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Mtuxwakn epyacio tou dottnty Motoupidn lwavvn

NMPOAOIOZ

Ymrdpxouv TToAAOI TUTTOI BIvTeoTTaixvidiwy. H TTTuxiokr autr) €oTiddel oTa
Independent Video Games, 1ou ouviibwg avagépovrtal wg Indie Games. Ta
Indie Games civalr Bivreotraixvidla TTou dnuioupyouvTal ammd Atopa r MIKPEG
OMAdEG XwpPiG va  €Xouv  XpnUaAtodoTiKl OTAPIEN atmd  KATTOIoV  €KOOTN
BivreoTraixVvIdIWV. 2uxva €0TIACOUV OTNV KAIVOTOMIa Kal Bacifovral TNV Wyneiokn
dlavopur. To Indie Gaming €xel apxioel va yivetal dnuo@IAég amd 10 2000 Kai
ETTEITA, KUPIWG AOYW Twv VEWV HEBOdwV dlavoung péow Internet kal Twv
EPYAAEiwv avaTTugng. ZKOTTOG aUTHG TNG TITUXIAKAG €ival n dnuioupyia evog Indie
Game pe Tn xprion Tou Unity oav epyalegio avamTuéng. ZTIC €TTOPEVEG OEAidEC Ba
TTapoucIacTei avaAuTIKa n avatrtuén evog FPS (First Person Shooter) Indie Horror
Game ammd 710 MnNdév Kal Ba avTieTwToTOoUV Odidgopa TTPORAANATA  TTOU
TTapoucIddovTal KaTd TNV avaTrTugn evog TETOIOU TTaIXVIOIOU.
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NEPIAHWH

Molog Ba €ivali o OKOTTOG Tou TraIXVIdIoU; [lola pnxavyhy ypa@ikwv 6a
xpnoigotroin®ei; Mpoopiletal yia  euTTOpIK XPAON N Ox1; O&tovial TTOAAG
EPWTNAPATA OTAV KATTOI0G BEAEI va EeKIVAOEI TNV dnuioupyia evog BivreoTraixvidiou
Kal To TENIKO Traixvidl €CapTtdral onuavtika atmd TI¢ amavrioelg. H diadikaoia
oxediaong Kal UAOTTOINONG TOU TTAIXVIOIOU OPWG OTIG TTEPICCOTEPEG TTEPITITWOEIG
gival Trapépuoia.

O1wg Kal otnv dnuioupyia Tou KOOMPOU, £€TOI KOl OTAV dnuioupyia &vog
TTaIXVIOIOU €ival KOAO va CeKIVAOEI KAVEIC PE TO TTEPIBAANAOV. =eKIVAEl PE TNV
onuioupyia yevikwv Kal axpwuwyv 3D oxnudtwv Ta otroia oiyd oiyd Traipvouv
HOoP®N, XPWHA KAl UPR KAl CUUTTANPWVOUV TIG AETITOUEPEIEG OTOV EIKOVIKO KOOUO.

‘ETreira, agou oAokKANpwOEi To TTEPIBAAAOV PTTAIVEI O KATAAANAOG QWTIOHOG
Kal apyifel va TotroBeteital n dwR TTAvw oTov KOopo. H Cwn og éva traixvidl
EMTUYXAVETAI HE TNV TOTTOBETNON AQVTIKEIMEVWY TIOU €XOUV  CUMTTEPIPOPA,
MTTOPOUV va aAANAeIdpoUV pe GANa avTiKeipeva TTou BpiokovTal OTOV KOO0 Kal
KAMIG QOpAa UTTOPEI VO avTIOPACOUV [E TNV CUUTTEPIPOPA AAAWY QVTIKEIMEVWV.

TéNOG, agou ToTToBeTNBOUV OAa OoTNV B€0N TOUG KAl TO ATTOTEAECHA Eival
KaAO Oev pével Timota GAAO atrd 1O va Traifoupe. BéBaia n avarmTuén Tou
TTaIXVvIOIoU dev oTapaTdel ekei KaBwg TrailovTag, EAEyXETAI TO TTAIXVIOI KAl EPXOVTAI
VEEC 1I0€€C yIa ETTEKTAON 1) BEATIWON TOU.
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ABSTRACT

What is the purpose of the game? Which game engine is going to be
used? Is it intended for commercial use or not? Questions like these must concern
new game developers and the final game considerably depends on the answers.
The design and implementation process of the game though are similar in most
cases.

As in the creation of our world, so in game development it is considered
good start to begin with the environment. It begins with the creation of general and
colorless 3D shapes which slowly passes form, color and texture and complete
the details in the game’s virtual world.

Then, after completing the environment and the appropriate lighting has
been added, life is placed upon the world. In-game life can be achieved by placing
objects with certain behavior, which can interact with other objects in the world
and can sometimes react to other objects’ behavior.

Finally, after everything is placed in position and the result is good in the
eye, there’s nothing left other than to play. The development of the game though
does not stop there. While playing, the game is being tested for further expansion
or improvement.

4 amo 56



Mtuxwakn epyacio tou dottnty Motoupidn lwavvn

EYXAPIZTIEZ

H mmapouca TTuxiakn epyacia pe BEua « Anuioupyia Traixvidlou he tn Unityy,
TTPAYMATOTTOINONKE, OTO TTAQICIO TNG TITUXIOKAG £PYACiag TOU TUAPATOG Mnyavikwy
[MAnpo@opikAG Tou AAegdavdpeiou TexvoAoyikou Extraideutikol  1dpUpaTOg
Oegooalovikng.

270 onueEio autd aioBavopal TNV avaykn va ekQPAocw TIG EINIKPIVEIG Kal
BepuéG euxaploTieg pou o€ OO0UG OUVEBAAAQV OTAV OAOKANPwON QUTAG TNG
TTPOCTTABEING.

Oa BeAa va euxapioTiow OAOUG AUTOUG TTOU PoIpAdovTal TIG YVWOEIG TOUG
TAVW O€ KATTOIO TTPAYMATA, OTNV TTPOKEINEVN TTEPITITWON TTdvw oTo SketchUp,
oto Unity kai otn Javascript, yéow Bivreo oto YouTube | oe didgopa Forums,
XWPIG va €Xouv Kavéva 6QeAOG, yia TV TTOAUTIUN BorBEeIa TOUG OXETIKA HE TO UAIKO
aAAG kal pe Tnv OIEUBETNON TNG TITUXIOKNG MOU €pyaciag kal ouvéBaAav oTtnv
EKTTANPWON TOU OTOXOU PoU, TRV OAOKAApWON TNG.
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EIZArQrH

Av B€Agl KATTOIOC va AVATITUEEI KAl VO TTPOWONCEI TO OIKO TOU TTaIXVidl £5w
OTOV KOOMO, UTTAPXOUV HEPIKA TTOAU onUAVTIKA TTPAYUATA TTOU TTPETTEI VA EEETAOEI
TIPIV atroé TNV £vapén Tou o€ auto TO Tagidl. YTTdpXouv TTOAAEG BWPEAV UNXAVEG
TTaIXVIOIOU TTOU  €XOUV  TA XOPAKTNPIOTIKA TIOU  XPEIAeTal  KAVEIC yia vad
onuioupynoel 1o OIkG Tou TTaIXVidl, aAA& To gpwTnua eival TTola Ba TTPETTEN va
ETTIAECE;

Bivreotraiyvidl €ival ka0e pop@r] nAekTpovikou Traixvidiol, PE TO OTTOI0
MTTOPEI KABE AVBPWTTOC va €pBEl OE ETTIKOIVWVIA PE MIa <<BIETTAPA XPHOTN>> Kal
va Olaokeddoel/yuxaywynbei HEOW MIOG NAEKTPOVIKAG OUOKEUAG OTTWG N
TNAEOPAON 1 0 NAEKTPOVIKOG UTTOAOYIOTNG. O 6pog <<Bivreotraixvidi>> (Eikova 1),
MOG TTOPATTEUTTEl O€  KABE nAEKTPOVIK) OUOKeury n otroia  duvatal  va
avatrapaocTioel diodidoTarta A TpIodIAoTATA YPAPIKA.

Eikova 1 "Video Games"

Niya xpoévia apyotepa PeTG TNV AQIEN Twv TnAcopdoewv oTn (wr Mag, Ta
BivteoTraiyvidia ékavav TNV TTPWTN TOUG €UQAVION O0€ KOVOOAEC QOPNTEG Kal un,
"pinballs" kai utToAoyIOTEG, KATTOU OoTa TEAN TNG dekaeTiag Tou '40. ETTIOANWG OPwg
TA TTPWTA TraIxvidla TTou epgaviotnkav, Arav 1a "pinball* 3 "flipper" (Eikéva 2)
yUpw oTo '70 Kal apyoTepa T UTTOAOITTA OE UTTOAOYIOTEG KAl KOVOOAEG. ZTIG UEPES
Mag TTAE0V £XOUV EYKATAOTOBEI KAl OTA KIVATA Yag TNAEQwva.
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Eikéva 2 "Pinball"

ATT6 TNV TTPWTN KIOAAC £TTIONUN EMPAVIOTN TWV BIVTEOTTAIXVIOIWY, TA TTPWTEIA
KpatoUoav KUpiwg 10TTWVIKEG eTalpeieg OTTwg n Sony kai n Nintendo. MNa tnv
QvATITUEN €vOG TTaIXVIOIOU, KABE €TaIpEia KAVEI XpHion MIAG pMNXavig dnuioupyiag -
TTapaywyng Pivreotraixvidiwyv. Mia unxavy Traixvidiol eivar otnv oucdia éva
oUoTNUA AOYIOUIKOU OXedIaoNEVO Vva OOUAgUEl €iTEe Ot KOVOOAEG, €iTe O€
AEITOUPYIKA CUCTAPOTA NAEKTPOVIKWYV UTTOAOYIOTWY, OTTwg Microsoft Windows,
Linux ka1 Mac OS X.

Katrd T1a TeAeutaia xpévia kKukAo@oépnoav TTOANEG 10XUPEG  PNXAVEG
TTaixvidlou,  divoviag TNV €uKkaipia OToug  €TTiOOEOUG  AvEEAPTNTOUG
TTPOYPAUMATIOTEG VA dNUIOUPYACOUV TO TTaIXVIidI gixav TTavTa oTo HUuaAo Toug. Ol
MO ONUOIAEIC unxavég Ttraixvidiou eival ol Unity, Unreal Engine 4 kai
CryEngine. Kal o1 Tp€IG €ival eEQIPETIKA 1I0XUPES MNXAVES TTaixvIOIoU Kal KABe pia
éxel Ta BeTikd TNG. MNa va TpoadlopioTei TTola AEIToupyei KAAUTEPA yia TO €pyo
KaTrolou, Ba tpétrel va avapwTnBei T €idoug Taixvidl Ba @Tniagel. Eivar éva First
Person Shooter (FPS); 'Eva Mobile Game; NMpodkeitai va gival 2D 1| 3D;
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KE®AAAIO 1

EIAOZ MNAIXNIAIOY
EIZArQrH

2TNV TITUXIOKN auTh €xel €mAexBei va avartuxBei éva FPS Indie Horror
Game xpnoigotroiwvtag 10 Unity oav egpyaAeio avatmruéng. To First Person
Shooter (FPS) €ival £va €idog TpIcdIdoTaTou BIVTEOTTAIXVIOIOU TTOU ETTIKEVTPWVETAI
OoTNV TPOOTITIKA TTpwTou TrpoowTtrou. O taiktng Biwvel TR dpdon péoca amd Ta
MATIQ TOU TTPWTAYWVIOTK, KAl OE OPIOHPEVEG TTEPITITWOEIG, TOU AVTAYWVIOTH. Agv
EXOUV KAPIQ oxéan JE Ta TTaIXVidla TPITOU TTPOCWTTOU, OTA OTTOId O TTAIKTNG MTTOPEI
va O¢l (ouvnBwg atod TTiow) To XapakTApa TTou e€Aéyxel. TO KUPIO OTOIXEIO TOU
oxedlaopou egival n pdaxn, TTOU AQOPOUV Kupiwg Ta TTUPOROAa OTTAQ. Zuxva
€0TIAlouV Tn dpAcn TOU TTAIXVIBIOU, PE YPRYOPOo pubud Kal aiatnper] avraAAayn
TTupwv. QOTO00 KATTOIO divOUV PEYAAUTEPN £U@acn OTNV A@hynon, TNV €TTiAuon
TTPOBANPATWY Kal TN AOyYIKR TTACA, OTTWG TO TTaIXVidI AUTAG TG EPYATiag.

. ”"'-\"*_[-- 3
7| e

- =y
AMAMO, | HEALTH LHME 2y |[Dagmon

Eikéva 3 "Doom, éva a1ré Ta TTPWTOTTOPEIOKA TralXVvidia Tou gidoug™

Etreidn Aaupavouv xwpa ot éva 3D TrepiBdAAov, autd Ta TTaixvidia £xouv
TNV TAoN va €ival KATTWG TTI0 PEAAICTIKA aTTO Ta UTTOAOITTA €I TTAIXVISIWV KOl VO
€XOUV TTIO OKPIPR avattapaoTAcElg TG PapuTnTag, TOU PWTIOPOU, TOU MXOU Kal
Twv ouykpouoewv (collisions). Ta Pivreotraixvidia TOU  Traiovral  O€
TTPOOWTTIKOUG UTTOAOYIOTEG €AEyXovTal ouvOudlovTag TO TTANKTPOAOYIO Kal TO
TovTiKi. O  OUYKEKPINEVOG  TPOTTOG  eAéyxou Tou FPS  Ttraixvidiou eival
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ONUOPIAECTEPOG QTTO  EKEIVOV  TTOU  XPNOIMOTIOIOUV Ol  KOVOOAEG,  dnAadn
AvOAOYIKOUG  POXAoOUG, AOyw €ukoAiag xeipiopou.  Eivalr  ouvnBiopévo va
EMavifovtal Ta EpIa TOU TTPWTAYWVIOTA KAl Ta OTTAa oTnv KUpla TTPOROAr, n
uyEia, Ta TTUpoMaxIKA, N ToTToBeaia Kal OIAPOPEG AETTTOUEPEIEG WYNAG OTAV 080vN.
ETriong, €ival duvatov va @aivetal Kal €vag XApTng tng yupw TrEPIOXNG.

Ta First-person Shooter ptropei va atroteAouvral amo didgopa OoUIKA
ETTTTEDA 1 va XPNOIYOTIOIOUV TNV TEXVIKA TNG OUVEXOUG aPriynong oTnv OTToid To
TTaIXVidl OEV EYKOATAAEITTEI TTOTE TNV TIPOOTITIKA TTPWTOU TTPOCWTTOU. AAAG TTAAI
Ol08éTouv peydAa TrepIBaANovTa sandbox, Ta oTroia dev eival XwpIouéva O€
eTTiTTeda aAAG PTTOPOUV Va egepeuvnBoUV eAeUBEPQ.

TENOG, Ol TTPWTAYWVIOTEG UTTOPOUV va aAANAETTIOpOUV e To TTEPIBAANOV o€
d1G@opoug Babuolg. Ao Ta BAcIKd, OTTWG TO AVOIYHA KAl TO KAEICINO YIOG TTOPTAG
N N ouAhoyn avTikelnévwy, TTou TTepIAauBdavovTal Kal oTnv TTapouca epyaaia Kal
Ba avaoAuBouv apyoTepa, HEXP!I Kal Tnv emmiAuon TpoBAnudTtwy TACA TTOU
BacoiCovtal o€ pia TTolkIAia aTTd d10dPACTIKA AVTIKEIPEVA.
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KE®DAAAIO 2

MHXANH MAIXNIAIOY
EIZAIQrH

Mia pnxavry TTaixvidiou €ival €va ouoTnPa AOYIOWIKOU OXEDIOOUEVO YIa TN
onuioupyia kar TNV avamTuén BIvieoTrauxvidlwy. YTTAPXOUV TTOAAEG HUNXAVEG
TTaIXVIOIWV Ol  OTToieg  €ival  OXeOIAOMEVEG va  OOUAEUOUV O€ KOVOOAEG
BIVTEOTTAIXVIOIWV KaI AEITOUPYIKG CUCTANOTA ETITPATTECIWY UTTOAOYIOTWYV OTTWG TA
Microsoft Windows, 10 Linux ka1 To Mac OS X.

H Kevipik A€ITOUPYIKOTNTA TTOU TTOPEXETAI TUTTIKA atmd MIa  pnxavi
TTaIXVIOIoU TTEPIAQUBAvEl pia pnxavr @wtoatrédoong (renderer) yia 2D 3 3D
YPOQPIKA, MIa PNXovA QUOIKAG | EVTOTTIOMOU Ouykpouoewv (collision detection,
Kabwg kai collision response), rixo, scripting, animation, Texvnt vonuoouvn,
OIKTUWON, streaming, Olaxeipion pvAung, vAuata (threading), utrooThPIEN
TOTTIKOTTOINONG Kal éva ypd@o oknVvig (scene gragh). H diadikacia Tng avamTugng
TTAIXVIOIOU OUXVA OIKOVOMIKOTIOIEITAI PE TO OTI O€ PEYAAO PEPOG n idla unxavi
TTaIXVIOIOU ETTAVAXPNOCIYOTIOIEITAI VIO va dnuioupynBouv dIapopeTIKA TTaixvidia.

Mpiv a1t TIG PNXAVES TTAIXVIOIWY, TA TTAIXVIOIA TUTTIKA ypa@ovTouoav wg
povadikég ovtoTnTeg. ‘Eva traixvidl yia 1o Atari 2600 (Eikéva 4), yia TTapddeiyua,
ETTPETTE va oxedlaoTei amd 10 PNdEV yia va KAvel BEATIOTN xPrion Tou UAIKOU

EMOAVIONG.

Eikéva 4 "Atari 2600"

O 6pog pnxavi Traixvidiou ApBe oTnv emPAveIa OTA PEOA TNG OEKAETIOG TOU
1990, €1d8Ika pe 3D TTaiyvidia 6TTwg Ta TTaiXvidia BoAwv TTpwTou TTpoowTou (FPS).
H dnupoTtikétnTa Twv TTaixvidiwv Doom & Quake avaykaoe kaivoupioug Developers
avTi va douAéwouv atrd undevikh BAcn va TTApouv TNV AdeIa aTTd ToV AEITOUPYIKO
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KWOIKA TOU AOYIOMIKOU Kal oxediacav Ta dIK& TOUG YPAPIKA, XOPAKTAPES, OTTAQ Kal
ETTITTEdA — TO TTEPIEXOUEVO TOU TTAIXVIOIOU 1} Ta OTOIXEIO TOU TTAIXVIOIOU, PBACIKEG
EVVOIEG OPWG OTTWG O €AEYXOG OUYKPOUONG KAl Ol OVTOTNTEG TOU TTAIXVIOIOU Ogv
ONMAIVE OTI 01 BEV PITTOPOUCAV VO HEYAAWOOUV Kal VA EIOIKEUTOUV.

O1 POVTEPVEG PNXAVEG TTAIXVIBIWY Eival PEPIKEG ATTO TIG TTIO TTOAUTTAOKEG
EQPAPMOYEG VIO YPAWIPO KAl CUXVA XAPaKTNPIiCovTal wg TEAEIOTTOINUEVA CUCTHHATA
TTOU AAANAETTIOPOUV YIA VO EyYUWVTAI PIa akpIBwG eAeyxOuevn euTtreipia xpnotn. H
ouvexnG €EENIEN Twv pnxavwyv TraixviSlwyv €xel dnuIoupynoel éva  1I0Xupo
dlaxwpiopd avapeoca oTo rendering, To Scripting, TNV TéEXVN Kal TO OXEOIAOUO
eMTTEOWV. Tuxaivel ONWG, MIA TUTTIKF OPAda avdaTITugng TTaixvi®lou va €xel TTOAAEG
POPEC TTEPICOOTEPOUG KAANITEXVES ATT’ OTI TTIPOYPAUMATIOTEG.

EMIAOIoz

Ta TTaixvidila FPS trapauévouv ol Kupiapxol XPAOTEG UNXAvWY TTAIXVIOIWV
TPITWV HEPWY, OGANG TWPA ETTIONG XpPNOoiJoTrolouvTal Kal o€ AGAAa €idn. Ta
TTapadelypya 1o RPG The Elder Scrolls L Morrowind kai To MMORPG Dark Age
of Camelot BaciCovrar otnv pnxavry Gamebryo, kai To MMORPG Lineage |l
(Eixéva 5) Baaoi¢etar otnv Unreal Engine.

Eikéva 5 "Lineage II"
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KE®AAAIO 3

UNITY

EIZAIQrH

H Unity (Eikéva 4) cival yia ammd TIG TTIO0 YVWOTEG PNXAVEG KOTAOKEUNG
BivreoTraixVIOIWV O€ TTOANEG KOl DIAPOPETIKEG TTAATPOPUPES (cross-platform) kai
arroTeAei dnuioupyia Tng eTaipeiag Unity Technologies.

@uni

Eikéva 6 "To AoyodTutro tng Unity"

UNITY (MHXANH TMAIXNIAIOY)

H Unity trepIAauBavel gia pnxavr) KoTaokeung BIivreotraixvidiwv Kai €va
evotroinuévo trepIBaAAov avamrTu¢ng (Integrated Development Environment - IDE).
XpnolgoTrolgiTal  0TO  OUVOAO NG  yia TR Onuioupyia KAl  KukKAogopia
BIvTeOTTAIXVIOIWY OE I0TOTOTTOUG, POPNTOUG KAl PN - NAEKTPOVIKOUG UTTOAOYIOTEG,
KOVOOAeg OTTWG Playstation, Xbox, kabwg kal yia Smartphones.

Apxiké n Unity kukAo@bpnoe yia Asitoupyikd cuoTApaTa Mac TTapdAAnAa ue
TNV eu@avion tng oto Worldwide Developers Conference, pe mnv Apple wg
dlopyavwTpIia Kal PETETTEITO OTOXEUCE TNV ETTEKTOCK TNG OE TIAPATIAVW ATTO
oekatrévre TTAATQOpPHES. PUOIKA gival afloonueiwTn n duvaTdTNTA TTOU TTPOCPEPEI
N CUYKEKPIPEVN pnxavr oTov ekdoTtoTe Developer va dnuocieloel To TTaIxVidl Tou
O€ OTTOIOUdNTTOTE €idOUG TTAATPOPHA ETTIBUEI O idI0C.

15 amno 56



Mtuxwakn epyacio tou dottnty Motoupidn lwavvn
TO ZYZTHMA THXZ UNITY

H Unity tepihaufdvel €va dlakouioTr (server) yia Tnv aTtrobnkeuon Twv
OlI0QOPWY apxeiwv, KABWG Kal T pnxavr TTPoOoouoiwong QUOIKng PhysX Tng
Nvidia (Eikéva 5). MNa tnv KaAUTEPn XPNAON TWV YPAPIKWY OTA Traixvidla Tng,
atrautei Tnv UtTapén Direct3D yia Windows kai Xbox, OpenGL yia Mac OS, Linux,

Phys. .

oy NVIDIA

Eikéva 7 "To Aoyotutro Tng PhysX (Nvidia)"

H Unity tmmapéxel tn OuvatdTnTa CUUTTIEONS Kal aAAayng Tng avaluong
apxeiwyv, €IKOVWY Kal YPOQPIKWV YEVIKOTEPA, avAAoya WHE TIG ATTAITAOEIS KAOE
TTAATQOpUag. H pnxavi Tng gival Tiaypévn ue MONo TToU aTTOTEAET TNV EQapupoyn
avoixTou kwdika Tng Net Framework. O TTpoypauPaTIOTAG MTTOPET va dnUIoOUPYAOE!
TO TTaIXVidl TOU O€ TPEIG DIAPOPETIKEG YAWOOEG TTPOYPAUMaTIONoU, C#, Javascript
kai Boo.

CROSS - PLATFORM MHXANH MAIXNIAIOY

O 6pog Cross - platform dnAwvel TTwg N Unity putropei Kal KUKAOQOPEI Ta TTaixvidia
TTOU Trapdyovtal PE auth, Ot TTOAAEG Kal OIa@OPETIKOU €idoug HETAEU TOUG
KOVOOAEG. [1I0 OuykekpIpéva, o1 TTAATPOPMEG TTOU uTrooTnpifovtal armd tnv Unity
gival ol €ENG:

e BlackBerry 10
e Windows, Windows Phone 8

e j0OS,iI0S X
e Android
e Linux

e Adobe Flash
e Playstation 3, 4, Vita
e Xbox 360, One
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e Wi, WiiU
e |oTéToTTOUG KaI <<Facebook>> (ue amapaitnTn eykardotaon Tou Unity Web
Player).

H Unity TéAOG, atroTeAei TO TTPOKOBOPICHEVO TTAEOV AOYIOMPIKO TTOKETO
(Software Development Kit - SDK) yia tnv kovodéAa Wii U tng Nintendo. Madi
TTOPEXETAI MIO EAEUBEPN AdEIN VIO KABE TTPOYPAPMATIOTH TTAIXVIOIWY TG KOVOOAQG
Wii U atré tnv idia tnv Nintendo.

UNITY TECHNOLOGIES

H etaipgia Unity Technologies cival o dnuioupyog tng Unity. 1dpubnke TO
2004 am6é Toug David Helgason, Nicholas Francis kai Joachim Ante oTtnv
KoTtreyxayn, Aavia. O1 Tp€IG TOUG avayvwplioav TNV agia Twv JNXOvVWV KATaOKEUAG
TTaIXVIOIWV KABWG Kal Twv €PYaAgiwv avdatTTu¢AG TOUuG Kal aTToQacicav €T0l, VA
ONUIOUPYNOOUV MIa unxavr) n oTroia va gival kalr ¢onvr) Kal TTPOCITH YEVIKA OTO
KOIVO TWV TTPOYPAMUOTIOTWV.

H emrtuxia Tng pnxavrig Toug O@eiAeTal OTO yeyovog OTI oTnpifel Toug
ave¢dptntoug Developers oe OA0 Tov KOOPO, oI oTroiol dev gival o€ B€on va
dnuIoupynoouv Tn OIKIA TOUG PNXavh TTaixvIOIWY, €TE va ATTOKTAOOUV AdEIEG aTTd
GAAEG UNXaVES yIa va eKUETOAAEUTOUV TTANPWGS dIAPOopPES duvaToTnTEG. O OKOTTOG
NG Unity Technologies €ivalr yia Anuokpartikry Avamrtuén Bivreotraixvidiwyv Kal n
Kataokeun d1odidoTatwy (2D) kal TpiodidoTatwy (3D) ypa@IKwy va gival TTPOOCITH)
o€ 600 duvaTOV TTEPICTOTEPOUG AvBPWTTOUS avA TOV KOGUO YEVIKOTEPAQ.

H Unity Technologies ByAke oTnv €m@Aveia Kupiwg PeE TV AQIEn TwvV
iPhone 1Tng Apple otnv ayopd, 1o 2009, KaBW¢ n upnxavr) Toug ATAv aTTd TIC
TIPWTEG TTOU TTapeixav TTAAPN UTTOOTNPIEN OTN OUYKEKPIYEVN TTAATQOPUA TNG
Apple. Z0ppwva pe pia €pguva TTpoypaupaTioTwy, N Unity atroteAei 10 epyaleio
QvATTTUENG TTaIXVISIWV YIA TTAVW OTTO TO TTEVAVTA TOIG EKATO TWV TTPOYPAUMATIOTWV
TTOU aoXoAoUVTal PE TN dnuIoupyia TTAIXVIOIWV VI KIVATA TNAEQWVA, PE XIAIADEC
TTaIxVidla va KUKAO@opouv orjuepa yia ouokeuég Android kal iOS 6mmwg Ta Flappy
Bird (Eikova 8) kai Temple Run (Eikéva 9) 1mou gival atrd Ta M0 YVWOoTd.
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Eikéva 8 "Flappy Bird"

Eikéva 9 "Temple Run”

To 2009 n eTaipgia TTApaxwpnoe OTO TTPOYPAUMPATIOTIKO KOIVO HIa dwpPEeQv
ékdoon TnG Unity, ye atmmotéAeopa o apiBudg Twyv developers va auédavetal paydaia,
WOTTOU VA yVwpIioel JeyaAn emmiTuxia TECOoEpa XpOvIa apyoTePA PE TOV ApPIOPO Twv
TTPOYPOAUUATIONWY TNG va @TAVEI TA OUO €EKATOPUUPIA, ATTO TOUG OTTOIOUG Ol
TpI0KGOI01 XINASEG XPNOIUOTTOIOUV TN MNXAVH O€ unviaia Baon.
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MAIXNIAIA ANENTYTMENA ME TH UNITY

To TpwTo TTaIXVIdI TwV dnuioupywv TG Unity ATav to GooBall (Eikéva 10)
ME TO oTmroio &€ yvwpioav TNV ETTUXia TTou €mOupouoav. APECWS PETA TnV
ETTIONMN KUKAOQOPIa TNG MNXAVAG, EKATOVTADEG TITAOI £Kavav TNV EPPAVIOT) TOUG UE
atroTéAeopa va ekTivagouv Tnv Unity ota Oyn.

Eikéva 10 "GooBall"

2D - AiodiaoTarta Traixvidia

Mepikoi yvwoToi TiTAoI diodidoTaTou TTEPIBAAAOVTOG QVETTTUYMEVOI €iTE aTTO
developers TnG eTaIpEiag, ite ave¢apTnNTOUG:

e Twelve a Dozen. Eidog: Platformer, Puzzle, Tng Bossa Studios, yia iOS
ouokeuég. (Eikova 11)

e Cuphead. Eidog: Platformer, Shooter, Tng StudioMHR, yia Linux, Mac,
Windows, Xbox One.

e Tetris Ultimate. Eidog: Puzzle, Tn¢ SoMa Play, yia PSVITA, PS4, Windows,
Xbox One. (Eikéva 12)

e Pavilion. Eidog: Adventure, Puzzle, Tng Visiontrick, yia PSVITA, PS4.

e Paradise Lost. Eidog: Adventure, Platformer, Tng Ashtree Works, yia Linux,
Mac, Wii U, Windows.
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Eikova 11 "Twelve a Dozen"

307401

0 ()

Eikova 12 "Tetris Ultimate"

3D - TpiodidoTara Maixvidia

MapakdTw  TapatiBevral  PePIKOi  yvwaoToi  TiTAol  TpiodidoTaTou
TTEPIBAAAOVTOG aveTTTUypéVOl pE Unity:

e Wasteland 2. Eidog: RPG, 1ng inXile Entertainment, yia Linux, Mac,
Windows. (Eikéva 13)

e Superhot. Eidog: Action, Puzzle, Shooter, Tng Superhot Team, yia Linux,
Mac, Oculus Rift, Windows. (Eikova 14)

e Lucky's Tale. Eidog: MOBA, Twv Hammer & Chisel, yia iOS.
¢ Shadow Blade. Eidog: Action, Platformer, Tng DeadMage yia iOS.
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Eikéva 13 "Wasteland 2"

Eikéva 14 "Superhot"

KE®AAAIO 4

MONODEVELOP

EIZArQrH

H Unity Tpoo@épel yevikd TTOAAEG duvaTtoTnTeS. MNa va Byel Ouwg €va KaAo
ATTOTEAEOUA OO0V APOPA TO OUVOAO €VOG TTaIXVIOIOU Ba TTPETTEl VO UTTAPXEl KOl
KWOIKAG TTOU va €CUTTNPETEI TIG BIAPOPES QTTAITHOEIC TOUu TTaiXvidlou auTou. To
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MonoDevelop (Eikéva 15) cival To TTpOYypaPUA TO OTTOI0 €EUTTNEETEI QUTEG TIG
ATTAITACEIS KOl TTPOCQEPEI OTOV TTPOYPAPUATIOTH) TN dUvVATOTATA VA YPAWEl TOV
KWOIKA YIa TO TTaIXVidI TOU.

Eikéva 15 "MonoDevelop”

H Unity oe ouvdiaopud pe 10 MonoDevelop utooTnpidel TpeiG YAWOOEG
TTPOYPOAUMATIONOU YIA TNV KATAOKEUN TTaIXVIOIWV. AUTEG gival:

e C# (C Sharp): AvTIKEINEVOOTPAPNS YAWOOA TTPOYPANMATIOUOU,
QVETTTUYMEVN aT1TO TNV Microsoft.

e JavaScript: Algpunveupévn YAWOOO TTPOYPAPUATIONOU ETTNPEACHEVN
ato 1N C kai avetrtuypévn atmo 1n Netscape.

e Boo: 21aTIKA YEVIKOU OKOTTOU YAWOOA TTPOYPANMATIONOU EUTTVEUOHEVN
amd Tn ouvragn TnG Python kai avemrtuyuévn amd tov Rodrigo B. De
Oliveira.

O AOyOC TTOU OI TPEIC AUTEC YAWOOEC TTPOYPAUMATIONOU €XOuV UIoBeTNOEI aTTd
TN Unity Kol atmoTeAei TO BACIKO TOUG KOIVO XAPOKTNPIOTIKO, €ival TTwWG Kal Ol TPEIG
€ival QVTIKEINEVOOTPAPEIG.

To MonoDevelop civalr éva oAokAnpwpévo tepIBaAAov avamTuéng (Integrated
Development Environment — IDE) aveédpTtnTto atrd 1 Unity, woTtdéo0o cuvepyddeTal
Madi ge TN gNXavr yia ToV TTPOYPOUMATIONO TTaIXVIOIWV. YTTAapXouv TTOANG epyaAcia
— TTpOoypPAuPaTa TToU BonBouv 0TV AVATITUEN EVOG TTAIXVIOIOU.

22 and 56



Mtuxwakn epyacio tou dottnty Motoupidn lwavvn

KE®AAAIO 5

EPIAAEIA ANAMTY=HZ MNAIXNIAIOY

EIZArQrH

‘Eva  gpyaAcio avaTtuéng Traixviolwyv €ival pia CEIDIKEUPEVN  EQAPUOYN
AoyiopikoUu T1ToU BonBd 1 OIEUKOAUVEI TNV KOTAOKEUR €vOG BIVTEOTTAIXVIOIOU.
Mepikég digpyaaieg TTou XeIpiCovTal AuTA Ta epyaAEia TTEPIAAPPBAVOUV Th JETATPOTTH
Twv assets (6TTwg 3D povTéAa, textures, K.ATT.) 0€ JOPPES TTOU ATTAITOUVTAI ATTO TO
TTaUXViol.

2xedOV OAa Ta epyaAeia avaTITugng TraixvIOIWV avamTuxbnkav At Toug
onuIoupyoUg yia €va traixvidl. QoT1éoo PYTTopolVv va XPnOoIhoTToINBoUV €K VEOU Yyia
emoueva Traixvidia. MNpoypdauuata emegepyaciac 3D 6TTwg Maya, 3D Studio Max
kal 2D o61Twg 10 Photoshop, kai IDE 6mmwg 1o Microsoft Visual Studio evw BonBouv
oTnVv avamTugn evog traixvidiou, dev BewpouvTal epyalgia avaTrTugng TTaixvISIwyV
OedOPEVOU OTI £XOUV XPNOEIG TTEPA ATTO TNV AVATITUEN TTAIXVIOIWV.

XPHzH

MoAAG epyaAeia pTTOPOUV Va Xpnoigotroinbouv yia va Bonbrioouv oTtnv
QvATITUEN TOU TTaIXVISIOU. ZUXVA Ol TTPOYPOUMOTIOTEG XPNOIKMOTTOIOUV EpyaAEia yia
Va PETATPEWOUV PHOPPEG 3D POVTEAWV Kal EIKOVEG YPOPIKWY HOPPES TTOU JTTOPOUV
va gioaxBouv ato traixVvidl. AANa gpyaleia, 0TTwg 10 Google SketchUp (Eikéva 16)
TTOU  XPNOIMOTIOINONKE OTNV  TITUXIOKA  QUTH,  XPENOIJOTTolouvTal  yid VO
onuioupyfoouv Ta TTePIBAANOVTA TTOU Ba xpnolyoTtroinBouv oTto Traixvidl. MNa éva
OUYXPOVO €EPTTOPIKG TTaiXVidl MPTTOpEi va XpnoigotroinBouv kKauid @opd  Kai
TTEPIooOTEPA amd OEka TETOIO e€pyaAcia yia va BonBricouv oTtn Oladikaoia
AVATITUENG TTaIXVIBIOU.
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File Edit View Camera Draw Tools Window Help
* /BOC CHRBLEOSCFHZAR OO ©¥
B2AARPHA T T WP W W e rrrdio bom e mer

Eikéva 16 "Google SketchUp"

KE®AAAIO 6

ANANTYZ=H NAIXNIAIOY

EIZArQrH

To ke@AAaIO aQuTO OTTOTEAEI TO TIPOKTIKO HEPOG QUTAG TNG TITUXIOKNG
epyaciag. Edw tepiypdgetal n diadikaoia avatTugng evog FPS Indie Horror Game
ylo UTTOAOYIOTH JE TN PonBeia apKeETWVY €PYAALIWV aVATITUENG TTAIXVIOIWY KAl TNG
Unity. O okoTTog dnuioupyiag Tou akdAouBou traixvidlou gival va Ogiel TTwG PTTOPET
KATTOIOG Vva KOTAOKEUAoel €va  Traixvidl ammd TV apxrn atmmAd Kal €UKOAQ,
EKMETAANEUOHEVOGS B1AQOPES duvaTOTNTES TNG Unity.

NMEPIAHWH MNAIXNIAIOY

2TO OUYKEKPIUEVO TTaIXVidl O XPRoTng €Aéyxel évav XOPOAKTAPA TTOU EXEI
XAOE€l Eva OTOIXNUO KOl TTPETTEI TWPEA VA ETTIOKEPTE £Va EYKATOAEAEINPUEVO KTAPIO ME
OKOTTO VO HaZéwel KATTOIEG OEAIBEG TIG OTTOIEG APNOoE vwpiTEPa o @iAog Tou. Ooo
padlelel OUWG TIC 0eAiBEC OTO OKOTEIVO auTO PEPOG, Ba ouveldnToTroioel o1 dev
gival uOvog Kal OTI TO HEPOG €ival OTOIXEIWMEVO.

O xelpIopog Tou TTaIXVIOIOU gival atTAOG. O XOpaKTAPAS KIVEITAI OTOV XWPO
TOU TTaIXVIOIOU HE Ta BEAGKIA VW UTTOPET VO AAANAETTIOPACE!I UE MEPIKA QVTIKEIMEVA,
1.X. Gvolyua 1TépTag, ouAAoyr) ogAidag, e 1o TTaTnua evog TTAAKTpou. O avTitTtaAog
TOU XapaKTipa, évag ex0pog (T1.X. @avracua) TTANCIAlEl TOV XAPOKTAPA TOU TTAIKTN
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000 aUTOG €XEl OTNV KATOXH TOU O€NIBEG Kal N ATTOOTACT TOUG EAATTWVETAI 000
TTEPIOOOTEPEG OENIDEG EXEI CUAAECEL.

2XEAIAZMOZ NMEPIBAAAONTOZ

O1wg avagépbnke oTnv TTponyoUdEVn €vOTNTA, TIG TTEPICOOTEPEG POPEG
XpnoigoTtrolouvTal €va ) TTEPICOOTEPA PondNTIKA epyaleia oTnv avatTugn €vog
TTaIXVIBIOU TTEPA aTTd TNV PNXavh TTaixvidiou. 2’auTr Tn TITuxiakn To SketchUp Tng
Google og ocuvduaouod pe To Photoshop tng Adobe tTpoTiuABNKE yia Tov oXedI00UO
TOU TTEPIBAAAOVTOG.

O xwpog Tou TTaIXVIOIOU €TTIAEXONKE va €ival €va KTAPIO, CUYKEKPIPEVA EVaG
OpOoPOG Pe TTOAAG dwudTia. 210 AladikTuo (Internet) uttdpyouv I0TooeAideg (Eikdva
17) TTou dnPIOUPYOUV TUXAIOUG XAPTEG, HE BIAPOPa KPITAPIA TTOAUTTAOKOTNTAG, KAl
KUupiwg TTpoopifovTal yia EmMTPATTECIA TTAIXVIOIA WOTO0O €EUTTNPETEI KAl TA
Bivreotraiyvidia. O1 ogAideg auTég divouv Tnv duvatoTnTa va KaTeBACEIS TOV XAPTN
oav €ikéva. O,m xpeialdTav yia pia apxn.

DUNGEON
GENERATOR

aavigation!

Eikova 17 "Mia ioTogeAida TTou dnuioupyei Tuxaioug xapreg™

Na Tov oxedlaoud Tou TrEPIBANAOVTOG TOUu TTaIXVIOIOU TNG TITUXIOKAG
xpnoigotroindnke 1o SketchUp. MNpwTto Bripa eival n dnuioupyia evog Kaivoupiou
project oto SketchUp kai n eicaywyn TnG €IkGvag, XapTn Tou TTaixvidioU yia va Yivel
N TTamToupa Twv ToIXWHATWY. (Eikoveg 18 — 20) H «avTiypagri» Tou XapTn YiveTal
MeE Tn BonBeia Twyv gpyaAciwv Line kai Rectangle Tou SketchUp.
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Eikéva 18 "O xdpTtng Tou Traiyvidioy”

[o/-C-H- 69408208 e2 X NOS%

Eikéva 20 "Mamitoupa pe Ta epyaleia Line kal Rectangle”

2Tnv ouvéxela pe Tnv BonrBeia Tou gpyaleiou Push/Pull Tou TTpoypduuatog
«onkwvovTal» ol Toixol (Eikdveg 21 - 22) kal TOoO ypriyopa givail £€TOINOG O OPOPOG
TOU KTnpiou Tou BIvTeoTTaIxVIBIOU.
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NG/ C-E-BPEOROEB SIPAHMWEOR

Eikéva 22 "XpRon EpyaAgiou Push/Pull”

2€ auTO TO ONUEIO £XOUNE ETOIMO TOV KUPIO XAPTN Tou TTaixvidiou o€ éva Bacikd
3D povTéNo, woTOoO €ival AXPWHOG KAl UTTOPOUNE EITE VA TOV OWOOUUE ATTAWG
dlIGpopa XpwuaTa €iTe va ToUu TrEpAcouue Kal ugn (textures). To SketchUp
EMTPETTEl VA XPENOIMOTTOIOUKE BIAQOPa UAIKA, HME XPWHA Kal upr, WOTE VA
TTPoOBEooUNE AETITOPEPEId KAl PEOAICNO oTa poviéAa. Me tnv Bonrbeia Tou
O1adIKTUOU UTTOPOUME va Ppouue textures, €ite dwPEAV €iTe Pe TTANPwWWN, va Ta
elodyoupe oto SketchUp kai va apxiooupe va «Bdagoupe» Toug Toixoug. Na nv
TITUXIoKA auTh ayopdoBnkav textures atrd 1o GameTextures.com (Eikdveg 23 -
24).
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Eikéva 24 "MpooBARKn UAIKWV OTOUG TOiIXOUG TOU TraiyVvidiou"

2Tn ouvéxela pe TN PonBeia tou Photoshop, a@ou eTregepydoTnkav KATTOIEG
€IKOVEG aTTO TTOPTEG, OoxedldoTnkav oto SketchUp Tta poviéAa TmopTwv TTou Ba
XpnoigotroinBoulv aTo Traixvidl Kal TTPooTEBNKAv TTapouoiwg Ta textures woTe va
Moidlouv peaNioTikéG. ‘Emreira ToroBeTABNKaV o€ diIdQopa onueia aTov XapTn yia
va TTpooBéoouv TTOAUTTAOKOTNTA OTO TTanyVidl (Eikoveg 25-26).
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Eikéva 26 "To1ro0£Tnon Tou povréAou TnG TOpPTag o€ Sidpopa onpeia”

2€ QUTO TO ONUEIO TNG TITUXIAKNG €XOUME éva JOVTEAO TOU XAPTN TOU TTaIXVIOIOU
ME TOIXOUG Kal TTOPTEG TA OTToIa €XOUV KATTOI0 Xpwua Kal uer. QoTtdoo, yia va
TIPOXWPENOEI €va PAMA TTOPATTEPA KAl va pnv €xel OA0 TO TTEPIBAAAOV TOU
TTaxvIOIoU ToVv idI0 Toixo Kal TO idI0 TTAaTwua K.AT. TTpooTédnkav didgopa decal
textures waoTe va UTTAPxEl KATTola AsTTTopépEia oTo TTEPIBAAAov. Decal texture gival
MIa €IKOvVa - u@r) TTou ETTIKAAUTITEL AAAEG UQEG O€ YPa@IKA UTTOAOYIOTWYV. TETola
MTTOPEI va ATTEIKOVICOUV MIO pWYHHN OE €vav TOiX0, £€va OKOUTTIOI O€ €va TTATWHA
K.ATT. ZuvABwg TtrpoTiydTal va TotroBetouvral decals avti va oxedidletal oTo
MOVTEAO N pwYyMN, 1} TO OKOUTTI®I 0€ CUVEXEIA TOU TTPONYOUNEVOU TTAPAdEIYUATOG,
yla va pnv TpooTiBevTal TTOAAG TTOAUYwvVa 0TO TEANIKO HOVTENO. ZT0 TTEPIBAAAOV TOU
TTauxvIdIoU TNG TITUXIOKAG AUTAG TOTToBETABNKAV didgopa decals 6TTwG, uypacia o€
TOixoug, okouTTidla 0TO TTATWWA, graffiti o€ Toixoug K.ATT. (EikOveg 27-29).

29 arno 56



Mtuylokn epyacia tou dottntr Motoupidn lwavvn

Toon

Mt om B e AN LGRS

Eikéva 27 "Tommo0étnon Decals og did@opa onueia Tou XapTn"
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Eikéva 28 "Tomro0étnon Decals og did@opa onueia Tou xaptn"

Eikova 29 "Tomo0étnon Decals og did@opa onueia Tou xaptn"

‘Emreita, agou £xouv ToTToBeTNOE Kau pepIKG decal textures oe didpopa onueia
TOU XapTn Tou Traixvidiou, APBe n wpa va TOTTOBETNOOUV Kal TTPAYUOTIKA
avTikeEipeva oTo  TEPIBAAOV WOoTE va unv  Moidlel Gdelo. YTrdpyouv duUo
TeEPITTWOEIS. Mia va kataokeuaoToUv atmd Tnv apxr Kamola 3D povtéAa, OTTwg
BapéANia, KouTid K.ATT., TTou dev ouvnBifeTar oe avatTtuén Indie Games, kai n
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TTepiTTwon 6tou o developer amAwg avalntei oto dladikTuo 3D povTéAa EiTe
Owpeav €iTe Pe TTANPWHN. ZuvnBwg Ta KaAUTepa povTéAa kooTifouv. lMNa Tnv
OUYKEKPIPEVN TITUXIOKE £xouv BpeBei dwpedv poviéAa atrd To 3D Warehouse 1ng
Google.

AQoU €xouv eTTIAeXOei KATTOIO POVTEAQ TTOU TAIPIAlOUV UE TO TTEPIBAAANOV TOU
TTaXVvIOIOU, TOTTO0ETAONKAV O€¢ dIAPOPa CNUEIa WOTE VO dWOOUV AETTTOUEPEID OF
OAo 10 Xwpo (Eikéveg 30-33). Ze auTd TO onueio gival KaAS va avagepBei TTWG TO
3D Warehouse gival ouparto pe 1o SketchUp, agou divel Tn duvatétnta download
€EVOG JoVTENOU O€ apxeio *.skp TTou eival apxeio TNG e@apuoyns. EEGAANou kal Ta
duo eival Tng Google.

H diadikaoia eicaywyng kal TotmoBéTnong Twv 3D povréAwv gival atrAfl. Auto
yivetal atré TnVv €miAoyn Import... oTo pevou File.

e

ook Window Phagns Help

Tt V. Comee O
MN@grs7-C-H-+24+0B 208 ¢ 22X LB

Eikéva 30 "Totmro8étnon 3D povréAwyv og did@opa onueia Tou Traixvidiou”
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Eikéva 31 "Totmro8étnon 3D povréAwv o€ did@opa onueia Tou Traixvidiou”
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Eikova 32 "TomroBétnon 3D povréAwyv o€ did@opa onueia Tou TTaixvidioo™
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Eikéva 33 "TomoBétnon 3D povréAwv o€ did@opa onueia Tou Traixvidiou”

21NV ouvéxela pe Tnv PonBeia tou Photoshop avd, oxedidotnkav or oeAideg
TTOU Ba GUAAEYEI O TTAIKTNG Kal ETTEITA «KPUPTNKAV» KOl AUTEG O€ OIAPOpa onueia.
(Eikéveg 34-35)

TENOG, apoU €xel oOAoKANPwOEi To TTEPIBAAAOV O¢€ £va IkavoTroinTikG PBaBud yia
TO PATI TOU TTQIKTN, €yIvE €Eaywyr Tou project oe pop®n *.fox wote va yiver n
gloaywyr) Tou otnv Unity kai va apxio€l o TTPOyPAPPOTIONOS TOu TTaixVidiou.
(Eikova 36)

Eikova 34 "O1 oeAideg TTou Ba cuAAéyel o TTaikTng oxedidoTnkav pe Tn Bondsia Tou Photoshop™
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Eikéva 36 "E§aywyn Tou povréAou o€ popen .fbx"

AHMIOYPI'IA TOY PROJECT ZTHN UNITY

Avoiyovtag Tnv Unity mmpwTtn @opd Ba eugavioBei éva trapdBupo kal Ba
¢nToel va dnuioupynooupe €va Kaivouplo project. e autd 1o Tapdbupo (Eikéva
37) éxoupe va atrogacioouye OUO  TTPAyuaATa,
atroBnkeUOOUPE TO project Kal Ta TTAKETA TTou Ba €iocdyoupe o’autd. Ta TTakETa
QuTA JTTOPOUV va €loaxBolv Kal apydTepa, ag@ou dnuioupynbei TO project.
Mpokeital yia diId@opa £TOINA OTOIXEIO TTOU XPNOIUOTIOIOUVTAl OTn dnuioupyia Tou
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TTaIxvIdiou 1.X. To Character Controller TTou eTITPETTEI VO KAVEIG EUKOAQ Kivnor| TOU
TTAIKTN OTOV XWPEO Tou Traixvidiou pe collisions k.ATT. | Image Effects tmou eivai
d1agopa effects TTou xpnoIPoOTTOIOUVTAlI OTAV KAPEPQ KAl TTPOCBETOUV TTOAAG TNV
EMPAvION Kal TNV aicBnon Tou TTaixvidloUu XWwpPig va KATavaAwvouue TTOAU Xpdvo
oTnVv dnuioupyia Kavoupiwy.

Q Unity - Untitled - New Unity Project - PC, Mac & Linux Standalone <DX11

Eikéva 37 "Anpioupyia véou project otn Unity"

YTdpxouv UeEPIKOi Baoikoi TUTTOI OTOIXEiwv (assets) TTou UTTOpPoOUV  Vva
gl0ayxBouv oTo project. T€Tolol gival Ta TPIOdIGOTATA OXEDIA, OTTWG TO TTEPIBAANOV
TOU TTaIXVI®IOU TTou OoXeDIAOTNKE, didpopa nxnTika effects i textures K.ATT. Autd Ta
oToIxeEia uTTopouv va giocaxbouv oTo project gite atrd Tov explorer Tou AsIToupyikou
OUCTHMATOG TOU UTTOAOYIOTA €iTe a1td TNV Unity 6TTOU Kal €ival TTPOTINOTEPO.

210 GUI Tng Unity uttdpyouv did@opa views Pe TTAnpogopieg, To Scene View
TTOU BAETTOUPE TN OKNVA TOU TTAIXVIBIOU TToU dnuioupyoupe, To Inspector View 1Tou
EXEl DIAPOPESG TTAPAUETPOUG OE KATTOIO OTOIXEIO TTOU £XOUME ETTIAEYUEVO K.ATT. 2TO
Project View @aivetal n dour Twv QAKEAWV TOU project Kal €KEi PYTTOPOUME va
OlaxeIpIOUaoTE dIAPOPA CTOIXEI TTOU EI0AYOUUE ) JETAKIVOUNE O'auTO.

Mnyaivoupe oto Project View Aoittév otov @dakeAo Assets kai pe Oeg&i click
dlaAéyoupe eicaywyn véou Asset kal Bpiokoupe 1O apxeio (Eikéva 38) tTou €yive
export amré 10 SketchUp vwpitepa padi ue Tov AKeAo TTou dNUIOUPYNBNKE Kal €XEI
Ta textures Tou TTEPIBAAAOVTOG WOTE VA TTEPACTOUV QUTOUATA OTO POVTEAO HECQ
oto Unity. AQou yivel n eicaywyr Tou evepyoTtroloUue 10 Generate Colliders kai
TPOTTOTTOIOUME av BEAoupE TO PEYEBOG Tou amd To Inspector View kal TTOTAME
Apply. Me tnv emAoyy Generate Colliders o xapaktipag Ba «TPAKAPE» OTOUG
TOIXOUG KaI TA QVTIKEIYEVA Kal deV Ba TTEPVAEI ATTO NECA TOUG.
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2 A Kl

Eikéva 38 "Eicaywyn Tou povtéAou otn Unity"

2TNV OUVEXEIA «OEPVOUMPE» TO MOVTEAO TOU XAPTN TOU Traixvidiou oTo Scene
View. Me Tov idlo 1pdétTmO0 Wwayxvouue 1o Character Controller ota Assets kai
oépvoupe 10 First Person Controller (Eikéva 39) oe éva pépog Tou XAPTn TTOU
BéAoupe va ekivdel o TTaikTnG. Ze autd To onueio av trariooupe 10 Play 6a
MTTOpOUPE va TreEPINynBouue OTO TTauXVvidl PE TTPOOTITIKI TTPWTOU TTPOCWITTOU,
woT600 Oev Ba uTTOoPOUNE va AAANAETTIOPACOUUE PE TO TTEPIBAAAOV aKOuQ.

Eikéva 39 "Eicaywyn Tou First Person Controller oTto Scene”
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AHMIOYPTIA FLASHLIGHT TOY XAPAKTHPA

Na va dwoouue MIa TTIO PEAMNIOTIKN €KOOON TIPWTOU TTPOCWTIOU OTIOU O
XOpakTHPag Ba kpaTdel ako Kal Ba wdayvel yEoa 0To KTAPIO Ba Kdvouue eiIcaywyn
MIag TTNyNg ewTtoég atmd 1o yevou GameObject -> Light -> Spotlight (Eikova 40).
A@oU TO €MAEEOUUE Kal eTTECEPYaOTOUME aTTO TO Inspector View Tnv Kateubuvon
TTou Ba QWwTiCel (TTPOG T HEPIA TTOU BAETTEl N KAUEPA Qv XPEIQOTE), TNV
PWTEIVOTNTA K.ATT. Ba KAVOUME TO Qwg Pag (Spotlight) TTaidi TnG Kapepag woTe va
akoAouBei TNV KAuEPa Kal va €XOUPE TNV aioBnon o1 KpaTdue @akd. AuTd yiveral
METAKIVOVTAG atmAwg 1o Spotlight ammdé 1o Hierarchy View péoa oto Main Camera
WOTE VA TTAEl aTTO KATW TOU.

Me Tov idI0 TPOTTO £yIve elcaywyr] 3D POVTEAWV XEPIWV KAl GAKOU oTa Assets,
MTTAKQV OTO Scene Kal TOTToBeTOnkav PITPOOTA aTTd TNV KAPEPA KATAAANAQ
(Eikéva 41) woTte va divel Tnv aioBnon oto Traiktn o1 BAETTEl T XE€PIO TOU va
KpaTtdve @ako. lNapopoiwg, TPETEN va yivouv TTaidId TNG KAPEPAG WOTE va TNV
akoAouBouv.

a € /W5l

Eikéva 40 "Eicaywyn evog Light GameObject oTto Scene"
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Eikéva 41 "H sicaywyR XEpIWV Kal @AKoU OTO TraiXvid:™

21N ouvéxela Ba TTpocBEécoupe dIAPOPOUS KWOAIKES (Scripts), yia va YTTOpPEi va
aAANAeMIOPAcEl 0 XapakTApag ue 1o TTEPIBAAAOVY, dNA. va avoiyel TTOPTEC Kal va
MTTOPEI VO GUAAEEEI TIG O€ENIDEG.

AAANHAENIAPAZH ME TIZ NMOPTEZXZ TOY MNMEPIBAAAONTOZ

ApxIkd, Ba yivel yia pia TTOPTA KAl OTN CUVEXEIQ Ba yivel OTIG UTTOAOITTEG PE TNV
idla dladikacia. Kavoupue eloaywyn evog kevou GameObject kail To kavoupe Parent
otnv opTa. O AGyog TTOU YiveTal auTd gival yia va BEcoupe éva onueio atmd étrou
TTOU Ba TTEPIOTPEPETAI N TTOPTA (TNV AKEN TNG) VIO VA PNV TTEPIOTPEPETAI YUPW ATTO
Tov €auTd TNG (Eikdva 42). ‘Exovrtag diaAeyuévo 1o GameObject petakivouue atrd
10 Position oto Inspector View tov G&ova X, y, z oTnv AKPn TOU HMOVTEAOU TNG
épTag. Ovopdloupe 1o GameObject kKatAAANAa yia va ava@epOPOoTE 0€ AUTO
eUKOAa Tr.X. Door. ZT1n ouvéxela oTto Inspector View 8a KAVOUuE €lcaywyn
Kaivoupiou Component, evog Box Collider. Autdé Ba pag eugavioel Kamola opia
TTOU Ba «Tpakdpel» O TTaIKTNG Kal dgv Ba utTopei va mepdoel amd péoa. QoTo00
emAéyoupe TO Is Trigger woTte va ptTopei va Tmrepdoel ammd 10 Collider. Ta
TOTTOBeTOUME KATAAANAQ £TOI WOTE O€ TIOI0 ONuEio moTevoupe Ba @TdoEl O
XOPOKTAPAG yIa va UTTOPEl va avoiel Tnv TTopTa. AQOU TEAEIWWOOUMPE aQUTH TN
Oladikagia €ipaoTe £TOIOI VO TTpocBEécouue Tov KWwdIKa Javascript 6TTou Katd Tov
OTT0i0, OTTOTE €I0€PXETAI O TraikTNG oTo Trigger Collider Ba ptropei pe 10 TATNUA
€VOG TTANKTPOU Va avoiyel TNV TTOPTA, OUCIOOTIKA va TNV KAvel rotate 90 yoipeg oTo
onueio TTou TTPocBEécape vwpiTepa.
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Eikova 42 "Emregepyacia rapapéTpwy Tou GameObject Tng moépTag™

Anpioupyoupue €va apyeio Javascript péoa ota Assets, kévouue €TIKOAANON
TOV TTOPAKATW KWAIKA, Kal e@apuoélouue To apxeio autd oe Eva Script Component
oto GameObject g moépTag (Door) Kal €iyacTe £TOINOI VA AVOICOUPE MPEPIKES
TTOPTEG, EQapuolovTag TNV idia d1adIKacoia Kal oTIG UTTOAOITTEG.

var IsOpen : boolean = false;
var CanOpen : boolean = false;

var Volume : float = 0.5;

function Start () {
GetComponent.<AudioSource>().volume = Volume,;
}
function Update () {
if(Input.GetKeyUp(KeyCode.E) && !IsOpen && CanOpen) {
GetComponent.<AudioSource>().PlayDelayed(0.140);
Opening();

IsOpen = true;
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else if(Input.GetKeyUp(KeyCode.E) && IsOpen && CanOpen) {
GetComponent.<AudioSource>().PlayDelayed(0.140);
Closing();

IsOpen = false;

function Opening() {
for (var i = 0; i < 100; i++) {
transform.Rotate(0,-0.9,0);

yield WaitForSeconds(0.0140);

function Closing() {
for (var i = 0; i< 100; i++) {
transform.Rotate(0,0.9,0);

yield WaitForSeconds(0.0140);

function OnTriggerEnter (other : Collider) {
if(other.gameObject.tag == "Player") {

CanOpen = true,
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function OnTriggerExit (other : Collider) {
if(other.gameObject.tag == "Player") {

CanOpen = false;

}

@script RequireComponent(AudioSource)

AuTO TTOU €AEyXEl OUCIOOTIKA O TrapaTTavw KwdIKag Javascript €ivar av o
XOPAKTAPOG BpiokeTal KOVI& OTnV TTOPTA va UTTOPEI va TNV avoigel, dnAadn va
TrepioTpagei autr) 90 Yoipeg WOTE VA AVOIEEL.

OpiCovtal apxika 2 petaBAnTéG, IsOpen kai CanOpen, ol oTToieg Ba eAéyxouv
av dia TToOpTa €ival avoixTh Kal av JTTopei va avoitel. Av Ba ptropei pia TépTa va
avoigel e€aptaTal ammd 1o av 0 TTaiKTNG €ival Kovtd TnG, dnAadn BpiokeTal yéoa oTo
Trigger Box Collider Tou Tom100£THONKE TTPONYUEVWG OTNV TTépTA. O TTOPATTAVW
€Aeyxog yivovtal pe TIg duo peBddoug OnTriggerEnter() kar OnTriggerExit().

function OnTriggerEnter (other : Collider) {
if(other.gameObject.tag == "Player") {

CanOpen = true;

H péBodog OnTriggerEnter eAéyxel av €xel TTANCIACEI €VA QVTIKEINEVO UE
eTIKETA «Player», Tnv otroia €xel 0 XAPOKTAPAG TOou Traixvidiou. Av 10XUEl, N
petaBAnT) CanOpen Ttraipvel Tnv TiyR true. AnAadr auti n TOPTO WTTOPEI va
QVOIgel.

function OnTriggerExit (other : Collider) {

if(other.gameObject.tag == "Player") {

CanOpen = false;
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H péBodog OnTriggerExit eAEyxel av €xel ATTOUAKPUVOED £va aVTIKEIUEVO UE
eTIKETA «Player», Av ioxuel, n yetapAnt) CanOpen Traipvel Tnv Tiun false. AnAadn
autr n TépTa ptropei va AEN ptropei va avoigel.

AUO dAAeg péBodol, Opening() kai Closing(), €ivar utreUBuveg yia Tnv
TTEPIOTPOPN TNG TTOPTAG, TO AVOIYUA KAl TO KAEIOIPO, OI OTTOIEG gival BonBnTIKEG O€
MIa peyaAuTepn HEBODO TTOU KAVEl OAN TN OOUAEIA.

function Update () {

if(Input.GetKeyUp(KeyCode.E) && !IsOpen && CanOpen) {
GetComponent.<AudioSource>().PlayDelayed(0.140);
Opening();
IsOpen = true;

}

else if(Input.GetKeyUp(KeyCode.E) && IsOpen && CanOpen) {
GetComponent.<AudioSource>().PlayDelayed(0.140);
Closing();

IsOpen = false;

H Update() eAéyxel av €xel TatnBei katrolo TTAAKTpo “E” (To “E” 0’auth TN
TTepITTTwon BéAoupe va avoiyel TIg TTOpTES) KAI av uia TopTa dev gival avoixtrn KA
av PTTopEi va avoigel. Tote avoiyel he Tnv Opening() kai n yetaBAnTr) IsOpen yivetal
true. AlagopeTikd av €xel TatnBei 1o “E” KAI givai avoixty KAI utropei va avoiéel
(lowg n petaBAnti CanOpen va €ixe dIOQOPETIKO Ovoud, C’aUTH TN TTEPITITWON
onpaivel va utropei va kAgioel), 1ot n TépTa KAgivel pe Tnv péBodo Closing(); kai n
IsOpen Traipvel Tnv TiyA false. TéAOG, pe TNV ypapur Kwdika TTou akoAouBEi TTou
BpiokeTal oTOUG dUO TTAPATTAVW EAEYXOUG TTAICEl £vag YOG TT.X. TPICIMO TTOPTAG, av
Exel ToTToBeTNOEi €va avTikeipevo TUTTOU AudioSource PE TOV OUYKEKPIPEVO X0 O€
KGBe TTOpTO.

GetComponent.<AudioSource>().PlayDelayed(0.140);
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2YAAOI'H ZEAIAQN ANO TO NEPIBAAAON

O1 erépevol KWOIKES TTOU AKOAOUBOUV €xouv Tnv idla AoyIKry 600 agopd Ta
avTikeigeva oTto Scene pag. AkoAouBouv ol oglideg, TIG oTToieg Ba OUAAEyel O
TTaikTNG. MNMaAl TotroBeteital €va Collider oTig oeAideg (Eikova 43) 61Tou Ba eAEyxel
av o TTaikTNG €ival Kovta Kal T0Te Ba TIG OUAAEyel, dnAadry Ba KaTAOTPEPElI TO
QVTIKEIMEVO TNG 0€NIBAG aTTO TOV KOOPO. AuTr TN @opd 0 KWAIKAG Javascript yia Tn
ouAAoyn oeAidwy ToTToBeTEITOI 0€ Javascript Component oTov XapaKTHPa.

Eikéva 43 "TotroBétnon Sphere Collider og ka0e GUAAESIUN ogAida™

var paper : int = 0;

var paperToWin : int =5;

function OnTriggerEnter( other : Collider ) {
if (other.gameObject.tag == "Paper"”) {
GetComponent.<AudioSource>().PlayDelayed(0.040);
paper +=1;
Debug.Log("A page was picked up. Total pages =" + paper);

Destroy(other.gameObject);
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}
function OnGUI() {

if (paper < paperToWin) {

GUI.Box(Rect((Screen.width/2)-100, 10, 200, 35), ™ + paper + "
pages");

}
else {

GUI.Box(Rect((Screen.width/2)-100, 10, 200, 35), "All papers
collected!");

}
}

@script RequireComponent(AudioSource)

O Tmapamdvw KwdIKag eival atmmAdg. ‘Exel dUo ueTaBAnTéG, TIG paper Kal
paperToWin ol otroieg deixvouv TTO0EG TENIDEG €XEI OTNV KATOXH TOU O TTAIKTNG, KAl
TTOoeC BEANEI oUVOAIKA yia va kepdioel. ‘Exel duo pebddoug, Tnv OnTriggerEnter()
kar Tnv OnGUI(). H deutepn amAwg amreikovilel pe éva ammAd Interface, moéoeg
0eNideg €xel OUAAEEEI O TTaIKTNG.

function OnTriggerEnter( other : Collider ) {
if (other.gameObject.tag == "Paper”) {
GetComponent.<AudioSource>().PlayDelayed(0.040);
paper +=1;
Debug.Log("A page was picked up. Total pages =" + paper);

Destroy(other.gameObject);

H p€éBodog OnTriggerEnter() eAéyxel av o XapokTipag €xel TTANCIACEl £va
QVTIKEINEVO PE ETIKETA “Paper”, 61Tou gival o1 0€NideG pag, TOTE TTailel TTAAI Evav X0
(oav va onkwvelg éva xapti) TTou Bpioketar o éva Component Audio Source,
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augavel Tn JeTaBANTA paper kard 1, KAl KATAOTPEPEI TO AVTIKEIMEVO TNG OEAIdAG UE
Tnv Destroy(other.gameObject).

2TATIZTIKA TOY MNAIKTH

MNa va uttdpxel evolo@épov Kal KAtTola BeTIK 1 apvnTik €&EAIEN OTO
TTaIXVidl XpeIAdeTal va KPATAUE KATTOIA OTATIOTIKA OTOUG TTAIKTEG, OTTWG €ival n
Cwn, n avtoxn, n Treiva kalr did@opol GAAoI TTApPAYOVTEG TTOU €TTNPEACOUV TOV
Xapakthpa. Ta oTaTioTIKA atmmodnkevovtal o€ public JeTaBANTEG OTOV XapaKTApPA
KAl JTTOPOUV Va TPOTTOTToINBoUV OTav auTdg aAANAEeTIOPAcEl e AANA QVTIKEIPEVA,
OTTWG yIa TTapadelyua av Tov emTeBEi 0 £XOpdS N Cwr Tou Ba peiwBei. MNa auth
TTEPITITWON OTN TTAPOUCA TITUXIOKN €XEl dnuIoupynBei O TTOPAKATW KWOIKAG
Javascript kal ToTro0e1r|8nKe ocav Component oTo First Person Controller.

#pragma strict

var MaxHealth = 100;
var Health : int;

function Start ()

{
Health = MaxHealth;
}
function ApplyDamage (TheDamage : int)
{
Health -= TheDammage;
if(Health <= 0)
{
Dead();
}
}
function Dead()
{
RespawnMenuV2.playerisDead = true;
Debug.Log("Player Died");
}

function RespawnStats ()
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Health = MaxHealth;

O mapatrdvw KwdIKag gival atmAdg. ATToOnkeUel TNV maximum TIry  TTou
MTTOpEl va TTapel n Cwrf Tou xapoktipa oTtn peTaBAnT MaxHealth, kai tnv
Tpéxouoa TiuA TNG wng otn peTaBAnTr Health. Katd tnv ekkivnon Tou TTaixvidiou n
Tpéxouoa Cwn cival maximum, dnAadn o traiktng Cexkiva pe full life (Health =
MaxHealth). 2Tn  ouvéxela  ulotrolouvtar 3 amAég  péBodOI. H
ApplyDamage(TheDamage: int) 6émou oa@aipei «damage» amd T1n Cwn ToUu
xapaktipa. Av aut ¢@tdacel 10 0 (i Aiydtepo!) 16TE O XapakTtrpag TreBaivel Kal
KaAeital n uéBodog Dead(). H Dead() atrAwg divel o€ pia petaBAnTr playerisDead
TNV TIUA true woTe va evepyoTroindei Eva GAAO scene OTTou BPICKETAI TO YEVOU TOU
TTaIxvIdIou. ‘ETol, éTav o TTaikTnNgG XAoel Ba emMOTPEWEl OTO KEVTPIKO PEVOU. TEAOG,
ulotroicital n RespawnStats OTToU ATTAWG APXIKOTIOIEI TA  OTATIOTIKA, OTNV
TTPOKEIMEVN TTEPITITWON N TPEXOUOA (W MEYIOTOTTIOIEITAI TTAAI TTAIPVOVTAS TNV TIUNA
NG MaxHealth.

AHMIOYPTIA ANTINAAOY

MNa 10 @AavTaocua - avritaAo TTou Ba OTOIXEIWVEI TO EYKATAAEAEINUEVO XWPO
ToUu TTaIXVIOIoU eTMAEXONKE éva €Toio 3D model amd 1o Asset Store tng Unity,
ouykekpiyéva 10 Total Horror (Eikéva 44) amd tov dnuioupyd Arteria3D. To
OUYKeEKPINEVO asset TTapéxel éva €1oigo 3D povtéAo, KATI oav PeTAAAQYPEVOG
AvBpwTTog 1 €EWynRIvo ov, Kal BewprBnke KATAAANAO yia TNV XPrion Tou O€ TETOIOU
gidoug Traixvidl. Mali pe 10 3D poviéAo cuptrepihauBdavovtal kal  did@opa
animations, 6TTwg n idle katdoTtaon Tou, TO TTEPTTATNUA, N ETTIBECN K.ATT.
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Eikéva 44 "Total Horror asset amré tnv Arteria3D"

Apxikd €yive eicaywyr] Tou asset otn Unity kévovTtag 0e&i KAIK aTov @AKeAO
Assets kai emAéyovtag Import New Asset.... ‘Emeira, dnuioupyrnbnke €va Kevd
GameObiject, éyive petovopacoia Tou o€ Enemy kal ToTToBeTONKavV 0¢ AuTd Cav
Components éva Character Controller (avti kamolou GAAou Collider, atrAwg yia
KaAUTEPO XeIpIopod), éva Rigidbody yia va uttdpyel Collision pge TOug ToiXoug Kal va
UTTApPXEl Kal BapuTtnTa. ZTn ouvéxela £yive gloaywyr Tou Prefab tou Total Horror
(To povtéAo padi ue Ta animation, materials K.ATT) Kal PTIKE KATW a1td T0 Enemy
GameObject woTe va eivar «mmaidi» Tou. Emeita dnuioupyRbnke o TTAPAKATW
Kwdikag Javascript yia va «dwoel {wh» OTov Kakd Tou Traixvidiou, Kal
TOoTToBeTABNKE Gav Component ato Total Horror.

21IG public peTaBANTEG TTOU €uaviCovtal oTo Inspector Window cav Target
«o€pvoupe» ToVv XapakTApa Tou Traixvidiou (First Person Controller) kai oto
controller Tov avritTrtaAo, dnAadr To Enemy GameObject. O1 uttéAoITTEG HETARBANTEG
opidouv TIG BIAYOPES ATTOOTACEIG TOU AVTITTAAOU ATTO TOV TIAIKTN, TT.X. O TTO0N
atmréoTacn Ba koitalel Tov TTaiKTn, o€ TTOON Ba apxioel va Tov Kuvnydel Kai o€ TTéon
Ba apyioel va Tov XTUTTAEl, Kal KABE TTEPITITWOoN Ba TTPAYUOTOTIOIEITE YE EAEYXOUG if.
TéNog uttdpyouv Kal PeTaBANTEG TTOU Opifouv Tnv TaXUTNTA TOU avTITTGAou 600
a@opda TO TEPTTATAMA Kal TNV €TTIOE0 TOu GAAG Kal TNV TTEPIOTPOPN Tou OTaV
aAAGlel kateuBuvon. AkoAouBei o Kwdikag Javascript.
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var Distance,;

var Target : Transform,;
var lookAtDistance = 25.0;
var chaseRange = 15.0;
var attackRange = 1.5;
var moveSpeed = 5.0;

var Damping = 6.0;

var attackRepeatTime = 1;

var TheDamage = 40;

private var attackTime : float;

var controller : CharacterController;
var gravity : float = 20.0;
private var MoveDirection : Vector3 = Vector3.zero;

function Start ()

attackTime = Time.time;

function Update ()

if(RespawnMenuV2.playerlsDead == false)

{

Distance = Vector3.Distance(Target.position, transform.position);

if (Distance < lookAtDistance)

{
lookAt();
}
if (Distance > lookAtDistance)
{
renderer.material.color = Color.green;
}
if (Distance < attackRange)
{
attack();
}
else if (Distance < chaseRange)
{
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chase ();

function lookAt ()
{

renderer.material.color = Color.yellow;

var rotation = Quaternion.LookRotation(Target.position -
transform.position);

transform.rotation = Quaternion.Slerp(transform.rotation, rotation,
Time.deltaTime * Damping);

}
function chase ()
{
renderer.material.color = Color.red;
moveDirection = transform.forward,;
moveDirection *= moveSpeed,;
moveDirection.y -= gravity * Time.deltaTime;
controller.Move(moveDirection * Time.deltaTime);
}
function attack ()
{
if (Time.time > attackTime)
{
Target.SendMessage("ApplyDamage"”, TheDamage);
Debug.Log("The Enemy Has Attacked");
attackTime = Time.time + attackRepeatTime;
}
}
function ApplyDamage ()
{
chaseRange += 30;
moveSpeed += 2;
lookAtDistance += 40;
}
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O1 éAeyxol yia 10 TTWG Ba dpa o avTiTTaAog avaAoya Pe TNV aTTéOTACH TOU
atroé Tov TTaikTn yivetal péoa otnv Update() pe PEPIKES if TTOU EVOWUATWVOVTAI
Méoa oe pia GAAN TTou €AEyXEl av O TTAiKTNG €ival {wvtavog. Apxika opidetal n
ammoéoTacn METAEU TOU TTAIKTN KAl TOU avTITTaAou oTnv PeTaBAnTh Distance pe tnv
ekTéAeon Tou Vector3.Distance(Target.position, transform.position) TTou €TTIOTPEQPEI
TNV amméoTacn PeTagu Twv duo TTapauéTpwy o€ float, Kal £TTeITa yivovral o1 €Aeyxol.
‘ETO1, EAEYXETAI OTN OUVEXEIQ AV N aTTOOTACN €ival PIKPOTEPN ATTO TNV ATTOOTACN
TTOU BEAOUPE VA KOITAEI O QVTITIOAOG, N OTTOI £XEI OPIOTEI APXIKA OTNV PETABANTNA
lookAtDistance, 10Te ekTeAeiTal n pEBodOG lookAt(). MNapopoiwg av n Distance
MEIWBET KATW aTTd TNV attackRange 16Te 0 AvTITTAAOG ETTITIOETAI PE TNV EKTEAEON TNG
attack(), kar av el katw Ao Tnv chaseRange o exBpdg Kuvnydgl TOV TTAIKTN UE
TNV ekTéAeon TNG chase(). Katd tnv aAAayr KaTaoTACEWY PTTOPOUV VA EKTEAOUVTAI
Ta dIdgopa animation Tou €xBpou pe TNV KARon Tng animation.Play(*’) kal cav
TTaPAMPETPO O€ String To Gvoua Tou animation.

2TN OUVEXEID TOU KWwOIKA UAOTTOIOUVTAl Ol TTAPOTTAvw TPEIG HEBODOL.
2uykekpipéva oTn lookAt() ammoBnkeveTal otV METABANTH rotation Ye TNV €KTEAEON
NG Quaternion.LookRotation(Target.position - transform.position) n kateuBuvon
TTPOG TNV oTroia Ba KoITAEEl O avTiTTAAOG, Kal auTA €ival autrh Tou TTaikTn (Eikéva
45), Kal Ye TNV €TTOUEVN OEIPA OUCIOOTIKA YiveTal OQaAIPIKO rotation Tou avTITTAAOU
TTPOG auTtry Tn kareuBuvon pe Tnv Quaternion.Slerp(transform.rotation, rotation,
Time.deltaTime * Damping).

Eikéva 45 "H améoTtaon £xel peIwOEei Kal o avTitTtaAog pag KoiTael™

Mapopoiwg otnv chase() utroAoyieTal n ywvia TTPOG TNV OTToia TTPETTEI VA
Al 0 €XOPOG KAl MPETOKIVEITAI TTPOG AUTOV TOV ALOVA ME MHIA OUYKEKPIMEVN
TaXUTNTA, KOl e TNV attack() yiveral 1miBeon oTov TTaiKTN KAl YEIWvETal N {wr Tou
KAt 600 £xouue opioel otnv PeTaBAnTA TheDammage pe Tnv ApplyDamage().
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2Tn OUVEXEID TTPOOTEBNKAV KWOIKEG Javascript ol OTToiol TTPoCBETOUV OThV
OKOUOTIKI] KAl TOU TTaIXVIOIoU OG0 apopd ToV PEAAICUO.

NMPOZOHKH HXOY - NATHMAZIEZ

AkouBei 0 kwdikag Javascript o otroiog ToTToBeTBNKE OTO First Person
Controller kai ouc1a0TIKA opicel pia JETABANTA fXou, N oTroia Ba TrepIEXEl dIAPOPa
KAITT, 0’QUTH TN TTEPITITWON dIOPOPETIKOUG NXoug footstep (TratnPacidg) Kal EAEYXE
av O TTAIKTNG KIVEiTaI TOTE TTAICEI TUXAiIO KAITT aTTO TIG “TTATNPOOCIEG”.

var Steps : AudioClip[];
private var isWalking : boolean = false;
private var controller : CharacterController;

function Awake()

{
controller = GetComponent(CharacterController);
}
function Update()
{
if(controller.velocity.sqrMagnitude > 0.15)
{
isWalking = true;
}
else
{
isWalking = false;
}
}
InvokeRepeating("Walking", 0, 0.7);
function Walking()
{
if(isWalking)
{

AudioSource.PlayClipAtPoint(Steps[Random.Range(0,Steps.length)]
, gameObject.transform.position);

}
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Apxikd opiCovtal TPeEIG MPETAPRANTEG, n  Steps TreEPIEXEl TA KAITT TWV
TTaTnuaciwy, n isWalking trou Ba Traipvel TV TIYA true ) false avahoya pe 10 av
TTEPTTATAEI O TTAIKTNG A OXI KAl n controller TTou Ba gival o TTaikTng, dnAadr) 1o First
Person Controller. Z1n ouvéxela pe €vav €Aeyxo if eAEyXETal aAv METOKIVEITAI O
TTAIKTNG YE TN Ypapun Kwdika controller.velocity.sqrMagnitude > 0.15 kai elo0XwpEi
TNV KATAAANAN Tig otnv petapAnth isWalking. H péBodog Walking() atmAwg
eAéyxel pe pia if av n isWalking €ivai true, dnAadn av o TTAIKTNG KIVEiTAl, TOTE TTAICE
TTaicel évav TUXQio AXO atro TOV TTivaka AXWV Steps
(Steps[Random.Range(0,Steps.length)]) Tou dnAwoaue oTO ONnUEIo TTOU €ival O
TTaikTNG gameObject.transform.position. TéAog pe Tnv InvokeRepeating("Walking"”,
0, 0.7); ekTeAei TNV pEBOGO TTOU PBpioKETAI OTN TTPWTN TTAPAUETPO, O'QUTH Th
mepimtwon TNV Walking(), &ekivoviag amd 0 demrrepdAemta, kdbBe 0.7
OetrrepoAeTTTa. OuoiaoTiKG etTavalauBAavel évav Tuxaio fXo marnuaocidg kabe 0.7
OETTTEPOAETTTA.

AHMIOYPTIA KENTPIKOY MENOY

MNa 1 dnuioupyia e€vog KeEVTPIKOU MevoU dnuioupyndnke éva Kalvouplo
Scene, avTiypa®r Tou Game Tou €ival TO TTaIXvidl, amAWG agaipédnkav Ta
GameObjects 1ou dev eival atrapaitnTa. H kduepa deixvel o€ €va PEPOS TOU
TTaixvidiou kai givai fixed, dev ptropei va kivnBei. MNMpooTtébnkav duo GameObject
TUTTOU Text TTou ypdgouv Play kal Quit. ‘ETTeITa TTpoTEONKE O TTAPAKATW KWOIKAG
Javascript o€ ka0e Text GameObject.

var isQuit=false;

function OnMouseEnter()

{

/lchange text color
renderer.material.color=Color.red;

}

function OnMouseEXxit()

{
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/lchange text color
renderer.material.color=Color.white;

function OnMouseUp()

{
/lis this quit
if (isQuit==true)
{
/[quit the game
Application.Quit();
}
else
{
/Noad level
Application.LoadLevel(1);
}
}

function Update()

{ //quit game if escape key is pressed
if (Input.GetKey(KeyCode.Escape))
{
Application.Quit();
}
}

O mapammavw KwdIkag aANdlel To xpwpa Tou KABe Text Object pe TIg
pNEBOBoUG OnMouseEnter() kai OnMouseExit() kdBe @opd tou o O€ikTnG TOU
TTOVTIKIOU BpioKeTal TTAVW ATTO TO KEIPEVO ] OXI QVTIOTOIXA. 2TN CUVEXEIQ EAEYXEI ME
Mia peTaBAnTr) isQuit kai TTpAaTTel avaAoya, €ite Byaivel atrd To TTaixvidl ue TN Xprnon
NG €vioAig Application.Quit() e€ite @opTwvel TO TIAIXVIOI PE TNV  EVIOAR
Application.LoadLevel(1). 2’autd 1O onueio TTPETTEI va ava@epOEi OTI O1 TTIOTEG
dnAwvovTal atrd 10 pevou File -> Build Settings... kal avaAoya pe Tn o€ipd Tou Ba
TTpooTeBOUV Ta Scene oTnv AioTa oBovwy, TTaipvouv Tov apiBPd EeKIVWVTAg atro
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TOV apIBPo Pndév. TéNog, av TTatnBei To TTANKTPO Escape 10TE TTAAI yiveTan £€6000G
aTTO TO TTAIXVIOI.

Main Menu

Play

Quit

Eikéva 46 "Kevrpiké Mevou"
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OAHIOz XPHZHZ AOTIZMIKOY

Kivnon eptrpog — MNAAkTpo W

Kivnon mricw — MNMARKTpo S

Kivnon apiotepd — MNAAKTpOo A

Kivnon 6e€1a — lMNMAnkTpo D
ANIAeTTiOpaon pe TopTeG — MNMAAKTPO E
2UNoyn ogAidag — MNAAKTpo E

‘E€odo¢ — MNAAKTpO Escape
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2YMIMNEPAZMATA

H Unity Tpoc@épel otov evdiagpepouevo “developer” Tnv gukaipia va PITEl
oTn Béon Twv dnUIoUPYwWV dIAPOoPwWV ayaTTnPévwy Tou TTaixvidiwy (Eikéva 47) kai
va dnuIoupyAoel o idI0g ToV ayaTTNPEVO TOU XAPAKTAPA, va Tou dwoel {wr Kal va
TTPAYMATOTTOINCEl TO OIKO TOU QavTtaoTIKO TTEPIBAANOV. ZKOTTOC TNG TTAPOUCAG
TITUXIOKNG €ival va degi¢el 0TO KOIVO TTwG UTTOPEI va eKPETAAAEUTED TO TTEPIBAGAAOV
NG Unity kal pe Aiyeg yvwaoeIS TTPOYPANPATIOUOU va QTIAEEI Eéva TTaixvidl atmmd 1o
pndév. H Unity trapéxel omdAtroTe xpeldletal KATTOIOC YIa TNV QVATITUEN TOu
TTaXviolou Tou, atmd odnyoug OTOV IOTOXWPO TNG, MEXP! KAl  ATTioTEUTA
XOPAKTNPIOTIKA KOl ETTIAOYEG OTO TTPOYPAUMA TNG. TEAOG, n TTOAAATTAR €TTIAOYA
TTAATQOPUWYV YIA TNV KUKAOQOPIQ TwV TTAIXVIDIWV TNV KAVEI TTIO TTPOCITH apou ol
KOVOOAEG, O UTTOAOYIOTEG KAl YEVIKA Wid CUOKEUR avOTTapaywyrng TTaixvioiwy O€
Agitrel a1rd TIG CWEG TWV AVEPWTTWY, PE Ta BIVTEOTTAIXVIOIO VA OTTOTEAOUV [ia aTTd
TIG TTIO «QUVATEG» POPPEG WUXAYWYIEG OTIC NEPEG PAG, OTTOU N TEXVOAOYia KIOAQG
QuEAveETal CUVEXWG.

Eikéva 47 "Aid@opol ApWEG ayaTrnUEVWY TrarXvidiwv"
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