAG KataoTtpEPeTal eUKOAQ
kot Sev pixvel mupd, o (B) kwveital o apyd amo tov (a) aAAd £xeL LEYOAUTEPN avToXN Kol
PLYVEL TTUPA KoL 0 TUTIOG (Y) TTIOU KLVELTOL apKETA apyd oAAA €XEL TN HEYAAUTEPN OVTOXN)
kat pixvel mupd. EmumpooBetwg oto teAeutaio eminedo AMOOTOAWV TOU EXOUME
UAOTIOLOEL UTTAPXEL TO aepookadog tumou boss mou PAEmoupe otnv Ewkéva 73. To
OUYKeKpPLUEVO Sev Kiveltal, kataAapBavel To MAvw HLoO tng 00dvng Kal avti yla mupd
dnuoupyel al\a exBpika aepookadn €xovrag emiong MOAU peyAAn avioxn O TUpPA.

MmopoUpe va SoUpe Ta povtéAa amnod ta nupd otnv Ewova 74.

(i) (ii)

Ewkova 74: Movtéha upwv (i) mupa maiktn (i) exBpika mupad
(mnyn dnpuoupyoe)
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4.y.ii AvopaBuioelc (Power Ups)

Kabe dopd mou kataotpépoupe Eva exOpkO aepookadog umapxel mbavotnta va
adnoet miow Tou pia avaBadbuion ya 1o SIk6 pag aspookdadog waote va pog Bonbnost

otnv anootoAn pag. Ot avaBabuioslg eival TpeLg:

-AvapaBuion Aonida (Etkova 75)

Ewkova 75: Movtélo avaBaduioncg Aomida
(mnyn 8nuioupyog)

Auti n avaBaduion dnuouvpyel pia pmie odaipa yUpw amnod to agpookddog Tou maiktn

KOlL TOV TPOOTATEVEL OO Hiot cUyKpouaon Tou Ba mpokaAouoe peiwon wnc.

-Avapaduion Zwn (Ekéva 76)

Ewkova 76: Movtého avapaduiong Zwn
(mnvr Snpoupydg)

MOALG 0 maiktnGg paléPel TN ouykekpluevn avoPfaduion ot Twplvol movrol {wng Tou

auvéavovtal KoTa Evay.
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-AvaBaduion MNupd (Ewova 77)

Ewova 77: Movtého avapaduiong Nupd
(mnyn Snpoupyog)

H mo ondvia kat emdpaotiki avaaduion kabwg eMITPENEL 0TO AEPOOKAPOG TOU TaikTn
va plYvelL Mupa amod TEPLOCOTEPA TOU €VOG onueia péxpl va $taoel ota tpia. AlopKel

OUYKEKPLUEVO XPOVIKO Slaotnua yia AOyouc Loopporiag matyvidiou.

4.y.iii Zwpatidia (Particles)

210 mauyvidt pog kabe popd mou katactpEdetal £ite KAMOLO aepookadog eite KAmola
odaipa, adrvel miow Tou yla pepka dsutepolemnta va eidog Particle wote va Swooupe
mapanavw kivnon, xpwpo kat dpdcn otn IKnv Hag SnULOUPYwVTaG Eva EAEYXOUEVO

“xao¢” otnv 0Bovn, £va XapaKTnpLoTIKO Twv cUyxpovwv shoot ‘em up.

‘Exoupe uhormotnosl evvia Stadopetika Particle: éva yla kabe eidog odpaipac, éva yla Kabe
el6o¢ amhoL exbpkol agpookAdouc, £va yla To aEpOOKAdOG TOU MALKTN KAl TPLa yLo TO

agpookddog Tumou boss (Ewkova 78).

i# DestroyBullet

¥ DestroyEnemyBullet
¥ Destroyinvader]

i# Destroyinvader2

¥ Destroylnvader3

¥ DestroyMothership1
¥ DestroyMothership2
¥ DestroyMothership3
¥ DestroyPlayerShip

Ewkova 78: Ta otolxeia Particle oto matyvidt pag
(rtnyn dnuLoupyog)
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4.y.iv YAka (Materials)

TNV Kotnyopia tTwv YAKWYV aVAKOUV Ta XPWHATA-UDEG TOU £XOULE EVOWUATWOEL OOV
ZUOTATIKA oTa AVTIKELMEVA MOG Yla va elvat eudLakpLta kat va dtadépouv To €va amno 1o
AaAMNo. To matyvidl pag €xet dekatpla Stadopetika otoxeia YALKwv: €va yla kaBe £idog
odaipag, €va ylo kabe aepookddog mMou UTAPXEL, €va yla Kabe avaBabuion pe tnv
avafBabuion tumou Aomida va £xel éva akopa kabwg BEAoupe SladopeTiko Xpwpa otav
TPoBAAAOUUE TNV aoTida yUupw amd To aepookAdoC ToU MaikTn Kal tT€Aog Vo yla ta

XPWHOTA TWV YPAUUATWY OTO HEVOU HOG.

4.y.v ®ovto (Backgrounds)

MNa tnv BeAtiwon tng endaviong anod to KAaolkd pavpo ¢povro tou original matyvidlou Kat
yla va urtapxel Stapopd PETAEY TWV EMMESWV HOG EXOUUE XPNOLUOTIOINOEL KATIOLEG
€lKOVEC w¢ background tétoleg wote va Sivetat n aiobnon tou Staotiuatog. Kabe
background &ladépel apketd amod ta AAAQ £T0L WOTE PE pHia MPWTN HATLA O XPHoTNG va
Uropel va avayvwplioel to eninedo oto omnoio Bploketal (Ewoveg 79, 80, 81, 82). Exoupe
emiong xpnowuomnolnoet éva background yla To KeVIpKO pevol Tou amoteAel puveia oto

Space Invaders (Ewkova 83).

Ewkova 79: Background emunédou Endless [49]
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Ewkova 80: Background emumédouv Missions 1 [50]

Ewkova 81: Background emumédou Missions 2 [51]

Ewkova 82: Background emumédou Missions 3 [52]
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Ewova 83: Background kevtpikoU pevou [53]

4.y.vi TpOULATOOELPES

Mo vo SWooUPE €val XaPOKTAPA KAl va TTANCLACOUE Lo Kovtd otn Bepatoloyia tou
rayvidlol €XoUHE GPOVTIOEL VA ELOAYOUHE KATIOLEG YPOLUOTOOELPEC yloL Xprion ota
pevou pag kot oto HUD kaBwg n mpoemideypévn tng Unity Sev pag KOAUTITEL OE QUTAV TNV
neplmtwon. Ou eloaywyEég €ywvav Ue TNV XpAon tng eméktaong TextMesh Pro mou
EVOWHATWVETAL 0TV TMAatpoppa Kal pag Sivel peyaAn molkidia emAoywv yla v
enefepyaoio NG epdaviong kKewwévou. Ta HEVOU XPNOLUOTOLOUV TNV YPOUHUATOOELPA

SpaceAge, kat to HUD tnv Fox Cavalier.

4.y.vii Hyol

‘Otav 0 XpnoTNG MOTAEL TO KOUUTIL yla EKTOEEVCT TIUPWV OLKOUYETAL £VOG XOPOKTNPLOTIKOG
nxog mou PonBadel oto va alwocBavBel otL Bploketal péoa oto malyvidl. Emiong £tol
arnodelyoupe va eival BouBo to PBuvteomalyvidt pag kot BonBape oto va yivel mio

SLookeSaoTIKO. TOV X0 TOV ELOAYALE OO TO Site Swpedv NXNTIKWV KAUT freesound.org.
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4.6 Mevou Mawyvidlov

Y& autnv tnv mapaypado Ba avallooupe ta U0 KUPLOTEPO LEVOU TOU TALXVLOLOU KAl TLG

Aettoupyieg Toug.

4.6.i Kbplo Mevou (Main Menu)

To KUpLO pEVOU €lval TO KEVTIPLKO CNUELO O TO omoio €xoupe TpooPaon o€ OAEG TLG
Aettoupyieg Tou mayvidlol Kot €lval To MPWTO TPAYHA TIou BAEMEL O XPrOTNG OTAV TO

avolyel to Bvteomatyvidt pog (Ewkova 84).

Ewkova 84: Kuplo Mevou
(rnyn dnuoupyog)

Anoteleital ano évav Sladavo KapBad mou KAAUTTEL OAN TNV €KTOON TNG 080VNG Kl €XEL
OTO TIAVW UEPOG TO TitAo Ttou Bvteomatyvidiou (Invaders of the Galaxy), amd kdtw ToOUg
SU0 Sladopetikolg Tpomoug atxvidiou (Missions kat Endless), kdtw amd autd To Koupi

TwvV enthoywv (Options) Kal TEAOG To Kouuri e€66ou amo to mawvidt (Quit).

Matwvtag to koupni Missions odnyoVupaote og pia véa oeAida Tou pevol mou SelXVeL TIg

SlL00éo1ueg amootoAEg (Elkdva 85).
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Elkdva 85: Mevol amooTtoAwv
(rnyr) Snpoupyog)

ESw pmopoUpe va SOUME TOUG TITAOUG TWV QMOCTOAWV TIOU UTIAPXOUV OTO TtalXVidL.
MmopoUpe va emAEEOUE piat amOOTOAN LOVO €pOCOV EXOUE VIKIOEL TNV TTPONYOULEVH
TNG KOl TNV £XOUUE EEKAELOWOEL OTIWG EXOUUE avadEpEL o€ mponyoUevn apaypado Ue
™V mpwtn amootoAn (Hunt) va sivat mavta fekAeldbwpévn. Epocov emilé€oupe pia
anootoAn petadepopacte oto eninmedd NG yla va EKWVAOOUUE. Matwviag TO KOUWTT

Back emiotpgédoupe atnv ponyoluevn oeAida tou pevou.

Av natriooupe to Kou i Endless oto kUpLo pevoUl Eekvape va MO{OUE TO CUYKEKPLUEVO
eninedo. Me 1o kKouprmi Options 0dnNyoUHAOTE OTLC EMIAOYECG TOU XpHOTn 000V adopad TIG
puBuicelg Tou mavidlov (Ewkova 86). e autiv tnv €kdoon umapxel évag slider yia
€\eyxo tnG évtaong tou nxou. Me to koupmi Back emiotpépoupe otnv MPonyoUUEVN

oeliba.
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Ewkova 86: Mevou puBuioswv
(rnyn &nuioupyog)

TéMNog, e To kouuni Quit kAeivoupe to mapdBupo Tng edpappoyng Tou mauxvidiou.

4.6.ii Mevou Navoncg (Pause Menu)

E€loou onuavTiko Kol PE TIAPOUOLEG AETOUPYLEC lval To pevou mavong (Ewkova 87). To

EVEPYOTIOLOUE TTATWVTAC TO TANKTPO Esc evw BplokopaoTe o€ KAmoLo eninedo.

Ewkova 87: Mevou navong
(rnyn &nuioupyog)
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Elval Sopnpévo pe tov dLo Tpomo pe To KUpLo pevou dnAadn évag dtadavog KapBag mou
KOAUTITEL OAN TV 000vn Kol otav evepyomolnBel maywvel tTn Spdon mou cupPalvel oto
emninedo. Ito MAvw HEPOG avadEpeTal n Katdotaon tou Tavidlol (Game Paused),
OMEOWC OO KATW UTIAPXEL TO KOuuTl emiotpodng oto eminmedo (Resume), To Koupmli
enotpodng oto kUplo pevou (Main Menu), To kouuni emtloywv (Options) mou €xeL v
dla Asltoupyia e TO AVTIOTOLXO KOUWTIL 0TO KUPLO PEVOU KOL TO KOuuri e€660u amo to
mayvidt (Quit). MmopoUpe emiong va Eavamatrooupe To Kouumi Esc otav eipacte otn
OUYKEKPLUEVN O€Alda TOU HEVOU yla va emMLOTpEYPoupe oto emimedo (cav va €XOUUE

natnoesL o Resume).

4.€ IKNVEG

JTn OUYKeKpLUEvn Tapaypado Ba SoUpE TIC IKNVEG TIOU E£XOULE UAOTOLAOEL yla TO

Buwteomalyvidt pog kat Ba dwooupe pia meplypadn tng Asttoupyliag Touc.

4.g.i Jknvn start_menu

Elval n Zknvn mou €xoupe avaluoel otnv napaypado 4.6.i. Ztnv Eikova 88 BAEnMoupe TNV

LEPAPXELD TWV AVTIKELMEVWV TNG ZKNVAG.

< start_menu
Ff Main Camera
fr) Directional Light
v 7 MenuCanvas
) Background
) GameTitleText
v [ MainMenu
v ) MissionsButton
[ MissionsText
¥ (7 EndlessButton
F EndlessText
v 7 OptionsButton
F OptionsText
¥ (71 QuitButton
) Qu

v Opt

BackText
Fp) EventSystem

Ewkova 88: Avtikeipeva start_menu
(rtnyn SnuLoupyog)
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OAa ta otolkeia mou BAEmou e otnv 000vn eivat maldld tou KapBd pevou. Avaloya ce
ol oeAida Tou HEVOU PPLOKOUOOTE E€lvOl OTEVEPYOTIOLNHUEVA KOL OUYKEKPLUEVA
AvTiKelpeVa OMWG yla mopddelypa otav EekvAeL To Tatyvidl Kal E(LAOTE OTNV KEVTPLKN
oeAida tou, oL oeABEG e TO PEVOU QIOCTOAWV KoL UE TIG ETAOYEC puBuioswv Sev gival
evepyéc (MissionsMenu kat OptionsMenu avtiotolya) kok. EmumpooBeétwg o kapBag
TLEPLEXEL KOL SCript TIOU BAOLKOC TOU pOAOG £lval va EKTEAEL TIG AELTOUPYLEG TWV KOUUTTLWV
Kot va eAéyxel Slapalovtag to apxeio PlayerPrefs (apxeio mou amoBnkevel n Unity
dedopéva matyviSlou yLa TOV CUYKEKPLUEVO XPrOTN) AV KoL TIoLa. ETMESA AMOOTOAWVY £XEL

EekAeldWOEL WOTE va TOU EMITPEPEL VO TA TTATH OEL.

4.g.ii Zknvn endless

Autni n 2knvn elvat n vAomoinon tou eruunédou Endless kal otnv Elkova 89 BAémoupe éva

OTLYMLOTUTIO TNG. 2TtnVv Elkdva 90 BAEmoupe Ta AVTIKEIPEVA TTOU TNV amapTilouv.

Ewkova 89: Itiyuiotuno emnunédou Endless
(rnyn &nuoupydg)

< endless

» ) Main Camera
7] Directional Light
&9 GameController

» i@ PlayerShip >
¥ (7 HUD
¥ [0 Score
) TMP SubMeshUI [Fox Can
¥ f71 Highscore
Ff TMP SubMeshUI [Fox Can
¥ (7] Health
71 TMP SubMeshUI [Fox Cay
¥ 7] Death Panel
» i@ Pause Menu >

) EventSystem

Ewkova 90: Avtikeipeva endless
(mnvr Snpoupyog)



To Avtikeipevo GameController gival umevBuvo yla OPKETEG TMAPAUETPOUC OTa EMimeda
Tou Ttavidlol Onwg o Babuog duokoAlag kKal n oAoKANpwaon TnNg OMOCTOANC Kal Ba
avaAuBel oe emopevn mapaypado. To Avtikeipevo PlayerShip eivat to agpookddog mou
eAEyXEL O MAKTNG TO omolo emiong Ba avaAubel oe emopevn mapaypado. To AVTLKEILEVO
HUD eivat évag kapBag mou nepléxel mMAnpodopileg yla Tov XprioTn yLla TNV CUYKEKPLUEVN
ouvebpla Tou mayvidlol OMwe To TWPLVO oKop Tou (Score), Tou TwpPLVoUg MOVTouG {wNG
Tou (Health) kaBw¢ kal To LeyaAUTEPO GKOP TIOU E£XEL YIVEL OTO CUYKEKPLUEVO PNXAVNLQ
(Highscore) To omolo umtapyet oto apxeio PlayerPrefs kal avavewvetal autopata 0tav To
Score éenepaoel 1o Highscore. To Death Menu eivat €vag kapag mou BAEMEL 0 XPOTNG

otav kataotpadel To aepookdadog tou (Etkova 91).

Ewova 91: Death Menu oto eninedo Endless
(rtnyn 6nptoupyda)

Mog avakowwvel to TéAog NG ouvedplag mayvidlol kKabwe Kataotpddnke TO
0EPOOKAPOC HOG, TO OKOP TOU TETUXOHE KoL pog Olvel TIC emlhoyég elte va
enavaldaBoupe to eninedo (Restart) eite va emoTpEPOUE OTO KEVTPLKO pevou (Main

Menu) eite va kKAelooupe To mapaBbupo tou mayvidiov (Quit).

T€Aog to Pause Menu To £Xoupe avaAlUoEL 0TNV TPONYOUHEVN Ttapaypado.
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4.&.iii ZKknVEG AltooTtoAwv

KaBwg ol IknVvéC amooToAwv elval MOPOUOLEG Ot AelToupyieg Kal Avtikeipeva Oa

avaAuBouv OAeg padi.

-Mission01 “Hunt”

Ta Avtikeipeva tng Zknvng paivovtat otnv Elkova 92.

v < mission01
b [ Main Camera
[ Directional Light
¥ GameController
» i@ PlayerShip >
¥ (71 HUD
» [ Goal
B (71 Health
b &9 Pause Menu 3
v i@ Win Menu >
¥ (71 Win Panel
71 WinText
7 WinhMissionT ext

i NextMissionText
¥ (71 MainMenuButton
£ MainMenuText
¥ [T QuitButton
5 QuitText
¥ §@ Death Menu b
B (1 Death Panel
w ffl Objective Canvas
¥ (71 Objective Panel
7] Objective Text
¥ 7] ReadyButton
1) ReadyText
Ffl EventSystem

Ewkova 92 Avtikeipeva mission01
(mnvr Snpoupydg)

Ye oxéon pe to eminedo Endless mopatnpolpue OtL unapxel to Aviikeipevo Objective
Canvas mou eilval évag KapBac mou BAEmMeL o xpnotng otav fekwvnoel To emimedo Kal
AeLtoupyel oav evNUEPWON WG TIPOG TNV ATTOCTOAN TIoU €XEL va oAokAnpwoel (Elkdva 93).
JTNV TIPWTN OTOCTOAN £XEL VO KATAOTPEPEL £vaV OUYKEKPLUEVO aplOUod  €vog
OUYKEKPLUEVOU TUTIOU eXBplkwv agpookadwyv. To eninmedo dev EekvAeL av o maiktng dev

AT OEL To KoupTti Ready.
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Ewkova 93: Objective canvas mission01
(rtnyn dnuLoupyog)

Ta Avtikeipeva HUD kat Pause Menu gival €miong amevepyonoLtnUéva 000 UTIAPXEL AUTOC
0 KapPag otnv 00ovn. Eniong edw to HUD &eixvel pévo toug twplvolg movtoug {wng Kat
TNV MPOodo TNG amooToAnG KabBwg Sev UTTAPXEL KATIOLO OKOp OTwG dev daiveTal Kal To

okop oto Death Menu ota eninmeda anootoAwv.

TéNoG, €va ONUOVTIKO VEO oTtolyelo elval to Avrtikeipevo Win Menu 1o omolo ekteAel
mapopola Asttoupyia pe to Death Menu aAld spdaviletal og MEPIMTWON EMITUXNMEVNG

oAoKANpwonc tnc amootoAn (Etkova 94).

Elkova 94: Win Menu oto emtinedo Hunt
(rtnyn 6nuoupyda)

Mag epdavilel ppvupa emituyiog Kot avti yia tnv emhoyn Restart tou Death Menu pag
Slvel TNV emloyn va MAUE AUECWE OTO EMOUEVO €Minedo amootoAwv KabBw¢ MAEOV To

EXOUE EEKAELOWOEL.
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-Mission02 “Backup”

Mapopola vAomoinon €xeL Kal To deUTePO eninedo anootoAwv Ue TN dladopd oTov TUTO
NG AmootoAng KaBwg 6w o0 XPNoTNG TPEMEL va ETLBLWOEL YLO. CUYKEKPLUEVO XPOVLKO

Siaotnua (Ekéva 95).

Ewkova 95: Objective canvas mission02
(mnyr Snpoupydg)

-Mission03 “Mother”

ESw ta mpaypata SuokoAeUouv yla Tov Taiktn KaBwg £XEL Vo QVILUETWIOEL TO
aepookadog tumou boss Kal n anootoAr tou dev eival GAAn oo To va To KataoTpéPel

(Ewkova 96).

Ewkova 96: Objective canvas mission03
(mnyr Snpoupyog)

H povn Swadopd ota Avrtikeipeva o€ autiv tn Zknvh €lvatl otL KaBwg autd esival to

Teleutalo eninedo otnv cUyKeKPLUEVN €kdoan Tou mavidiov to Win Menu avti yla tThv
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duvatdtnta va MAUE To €MOUEVO eMinmedo pag €XEL TNV €mAoyn va €movaAldBoupe to

OUYKeKpLUEVO (Restart).

4.7 Kivnon Maiktn

To Avtikeipevo PlayerShip sival o xapaktripag mou eA€yxet o aiktng. Eival éva Prefab kot

artoteAeital aro ta Aviikeipeva tng Ewkovag 97.

R# Playership
o default
ff ShipShootingPointCenter
A ShipShootingPointLeft
) ShipSheotingPointRight

) Shield

Ewkova 97: Prefab PlayerShip
(mnyn &nuioupyog)

O yovéag PlayerShip mepiéxetl oav Zuotatika tov Collider, Tnv mnyn nxouv (Audio Source)
Kol To script Staxeiplong tou agpookdadouc. To Avtikeipevo default mepléxel To poviédo
Tou aepookddoug, To Material kaBwc kat Tto Mesh. Ta endpeva tpla Avtikelpeva eivat
anmAd onueia mAvw oto agpookddog anod ta onoia SNULOUPYOUUE T TIUPA avaAoya Kal
pe Tg avopabuiosic mou €xoupe. TéAloc To Avtikeipevo Shield mou Eekwvael
OTEVEPYOTIOLNUEVO, YIVETAL EVEPYO HOVO OE TEPUMTWON TOU TAPOUME avaPabuion

Aomnida kat epdpavilel pia aomnida yupw and 1o agpookddog Hag.

Itnv Ewova 98 pmopolpe va Soupe OAa ta media mou gpdavilel oav ISLOTNTECG TO script

NG oUUTEPLPOPAG TOU AEPOOKAPOUC TTaiKTn.
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¥ # ¥ Player Behaviour (Script) @ it ¢

Script PlayerBehaviour
¥ Limits

Minimum X -7.78

Maximum X 9

Minimum ¥ -5.01

Maximum ¥ 4.29
Player Bullet @ friendlyBullet @
Shield @ Shield @
PosC A ShipShootingPointCenter (Transform) @
Pos L A ShipShootingPointLeft (Transform) @
Pos R 2 ShipShootingPointRight (Transform) @
Health 50
Health Text [TIHealth (TextMeshProUGUI) [0}
Shoot Clip 456641__370295_lazer-sound ®
Particle @ DestroyPlayerShip @
Shoot Timer 0.3
Ship Speed 12
Player Bullet Speed 800
Bullet Timer 12

Ewkova 98: To Zuotatiko Player Behaviour Script
(rnyn &nuioupyog)

-Limits: Ta 0pLa Tng 000vNG WOTE va LNV WITOPEL 0 MAUKTNG va BYEL EKTOG OO AUTHV
-Player Bullet: Avadopd oe AVTIKELEVO yLa TA TTUPA TOU TTALKTN

-Shield: Avadopa oe Avtikeipevo ywo tnv eudavion tng Aomida¢ yvpw omo To
oepookadog

-Pos C/L/R: Avadopég og Transforms yla ta onueia 0to agpookddog mou SnuLoupyoUpe
TO UPA

-Health: OL novtol {wng Tou maiktn

-Health Text: Avadopa oe TextMeshProUGUI ywa to keipevo Health oto HUD

-Shoot Clip: Avadopd o AudioClip yla Tov Xo mou akoUyeTal O0tav o xpnotng PAaAAet
mupa

-Particle: Avadopd oe Avtikeipevo yla to Particle mou Ba epdaviotel otav kataotpadet
TO agpooKadog mailktn

-Shoot Timer: Xpovo¢ kaBuotépnong HeTagy TUpwV, yla AOYouG LoOpPOTILaC TTaVLSLoU
-Ship Speed: H taxUTnTa HE TNV OMola KVELTAL TO 0lEpOOKAGOC TTaiKTn

-Player Bullet Speed: H taxUtnta pe tnv omoia KivouVTaLl Ta TUPA TOU TOUKTN

-Bullet Timer: O xpovocg péxpt va e€acBevioet n avaBabuion MNupad

‘Oocov adopd TO MEPLEXOUEVO TOU Script MEPA ATO TIG CUVAPTHOEL, YEYOVOTWY £XOUUE
vAormolnoet Kat SIKEG pag. MmopoUpe va SoUe 0OAOKANPO TO script ota Mapaptripata pe

To 6vopa PlayerBehaviour.
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-Start: Oftel Vv petaPAntn-flag hasLost mou eAéyxel av €xel kataotpadel TO
oepookadoc pag oe false kabBwg HOALC Eekvrioape tn ouvedpia tou matyvidlol. Emiong
naipvoupe tnv avadopd yla tnv mnyn Axou, pubuiloupe toug xpovoug yla avtiotpodn
uETpnon Twv Shoot Timer kat Bullet Timer kot apxtkomoloUpe tTnv avoaBaduion mupd oto
0.

-Update: E6w kaAoUpe ocuvaptrnoelg mou BEAoUE va yivovtal o kaBe avavéwaon frame.
Autéc eival ol DisplayHealth, Playerinput, Bounds, Death kat FadeBullet.

-DisplayHealth: Eivatl untebBuvn yla to Tt Selyvel To Keipevo tou Health oto HUD.
-Playerinput: uvaptnon umevBuvn yla ta dedopéva mou Sivel o mailktng péoa amnod ta
KOUMTILA Ttou Tatdel 6oov adopd tnv kivnon kot ta mupd. Emiong avalapBdavel tov
UTTOAOYLOMO YLOL TO OV €XEL TIEPACEL O XPOVOG KaBuoTEPNOoNG HETAEL UPWV Kal epocov
EXEL TIEPAOEL KOLL O XPAOTNG TTATAEL TO KOUUTTL yLa pipn MUPWV TOTE HOVO TOU TO ETUTPETEL
KOlL LVOIVEWVEL TOV XPOVO.

-Bounds: Kpatdel Tov maiktn eviog opiwv 006vng.

-Death: EAéyxeL av ol movtol {wng eivatl and 0 Kol KATW Kol TNV MEPLMTWoN mou elvat
B£teL To haslost og true, kataotpedel To aspookadog kat epdavilel to Particle.
-FadeBullet: Xtnv nepintwon mou n avaBabuion nupd eival peyaAvtepn tou 0 onuaivet
OTL £XOUE KATIOLO EVEPYN KOL TIPETEL VA apXioeL n avtiotpodn HETPNon ya e€acBévnon
NG avaBaduLong. Itnv nepimtwaon mou o Xpovog autog ¢tacel oto 0 TOTE PELWVOULE TOV
aplOuo tTNC avaBaduiong Katd 1 Kol aVOVEWVOULE TOV XPOVO.

-FixedUpdate: E6w kaAoUpue TIg ouvaptnoeLg ou oxetilovtal Pe To cloTtnua GUOLKAG.
Elvat ot Movement kat Shoot.

-Movement: Edapuolel kivnon avaloya To oL KOUUTILA €XOUME SEL OTL £XEL MATAOEL O
XPNoTng otnv cuvaptnon Playerinput kat tnv taxvtnta nouv €xoupe dwaoel oto nedio Ship
Speed.

-Shoot: Av 0 Xprnotng €XEL TTATAOEL TO KOUUTL yla pRyn mupwv, nailovpe pio popd to
KAUT AXOU Kal ovAaAoyo HE TNV TN TG avaBaduiong mupwv dnuloupyolue Ta
AVTIKElJEVO TIUPWV TALKTN QMO Ta aviiotolyo onueia kot toug Sivoupe toaxutnTa
avaloyn ¢ TG oto nedio Player Bullet Speed.

-OnTriggerEnter: AutA n cuvdptnon eivat umevBbuvn yla va avayvwpilel TG KPOUOELG TOU
0EPOOKAPOUC UE TA UTOAOUTO. AVTIKE(HEVA KOl va EKTEAEL TIC OVAAOYEG eVEPYELEG. AV

€XOUME Kkpouon Me Avtikeipevo avaPaduiong mupwv (tag BulletPowerUp) tote to
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KOTOOTPEDOUE, AVAVEWVOULE ToV Xpovo e€acBévnong kat av dev €xoupe Nén ¢dtaoel
OTO MEYLOTO aplOpod mou pmopel va €xel autn n avapaduion (2) tote avédavoupe Tt
peTaPfAntA katd 1. Ze kpovon pe Avtikeipevo avapaduiong aonida (tag ShieldPowerUp)
T0 Kotaotpépoupe katL av Oev elval evepyomoinuévo to Aviikeipevo shield to
EVEPYOTIOLOUUE. XTnNV Tepimtwon mou to Avtikeipevo eivat avaBabuiwon {wng (tag
HealthPowerUp) to kataotpédoupe Kol auEAVOUUE TOUG TwPLVOUG TOVTOUG {whG Tou
naiktn katd 1. Av umtapxet kpouaon e exBpko aepookddog (tag Enemy) HELWVOULE TOUC
novtoug {wnG Tou mailktn Kkatd 2, pe €xBpika mupd (tag Enemy Bullet) toug pewwvoupe
Kata 1 kot TEAOG av UTIAPXEL Kpouon UE To xBpLkd okadocg Tumou boss (tag Mothership)

BEToupe TOUG TwpPLVOUG ovtoug {wng oto 0.

4.n Zupnepidpopég & Texvntiy Nonpoolvn ExBpwv

Onwcg otnv mponyoUuuevn mopaypado idape to script yia 1o agpookadog mou eAEYXEL O
naiktng, oe autnv Ba SoUpe ta scripts cupneplPopdg Twv exOpwv Kal TNV TEXVNTH
vonuoouvn Tou xpnolpormololv. EmumpooBétwg Ba dolpe kat 1o script eAéyxou
navidlov (GameController). Ita MNopaptipATa UMOPOUKE Vo Ta BPOULE HE TO Ovoud

EnemyBehaviour, MothershipBehaviour kat GameController.

4.n.i EnemyBehaviour Script

AUTO TO script €mLOUVATITETAL O OAQ Ta €XOpIKA agpookdadn MANV Tou agpooKAPoug
TOmou boss kat otnv Ewova 99 umopoupe va Soupe ta media mou eudavilel cav
dotntec. OL TpEG kat ol avadopég ota medla Sladépouv avaloya HE Tov TUMO

aepOoKAPOUG.
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¥ #| v Enemy Behaviour (Script) e i+

Script EnemyBehaviour

Speed 85
Dir Timer 2
Shoot Timer 3.5
Health 3
Chance 160
Score Weight 2
Enemy Bullet Speed 500
Can Shoot ~
Change Dir ~
Health PU @ Health Powerlp @
Bullet PU @ Bullet Powerlp @
Shield PU @ Shield Power Up @
Enemy Bullet @ enemyBullet @
Particle @ Destroylnvader2 @
Shooting Pos . Shooting Position (Transform) @
¥ Limits
Minimum X -7.87
Maximurm X 9.09
Minimum Y -75
Maximum Y 0

Ewkéva 99: To Zuotatiko Enemy Behaviour Script
(rnyn &nuoupyog)

-Speed: H tayutnta kivnong tou exBplkol agpookadoug

-Dir Timer: Xpovoc peta allayng kateuBuvong KaTta TNV Kivnon

-Shoot Timer: Xpovog kaBuotépnong LeTagu mupwv

-Health: Movtol {wn¢ exBpLkol aepookddoug

-Chance: MBavotnta va adnoel miow tou avaBabuion otav katootpadel TO
OUYKEKPLUEVO aEPOOKAPOG, 000 LEYAAUTEPO TO VOUUEPO TOCO TILO OTIAVLA CUMBaivEL
-Score Weight: MNMoA\amAaolaoti¢ okop avaloya HE TO TUMO AEPOOKADOUC HE TLUA
avaAoyn t¢ SuokoAiag va kataotpadolv

-Enemy Bullet Speed: TaxUtnta exOpkwv Mupwv

-Can Shoot: ToekapLOUEVO OE TIEPLTTTWON TIOU TO CUYKEKPLUEVO AEPOOKAPOG BAAAEL TUPQA
-Change Dir: Atakomntng aAAayng katevBuvong (aplotepd/dela)

-Health/Bullet/Shield PU: Avadopég ota Avtikeipeva avapBabuioswy

-Enemy Bullet: Avadopa oto Avtikeipevo yla ta exBpika mupa

-Particle: Avadopd oe Avtikeipevo yla to Particle mou Ba epdaviotel otav kataotpadet
TO AEPOOKAPOG

-Shooting Pos: Avadopa os Transform yia To onpeio oto agpookddog mou dnuioupyol e
Ta IUPA

-Limits: Ta opLa tTng 086vng woTte va pnv punopel va ByeL to exBpLkd aiepookadog EKTOG
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AkoAouBouv oL cuUVaPTACELG TOU script:

-Start: Edw apyLkomoloUpe pia petaBAntn (curScene) pe to dvopa tng IKNVNE oTnV onola
Bplokopaote KaABwG pag XPELAlETAL N CUYKEKPLUEVN TIAnpodopia. Emiong Snuoupyolpe
uia avagopa yia to Rigidbody tou aepookddoug kot pubuiloupe toug xpovoug yla
avtiotpodn LETpnon Twv Shoot Timer kat Dir Timer.

-Update: ESw kaloUpe ouvaptroelg mou BéAloupe va yivovtal o kaBe avavéwaon frame.
Autég elval ot Change, Death kat Shooting.

-Change: Zuvdaptnon umelBuvn ylwa va aAAalel tov Stakomtn changeDir mou Sivel tnv
katevBuvon kivnong. Metpa avtiotpoda kat 6tav o Dir Timer ¢tdoetl oto 0 aAAalel Tnv
TLUA KOl OAVAVEWVEL TOV XPOVO.

-Death: Av 1o aepookddog Byel €KTOG TNG 006vNG amd TNV KATW MEPLA TNG TOTE
Kataotpédel To agpookadog. Emiong av ot movrol {wnc Tou mecouv otoug 0 ppovtilel va
KaAéoel tn ouvaptnon DropPowerUp kal otn ouvéxel avaAoya Tn ZKnvh €eKTeAEl
OUYKEKPLUEVEG eVEPYELEC. Av n Zknvnh €lval n endless tote dppovtilel va mpocoBEcel To
oKop €Ml TOV MOAAQMAQOLOOTH TOU OTO GUVOALKO oKop Tou emumedou. Av n Zknvn €lval n
mission01 (eminedo mou £xoupe va KATAOTPEPOUUE CUYKEKPLUEVO TUTIO AEPOOKAPOUG)
KoL TO agpookadocg eival o TUTOC Tou BEAoUHE TOTE aUEAVEL TNV TPOOSO TNG AMOCTOANG
kata 1. TEhog dppovtilel va kataotpéPel To Aviikeipevo Kat va epdavioel to Particle.
-DropPowerUp: Anuloupyel €vav tuxaio apBud amd 1o 1 péxpl tnv T tou mediou
Chance kat Bydalet tnv avdloyn avapabuion. Neploocotepeg mBavoOTNTEG EXEL VAL NV
Byahel kapia avaBaduion Kot Alyotepeg mBavoTnTEG €XeL va BYAAeL avoBaduion mupwy.
-Shooting: EAEyxeL av TO OUYKEKPLUEVO aEPOOKAPOG BAAAEL TTUPA KOL OE OQUTAV TNV
TepIMTWON UETPAEL avtiotpoda amod Tov Xpovo kabBuotépnong mupwv. Otav ¢ptaocel oto 0,
To agpookado¢ BAaAAeL mupd amd to onueio plPng pe TNV TaxUTNTA TOU QAVILOTOLXOU
nedlou Kal avaveEWVETAL 0 XpOvog kaBuoTtépnong.

-FixedUpdate: ESw KaAOUUE TNV OUVAPTNON TIOU OXETI{ETOL HUE TO CUOTNUA UOCLKNG KOl
elvat n Movement.

-Movement: H ocuvaptnon auth eivat urmtevBuvn ylo TNV THPNON TWV 0pLwV TNS 00dvNG
otov X dafova amod 10 agpookddog Kol o€ TEPUMTWON mou Tdel va Byel oAAAleL TtV
katevBuvon tou. Emiong ¢ppovtilel va dwoel emitdyuvon oto agpookadog avaloyn tng

TLUNG Tou Ttediou Speed katl pe kateBuvon avaioya tnv Tun Tou Change Dir.
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-OnTriggerEnter: AutA n cuvdptnon eivat umevBuvn yla va avayvwpilel TG KPOUCELG TOU
0EPOOKAPOUC UE TA UTOAOUTO. AVTIKE(HEVA KOl va EKTEAEL TIC OVAAOYEG eVEPYELEG. AV
€XOUUE Kpouon e Avtikelpevo mupwv maiktn (tag Friendly Bullet) pelwwvoupe toug
TOVToUG {wNE Tou Katd 1 Kot av n Iknvn pog ivat n endless TOte MPooBETOUE TOVTOUC
OTO OUVOALKO OKOp. Xe Kpouon He To Avtikeipevo maiktn (tag Player) B€étoupe toug
niovtoug wng oto 0. To (810 KAVOUE Kal OTNV TEPIMTWON ToU TO AVTIKELUEVO €lval N
oomniba tou maiktn (tag Shield) aAAd oe autiv TV MepimTwon BETouUE eMUTAEOV TNV
aomida avevepyn.

-SetHealth: uvaptnon mou Bétel Toug movroug Lwng Tou aspookdadoug oto 0 ya xprion

arnd to MothershipBehaviour Script.

Emopévwg n ouunepidpopd twv exOplkwv aepookadwv elval amd TNV OTYUR ToU
dnuioupyouvtal va Katefaivouv TTPog To KATW HEPOG TnNC 006vng pe pla taxutnta Kat
gvav pubuo alayng katevBuvong Kot va BaAAouv Tupd avaloya e Tov TUTO TouG. To
Sdaotnua {wng toug sival péxpL oL movrol Lwng Toug va pUndeviotolv 1 va Byolv eKTOG

0006vNn¢ ano o KATW HEPOC TNG.
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4.n.ii MothershipBehaviour Script

To ouykekpLuévo script (Etkova 100) EMIOUVANTETOL LOVO OTO 0.EPOOKAPOC TUTIOU boss.

¥ # + Mothership Behaviour (Script) o

Script MothershipBehaviour

Health 100

Health Text Mone (Text Mesh Pro UGUI) ®
Particle 1 @ DestroyMaothershipl ®
Particle 2 i DestroyMothership2 ®
Particle 3 i@ DestroyMothership3 ®
Out Spawn 1 A Outer Spawn Position (1) (Transforr @&
Out Spawn 2 A Outer Spawn Position (2) (Transforr @
In Spawn 1 A Inner Spawn Position (1) (Transforn @
In Spawn 2 A Inner Spawn Position (2) (Transforn @

Center Spawn 1
Center Spawn 2

A Center Spawn Position (1) (Transfo ©
A Center Spawn Position (2) (Transfo ©@

¥ Enemies

Size 2
Element O @ Invaderl ®
Element 1 i Invader2 ®

Out Timer 4

In Timer 1

Center Timer 2

Speed 90

Ewkova 100: To Zuotatiko Mothership Behaviour Script
(rtnynA dnuoupydg)

-Health: OL ovtol {wng Tou agpookddoug
-Health Text: Avadopa oe TextMeshProUGUI yia to keipevo tou Mothership Health oto
HUD
-Particle 1/2/3: Avadopéc os Avtikeipeva yia ta Particle mou 0a spdaviotovv otav
kataotpadel To agpookadog
-Out/In/Center Spawn 1/2: Avadopég o £€€L SladopeTikd onpeia Tdvw oto agpookddog
amno ta onoila dnuioupyovvral aA\a aspookddn, dUo efwteplkd, SUO ECWTEPLKA KoL SUO
OTO KEVTPO
-Enemies: Mivaka¢ pe avoadopéc oe Avriikeipeva exOplkwv aepookadpwv mou Ba
dnuoupynBouv, otnv cuykekpLuévn €kdoon agepookdadn TUTIOU a Kat B
-Out/In/Center Timer: Xpovol petalt dnuioupyiag véou exBptkol aepookdadoug amnod ta
avtiotolya onueia

-Speed: H tayutnta pe tnv omoia epdaviletal To agpookadoc
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AkoAouBouv oL cuUVaPTACELG TOU script:

-Start: ESw yivovtal oL akoAouBeg apxlkomolioels. @toupe tnv petapAntn-flag tou
GameController, hasWon oeg false yia va pnv pog spdavilel to pevol vikng epooov dev
xpnotpornoteitat to GameController o aut tn Iknv. O£TOUME TIG METABANTEC yla
avavopeva otadla SuokoAiag Tou emuédou (firstStage kat secondStage) emiong false
OMWC TO (610 Kal TN PeTaBANTH yLa TO av XL ViKnOel To agpookddog, wonBoss. OEtoupe
™ petapAntn IviStart oe true yia va SnAwooupe OTL ekivnoe To emimedo Kal va
eupaviocoupe Tov KapPa amooTtoAnc. EMumpooBETWG apXLKOMOLOUME TOUC XPOVOUG yla
avtiotpodn METPNON Twv Spawn, Snuloupyoupe pia avadopd yia to Rigidbody tou
ogpookadouc kot Slvoupe TNV emtaxuvon avaioyn tou medlou Speed wote va
epdaviotel otnv 006vn pag to agpookddog.

-Update: EA€éyxel av 1o agpookadog £xel dpTAoeL oTn owoTtr B£€on otnv 08dvn. Av eival n
npwtn ¢opad mou Pprtavel Betel 1o flag IviStart oe false kat pndevilel tnv emtayxuvon tou.
Eniong koAel oe kaBe avavéwon frame Tt ouvaptnoelg DisplayHealth, Death kat
Spawner.

-DisplayHealth: Eival umevBuvn yia to Tt deixvel to keipevo tou Mothership Health oto
HUD.

-Death: EAéyxeL av oL movrol Iwng Tou agpookddou¢ mécouv oto 0. I auTAV TNV
Tepltwon eAEYXEL TN ZKNVA Yyl AVTIKELPEVA HE tag Enemy KoL Ta KATAOTPEPEL HECW TNG
ouvaptnong SetHealth mou avadépape kabwg BeAovpe otav kataotpadel to boss va
Kotaotpadel Kal omolo aAho exBpkd aepookAddoc UTIAPXEL TNV 080V SNULOUPYWVTOG
pio wpaia otyun. 2tn ouvexela epdavilel ta Particle kataotpeédel 1o agpookadog Kat
BéteL To flag wonBoss o€ true.

-Spawner: Yuvaptnon umelBuvn yla T Snuoupyia exBplkwv aspookadwv amo T
avtiotolya onueia. Metpdel avtiotpoda OAoug Toug XPOVOUG yla Ta Spawns Kol Ot
OUVEXELO EAEYXEL TOUC TTOVTOUG {wNG Tou agpookadoug boss. Otav Eemepdcouv Eva 6plo
Kavel pe tn oepa ta flags firstStage kot secondStage true kal PELWVEL TOUG XPOVOUG
peTafl kabe véag Snuoupylag exBplkol aspookadoug avaioya pe avta ta flags. MNa
napadelypa otav To secondStage eival true oL Xpovol €xouv PELWOEL 0TO ULOO KoL EXOUUE

OPKETA peyaAuTtepo Babuo duokoAiag. Otav omoloodnmote xpovog ptacet oto 0 KaAeltal
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Kat n avaloyn ouvaptnon &nuwoupyiag (SpawnCenterEnemy, SpawnlnEnemy,
SpawnOutEnemy) KoL QVAVEWVETOL O GUYKEKPLUEVOG XPOVOG.

-SpawnCenterEnemy: Zuvdptnon dnuloupylog exBplkwv aepookadwyv OTO KEVIPO TOU
oaepookadouc boss. Anuloupyetl €vav tuxaio aplBpod yia va emiAéEel ooV amo toug 2
Tumoug Ba dnuloupynostl. Otav anodaciosl yla Tov TUTIO TOTE OO TA AVILOTOLXa onUEla
(ue pia pikpn amokAlon ylo Adyoucg motkihiag) dnpovpyel ta agepookadn.
-SpawninEnemy: Mapopola HPe TNV TPONYoUUEVN ouvapTtnon aAAd ylo To onuela
dnuloupylag EcWTEPLKA.

-SpawnOutEnemy: Mopopolo Pe TNV MPonyoUUEVn ouvdAptnon oAAd yla To onuela
Snuoupylag e€wteplka.

-OnTriggerEnter: Autn n cuvaptnon sivat umevBuvn yLa va avayvwpilel TIC KPOUOELG TOU
aepookAdoug pe Ta uTOAouta AvTIKE(MEVA KoL va eKTEAEL TIG OVAAOYEG EVEPYELEG. Z€
kpolon pe to Avtikeipevo aonida (tag Shield) pelwvoupe toug movroug Lwng kata 1 kot
B€toupe Vv aomida avevepyn.

-CollidedWithBullet: Zuvdptnon mMou PELWVEL TOUG TTOVTOUG {wN ¢ Katd 1 katl KaAeital amo

TO script Tov mMUPWV TOU TtaiKTn.

Emopévwg n ouumepldpopd TOU OUYKEKPLUEVOU aepPookAdoug eival va epdaviletal
EMPANTIKA KoL va Tapapével oto Blo onueio dnuloupywvtag ocuvexwg exOplka
oepookadn OAo Kol TLo ypriyopa avaAloya Toug Movtouc Iwrng mou €xeL HéXPL autol va

miécouv oto 0 Kat va oAoKANPWOEL EMITUXWCE N ATTOCTOAN.

4.n.iii GameController Script

To ouykekpluévo script (Etkova 101) eival oAU onpavTiko Kabwg lval auto mou eAEyxeL
N por malyvidloy, eAEYXEL TO OKOP KOL TNV TPOOSO TwV OMOCTOAWV Kal SnULOUPYEL Ta
exOpka aepookadn. YrmdpxeL o€ OAa Ta enimeda oe autnv TV €kdoon Tou TtaLXVLSLoU
EKTOG amo To eminedo mission03 KaBwc oL BaOIKEC AEITOUPYIEG TOU €XOUV EVOWHOTWOEL
oto MothershipBehaviour Script. Zta Mapaptiuata To PBplokoupe He TO Ovoua

GameController.
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v # « Game Controller (Script) a

Seript GameController
¥ Limits
Minimiim X -6
Maximum X 7.5
Minimum Y 5.5
Maximum ¥ 7
¥ Enemies
Size 3
Element 0 @ Invader! ®
Element 1 @ Invader2 ®
Element 2 @ Invader3 ®
Timer 0.7
Prev Level 4]
Score 43
Goal 0
Final Goal 1
Countdown 0
Score Text Mone (Text Mesh Pro UGUI) @
Goal Text [TIGeal (TextMeshProUGUI) @
Highscore Text Mone (Text Mesh Pro UGUI) O]

Ewkova 101: To Juotatikdé Game Controller Script
(rnynA &nuoupydg)

-Limits: Nivakag Tipwv e Ta opla tTng dSnuoupylag

-Enemies: Nivakag pe avadopég oe Aviikelpeva exBpwkwv agpookadwv mou Ba
dnuoupynBouv

-Timer: Xpovog petall dnuloupylag vEwv agpookadpwv

-Prev Level: Kpatdel to mponyoupevo eninedo SuokoAiag (Lovo oto eminedo endless)
-Score: Kpatdel To okop Tou matyxvidlou (Lovo oto eninedo endless)

-Goal: Kpatdel tnv mpdodo mou £xeL yivel oTNV QMOOTOAN TOou TavLdlol (Hovo oTo
eninedo mission01)

-Final Goal: NeplExel Tov TEAIKO 0TOXO TOU eTUNESOU (Lovo oto eninedo mission01)
-Countdown: lMeplEXel TOV XpOVO TNG avtiotpodng HETPNoNng tou emumedou (udvo oto
eminedo mission02)

-Score Text: Avadopa oe TextMeshProUGUI yia to keipevo Score oto HUD (povo oto
eninedo endless)

-Goal Text: Avadopa oe TextMeshProUGUI yia to keipevo Goal oto HUD (povo ota
enineda mission01 kat mission02)

-Highscore Text: Avadopa oe TextMeshProUGUI yia to keipevo Highscore oto HUD (povo

oto eninedo endless)



AkoAouBoUv oL CUVAPTHOELC TOU script:

-Start: KAvel apxLKOTOLNOELG avAaAoya To €imedo yla auto Kol EEKLVAEL SNULOUPYWVTAG
pio petafAnT MOU TEPLEXEL TO Ovopa TNG IKNvAG (curScene). Itnv mepimtwon Tou
erunédou endless eAéyxel av umdpxel Highscore oto pnxavnua HECW TOU apXElou
PlayerPrefs kat otnv mepimtwon mou 8ev umapxel to dnuoupyel kat to B€tel 0. Av
UTIAPXEL Ttalpvel tnv TR tou. Emiong B€tel to okop TNG ouvedpiag oto O Kol TO
nponyoupevo emnimedo SuokoAiag oto 0. Av Bplokopaote oto emnimedo mission01 tote
BéteL to flag hasWon oe false kat tnv mpoodo tng amootoAng oto 0. Av BplLOKOUAOTE OTO
emninedo mission02 maAL B€tel To hasWon false kat apyLkomolel To xpovo tne avtiotpodng
HETPNONG. 2e KABe emimedo apxLkomolel To xpovo PeTall kABe dnuioupyiag exBpikou
oepookadouc Kot KaAel tn ouvaptnon SpawnEnemy.

-SpawnEnemy: A&lToupyel LE MOPOUOLO TPOTO HE TIG CUVOPTACELS SpawnEnemy tou
Mothership Behaviour Script pe tn tadopd OTL EMUAEYEL LETALY TPLWV AEPOOKAPWV Kal
Ta Snuloupyel o€ Ao To VPO TwV opiwv Snuloupylag.

-Update: ESw avaloya tn IKNvA €KTEAOULE KATIOLEG EVEPYELEC e KABE avavéwaon frame.
Itnv mepimtwon tng 2knvng endless kaloUpe TG ocuvaptroelg DisplayScores kat
Difficultize. Ma tn Zknvn mission01 kaAoupe tnv DisplayGoal kat eAéyxoupe av n mpdodog
NG AMOOTOANG HaG EXEL PTACEL TOV OTOXO KOL OTN CUYKEKPLUEVN TEPLTTWoNn BETOVUE TO
hasWon og true. Ma tn 2Zknv mission02 koAoUpe tn ocuvdaptnon UpdateTimer kat
eAéyxou e av n avtiotpodn HETPNON €xel GTAOEL 0TO O KL OTN CUYKEKPLUEVN TIEPLTTTWON
B€toupe to hasWon oe true. TéAog, autr n ocuvaptnon elvat eniong umevBbuvn, otav o
Xpovog dnuoupyioag ¢ptacel oto 0, va KaAECEL T ouvdaptnon SpawnEnemy Kal va
OVOVEWOEL TOV XPOVO, UE TPOOOEeTn Acttoupyia otn Iknvp mission02 va Sdnuioupyel
TEPLOOOTEPOUG €XOpOUG KOAwVTOC Tapandavw GopEG TN cuvAPTNon Otav PTAVOUUE o€
OUYKEKPLUEVO ONUEL TNC avTiotpodng HETPNONG.

-DisplayScores: Yrie0Buvn yla 1o tL eixvel To Keipevo Tou Score kat Highscore oto HUD.
ErmunpooBEtwg o mepimtwon mou to Score mepdoesl to Highscore aAAAlel tnv T Tou
Highscore kal evnuepwvel to apxeio PlayerPrefs.

-Difficultize: H ouykekpLuévn ouvaptnon gival umtevBuvn ylwa TNV avénon tnhg SuokoAlag

oto eninedo endless. AVQ CUYKEKPLUEVEG TLLEG OTO OKOP TNG ouvedpiag pag n SuokoAia
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avavetal kot ot dnpoupyieg exOplkwv oepookadwv yivovtal ocuxvotePeG Kabwg
LELWVETOL O XpOVOC LETAEL KAOe VEac dnuloupyloc.

-DisplayGoal: YrneuBuvn yia to tL Seixvel to keipevo tou Goal oto HUD oto eninedo
mission01.

-UpdateTimer: YrmeUBuvn ywa to Tt Seiyvel To Keipevo tou Goal oto HUD oto emimedo

mission02 kaBw¢ Kal yla tnv aviiotpodn LETPNON.

Onwc unopoupe va doupe to GameController eivat éva moAU xprioLlo Kot eVEALKTO script

TIou poG BonBacst va €xoupe KAAUTEPO EAEYXO TWV EMMESWV UG,

4.0 Napadsiypa Tuvedpiag Mawyvidlov

Jtnv Ewova 102 PAEmoupe éva OTLYULOTUTIO ToOu Talyvidlol amod pia cuvedpla tou

eruunédovu Endless.

SCORE: 149

°B

HIGHSCORE: 149

Ewkova 102: STLypLOTUTIO taXvidlol
(rtnyn &npioupyog)

1) OL évtoL mou €xet paléPel o maiktng oe auth tn ocuvedpia
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2) OLmévtol Lwng mou aIMOUEVOUV OTOV TtaikTn

3) To aiepookaddoc mou eAEYXEL O MAUKTNG

4) AvaPaBuiocelg mou pnopet va GUAAEEEL 0 TtalkTng

5) ExBplkd agpookadn

6) O uPNAOTEPOC aPLOUOC MOVTWY TIOU €XEL HalEPEL O TTALKTNG OTOV CUYKEKPLUEVO TPOTIO

natxvidou (highscore)
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KEQAAAIO 5 ANOTIMHZH EPTAZIAZ

5.0 ZUVOTTTIKA

@Otavovtag otnv TeAevTaia evotnTa AUTAG TNG SUTAWHATIKAG A KAVOUUE tia cuvodn Tng

Kol pia avadpoun os autd mou sidape Kat padoyle.

Jtnv Evotnta 1 kavope pilo eloaywyn oto avilkelpevo mou Ba BAEmape os authv thv
gpyaoio EEKVWVTAG UE TNV LOTOPLKA avaSPOUr TOU KOOMOU Twv PBlvteomalyviSlwy Kal
avaAUovVTag TOUG MAPAYOVTES TIOU oG wBoUv oTo va ta maioupe KAEIVOVTAG UE KATIOLEG

nmAnpodopieg mou adopoloav TNV TEXVNTH VONUOoUVn.

Jtnv Evotnta 2 sidape TIG BAOLKOTEPEC KOL TILO OUXVEC £VVOLEC TTou Bal cuvavtroel
kamolog oto ta&idt tng avamtuéng kat dnpoupyiag Bvteomayvidiwy Pe TNV TMAaTdopua
Unity. MaBope tL méco duvatod spyaleio sival auth n mAatdpopua, e€0IKELWONKAUE UE TO
interface tng e€lbape ta otolxelo KoL Tov TPOMO TOU AELTOUPYEL KAl KAVORE €EKTEVAG
avaluon oto Baclkotepo amod autd, To GameObject kat TéAog ldape MW UMOPOULE va

e€ayoupe to mayvidt mou Snuloupynoape.

Jtnv Evotnta 3 eidape tov tPOmo mou ouvepyaletal n yAwooa C# pe tnv Unity,
naipvwvtag mapaAAnAa pia yevon amd ta Bactkd otolyeia tou scripting mou BonBouv
otnv uvAomoinon tou Buvteomnalyvidiol. Mépa amd autd eldape Kol KATOLEG BOOLKEG

OUVOPTAOELG YeYovoTwyv TG Unity.

MNa va ptacouvpe otnv Evotnta 4 émnou epapudlovrag otnv mpdan 6Ao auto To UALKO Tou
Ppafape kot pabope, KatadEpape va avoamtuEOUUE TO SLKO HAC OAOKANPWHUEVO Kol
Slaokedaotikd Bvteomatyvid, Evag otoxog mou ixe 1eOel e€apxng aAAd oTo Eekivnpa NG
SUMAwHATIKAG €polale paKPpWOC. Avadépape Toug AOyoug mou pog odhnynoav oTLg
eTAOYEG pog Kot Sei€ape toug Slabéoipoug TpoOmouC malyvidloy, Ta HOVTIEAQ Kol Ta
oTOLXElO TTOU XPNOLUOTIOLNCOUE, TG ZKNVEG KABWE KoL amo MPOYyPAUUATIOTIKAG TTAEUPAG

TO WG AeLToupyoUV Ta BaCIKOTEPA OTOLXELO TOU.
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5.8 MeAAovtika ZxEdSLa

KaBw¢ o okomdg autng tng epyaciag Atav va paboupe ta Paclkd otolela tng
mAatpoppag Unity péoa amd tnv avamtuén kot Snuioupyia evog amAol Kot
Slookedaotikol malyvidlou, olyoupa UTAPXEL XWPOG yla BeAtiwon kal uAomoinon
TIEPLOOOTEPWV AELTOUPYLWV. Mo autd Kol xpnotpomnotnoape to Onion Architecture €tol
WOoTe £XOVTOC TIC amapaltnteg Aeltoupyiec mou Kavouv to Invaders of the Galaxy auto
TIoU €lval, va umopecoupe omoladAmote AAAN EUNMVEUCN €XOUME OTO MUAAO HOG Vo TV
EVOWHOTWOOUHE OTOV Mupnva tou matyvidlol. H ouykekpipévn Stadikacia eivot oAU
ouvnOLopevn katd tnv avamtuén Bvteomayvidiwy Kabwg o Snuloupyog Umopel va €xeL
OMETPNTEC LOE€EC AAAQ TIPETIEL val ETUAEEEL KATIOLEG QMO OWUTEC YLOL VO €XEL HLAL TIPWTN
Aewtoupylkny €kdoon o€ Aoylkd XPOVIKO &ldotnpa Kol o ouvluaopO ME TNV

avatpododoTnon amod Toug XPHOoTEC va SeL TL EXEL TTPOTEPALOTNTA VO UAOTIOLNOEL.

Me Bdon OAa autd, TO KUPLOTEPO onpeilo mou Ba pmopoUcape va BEATLWOOUUE OTO
TayvidL pag ivat ta HovtéAa Kot Ta ypadLka Kabwg N evaoxoAnon HE autd Sev €ylve o€
BaBog epodoov Sev Atav oto avtikeipevo NG SutAwpatikng. Eite péow tou Asset Store
elte Snuloupywvtag Ta SIKA Hag amo TV apxn, UToC elval €vog TOUENC TTOU UTTOPEL va
yivel peydAn avapaduion kat moAl onpaviltkog kabwg ta ypadikd evog matyvidlou eivat
N MPWTN £lKOVA TIou €xeL o umordlog xpriotng ya auto kot Ponbolv oto va Ttov
TPOOEAKUOOUY, KOl €lval Kal €vag omo Toug AOYoUuG TIOU Ol €TALlpEleg TNG Blopnxaviag

Slvouv peyain Baputnta ota ypadikd.[54]

OQa Jmopoucape €miong vo TPOOHBECOUUE VEOUCG TPOMOUG Talyvidlolu, Onwg yLa
napadelypa €va emninedo oto onoilo To agPookadog Tou maiktn BAAAEL TUPA ACTAUATATA
kat Ba eixe okomo amAd tn Saokedacn adoalpwVTAG TO AVIAYWVIOTIKO KOUUATL TWV
TIOVTWV 1 TNC EKMANPWONG amootoAwv. Emiong, pnopoupe va mpooBEoou e meplocotepa
eldbn avaPBobuicewv kot meplocotepa £i6n exBpwkwv aepookadwyv ylo HEYAAUTEPN

TIOLKIALOL Kol SLOLPOPETIKEC OTLYHEC VLA TO XPNOTN OTN por) TaxvidLou.

Mia mpooBnkn peyaAutepng KAlpakag Ba eival va culAéyel o maiktng kamowo €idog

ouvaAAAypaTog pe KABe exOBplkd agpookddog mou KataotpEdel Kal KABe emninedo mou
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oAokAnpwvel To omoio Ba pmopel va xpnowlomolioel yla va PeATiwoel To SIKO TOU
0EPOOKAPOC OMWC TILO SUVATA TUPQA, TIEPLOGOTEPOL TTOVTOL {WN¢ KO BEATIWOELG oL omoleg
Ba Statnpoulvtal og kABe pnxavnua peow tou PlayerPrefs. H cuykekpluévn mpooBnkn Ba
BonBrnosL otn Statipnon tng Baong xpnotwv kabwg Ba B€Aouv va cuvexicouv va

nailouv wote va SnULOUPYROOUV TO KAAUTEPO AEPOOKAPOC.

TéAog, pia ypriyopn kot eDKOAN tPooBnkn eivat n avénon Twv eMUTESWV ATOCTOAWY 0AAG
Kal n vAomoinon £€kdoong ywa Android kat iOS TMAQTPOPUESG IOV, OTIWG EXOUUE OEL, UG

TAPEXEL TN SuvaTOTNTA VA YivEL AUTO XWwpLic TOAAEC aAhayEg n Unity.

5.y Zupnepaopata

MTopPOULE VO CUUTTEPAVOULLE OTL LE TNV OAOKANPWON AUTHC TNG SUTAWMOTIKAG Epyaciag
€XOUWE QTTOKTNOEL BOOIKEG YWWOELG TTAVW OTOV TOMEQ TNG Snuioupylag Kal avamtuéng
Bwreomayvidlwyv Kabwe Kal pio mpwtn emadr UE TN CUYKEKPLUEVN Blopnyavia. Méoa
and tnv eknadnon twv Astoupylwy tng MAatpoppag Unity kot Le pio pkpr epmelpia
OTOV MPOYPOUUUATIONO KaTadEPAUE amo To UNSEV va SNULOUPYROOUUE TO SIKO pag amAo
kat Staokedaotikd Bvteomatyvidt kat va to Stapolpdooupe pog xprion. AkoAouBwvtag
Vv dadikaoia mou meplypaPape otn SUTAWUATIKY KOl XpNOLUOToLwVTaG TNV davracia
HOG ylo EUTIVEUON KAVAUE TO TPWTO OUTO Brpa TPog TNV evooxoAnon e tov kAddo.
Eidape OtL mépa amod Opefn yla auto mou Kavoupe Sev xpeldlovtal LOLAUTEPEG YVWOELG
KaBwg umapxel peyaAn mowkihia StdaktikoU UAKoU Kal €peuvag oto Sladiktuo Kot
OUYKEKPLUEVA OTNV Kowvotnta tng Unity mou mopeixe onuavtiky Bonbela oe 0An tn
Stadkaoia tng uhomoinonc.[55] H ekmovnon autig NG epyaciag £yve pebodika Kal pe
TIOAU €peuva 0oov adopd Tov TPOmo Kat tnv Stadlkacio cUAANYNG TNG WOEag Ko
avantuéng tou Puwrteomalyvidlou, Seiyvovtag moapalnAa tnv  epapuoyrn otnv
mAatdoppa Unity evog cuvduacopol yvwoewv amod ypadikd umtoAoylotwy, YA\wooa CH Kot

TEXVNTH vonpHoaouvn.
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NAPAPTHMATA

A. GameController Script

using TMPro;
using UnityEngine;
using UnityEngine.SceneManagement;

public class GameController : MonoBehaviour

{

[SerializeField] MapLimits limits;

[SerializeField] GameObject[] enemies; //an array that has our enemies
[SerializeField] float timer; //countdown for the next spawn
float holdTimer; //holds the starting time for the spawn countdown
[SerializeField] int prevLevel; //holds the previous level of difficulty
public int score; //the score of the game
int highscore; //the highscore of the game
public int goal; //the level of the goal completion
[SerializeField] int finalGoal; //the goal that is to be achieved

float holdCountdown;
//holds the starting countdown value so we can use it to make the level more
difficult

[SerializeField] float countdown;
//the countdown timer for mission@2, must be in seconds

string curScene;
public static bool hasWon;

[SerializeField] TextMeshProUGUI scoreText;
[SerializeField] TextMeshProUGUI goalText;
[SerializeField] TextMeshProUGUI highscoreText;

void Start()
{

curScene = SceneManager.GetActiveScene().name;
//get the name of the current scene

if (curScene.Equals("endless"))

if (!PlayerPrefs.HasKey("highscore"))
//if there is no key named highscore in the playerprefs make it and set it to ©
{
highscore = 9;
PlayerPrefs.SetInt("highscore”, highscore);
}

highscore = PlayerPrefs.GetInt("highscore"); //get the current highscore

score = 0;
prevLevel = 9;

}

if (curScene.Equals("mission@l1"))

{
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}

hasWon = false;

goal = 0;
}
if (curScene.Equals("mission@2"))
{
holdCountdown = countdown;
hasWon = false;
}

holdTimer = timer;
SpawnEnemy () ; //spawn the first enemy

void Update()

{

if (curScene.Equals("endless"))

{
DisplayScores(); //display the scores
Difficultize(); //make the game progressively harder
}
if (curScene.Equals("mission@l™))
{
DisplayGoal(); //display the goal
if (goal == finalGoal) //if we have completed the goal
{
hasWon = true;
}
}
if (curScene.Equals("mission@2"))
{
UpdateTimer(); //update countdown timer and display the time
if (countdown <= 9) //if the countdown reached ©
{
hasWon = true;
}
}
timer -= Time.deltaTime; //countdown
if (timer <= 0)
{

if (curScene.Equals("mission@2"))

//when we are on mission®2 and we reach certain checkpoints in the countdown we
start spawning more enemies

}

{
if (countdown <= holdCountdown / 3.0f)
{
SpawnEnemy () ;
}
if (countdown <= holdCountdown / 8.0f)
{
SpawnEnemy () ;
}
}
SpawnEnemy () ; //spawn enemy
timer = holdTimer; //reset timer

void DisplayScores()
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{

scoreText.text = "Score: " + score.ToString();
//display the current score
highscoreText.text = "Highscore: " + highscore.ToString();

//display the current highscore

if (score > highscore)
//if the current score is higher than the current highscore

{
highscore = score; //change the highscore
PlayerPrefs.SetInt("highscore", highscore);
}
}
void Difficultize()
{

int level = score / 250;
//upgrade difficulty level every 250 score (subject to change)
if (level > prevlLevel)
//sort of a flag, whenever the level changes (depending on the score) we make the
timer between spawns smaller
{
prevLevel = level;
holdTimer /= (prevLevel * 0.6f + 1);

}

void DisplayGoal()

{
goalText.text = "Goal: " + goal.ToString() + "/" + finalGoal.ToString();

//display the goal

¥
void UpdateTimer()
{
countdown -= Time.deltaTime;
if (countdown <= )
{
countdown = 0;
}
string minutes = Mathf.Floor(countdown / 60).ToString("00");
string seconds = Mathf.Floor(countdown % 60).ToString("00");
goalText.text = "Backup arrival: " + minutes + "." + seconds; //display time
}

void SpawnEnemy()
{
int picker = Random.Range(1, 100);
//randomize the spawn of the enemies (weighted)

if (picker <= 50)

{

Instantiate(enemies[@], new Vector3(Random.Range(limits.minimumX,
limits.maximumX), Random.Range(limits.minimumY, limits.maximumY), (float) -0.3),
enemies[@].transform.rotation);

//spawn enemyl in the space we have set in the maplimits of the gamecontroller (-0.3
to allign with the player)

}

else if (picker > 50 && picker <= 80)

{

109



Instantiate(enemies[1], new Vector3(Random.Range(limits.minimumX,
limits.maximumX), Random.Range(limits.minimumY, limits.maximumY), (float) -0.3),

enemies[1].transform.rotation);

//spawn enemy2 in the space we have set in the maplimits of the gamecontroller (-0.3

to allign with the player)
}

else

{

Instantiate(enemies[2], new Vector3(Random.Range(limits.minimumX,
limits.maximumX), Random.Range(limits.minimumY, limits.maximumY), (float)-e0.3),

enemies[2].transform.rotation);

//spawn enemy3 in the space we have set in the maplimits of the gamecontroller (-0.3

to allign with the player)

}
}

B. MapLimits Script

[System.Serializable] //this is for the class to show in the inspector
public class MaplLimits //the map boundaries
{

public float minimumX;
public float maximumX;
public float minimumy;
public float maximumyY;

I. Rotator Script

using UnityEngine;

public class Rotator : MonoBehaviour

{
void Update()

{
transform.Rotate(new Vector3(@, 80, 0) * Time.deltaTime);

//rotates gameobjects that it is attached on the y axis

}
}

A. VolumeEditor Script

using UnityEngine;
using UnityEngine.Audio;
using UnityEngine.UI;

public class VolumeEditor : MonoBehaviour

{

[SerializeField] AudioMixer mixer;
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[SerializeField] Slider slider;
float sliderValue;

void Start()

{
if (!PlayerPrefs.HasKey("MusicVolume"))

//set the default volume level the first time the game is played
{
slider.value = 0.6 ;
PlayerPrefs.SetFloat("MusicVolume", slider.value);

sliderValue = PlayerPrefs.GetFloat("MusicVolume");

slider.value = sliderValue;

mixer.SetFloat("MusicVol", Mathf.Logl@(sliderValue) * 20);
//set the volume level

}

public void EditVolume()
{

sliderValue = slider.value;

mixer.SetFloat("MusicVol", Mathf.LoglO(sliderValue) * 20);
/*we make changes to the audio mixer depending on the changes to the
the slider value logarithmically and not linearly in order to have a
volume slider*/

PlayerPrefs.SetFloat("MusicVolume", sliderValue);
//save the volume the player sets
}
}

E. DeathMenu Script

using TMPro;
using UnityEngine;
using UnityEngine.SceneManagement;

public class DeathMenu : MonoBehaviour

{
[SerializeField] GameObject deathMenuUI;
[SerializeField] GameObject HUD;
[SerializeField] TextMeshProUGUI scoreText;

int finalScore; //for the cool counter effect on the score display

string curScene;

void Start()
{

curScene = SceneManager.GetActiveScene().name;
finalScore = 0;

}

void Update()

if (PlayerBehaviour.hasLost)

{

slider, we pass
smooth working
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Lost();

}

void Lost()

{
deathMenuUI.SetActive(true);

HUD.SetActive(false);
if (curScene.Equals("endless"))

{
if(finalScore < GameObject.FindGameObjectWithTag("Game
Controller").GetComponent<GameController>().score) //the cool counter effect

{
finalScore++;
scoreText.text = "Your Score: " + finalScore.ToString();
}
}
if (curScene.Equals("predator™))
{
scoreText.text = "Wave Reached: ";
}
}
public void Restart()
{
SceneManager.LoadScene(SceneManager.GetActiveScene().name);
}
public void MainMenu()
{
SceneManager.LoadScene("start_menu");
}
public void Exit()
{
#if (UNITY_EDITOR)
UnityEditor.EditorApplication.isPlaying = false;
#elif (UNITY_STANDALONE)
Application.Quit();
#elif (UNITY_WEBGL)
Application.OpenURL("about:blank");
#endif
}

Z. MainMenu Script

using UnityEngine;
using UnityEngine.SceneManagement;
using UnityEngine.UT;

public class MainMenu : MonoBehaviour

{
[SerializeField] Button b2;

[SerializeField] Button b3;

int unlock; //the mission unlocked: 1->mission@2 unlocked 2->mission@3 unlocked
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void Start()

if (PlayerPrefs.HasKey("unlock"))
//check the unlock level and turn on the corresponding buttons

{
unlock = PlayerPrefs.GetInt("unlock");
switch (unlock)
{
case 1:
b2.interactable = true;
break;
case 2:
b2.interactable = true;
b3.interactable = true;
break;
default:
break;
}
}
}
public void PlayEndless()
{
SceneManager.LoadScene("endless");
}
public void PlayMission®@1()
{
SceneManager.LoadScene("mission@l");
}
public void PlayMission®@2()
{
SceneManager.LoadScene("mission@2");
}
public void PlayMission®@3()
{
SceneManager.LoadScene("mission@3");
¥
public void Exit()
{
#if (UNITY_EDITOR)
UnityEditor.EditorApplication.isPlaying = false;
#elif (UNITY_STANDALONE)
Application.Quit();
#elif (UNITY_WEBGL)
Application.OpenURL("about:blank");
#tendif
¥

H. Objective Script

using UnityEngine;
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public class Objective : MonoBehaviour

{
void Start()

{

Time.timeScale = of;
//start each mission with objective screen and frozen time

}
public void Ready()
{
Time.timeScale = 1f; //when we press ready start the mission
}

O. PauseMenu Script

using UnityEngine;
using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{
public static bool gameIsPaused = false;
[SerializeField] GameObject pauseMenuUI;

void Update()

if (Input.GetKeyDown(KeyCode.Escape) && !PlayerBehaviour.hasLost &&
IGameController.hasWon)
//the esc button is the pause button and we are not on the death screen or the win
screen

t if (gamelsPaused)
{
Resume();
}
else
{
Pause();
}
}
}
public void Resume()
¢ Time.timeScale = 1f; //resume time
gameIsPaused = false;
pauseMenuUI.SetActive(false);
}
void Pause()
¢ Time.timeScale = of; //freeze time
gameIsPaused = true;
pauseMenuUI.SetActive(true);
}

public void MainMenu()

{

114



Time.timeScale = 1f;
gameIsPaused = false;
SceneManager.LoadScene("start_menu");

}
public void Exit()
{
#if (UNITY_EDITOR)
UnityEditor.EditorApplication.isPlaying = false;
#elif (UNITY_STANDALONE)
Application.Quit();
#elif (UNITY_WEBGL)
Application.OpenURL("about:blank");
#endif
}
}
I. WinMenu Script

using TMPro;
using UnityEngine;
using UnityEngine.SceneManagement;

public class WinMenu : MonoBehaviour

{

[SerializeField] GameObject winMenuUI;
[SerializeField] GameObject HUD;
[SerializeField] TextMeshProUGUI winText;

int sayingPicker;
//pick randomly between 3 congratulatory sayings to display to the player

string curScene;

void Start()

{
curScene = SceneManager.GetActiveScene().name;
sayingPicker = Random.Range(©@, 3);
}
void Update()
if ((GameController.hasWon || MothershipBehaviour.wonBoss) &&
IPlayerBehaviour.hasLost) //we don't accidentally win when we die
{
if (MothershipBehaviour.wonBoss) //if we win the boss level
{

Invoke("Won", 4.8f);
//call Won function with delay so we see the cool particles

}

else

{
}

Won();

}

void Won()
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Time.timeScale = of; //freeze time

if (!PlayerPrefs.HasKey("unlock"))
//when we have no unlocked missions (except mission@l which is always unlocked) and
we win unlock level is 1

{
}

else if (curScene.Equals("mission@2"))
//when we win mission@2 unlock level is 2

{
}

PlayerPrefs.SetInt("unlock", 1);

PlayerPrefs.SetInt("unlock", 2);
winMenuUI.SetActive(true);
HUD.SetActive(false);

if (curScene.Equals("mission@3"))
//if we win the boss level show unique message

{
winText.text = "You have done it";
}
else
{
switch (sayingPicker)
{
case O:
winText.text = "That will show them";
break;
case 1:
winText.text = "Congratulations”;
break;
case 2:
winText.text = "Flawless work";
break;
default:
break;
}
}

}

public void NextMission()
{
Time.timeScale = 1f; //resume time
GameController.hasWon = false;
//we MUST set this here or else the game is stuck on ©f timescale
MothershipBehaviour.wonBoss = false;
//we MUST set this here or else the game is stuck on Of timescale
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
//get the next mission in the buildIndex queue

}

public void Restart()
{
Time.timeScale = 1f; //resume time
GameController.hasWon = false;
//we MUST set this here or else the game is stuck on ©f timescale
MothershipBehaviour.wonBoss = false;
//we MUST set this here or else the game is stuck on Of timescale
SceneManager.LoadScene(curScene);

}

116



public void MainMenu()
{
Time.timeScale = 1f; //resume time
GameController.hasWon = false;
//we MUST set this here or else the game is stuck on ©f timescale
MothershipBehaviour.wonBoss = false;
//we MUST set this here or else the game is stuck on Of timescale
SceneManager.LoadScene("start_menu");

}
public void Exit()
{
#if (UNITY_EDITOR)
UnityEditor.EditorApplication.isPlaying = false;
#elif (UNITY_STANDALONE)
Application.Quit();
#elif (UNITY_WEBGL)
Application.OpenURL("about:blank");
#endif
}

K. PlayerBehaviour Script

using TMPro;
using UnityEngine;

public class PlayerBehaviour : MonoBehaviour

{

[SerializeField] MapLimits limits; //the boundaries in which the player can

move

[SerializeField] GameObject playerBullet; //the bullet we fire

[SerializeField] GameObject shield;
//the shield that is activated with the shield power-up

[SerializeField] Transform posC; //center shooting point
[SerializeField] Transform posL; //left shooting point
[SerializeField] Transform posR; //right shooting point
[SerializeField] int health; //the health of the player

[SerializeField] TextMeshProUGUI healthText;
//the text that displays the health on the screen

AudioSource audio;
[SerializeField] AudioClip shootClip;

[SerializeField] GameObject particle; //the particle when the ship is destroyed

[SerializeField] float shootTimer; //the time between each shot
float holdShootTimer; //holds the time between each shot

[SerializeField] float shipSpeed;
[SerializeField] float playerBulletSpeed;

[SerializeField] float bulletTimer; //the time before a bullet power-up fades
float holdBulletTimer; //holds the time before a bullet power-up fades
int bulletPowerUp; //how many power-ups we have picked for the bullet
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float upDownPressed; //movement on the Y-axis
float leftRightPressed; //movement on the X-axis
bool shootingPressed; //space pressed

public static bool hasLost;

void Start()

{
hasLost = false;
audio = GetComponent<AudioSource>();
holdShootTimer = shootTimer;
holdBulletTimer = bulletTimer;
bulletPowerUp = 0;

//no power-ups when we start(maybe transfer them to the next level?)

}

void Update()

{
DisplayHealth(); //display player health on the screen
PlayerInput(); //checking input in the update
Bounds(); //check bounds every frame
Death(); //check if we have lost every frame
FadeBullet(); //check if we have to lose a bullet power-up every frame

}

private void FixedUpdate()

{
Movement(); //apply physics in FixedUpdate
Shoot();

}

void Movement()
{
transform.Translate(new Vector3(leftRightPressed * shipSpeed *
Time.deltaTime, upDownPressed * shipSpeed * Time.deltaTime));
//apply the speed in the direction we have pressed

}
void Shoot()
{
if (shootingPressed) //if we pressed space to shoot
{
audio.PlayOneShot(shootClip); //play the shooting sound
switch (bulletPowerUp) //check how many bullet power-ups we have
{
case @:
GameObject centerBullet = Instantiate(playerBullet,
posC.position, transform.rotation); //instantiate the bullet(center)
centerBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation; //freeze rotation
centerBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime; //apply speed
break;
case 1:
GameObject leftBullet = Instantiate(playerBullet, posL.position,
transform.rotation); //instantiate the bullets(left-right)

leftBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

leftBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;
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GameObject rightBullet = Instantiate(playerBullet,
posR.position, transform.rotation);

rightBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

rightBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;

break;
case 2:
GameObject cBullet = Instantiate(playerBullet, posC.position,
transform.rotation); //instantiate the bullets(center-left-right)

cBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

cBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;

GameObject 1Bullet = Instantiate(playerBullet, posL.position,
transform.rotation);

1Bullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

1Bullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;

GameObject rBullet = Instantiate(playerBullet, posR.position,
transform.rotation);

rBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

rBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;

break;

default:

GameObject cdBullet = Instantiate(playerBullet, posC.position,
transform.rotation);

cdBullet.GetComponent<Rigidbody>().velocity = Vector3.up *
playerBulletSpeed * Time.deltaTime;

cdBullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation;

break;

}

void DisplayHealth()

if (health < @) //display our health (if the health falls under © display ©)

{
healthText.text = "Health: " + 0;
}
else
{
healthText.text = "Health: " + health.ToString();
}

}

void PlayerInput()
{

upDownPressed = Input.GetAxis("Vertical");
//give the direction on the vertical axis (@ if "w", "up", "s", or "down" are not
pressed)

leftRightPressed = Input.GetAxis("Horizontal");

//give the direction on the horizontal axis (@ if "a", "left", "d" or "right" are
not pressed)

shootTimer -= Time.deltaTime;
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//1if we

}

if (Input.GetKey(KeyCode.Space) && shootTimer <=0)
press space we shoot

{

shootingPressed = true;
shootTimer = holdShootTimer;

}

else

{
}

shootingPressed = false;

void Bounds()
//gameobject must stay inside the boundaries of the camera, Math.Clamp helps with
the limits

{

transform.position = new Vector3(Mathf.Clamp(transform.position.x,

limits.minimumX, limits.maximumX),

Mathf.Clamp(transform.position.y,

limits.minimumY, limits.maximumY));

}

private void OnTriggerEnter(Collider other)

{

//1if we

//1if we

//1if we

//1if we

if (other.gameObject.CompareTag("BulletPowerUp"))

collide with a gameobject tagged as bulletpowerup

{
Destroy(other.gameObject); //destroy it
bulletTimer = holdBulletTimer; //reset the bullet timer
if (bulletPowerUp < 2)

have not maxed the bullet power-up upgrade it

{
}

bulletPowerUp++;

}
if (other.gameObject.CompareTag("ShieldPowerUp"))

collide with a gameobject tagged as shieldpowerup

{
Destroy(other.gameObject); //destroy it
if (!shield.active) //if shield is deactivated, activate it
{
shield.SetActive(true);
}
}

if (other.gameObject.CompareTag("HealthPoweruUp"))
collide with a gameobject tagged as healthpowerup

{
Destroy(other.gameObject); //destroy it
health++; //increase our health

}

if (other.gameObject.CompareTag("Enemy")) //if we collide with an enemy
health -= 2; //we lose 2 health points

if (other.gameObject.CompareTag("Enemy Bullet"))

//if the enemy bullet hits us

//1if we

{

}
if (other.gameObject.CompareTag("Mothership"))
touch the mothership we lose

{

health--; //we lose 1 health point
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health = 9;

}

void FadeBullet()

//this method is here because the bullet power-up is overpowered we needed to nerf

it
{
if (bulletPowerUp > ©0) //if we have an active bullet power-up
{
bulletTimer -= Time.deltaTime; //countdown
if (bulletTimer <= @) //when countdown reaches ©
{
bulletPowerUp--; //lose a bullet power-up
bulletTimer = holdBulletTimer;
}
}
}
void Death()
{
if (health<=0) //when our health reaches © we destroy the ship and lose
{

hasLost = true;

GameObject tempParticle = Instantiate(particle, transform.position,

transform.rotation);
Destroy(gameObject);
Destroy(tempParticle, 2f);

A. MotherShipBehaviour Script

using TMPro;
using UnityEngine;

public class MothershipBehaviour : MonoBehaviour
{

[SerializeField] int health;

[SerializeField] TextMeshProUGUI healthText;
//the text that displays the health on the screen

[SerializeField] GameObject particlel;
[SerializeField] GameObject particle2;
[SerializeField] GameObject particle3;

[SerializeField] Transform outSpawnl;
[SerializeField] Transform outSpawn2;
[SerializeField] Transform inSpawnil;
[SerializeField] Transform inSpawn2;
[SerializeField] Transform centerSpawnl;
[SerializeField] Transform centerSpawn2;

[SerializeField] GameObject[] enemies;

//the health of the mothership

//the death particles

//outer spawn point
//inner spawn point

//center spawn point

//an array that has our enemies

[SerializeField] float outTimer; //countdown for the next outer spawn
float holdOutTimer; //holds the starting time for the outer spawn countdown

121



[SerializeField] float inTimer; //countdown for the next inner spawn
float holdInTimer; //holds the starting time for the inner spawn countdown
[SerializeField] float centerTimer; //countdown for the next center spawn
float holdCenterTimer; //holds the starting time for the center spawn countdown

public static bool wonBoss;

bool firstStage; //whether we are in the first stage of difficulty
bool secondStage; //whether we are in the second stage of difficulty

[SerializeField] GameObject objectiveCanvas;
//the objective canvas we make active when the mothership appears
bool 1lvlStart; //flag to make the cool animation in the beggining of the level

[SerializeField] float speed;
Rigidbody rb;

void Start()

{
GameController.hasWon = false;
//MUST BE HERE IN MOTHERSHIP LEVELS (and levels we do not have GameController in
general to avoid always-winscreen bug)

lvlStart = true;

wonBoss = false;

firstStage = false;
secondStage = false;
holdOutTimer = outTimer;
holdInTimer = inTimer;
holdCenterTimer = centerTimer;

rb = GetComponent<Rigidbody>();
rb.velocity = new Vector3(0, -speed * 0.015f, 0); //give a
starting speed to the mothership

}
void Update()

if (transform.position.y <= 6.15 && lvlStart)
//check if we reached the y-coordinates we want the first time

{
lvlStart = false; //do not do this again
rb.velocity = Vector3.zero; //stop the mothership
}
DisplayHealth();
Death();
Spawner();

}

private void Spawner()
//does the spawn countdowns and depending on the mothership's health reduces the
time between each spawn

{
centerTimer -= Time.deltaTime;
inTimer -= Time.deltaTime;
outTimer -= Time.deltaTime;

if (health <= 65 && !firstStage)

{
firstStage = true;
holdCenterTimer /= 1.5f;
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holdInTimer /= 1.5f;
holdOutTimer /= 1.5f;

}
if (health <= 20 && !secondStage)

{
secondStage = true;
holdCenterTimer /= 2;
holdInTimer /= 2;
holdOutTimer /= 2;

}

if (centerTimer <= @)

{
SpawnCenterEnemy();
centerTimer = holdCenterTimer;

}

if (inTimer <= 0)

{
SpawnInEnemy();
inTimer = holdInTimer;

}

if (outTimer <= @)

{
SpawnOutEnemy();
outTimer = holdOutTimer;

}

}

private void OnTriggerEnter(Collider other)

{
if (other.gameObject.CompareTag("Shield"))
//if the mothership hits the shield it loses 1 health point and the shield is
deactivated

health--;
other.gameObject.SetActive(false);
}
}
public void CollidedWithBullet()
{
health--;
}
void DisplayHealth()
{

if (health < 0)
//display mothership's health (if the health falls under © display ©)

{
healthText.text = "Mothership Health: " + 0;
}
else
{
healthText.text = "Mothership Health: " + health.ToString();
}

void Death()

if (health <= 9) //when the mothership's health reaches ©
{

123



GameObject[] stillAlive = GameObject.FindGameObjectsWithTag("Enemy");

//find all the enemies that are still alive and set their health to ©
foreach (GameObject go in stillAlive)
{

}

go.GetComponent<EnemyBehaviour>().SetHealth();

GameObject outerParticlel = Instantiate(particle3, transform.position +
new Vector3(-5.5f, -3, @), transform.rotation); //spawn cool particles
GameObject outerParticle2 = Instantiate(particle3, transform.position +

new Vector3(5.5f, -3, @), transform.rotation);

GameObject innerParticlel = Instantiate(particle2, transform.position +

new Vector3(-2.5f, -3, @), transform.rotation);

GameObject innerParticle2 = Instantiate(particle2, transform.position +

new Vector3(2.5f, -3, @), transform.rotation);

GameObject centerParticle = Instantiate(particlel, transform.position +

new Vector3(@, -3, @), transform.rotation);
Destroy(gameObject);

Destroy(outerParticlel, 2.0f);
Destroy(outerParticle2, 2.0f);
Destroy(innerParticlel, 4.5f);
Destroy(innerParticle2, 4.5f);
Destroy(centerParticle, 7.0f);

wonBoss = true; //we win the level

}

void SpawnOutEnemy() //outer spawn method: 75% spawns enemy® 25% spawns

{
int picker = Random.Range(1l, 100);

if (picker <= 75)
{

Instantiate(enemies[@], new Vector3(outSpawnl.position.x +
Random.Range(-1.0f, 1.0f), outSpawnl.position.y, outSpawnl.position.z),
enemies[@].transform.rotation);

Instantiate(enemies[@], new Vector3(outSpawn2.position.x +
Random.Range(-1.0f, 1.0f), outSpawn2.position.y, outSpawn2.position.z),
enemies[@].transform.rotation);

else if (picker > 75)
{

Instantiate(enemies[1], new Vector3(outSpawnl.position.x +
Random.Range(-1.0f, 1.0f), outSpawnl.position.y, outSpawnl.position.z),
enemies[1].transform.rotation);

Instantiate(enemies[1], new Vector3(outSpawn2.position.x +
Random.Range(-1.0f, 1.0f), outSpawn2.position.y, outSpawn2.position.z),
enemies[1].transform.rotation);

}
}

void SpawnInEnemy() //inner spawn method: 10% spawns enemy@ 90% spawns

{
int picker = Random.Range(1, 100);

if (picker <= 10)
{

enemyl

enemyl

124



Instantiate(enemies[@], new Vector3(inSpawnl.position.

3.5f, 3.5f), inSpawnl.position.y, inSpawnl.position.z),
enemies[@].transform.rotation);

Instantiate(enemies[@], new Vector3(inSpawn2.position.

3.5f, 3.5f), inSpawn2.position.y, inSpawn2.position.z),
enemies[@].transform.rotation);

else if (picker > 90)
{

Instantiate(enemies[1], new Vector3(inSpawnl.position.

3.5f, 3.5f), inSpawnl.position.y, inSpawnl.position.z),
enemies[1].transform.rotation);

Instantiate(enemies[1], new Vector3(inSpawn2.position.

3.5f, 3.5f), inSpawn2.position.y, inSpawn2.position.z),
enemies[1].transform.rotation);

}
}

void SpawnCenterEnemy()

//center spawn method: spawns both, 50% which side spawns what enemy

{
int picker = Random.Range(1, 1090);

if (picker <= 50)
{

+

+

Random.Range( -

Random.Range( -

Random.Range( -

Random.Range( -

Instantiate(enemies[@], new Vector3(centerSpawnl.position.x +
Random.Range(-3.5f, 3.5f), centerSpawnl.position.y, centerSpawnl.position.z),

enemies[@].transform.rotation);

Instantiate(enemies[1], new Vector3(centerSpawn2.position.x +
Random.Range(-3.5f, 3.5f), centerSpawn2.position.y, centerSpawn2.position.z),

enemies[1].transform.rotation);

else if (picker > 50)
{

Instantiate(enemies[1], new Vector3(centerSpawnl.position.x +
Random.Range(-3.5f, 3.5f), centerSpawnl.position.y, centerSpawnl.position.z),

enemies[1].transform.rotation);

Instantiate(enemies[@], new Vector3(centerSpawn2.position.x +
Random.Range(-3.5f, 3.5f), centerSpawn2.position.y, centerSpawn2.position.z),

enemies[@].transform.rotation);
}
¥

M. EnemyBullet Script

using UnityEngine;

public class EnemyBullet : MonoBehaviour

{

[SerializeField] float time;
[SerializeField] float particleTime;
[SerializeField] GameObject particle;

private void Update()
{

time -= Time.deltaTime;

if (time <= 0) //when the time gets to ©

//how long the bullet stays alive
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{

GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy the bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime

}
}
private void OnTriggerEnter(Collider collision)
{
if (collision.gameObject.CompareTag("Player")) //when this hits the player
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect

Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
}
if (collision.gameObject.CompareTag("Friendly Bullet"))
//when this hits a friendly bullet
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
}
if (collision.gameObject.CompareTag("Shield"))
//when this hits the player shield
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
collision.gameObject.SetActive(false); //deactivate player shield
}

N. EnemyBehaviour Script

using UnityEngine;
using UnityEngine.SceneManagement;

public class EnemyBehaviour : MonoBehaviour

{
[SerializeField] float speed;
[SerializeField] float dirTimer; //the countdown timer to change direction
[SerializeField] float shootTimer; //the countdown timer to shoot a bullet
[SerializeField] int health; //the health of the enemy

[SerializeField] int chance;

//the power-up dropping chance depending on the enemy
[SerializeField] int scoreWeight;

//the score each enemy gives depending on its type
[SerializeField] float enemyBulletSpeed;
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[SerializeField] bool canShoot;
//whether the enemy this is attached to can shoot

[SerializeField]

[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]
[SerializeField]

[SerializeField]
[SerializeField]

float holdShootTi
float holdDirTime

bool changeDir; //the switch for the direction (right/left)
GameObject healthPU;
GameObject bulletPU;
GameObject shieldPU;
GameObject enemyBullet; //the bullet the enemy fires
GameObject particle; //the particle when an enemy is destroyed
Transform shootingPos; //the position the bullet is fired from

MapLimits limits;

mer; //holds the seconds that need to pass before shooting

r;

//holds the seconds that need to pass before changing direction

string curScene;
Rigidbody rb;

void Start()
{

curScene = SceneManager.GetActiveScene().name;
//get the name of the current scene
rb = GetComponent<Rigidbody>(); //get the rigidbody of the gameobject

holdDirTimer

= dirTimer;

//store the starting seconds before the direction change
r = shootTimer;
//store the starting seconds before the enemy starts shooting

holdShootTime

}

void Update()

{
Change();

Death();
Shooting();
¥

private void Fixe

{
}

Movement();

void Movement()

{

dupdate()

if (transform.position.x >= limits.maximumX || transform.position.x <=

limits.minimumX)

//if the enemies have reached the boundaries on the x-axis change their direction

{

changeDir

update
}

if (changeDir

= lchangeDir;
//this happens in the fixed update to avoid the always changing direction bug on the

)

//depending on the switch we apply velocity right or left while going down

{

rb.velocity = new Vector3(speed * Time.deltaTime, -speed *

Time.deltaTime);

}

else
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{
rb.velocity = new Vector3(-speed * Time.deltaTime, -speed *
Time.deltaTime);

}
}

void Change()

dirTimer -= Time.deltaTime; //countdown
if(dirTimer<=0) //when countdown reaches ©
{
changeDir = IchangeDir; //change direction
dirTimer = holdDirTimer; //reset timer
}

}

private void OnTriggerEnter(Collider other)
{
if (other.gameObject.CompareTag("Friendly Bullet"))
//if a bullet hits the enemy they lose 1 health point
{
if (curScene.Equals("endless"))
{

GameObject.FindGameObjectWithTag("Game
Controller").GetComponent<GameController>().score += scoreWeight;
//whenever our bullet hits an enemy we get score points

}
health--;
}
if (other.gameObject.CompareTag("Player"))
//if the enemy hits the player the enemy is destroyed

{
health = 9;

}
if (other.gameObject.CompareTag("Shield"))
//if the enemy hits the shield the enemy is destroyed and the shield is deactivated

{
health = 0;
other.gameObject.SetActive(false);
}
}
void Shooting()
{
if (canShoot) //if the enemy can shoot
{
shootTimer -= Time.deltaTime; //countdown
if (shootTimer <= 0) //when countdown reaches ©
{
GameObject bullet = Instantiate(enemyBullet, shootingPos.position,
shootingPos.rotation); //instantiate the enemy bullet
bullet.GetComponent<Rigidbody>().constraints =
RigidbodyConstraints.FreezeRotation; //freeze rotation
bullet.GetComponent<Rigidbody>().velocity = Vector3.down *
enemyBulletSpeed * Time.deltaTime; //apply speed
shootTimer = holdShootTimer; //reset timer
}
}
}
void Death()
{
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if (transform.position.y <= limits.minimumY)
//if the enemy leaves the playing area (only downwards allowed) destroy it

{
Destroy(gameObject);

}
if (health<=0)
//if health has reached © destroy the enemy and spawn particle effect

{
DropPowerUp(); //check if this enemy will drop a power-up
if (curScene.Equals("endless")) //on the endless level
{

GameObject.FindGameObjectWithTag("Game
Controller").GetComponent<GameController>().score += scoreWeight * 3;
//whenever we destroy an enemy we get score points

}

if (curScene.Equals("mission@l™)) //on the mission level

{
if (scoreWeight == 3)
//whenever we kill the biggest enemy (this is the goal on missione@1l)

{
GameObject.FindGameObjectWithTag("Game
Controller").GetComponent<GameController>().goal++; //increment goal by 1
}

}

GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation);

Destroy(gameObject);

Destroy(tempParticle, 2f);

}

void DropPowerUp()
{

int picker = Random.Range(1l, chance);
//random chance to spawn a power-up upon death, chance goes shield>health>bullet
if (picker <= 15)

{
Instantiate(shieldPU, transform.position + new Vector3(e, 0,
(float)e.3), shieldPU.transform.rotation);

else if (picker > 15 && picker <= 25)

{
Instantiate(healthPU, transform.position + new Vector3(o, 0,
(float)e.3), healthPU.transform.rotation);

else if (picker > 25 && picker <= 30)

{
Instantiate(bulletPU, transform.position + new Vector3(o, 0,
(float)e.3), bulletPU.transform.rotation);

}
}

public void SetHealth()
//used when we destroy the mothership to destroy all the enemies

{
}

health = 0;
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=. BulletBehaviour Script

using UnityEngine;

public class BulletBehaviour : MonoBehaviour
{
[SerializeField] float time;
[SerializeField] float particleTime;
[SerializeField] GameObject particle;

private void Update()
{
time -= Time.deltaTime;
if (time <= 0) //when the time gets to ©
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy the bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime

}
}
private void OnTriggerEnter(Collider collision)
{
if (collision.gameObject.CompareTag("Enemy")) //when this hits an enemy
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect

Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
}
if (collision.gameObject.CompareTag("Mothership"))
//when this hits the mothership

{

collision.gameObject.GetComponent<MothershipBehaviour>().CollidedWithBullet();
//call the method to lower the health of the mothership (this is here because we
have multiple colliders on mothership)
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
}
if (collision.gameObject.CompareTag("Enemy Bullet"))
//when this hits an enemy bullet
{
GameObject tempParticle = Instantiate(particle, transform.position,
transform.rotation); //spawn particle effect
Destroy(gameObject); //destroy bullet
Destroy(tempParticle, particleTime);
//destroy particle after particleTime
}
}
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