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Ieptinyn

H nopovoa dumhopotikn epyoasio meptypaeet Ty ovantuén evog diedidotatov (2D) RPG (Role Playing
Game) matyvidlon, ypnolponotdvrag v unyavy Unity kot m yA®ooa mpoypappaticpod C#. To moyvidt
EVOOUATOVEL P10 GEPG OO GLUCTAUOTO KOl UNYOVIGHODS TOV BEATIOVOLV TNV EUTEIPIO TOV TOIKTN KOl
TPOcPEPOLY Eva duvapkd TEPPAALOV TatyVId0V.

H avémtuén evog moyvidton amottel pio KaAd SOUNUEVT Kol TPOGEKTIKT| OPYITEKTOVIKT KOl VAOTTOINGT
TOAMOTADY GLOTNUATOV Y10 va. Snuiovpyn el évag duvapkog kocpog. To pevod kot to user interface (Ul)
amotelobV Ta Pactkd epyoaieio Yo TNV TAONYNOY KOl TNV OAANAERIOpaGT TOL TOIKT GTOV KOGLO TOV
oy vidlov. Méoa amd ta pevov, o xpnotng propel va dwayelpiletor tov eE0MAIGUO, TO AVTIKEIEVO, KOL TIG
pLOUicELS, EVD TOPIAANAQ TOV TOPEYEL ONUAVTIKEG TANPOPOPIES.

O maiktng &xetl ) dvvatotta va Kwvnbel ehevbepa 61OV KOGHO UEGH GLGTNUATOV KIVIONG Kol oG
Kdpepag mov tov okolovbei. Ta cuoTiuaTe animations kot animator TPoGHETOVY KIVIGELS GTOV YOPOKTNPA,
Omm¢ 1 ewiBeon N M GVALOYN AVTIKEEV®Y. AKOUA, SL0DETEL Eva GVOTN U EXTEI®V, OTOL O TOUKTNG OTOKTH
eumeipio (EXP) ohoxkAnpmvoviag amootorég kat eEovdetepdvovtag exfpovs. Kabmg o maiktng npoympd
oTo emineda, amoktd véeg dvvauelg kot oegotntec. Ilapdiinia, to Tilemap ypnoyomoleitor yio
dnuovpyics TOL KOGUOV TOV TOYVIOOD, TPOCPEPOVTOG EPYOAEID Y100 TNV KOTOOKELT KOl OPYyOveOoM
TEPPAALOVTOV.

H amobnkevon dedopévov dtacalilet 6Ti Tpdodog Tov TaikTn amodnkeveTo Kot umopei va avaktnOel
o€ emdueveg cuvedpieg maryvidion. Ot gxBpol £xouv TeXVNTH VONUOCHVI TOV TOVG EMTPEMEL VA KIVOOVTOL,
va emtifevtal Kot va aAANAETIOpOVY UE TOV TaiKTh, evéd ot Non-Playable Characters (NPCs) tpocoépouvv
amooToAEG (quests) Kot avTapolBEG, KoIGTOVTOS TOV KOGHO TOL TatyvidtoD o {ovtave.

H povowm kot ta nymtikd epé evioydovy v aTpoc@apa tov woyvidov. To mini map Ponbdaetl Tov
TOAKTN Vo TAoMyEiTOL 6TOV KOGUO Kol Vo, Bpiokel onuavtikd onueia evdtapépovtog. Ta avtikeipeva (items),
Omw¢ Omha, epyareia, kol QIATpa, epmiovtilovy TO TOUVidL, TOPEYOVTAG GTOV TOUKTN To LECO Yo VOl
eEeMooeTol Kot vo. aAANAEmOpa pe to TepIaiiov Kot Tovg exfpovc. Téhog, To mayvidt akolovbel pio
KEVTPIKT| 16TOPIa, TNV 070i0, 0 TOiKTNG KAAEITOL VO OVOKOADYEL KOl VOL ETIAVGEL.

Aégarg Kiewona: Role Playing Game, Unity, C#, Non Playable Characters, Aroctolég, Amobnkevon
ITpoddov, User Interface






Abstract

This thesis describes the development of a two-dimensional (2D) RPG (Role Playing Game) using the
Unity engine and the C# programming language. The game incorporates a series of systems and
mechanisms that enhance the player experience and provide a dynamic gaming environment.

The development of a game requires a well-structured and carefully implemented architecture to create
a dynamic world. The menu and user interface (Ul) serve as the primary tools for player navigation and
interaction within the game world. Through the menus, the user can manage equipment, items, and settings
while also receiving vital information.

The player can move freely within the world using movement systems and a camera that follows the
character. The animation and animator systems add actions to the character, such as attacking or collecting
items. Additionally, there is a leveling system where the player gains experience points (EXP) by
completing quests and defeating enemies. As the player advances through levels, they acquire new powers
and skills. Simultaneously, the Tilemap is used to create the game world, providing tools for constructing
and organizing environments.

Data persistence ensures that the player's progress is saved and can be retrieved in future game sessions.
Enemies feature artificial intelligence (Al) that allows them to move, attack, and interact with the player,
while Non-Playable Characters (NPCs) offer quests and rewards, making the game world more vibrant.

Music and sound effects enhance the game’s atmosphere. The mini-map assists the player in navigating
the world and locating important points of interest. Items, such as weapons, tools, and potions, enrich the
gameplay by providing the player with the means to progress and interact with the environment and
enemies. Lastly, the game follows a central storyline, which the player is encouraged to discover and
resolve.

Keyword: Role Playing Game, Unity, C#, Non-Playable Characters, Quests, Save System, User
Interface.
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Kepdioio 1

1. Evoayoy

1.1 Heprypa@r] TOV OVTIKEIUEVOD TG OUTAMUATIKNG EPYUCLOS

H mopovco dumhopoatikny epyooio e€etalel tnv avantuén evog disdidotatov (2D) RPG (Role Playing
Game) moyvidlov ypnoponotdvtag tn unyovn Unity kot tn yYAdoco wpoypoppatiopod C#. H avamtuén
evog moyvioon etvon pot cOHVOET S10dIKOGIN TTOV ATOLTEL TPOCEKTIKO GYESOCUO Kol GLVOVAGHO TOAADY
TEYVIKOV Kot epyareimv. H mapovca avapopd ETIKEVIPOVETOL GTNV OVIADGT] TNG OPYLTEKTOVIKTG KOt TNG
VAOTOINGNG EVOG TETOLOL TTOLYVISIOD, YPNCILOTOIOVTOG T Unyovh Unity kat T YAOGGO TPOYPAUUATIGHOD
C#. To mayviol Paciletar og d1dpopa GuoTHATA, Ta 0mToio cuvepydlovTal ueta&hd TOVG Y10 VO TPOCPEPOLY
L0 EUTAOVTICUEVT EUTTELPTID. GTOV YPNOTN.

To 2D RPG eivar éva &idog maryvidod mov cuvovdlel a@hiynor, oTpatnyiky kKot e&gpgbvnon,
TPOCPEPOVTOS GTOVG TAIKTEG TNV gukopic va (oOVV [0l EIKOVIKT TEPUTETELN LEGA GE £VO PAVTOGTIKO
dwodldototo KOGHo. Me v avamtuén avtod TOL TOYVISD, EMOUOKETOL 1 ONHOLPYID UG
OAOKANPOUEVIC Kol SUVOIKNAG epmelpiog, Tov Bo KPaTNoEL TO EVOAPEPOV TOV YPNOT®V Kol Ba Tovg
evBappOveL va eEEPELVIIGOLY, VO TPOYMPNGOVY KOl VOL OVUKUADYOLV.,

1.2 ToTopu] avadpopn] 6ta Toryviolo

H 1otopia tov RPG moyvididv exteivetar o moAlég dekoeties, pe tig pilec Tovg va gvtomilovtol og
entpomello moyviole pormv. Etoadtokd, pe v eEEMEN g teyvoroyiog, ta RPG petapépOnkov oe
YNELOKN Hopen], He onuavtikég avartiéelg oe 2D kot 3D mepifdriovia. To 2D RPG mayvidt amoktd
Wuwitepn a&io, kabdg cuvovalel TV AmAOGTNTA TOV GYXESOGUOD e TNV TAOVCLO 0PN YNOT|, SNUOVPYDOVTOG
L0 LOVOOIKT EUTELPINL Y10, TOVG TOUKTEG.

1.3 Apyrrektoviki Kol YA0moino1 XvoTHoTog

H avantoén tov mouyvidod teptiappdvel v avaiuoT g opYLITEKTOVIKNG Kol TNG VAOTOIN OGN TOAAGDY
GLOTNUATOV, TO. 0TTolo GLVEPYALOVTAL Y10 VO TPOGPEPOVY UL PEOACTIKT EUTELPIQL. XTO LEVOD KOl TO user
interface (UI), o xpiiotng pmopei va dayetpiletor tov eE0mhopd o, vo TepakoAovBel Ta 6TaTIoTIKG TOV
Kol vo. aAANAETOpG pe Sidpopeg emhoyéc. O maiktng umopel vo, Kiveitor gredbepa 6TOovV KOGHO TOL
o VIO100, PE GUGTHIOTA KIVNONG Kol KAWEPOS TTOV TPOSPEPOVY duvapkh BEaon g dpdonc.

H vlomoinon tov mayvidiov Eekivd pe tov oxedlacud TV PacIKOV UNYOVIGU®OY TOL OETOVV TN
Aettovpyia Tov. H dnuiovpyio evog Aettovpytkod kot evypnotov pevos kot user interface (Ul) givat kaiprog
onuociog, Kabog emTpénel otov maikTn vo, SloyepileTal Tov YOpOKTAPO TOL, Vo Topakolovdsl to
OTOTIOTIKA TOV, Vo CAANAETOPA pE TOV €EOMAOUO KOl VO OTOKTA TANPOPOPIEG Yo TNV TOPEIX TOL
moyvidov. To Ul amotelel 10 TpdTo oMpUeio emapnc TOV TOIKTN UE TO oLy Vidl Kot TPEMEL va. Eivorl capEg
KOl PUMKO TPOG TOV PN OTH.

O moaiktng amotelel Tov KeVIPIKO AEova TOV AL VId0, KoL 1) AVATTUEN TOV UNXOVIGUDY TOV POPOLY
v kivnon,  xpnon Omlwv Kot gpyoreiov Kot GAA®V cvoTnudtev, Toilovy kaboploTikd poOAO o
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cuvolikn| eumetpio. EmmAéov, n mpocsbnkm evoc cuoTAHOTOS EMTEd®V Kot GTATIGTIKGV (Stats), dlvetl v
evkatpia otov maiktn va eEehyBel Kot va yivel 16xvpoTeEPOG KaBMOG Tpoympd 6TO oy vidt.

H mpocOikn animation mtpocdidel {wvavior 6ToVG XopaKTNPES KOt TIG OPAGELS TOVG, EVD 1 XPNOT| TOL
Tilemap emtpénel 1t dnpovpyio €vOG TAOVGLOL Kol AETTOUEPOVS TEPPAALOVTOS, OV TPOGKAAEL TOV
ok Vo eEEPEVVIGEL TOV KOGLO TOV Ty VIdL0V.

H viomoinon evog cvotruatog arodnkevong dedopévev (Data Persistence) eEacpalilet v tpdodo
TOV 7ok, evd ot xBpot kot ot Non Playable Characters (NPCs) mpocpépouvv Tig khpleg TpoKANCELS Kot
OAANAETIOPAGELG KATA TN OlAPKELD TNG TEPIMETEWNG. TEAOC, GTOLYEID OTT®G 1 LOVGIKY, TA NYNTIKA EQE, TO
Mini Map, ot armootorég (Quests) kot To avtikeipeva (Items) oAokAnpdvovy Tov KOGHO TOL TTayvidiol,
TOPEYOVTOG GTO YPNOTI U0 EUTAOVTIGUEVT) EUTELPin TOV EEEMOGGETOL Kol TPOKAAEL GUVEXDC TO EVOLAPEPOV
TOV.

YuvoAkd, n avarntuén avtov tov 2D RPG moayvidod oto Unity amookomel otn dnuiovpyio pog
EAKVOTIKNG Kol OAANAETIOPAGTIKNG EUTEIPLOG VIO TOVG YPNOTES, 1 ool Ba Tovg evBovaidcel Kot Bo Tovg
TOPOKIVIGEL VO, EEEPEVVIIGOVY TOV KOGLLO IOV £XEL OMLovpynoet.
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Kepdlaio 2
2. OcpnTiko YofaOpo kor Avackonnon Biploypagiog

210 kepdAao avtd Ba avoivBoldv ot mAnpoeopiec mov amartovvior va Yvopilel KEmolog yio va
avortoéel pio epappoyn, mayviol, oto Unity Engine. Ot minpogopiec apopovv kuping to Unity Engine
2D, onadn Bo avaivBodv TEPIGGOTEPO Ol AETTOUEPELEG Y10 TNV OTLLOVPYI EVOC S10IAGTAUTOV TOLYVISI0V.
[Tépa oo To Unity, ypnowonoteiton kot o tpodypappo Visual Studio, to omoio ypnoipomoleiton yio tov
TPOYPOUUATIGUO TOV CLOTNUATOV KOl TG AOYIKNG ToV mayvidion, oty YAncco C#. Emouévag Ba yivel
avapopd Kol 6€ KATOEG EVVOLES TPOYPAULATIGHLOD.

To Unity Engine givon puo oo tig mo d108€00UEVES KOt ONUOPIAELG unyOvES avATTUENG TTOLXVISIDV,
YPNOUOTOI00UEV TOG0 and aveEdptntovg mpoypoupatiotég (indie developers) 6co kot amd peydheg
gTa1peieg oTOV TOpE TOV gaming Kot GAA®V e@approy®dv molvuéomy. Eivar pia ohokAnpopévn Thatedpuo
avéntuoéng mov vmoompiler v avamtuén 2D kor 3D moyvididv, eQoppoydv  emon&nuévng
npoypatikomrag (AR) kot ewovikng npaypatikotrag (VR), kabdg kot GAA®V d10.0pacTIKOV EUTEIPLOV.
H pnyovn eivol dwitepa dnUo@idng A0ym Tng €ukoAiag ypnong g, g ovvatotntog onpovpyiog
ToVISIOV Yo TOAAEG mAoTEOpueg (multiplatform support), kot g 1GYXVPNG KOWOTNTAG YPNOTAOV Kol
vTooTNPIENG.

To Unity 2D eivon pia mhotedpua evoopatopévn oto Unity engine, oxedlacuévn yio v avamtuén
dedidotatov Toyvidumy (2D games). [apéyet Eva cUvoro epyareimV Kl TEYVOAOYIDV TOV ETLTPETOVLY TNV
avamtuén 2D Touyvididv Ypyopa Kol OmOTEAEGLOTIKG, Y0pig va ypeldletarl vo, aoyoAndel Kamolog pe
TEPITTEG TOAVTAOKOTNTEG TTOL 0lpopovV Tov 3D kdopo. [lapdro mov to Unity apyikd oyedidotnke yio 3D
avantuén, n evoopdtoon tov Unity 2D tnv éxave 10avikh yu €va HEYOAO €VPOC TOLYVIOIDV Kol
epappoyav, omd amhd 2D platformers émg cOvOeTo O VidIo oTPOTNYIKNAG KOt TOlA.

2.1 Unity Layout

Y10 Unity, to layout ¢ avamtuéng sivatl opyavopévo ce didpopa panels wov fonbovdv v dwoyeipion
o€ SLPOPETIKEG TTTLYEC TOV £pyov. Akolovbel pio avaivorn Tev panels mov ypnoomomOnkay Kotd tnv
dnuovpyio Tov TOLVISIOV.

2.1.1 Scene Panel

To Scene panel givat to KOplo epyaireio yuo Ty onTiKn dtoryeipiomn Tov KOcpov. ESd pmopovpe va dovue
Kot va, eneEepyacToVUE TO OvTIKEIpEVO, TG oknvig og 3D 1 2D mepipdAiov. Mmopolv va yivouv ot €ENg
Aettovpyieg oe aTo:

o [IThonynon: Emitpénel otovg ¥pnoteg va TAONYOOVIOL GTOV KOGLO, YPNCLOTOIOVING EPYOAEiQ
o6mwg to Move, Rotate kot Scale.

e  Emioyn Avtikeipévov: Mmopel vo yivel emhoyn TV OVTIKEWEVOV O©TN OKNVA Yo vo
eneepyactovv 1 va TpoPAndovv.

o Anmovpyia Avtikeyuéveov: Mropovv va tpoctefodv véa avtikeipevo kat va torobetnfovy ot
oKNVY.
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Viewport Controls: TTapéyet epyoadeia yio {ovp, mepiotpor| Kot Kivion oty 00ovn.

2.1.2 Game Panel

To Game panel emitpénel 6Tovg ¥pNotes va mpoPdAilovy to maryvidl Onws o eppaviCeTol 6TOVG TAIKTES,
TOPEYOVTOG L0 TPOETIGKOMNOT TG TEAKNG eUTEpiag. MTopovv va yivouv ot €€ng AELTOVPYiEG o€ QVTO:

Play Mode: Otav matnbei to kovumni "Play", unopei va yivel dokiun Tov Tatyvidlod 6g Tpoyotikd
xpoOvo.

Alinheniopaon: Entpénel tnv ahAnienidpaon pe 1o motyviol kotd v ektélecn, 6nwc Bo ékave
Kot £vag xpnoe.

Enavaloppavopevn Aoxip: Atevkodvver ) doxyn Kot T pOOUon Spdpmv TTuy®V TOL
ToVIO0V, OMG LE TN Aertovpyion madone, KATL Tov divel TV duvatdTNTo Vo YiVEL SUVOUIKN
oAdayn O18PopV GTOLXEI®V, EMTPEMOVTAG ETGL VA (POVOVV 01 CAANYEG OE TTPOYLATIKO XPOVO.

2.1.3 Hierarchy Panel

To Hierarchy panel eppavilel 6o ta avtikeipeva (GameObjects) Tov VIAPYOLV GTI GKNVI GE LOPOPT
dévtpov. Mmopobv va yivouv ot €€ng Aettovpyieg o oTod:

Anmovpyio ko Awygipton Avtikeypévov: Mmopodv va mpoctefodv, va apapebodv 1 va
opyavoBolv o avtikeipeva oe lepapyia.

Parenting: Yrootpilet T dvvatdtra KaBopiopod YoviKeV Kot Taldikdv 6YEGEMV aVAUESH GTO
OVTIKEILEVAL.

Search Functionality: Emitpénet tnv ovaltnon GuYKEKPILEVOV OVTIKEILEVMV Yo YPYOPOTEPT

TAonynon.

2.1.4 Inspector Panel

To Inspector panel eppavilet TIg 1OOTNTEC KO TO, YOPAKTNPLOTIKG TOV ETIAEYUEVOD OVTIKELUEVOD 0t TO
Hierarchy panel. Mmopovv va. yivouv ot €€fg Aettovpyieg o€ ato:

Alroyn Idwotitov: Mmopel va yivel eneéepyacio Tov puONicEOV Kol TOV TOPAUETPOV TOV
GameObjects, 0nmg T1¢ 001G, TIC KAINAKEG, T, components K.AT.

pocappoopéva Scripts: Epeaviler tic mopapétpoug mov €xovv opiotel 6€ TPOGUPLOGLEVOL
scripts, EMTPENTOVTOG EDKOAT] KoL YPTYOPT] TOPAUETPOTOINGT).

Anmovpyia Component: Emitpénel v mpocOnkn véwv components ota, GameObjects yia vo
enektadel N Ae1TovpyKdTNTE TOVG.

2.1.5 Project Panel

To Project panel gppavilel 6Aa to. apyeion KoL TOVG TOPOLS TOV EPYOV, OPYAVOUEVO GE PUKEAOVG.
Mmropovv va yivouv ot £ng Aettovpyieg 6€ avTo:
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o Awyeipwon [opov: Mmopel va yivel opydvoon tov Topov (eucdveg, assets, scripts, k.An.) og
QUKEAOVG Y100 E0KOAN TPOGPaot. Agdopévou Tt vITapyEL Evag TOAD peydiog aptBuog apyeiov, etva
M0 KOAT TOKTIKN VoL YIVETOL Pid 0pYAVOOT] VTV, HEGO GE POKELOVG LLE CMGTEG OVOLLOGIEG TOV VO
QVTITPOCHOTEDOVY TO TEPLEXOLLEVO TOVG.

o  Evpeon Mopowv: Enttpénet tnv avaltnon cuykekplpuévay apyeiov 1 toépav.

o TIpocOikn Néwv Iéopmwv: Mropolv va mpocteBovv véa apyeia 1 pakelol, OTmg SCripts 1 assets
amevbeiog omd avtd To panel.

2.1.6 Console Panel

To Console panel epgavifel pnvopata, TPOEWBOTOMGES Kol GOAALATO TOV TPOKVATOLY KATH TNV
extéheon N v avamtuén tov mayvidlov. Eivarl éva modd onuavtikd epyaieio mov pog Ponddel oty
OTOCQUALITOON TOV KOOWKA, KaODC gupovilel unvopato cQoAUdT®OV, oAAG Kol oAl UNvOUNTO, TTOVL
UTOPOVUE VO ELPAVIGOVUE P amd SCripts. To unvipaTo GEOAUAT®V Kot TPOEBOTOMOE®Y EppovifovToL
gite amd pova tovg otov to Unity evtomiost xdti AGbog, eite uéoco amd SCript kévovtoag ypfon to
Debug.LogError() § Debug.LogWarning(). To oxéto Debug.Log(), epeavilet éva andd pivopa.

2.1.7 Tile Palette Panel

To Tile Palette panel ypnoyomoteitan yio ™ dnovpyia ko v eneéepyacia tilemaps, mov eivon
ypowa yuo tn dnpovpyio 2D emmédwv. Emtpénel tnv oxediaon kot v tomodétnon tiles otov kdopo Tov
oy vidlov. Mmopei eniong va yivel opydvmon tov tiles oe maAéteg ylo ypryopotepn npdcsPacn. Mmopel
axoua vo yivelr emeepyacio avTmv, OT®G 1| TEPIGTPOPT TOVS N 1 oAAayN peyéboug.

2.1.8 Animator Panel

To Animator panel ypnoonoteiton yio tn Swyeipion kot ) dnpovpyio animations yio. GameObjects.
Yrapyet n ovvorotnto dnpovpyia katoctdoewv (States), émov 1o kabe €va umopel vo givar kdmolo
drapopeticd animation clip. Kéavovtag yprion tov uetafdocwv (transistions) pumopei vo yiveton evaiioyn
and KaTdoToon 68 KATAoTOo, YpNoonoldvTas £Tot uo Aoyikn State Machine.

2.1.9 Animation Panel

To Animation panel mopéyst epyoieio yio tn dnuovpyio kol v emefepyocio animations yio
avtikeipeva. Emtpénel v mpoodnkn keyframes, yio va kaBopilel tov tpodmo pe tov omoio oAralouvv ot
1010TNTEG EVOC AVTIKEIUEVOD € YPpOvo. Akdua umopel vo yiver n dnuovpyia kot 1 dioyeipion animation
clips ywa v xpnon tovg oe GameObjects.

2.1.10 Audio Mixer Panel

To Audio Mixer panel emttpénetl tov diayeipion kot v pLOUIST] TOV NYNTIKOV EPE KOL TNG LOVGTKNG
oV mayvidov. Yrdpyovv dwapopetikd Audio Channels, mov emitpénel v dayeipion S10popeTikdY
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KOVOALDY 1OV Y10, TV LOVGIKT, TA NYNTIKE EPE Kot TIC pmVES. AkOpa pumopel va yivel epappoyn didpopwv
€& yuoL TNV KOAVTEPT TOLOTNTA NYOV.

2.2 Xxnvi, Game Objects kan Components

Ot oknvég (Scenes) oto Unity amotelov éva and ta mo Oepelddn otoryeion TG TAATOOPUOG Kot
Aertovpyodv m¢ to KVPo TEPIPUrlov oTo omoio dradpapatileTor to maryviol  n epapuoyn. Kébe oxnvi
glvar éva avTOvVOopo COVOAO 7OV TEPIAAUPAVEL TO OVTIKEILEVO, TO GEVAPLO KOl TO. GLGTHLOTO 7OV
Kka0opilovv T CLUTEPIPOPE KOL TNV EUPAVICT] TOV KOGIOV TOV TALYVIO0V.

Ta Game Objects amotehovv TNV Kopdd kdbe oknvic. Eivar ot Pacikég povddeg tov KOGHOL Kot
UTOPOHV VO, AVTITPOCMOTEVOVY OTIONTOTE, OO YOPUKTIPESG, AVTIKEINEVE, Kol xOpovg uéypt meppdilovra,
QMOTO, KAUEPES Kol TOAAG dAla. KdBe Game Object Eexiva mg ol Kevip Hovada, Kot 1) GOUTEPLPOPA TOV
opiletar pe ) ypnon Components. To Game Objects ivor otnv ovcio ot "doptkéc TETPES” TOV T VIS0V,
xopic 6pumg To. Components dev Ba £xovv kapio Asttovpyia.

Ta Components givat ta otoryeio Tov divovv ota Game Objects Tig 1010t TEG TOVG Kot KatBopilovv T
ovumeppopd tovg. Kabe Game Object umopei va amoteleiton omd éva 1 mEPIGGOTEPH components, Kot
autd divel TN SLVOTOTNTA Y10 ATEPLOPIOTEG TAPUALAYES KOl TPOGAPLOYES oTa avTikeipeva. [Tapaxdtwm, Ba
dovpe opiopéva facikd components kot €vvoleg mov cuvdéovtar pe ta. Game Objects.

Ta Game Objects o€ cuvdvacuo pe T Components TOVG, TPOGPEPOVY EVaAY EEAIPETIKA EVEAKTO TPOTO
Yo TN dNpovpYia Kol Tov EAEYYO GTOLYEIDMY GTOV KOGO TOV TOLYVISLoV.

2.2.1 Zknvq

M oxnvn gtvan éva mepifdilov epyaciog mov mephapPaver 6o ta Game Objects (avtikeipeva Tov
TOLVIO0V) KOl TOVG KAVOVEG OV OETOVY TN GVLUTEPLPOPE Tovg. Eivar onAadr cov éva «doyeion» mov
@uhoevel avtikeipeva, cevaplo, QOTA, KAUEPES, KOL YEVIKA TO TAVIO TOL €lvol OOpOiTNTe Yl TN
Aettovpyio gvog emmEdOV, VoG UevoD N evOg mePPAALovTOG.

To Unity emitpémel ) ypnon TOAATADV GKNVAOV TOLTOYPOVA, Ol OTOIEC UTOPOVV va. PopTmHovv
napdAiniaf otadtokd. o mapdadetrypa, vo peydho avorytd mayvidt pmopel va xoplotel 6€ TOAAEG OKNVEG
OV POPTMVOVTUL 1] EKPOPTMOVOVTOL AvAAOYa. LE TNV Tomofeaio Tov TaikT).

Ot oknvég umopovv emiong va ypnoonombovv y tn dnuovpylo Soeopwv emmédwv, HEVOD,
TEPLOYDV, N OKOUN KOl OLOPOPETIKAOV TUNUAT®OV TOV KOGUOL 7oV oAAALOLV KaTé TN OlpKED TOL
oL VIO100.

To Unity mpoceépel dtpopeg HeBOOOVS Yo TN QOPTOON CKNVAOV HECH TOV KOOKM, OO TO
SceneManager.LoadScene() kot To SceneManager.LoadSceneAsync(). Atvetar dnhadn n dvvotdTTa VoL
QopTOVOLY 1 Vo, petafaivovy avipeco oe oKNVEG OTAV 0 TOIKTNG OAOKANP®OVEL £va, eimedo 1 EEKVEL oL
véa mepLoyn.

H dwoeipion tov oxnvav oto Unity gival kevipikng onuaciog yio t SO Kot 1 por VG Tatyvidtov.
Me 11g oknvég, umopel va KaBopioTovy SIUPOPETIKA TUN AT, TOV oLy VIS0V, va dnuiovpyndovv duvopicég
UETAPACELS KL VOL TOPEXOVY GTOV TOIKTY VEEG TPOKANGELS Kal epnelpieg. Kabe oxnvn givan évag Eeympiotog
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KkOopog mov pmopel va poptwbei, va amobnievtel ko va eleyyBel aveEdpmto, emtpémovtag e0KOAN
avamTuén Kol GUVTNPNOT).

2.2.2 Transform Component

To Mo onuovtikdé component tov vdpyel o€ kibe Game Object. EAEyyet T 0éom, v mepioTpoen Kot
70 HEYEHOC TOL AVTIKELUEVOD GTOV KOGLO TOL oty vidtov. Ot tpelg facikég mapdpetpotl Tov Transform eivar:

e Position: H 6¢om tov avtikeyévov 610 ydpo (X, y, z).
e Rotation: O mpocavatoMopOS TOV OVTIKELHEVOV.
e Scale: To péyebog tov avtikelpévon o€ kabe a&ova.

To Transform pmopel va ypnoiponomBel yio va KIWAGEL, v TEPIOTPEYEL 1] v dALAEEL TO PéyeBOg TOV
OVTIKEYEVOD KOTO TNV EKTELECT] TOV TTALYVIOI0V.

2.2.3 Names ka1 Tags

Kdabe Game Object éxet éva 6vopa (Name) mov fonfd otov Tposdloptod Tov HEGE GTH GKNVI| 1] OTOV
kddwka. Eivatlypnopo ylo my ovaeopd 6€ GUYKEKPIUEVO AVTIKEIIEVE, E1TE KOTA TN OLAPKELN TNG AVATTVUENC
gite katd TV ekTéAEST TOL TTOUYVIOL10V.

Ta Tags eivor etikéteg mov avatifevtar oe Game Objects yio vo to Ta&IVOUNCOVUE GE KATNYOPIEC.
Emutpéner v ypiyopn ovayvopion QoG ORAd0S OVTIKEWMEVOV UE TOpPOHOl0 YOPaKTNPoTIKA. [
napadetypa, uropel va opiotet Eva "Player” tag yio tov yopaktipa Tov maikt, éva "Enemy" tag yio tovg
ex0potc, N éva "Collectible” tag yio avtikeipeva mov o maikg umopet va cuAré€el. H ypnon tov Tags
EMUTPETEL YPYOPN AVALYVOPICT] KOl EOKOAT avalfTNon AVTIKEWEVOV HECH KOJIKA.

2.2.4 Layers

Ta Layers elvar mopopol pe too tags, OAAQ YPNOLLOTOOVVTIOL KUPI®G YloL TOV EAEYXO NG
aAnienidpaong petald tov aviikelévav Kot g amodoons. Kabe Game Object pmopet va avriket og éva
layer, kot ta layers ¥pnGuuomolovvTal yio v TEpopicovy Tig GLUYKPOVGCELS ) TIC OPATEG OAANAETIOPAGELS.
INo mapdderyo, ol KAUEPEG UTOPoLY Vo puOUIcTODY dhote va PAETOVY HoOvo cuykekpiuéva layers. Emiong,
10 ovomue Physics pmopel va ypnoyomomost layers yio vo kabopicel mowo avTikeipevo Hwopovv va
ouyKkpovovTol HeTa&y TovG.

2.2.5 Parent-Child Relationship

Y10 Unity, ta. Game Objects pmopolv va opyavmbovv o tepapyio yovémv kot modiwv. ‘Eva Parent
Game Object ivar To kevtpikd avtikeipevo, kot kdbe Child Game Object givar cuvdedepévo pe avto. Ta
Child avtikeipeva, KANPOVOROLY TNV Kivnon Kol TV TpocavatoAcud amd to Parent.
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[No mapdédetypa, av éva Parent Game Object eivan o mhateoppo kot petaxivndet, 6Aa ta Child
avtikeipeva (m.y. emmAéov otoyyeia Tave otnv TAoTeopua) Oa petaxvnBovv pali tov. Avth 1 epopyio
OLEVKOADVEL T1| OloElPIoT) GUVOETOV GKNVMV Kol OVTIKEIUEVOV TOV OTOTEAOVVTOL OO TOAAL LEPT).

2.2.6 Prefabs

Ta Prefabs elvar évag oyvpog tpomog emavoypnoiponoinong aviwkelpnévov. Eva Prefab sivon éva
npooyedacpévo Game Object (ne 6o tov ta Components) mov pmopel va amobnkevtel kor va
y¥pNoLomron el emavelAnupuéva o dtapopa onpeio oto motyviol. [a Tapdderypa, av £(ovUe dNUIOVPYNCEL
évav gxBpo6 kot Tov amobnkevoovpe wg Prefab, pmopodpe 6t cuvéyela va TOV ETOVOYPNGILOTOIGOVE GE
TOALOTTAEG GKMVEG.

Mia o0 onuavTiKn Agrtovpyio Kot o Kupimg Adyog ypriong twv Prefabs, sivat nmg dtav tpomomoieite
10 apykd Prefab, 6Aeg o1 eppavicelg Tov oTov KOGUO TOV TALXVIOOD EVIUEPOVOVTOL QLTOUATO. ATO TO
TPOTYOLUEVO Tapadeypa, av Bélape va adddEovpe katl og Evay gxBpo, m.y. v {1 tov, aAldlovtog To
uovo pia popd amo to Prefab, odlalovv dlot, evd av ta eiyoue Tomobetnostl wg Eexmpiotd avtikeipeva Ha
énpemne vo aALGEeL yepoxivnto To kabéva EgxmploTd.

2.3 Ontika Xroyyeio tov mepipariovrog 2D

Ta Ztoryeia tov 2D Environment oty Unity avagépovtal oto, Bacikd epyaieio kot SuvaTtdTNTES TOL
YPNOYOTOOVVTOL Ylo. TN Onuovpyio Tov Koouov evog 2D matyvidtov. To Unity 2D mopéyer otovg
TPOYPOUUATIOTESG TO PLEGO Y10 VO AVOTOPOGTCOVY YPUPIKA OVTIKEILEVA, VO TO TOTOHETNGOVY PG OTN|
GKNVN KOl VoL T S10EPIOTOVY OTTIKAL.

2.3.1 Sprites

Ta sprites givatl 1 Ogpelddng povada ypapikmv oe éva 2D maryviol. Xtnv ovoia, éva sprite givar pio
€IKOVO N VO KIVOVLLEVO YPAPIKO TTOV YPTCLLOTOLEITAL Y10, VO AVATTOPAGTHOEL EVAV YOPAKT PO, OVTIKEILEVO,
(QOVTO 1 0TO10ONTOTE GALO OTTTIKO GTOLYEIO TOV ALY VIS0V,

e FEwayoyn Ewdévov og Sprites: Apywd ewodyovior ov ewodveg (PNG, JPEG, kAm.) wo
petatpénovial o€ sprites. Aeovd eweoybolv, ot gkoveg yivovior pépog tov Unity project ko
uropotv va tomofetnfovv ot oKNvY.

e Transform kot PvBuiceic: Ta sprites, OTmg kol OA0 ToL AVTIKEIPEVO TOV TPOoTiBevTon LEGO TNV
oKnvn, €xovv 110TNTEC Omwe 0éom, mepiotpoen kot péyebog uéowm tov component Transform.
Avtéc ot 1010mTeg emttpémovv TV eAebbepn tomobétnom twv sprites otov 2D ympo,
dtoparilovtag 0Tt Ta avTIKEipeva peaviloviot eKel Tov TPEMEL.

e Sprite Renderer: To Sprite Renderer component givat vevBuvo yio TNy omelkdvion Tov sprite oty
006vn. Méow tov Sprite Renderer, pmopel vo. oArGEer n gpedvion tov sprite (m.y., oAAayn
YPOUATOG, TPOGONKN dtapavelag) Kot vo, kaboplotel moleg eikdveg eppavilovrat.
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2.3.2 Sprite Editor

To Sprite Editor eivar éva 1oyxvpd gpyaieio mov emTPENEL TOV KOTAKEPUATIOUO Kot TNV enesepyocia
LeyOA®V elOVOV GE UKpOTEPO TUNHATA 1) sprites. Eivatl Wwaitepa ypnoipo 6tav ypnotponotodvton sprite
sheets (g1kdveg TOL TEPLEYOVY TOAAEG EIKOVES GE €val apyeio) yia va dnpovpynBobv animations.

‘Eva. mapddetypa pmopovpe va 1o do0UE TOPOKAT®, XPNOLULOTOIMVTAS Evay amd Tovg €xfpolc mov
VILAPYOVV GTO Ty Vidl, OTTOV PAETOLLLE io E1KOVO 1 OTTOT0, TEPLEYEL EVOV YOPAKTNPO GE O10POPETIKEG TOLES.
Kaévovtag yprion Tov Sprite Editor, pmopodpe va kdyovue avtr v gikdva 610, onueio mov entBopolye,
dnuovpymvtog €tot €va Sprite mov péoca tov TEPLEYEl mOAMAOTAG SPrites kai pmopodue vo To
YPNOLOTO GOV E EEY®PIOTAL.

Ewkova 1. Sprite Sheet mou mepLéxel moANamAd sprites

2.3.3 Tilemaps

To Tilemap cvotua tov Unity eival évog tpomog vy va dnutovpyndodv mepifdiiovta wov
amotelobvTot and pkpd exovolopPavopevo tiakidw (tiles), To omoia toroBetovvtal og Eva TAéypa (grid).
Ta tilemaps ivat 1aviKa yio T Onpovpyio HEYAA®Y S1oSI00TUTMV ETTEIMV UE OIKOVOLUKO TPOTO, OTTMG
oe platformers, RPGs, 1 puzzle games. "o, Tnv opbn Aettovpyia evoc Tilemap yivetar yprion tov e€ng
YOPOKTNPIOTIKAV.

e IIiéypo Tilemap (Grid): To Tilemap Grid eivar évo cOommuo 7AEYHOTOC, ©TO OmOi0
tomobetovvtan ta tiles. To grid eacparilet 6Tt Ta tiles evBuypappifovion téletn, dievkoAHVOVTAG
TOV oYEOOUO LEYAAWDV TEPIOYDV 1) CKNVIKAOV Y®Pig va yperaletar va torofetnBovv e 1o x€pt OAa
T GTOLYELOL.

e Tile Palette: To Unity mapéxer éva epyodeio Tile Palette mov emtpémel 6Tovg YPNOTEG VO
dnuovpyodv, va emeepyalovtar kol va amobnkedovy cvvoro mAokdimv (tiles). Me avtd to
gpyoreio, apyikd yivetat n emA0yN TOV AVTIKEWEVOL TOL BEAOVUE VO TOTODETHGOVLE GTN GKNVT
Kot émerta Eexvape vo, o tomobetodue 6nwg 0o Coypapilape pe Eva mvéro.

e Layers: To Tilemap vrootpilel dapopetikd enineda (layers), mov enttpémovy v dnuovpyio
nmoAveninedwv oknvav. o Tapddetypa, pmopeig va vdpyel Eva enimedo yio To £60(p0g, Eva GAAO
Y10 QVTIKEIEVO OTI®G OEVTPA, KOt £VOL TPITO Y10l SIOKOGHUNTIKG GTOXELD, OTMG GUVVEPQ 1| KTiPLOL GTO
TOPACKN V0.

2.3.4 Sorting Layers ka1 Order in Layer

To Unity 2D vrootpilet to concept twv Sorting Layers, 1o onoio emitpénet Tov Kaboplopd TG GEPag
pe tnv omoia ta avtikeipeva gppavifovtar otnv 006vn. Avtd givor Wdwaitepa onuavtikd og 2D maryvidwo,
Omov OAc Ta avtikeipevo Ppiokoviol oto 1010 eminedo Kot ypeldleTOl VO OPIOTEL OO OVTIKEILEVO
eppavifetol pmpootd amd Kamoto dAro. Ydpyovv 600 Bactkol TpOmot yia Tov KaBopIoHO aVTNG TG GEPAG.
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e Sorting Layers: Eivat ouddec 6Tig omoieg pmopohv vo, aviKovv To. avTikeipeva. Avikeipeva, mov
aviKovy og VYNAOTepo sorting layer eppavilovtol Pmpootd omd OVTIKEILEVA TTOL OVIKOVV GE
YOUNAOTEPO sorting layer.

e Order in Layer: Méoo o k@0e sorting layer, umopei va kaopiotel pia o GuyKekpiuévn cepd
eppdviong ypnoomowwvtag v mopapetpo "Order in Layer". I'a moapdderypo, pmopel vo
VIapyovv dVo sprites 6to 1010 sorting layer, oAl va kKaBopiotel Ti T0 éva Ba gppaviletal pmpootd
am6 to dAA0 pécm tov Order in Layer.

AVTOG 0 UNYOVIGHOG ETTPENEL TOV EAEYYO TNG "OTTIKNG tepapyiag” TV aviikeévoy g éva 2D matyviol
Kot BonBa otn dnpovpyia g aicOnong Tov Béovg, mapodro mov ta avtikeipeva eivor enineda.

2.3.5 Kapepa oto 2D Igprpdrrov

Ymv Unity, 1 kéuepa givor 1o "patl" tov moiktn mov PAEreL ™ oknvn. 1o 2D mepifdiiov, 1 kapepa
Aertovpyel pe Alyo drapopetikd Tpdmo og oyéon pe to 3D, kKabmdg PAErEL Ta TavTa 68 S0 d100TACELS Kot
€oTidlel 0T 6®aTH TPOPOAN TV 61601AGTATOV GTOLYEIMV.

YuvBog 1 kapepa oto Unity 2D ypnoyomotei orthographic projection, n omoia dev epappolel v
TPOOTTIKY LLE TNV OToln TO avTIKEipEVA Qaivovtal KkpoTeEPH 600 amopakpOvovtal. Avtd onuaivel 6Tt dha
Ta. avtikeipeva oto 2D eminedo eppavifovral pe to 1010 uéyebog, ave&aptnta amd v andoeTacn TOVG and
™V Kduepa.

H xivnon ¢ xauepag, o 2D motyvidia, cuyvd okoAovbel Tov YopaKTipa TOL TOIKTY, TPOGPEPOVTIS
pevoth TPofodn Tov KOGLOV.

2.3.6. Pixel Perfect Rendering

e 2D mouyviolo pe pixel art, 1 G®OTH OTEKOVION TOV YPAPIKOV YWOPIG VO TOPALOPPOVOVTOL T, pixels
etvan kpiown. To Unity mpoceépet o epyaleio Pixel Perfect Camera, to omoio eEac@akilet 0Tt o ypopikd
napopévouy Kabapd kal gukpvh aveoptteg aviivong N peyébovg 006vng, ¥pNoIUOTOIOVTOG TIS €ENG
TEXVIKEC.

e Pixel Perfect Mode: Otav evepyomotgitat, To Unity tpocapuolel v kivion g KAUepOg Kat v
OTEKOVIOT TOV sprites, mote va mapapévovy "pixel perfect”, dtuocpolilovtag 6t ta sprites dgv
TOPOUOPPDOVOVTOL KO TOPUUEVOVY EVKPIVY € KAOE KapE.

e Pixel Snap: Avtd to yopaktnpiotikd Bonbdet otnv evBuypdaupion TV sprites pe To TAEYUR TOV
pixels g 006vng, doTE VO PNV VIAPYEL TOPAUOPPMOOT 1 "KOVVALOTA" GTO YPOPIKO KOTH TNV
Kivnomn ToL YopPaKTHPA.

2.4 Xvotnpo 2D Animation

To 2D Animation System tov Unity ivat éva movioyvpo epyaieio mov enttpénel 6Tovg dnutovpyods va
LovTovéyouv ToVg YopaKTipeg Kot To avTikeipeva og éva 2D mepifdiiov. [apéyel minbopa epyolreimv kot
SUVATOTATOV OV SIELKOADVOLY TNV AVATTVEN PEAMOTIKOV Kol cOVOETOV KIVAGEDV LEGO GTO TTayVidL, gite
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TPOKEITAL YO KWWNOELS YOPOKTAPWOV, OAAAYEG KOTAGTAONG OVIIKEWWEV@V, €&lte Yo  duvopukég
oAniemidpacelg pe o mepPaAlov.

2.4.1 Animator Controller

H xapdid tov 2D Animation System &ivat to Animator Controller. Avtdg eivan £vag dlayeploTng Tov
emutpénel T dnpovpyio Kot T dayeipton dapdpwv animation clips, KaBmG Kat T GVVOEST TOVG LE TOVG
YOPOKTAPES M To avtikeipeva mov Bo kwovvtor. O Controller ovtdg amoteleiton oamd to €ENG
YOPOUKTNPLOTIKA.

e Animation States (Kataotdoeig): To Animator Controller amoteAeiton amd animation states, Tov
elvar Pacikd drapopeTikég kaTaoTdoelg Kivnong. [a Tapdderypa, £vag Yopaktmpa, LTopel va Exel
éva state yio 1o TEPTATN AL, VO Y10l TO GANA, Kot Eva Yo OTOV 0 XopaKTpag Lével akivntog (idle).

e Transitions (Metapaoeic): Ov petofdaocelg peta&hd ovtov tov states kabopiloviar amd
npokobopiopuéveg cuvinkeg M mapouétpovg. o mapddetypo, n petdPacn amd v Kivnon
TEPTATILOTOC GE AU PUITopel va gvepyomoteitatl OTOV O TH{KTNG TOTAEL TO KOVUTL GApatoc. H
petdfoomn omd to dApa To® o TEPTATN IO UTOpEL va evepyomoBel OTav o yopakTnpos ayyilel To
£00.0G,.

e Blend Trees: Ta blend trees &ivol yprowa epyoleio yuo ) dnuiovpyio OPOA®GY HETOPACEDV
petald dopopeTikdv animations. I'a wapddetypa, o€ éva blend tree, uropel vo cuvovactody Ta
animations yio. T0 TEPMATNHA Kot TO TPEEO, OOV 1 ToOTNTA TOL YopoKTPo, Oa eEAEYyeL )
petdfoomn omd To évo animation 6to GALO, eacarilovTag Ho pEAAICTIKY Kivnon.

2.4.2 Sprite-Based Animation

Y7o 2D animation tov Unity, to sprite-based animation givat o Bacikdg tonog kivioewv. [pokettot yio
N dladkacio eVOAAAYNC S0POPETIKMV EIKOVMV (Sprites) e TV mdpodo Tov ¥povov yia va dnuovpynoel

N vevdaictnon g kivnong.

Mo 1t Onwovpyia sprite animations, cuvyvd ypnotwonolovvtot ta sprite sheets, mov avoivcape
TPOTYOLLEVOC. AvTd glvar peydia apyeio €lKOVAG Tov TEPLEYOLY TOALOTAG Kapé kivinong. To cvotnuo
animation g Unity propei va "koyet" autd ta kapé Kot va ta TaiEet og po mpokabopiopévn oepd yio va
dNuUIoVPYNoEL Kivnon, 0TS TO TPEEO 1) TO GALLO. EVOS XOPOKTHPO.

Axépo vapyovv to animation clips, Ta omoio givor To empépovg apyeio. mov amobnkevovv o
ovykekplpévn akolovbio kivioemv. Kébe clip uropel va mepiéyet o oepd anod frames (kapé), pe kade
Kopé Vo, avTImpocmnedel va ovykekpluévo sprite. o mopdderyuo, évo animation clip pmopei va
OVOOPIOTA TO animation ToV TEPTATHUATOS EVOG YOPOKTAPO, UE KAOE Kapé va delyvel TO YOPOKTNPO G
StapopeTikn Oéom.

2.4.3 Frame-by-Frame Animation

To frame-by-frame animation givar puo wo KAacikn Tpocéyyion 6mov kdbe kapé Tov animation givorl
éva pepovaouévo sprite mov aAlalel kabe popd mov avavemveton To frame rate. To Unity vrootnpilel avty
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TN LOopPT, Kot £lvar 10avIKT Yio animations ov gV amoiTtovy TOAVTAOKES HeTaPdoels 1 eravarlapfavopeva
potifa Kivnong.

2.4.4 Animation Events

Ta Animation Events eivor pua ioyvpn dvvatéotnta tov Unity mov emtpénel vo mpocBitovy €1d1kd
yeyovoTa 6g cLYKeEKPIUEVA Kapé €vOg animation. ['a mapdderypa, Otav £vog xopaKTipag KAVEL pia Kivion
emifeomng, umopeic va mpootebel éva animation event wov Ba EvEPYOTOMGEL TOV MO TOL XTLTNUATOS 1) Bt
epappocet {nud oTov ovTimaAo.

Ta animation events propovv vo KoAécovy uebddovg pésa amd Scripts. Avtod divel ™ duvatdtnta vo
ovvoebei To animation pg TN AOYIKN TOL T ViS00, [ Topdadetypa, £vo animation event Umopei vo KOAEGEL
éva script yio voL EVEPYOTIONGEL Lid SPAGT), OTTMG 1| GLALOYT] EVOC AVTIKEWEVOL 1) ] GAACYT] TNG KATACTOONG
TOL YOPOAKTNPOL.

2.4.5 Scripting kan Animation Control

Ot Kivioelg Kot To animations pmopovv va ereyyBovv péow scripting, émwg to mote Ba Eexvioel 1 Ba
oTopoTnoet €va animation. ' mopdadetypo, uropei va taymcel Eva animation dTav 0 YOPOKTNPOS UTAIVEL
o€ (o e101KN Katdotaon (State) 1 va emavainebel dtav oAokAnpmvetat pua Spdor).

Méow scripting pmopovv akdua va yivovv kot Aettovpyieg 0mmg blending kot crossfade, mov emtpémovv
oporég petofdoeic petald dtapopetikdv animations, eidikd otoav BEhovpe vo, Tepdoetl omd pio KaTdoToo
o€ AN Yopic amoToueg AAAAYEC.

O péBodor SetTrigger(), SetBool(), kot SetFloat(), ypnoyomolovvral yio vo. aAANAETIOPOLV Ta. SCripts
pe Tov Animator kot Tovg TapapeTpovg Tov animation. O Animator givot vredBuvog yio ) dayeipiomn kon
NV €KTéAECT animation states (Kotootdoewv) mov gpappolovian oe éva GameObject. Avtéc ot uébodot
PN OLLLOTOLOVVTOL Y10 TOV EAEYYO TMV TAPAUETP@V TOL ENNPeALOLY T por Tov animation oto Unity.

SetTrigger()

H pébodoc SetTrigger() xpnOUOTOIEITOL Y10 VO EVEPYOTTOINOEL Lo, Tapduetpo tomov "Trigger" otov
Animator. 'Eva Trigger etvot o €101kn mopapetpog mov evepyonotel ) petdfoon (transition) og €va véo
animation state 6tav KaAElTOL, KOl AUECMG LETA TNV EVEPYOTOINGT), EMCTPEPEL GTIV OPYIKT] TOV KOTAGTACT).
Xpnowonoteitar cuvnBmg Yo va EeKVGEL £vo, GLYKEKPLEVO animation pio @opd, Omwme Evo AL 1 o
emifeom, O0tav cvpuPel éva ovykekpyévo cvuPav (my. 6tav o ypnotng moatioel éva Kooumi). Moig
evepyonomBei to Trigger, To animation Ba petafel 6TV KATAoTOOT TOL £Vl GUVIESEUEVT] IE QVTO, KOL 1)
napapetpog o "ofnost” petd v ektéleon g HETAPaOTC.

SetBool()

H péboodog SetBool() ypnoonoteiton yio tov EAeyyo wog mapapétpov tomov "Boolean" 6tov Animator.
"Eva Boolean pmopei va €xet povo dvo tipég: true (adn0ég) 1 false (ywevdéc). Avti n nébodog emitpénet Tov
éleyyo av évo cuyKeKpLUEVo animation state mpénel va gvepyomombei 1} dyl, ovéAoyo pe TNV KATAGTOOT
tov Boolean. Xpnowomolovvtalr cuyvé Yyl Vo EVEPYOTOLOUV 1] VO OTEVEPYOTOLOVV GLYKEKPLUEVOL
animations 7ov TPEnEL va, Exavorapupavovtol 66o o cuvinkn givarl oAndng.

SetFloat()
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H péBodog SetFloat() ypnowomoteitan yio tov éheyyo pog tapapétpov tonov "Float" otov Animator.
Ta Float givol dexadikoi aplfyoi mov Pmopovv vo €Yovv OTONONTOTE TIUN, KAl €vol PO OTOV
ypewletar mo ovvbetog €heyyog €vOog animation, OmwG M TOYLTNTA 1 M Kotevbuven Kivnomng.
Xpnowonoteiton cuyva yio va eEAéyyetot to Bapog (weight) piog petdfoongc, Ty toydTnTe Tov animation,
N v va kabopicovv petafailopeveg cuvOnkes, Onmg v tayvTNTA Kivnong tov maiktn. Xuvhfog
ocuvovdaleton pe Blend Tree yio va emitpéyel oparég petafdoeig avauesa o d1dpopa animations pe Baomn
v TN tov Float.

2.5 ®vowkn (Physics) eto 2D

H ®vowm (Physics) 6to 2D oto Unity eival £vo, amd To TO GNUAVTIKA GUGTHUATO TOL dlayElpilovtal
TIC aAANAETIOpaoEl; TV avTikeWwéveoy otov 2D kocpo. To Unity mpoc@épel pio. oAOKANPM Govita
epyoreiov kol components Tov BonBodv TNV TPOCOUOIMOT TG PVOIKNG Kivnomng, TG cVYKPOLGOTNG, TG
Boapdtnrag Kot GAA®V duvaUEDY GE dIGAAoTOTO TOYViol. AVTO KAVEL TO TOLYVIOL TO PECAIGTIKO Kol
TopEyel SUVOIKT] OAANAETIOPAGT) LETALD TOV AVTIKEUEVOV.

2.5.1 Rigidbody 2D

To Rigidbody 2D eivar n Boocik)) povada @uotkig yio. 6Aa ta avtikeipeva oto 2D mepiBaiiov.
[Ipocbétovtag éva Rigidbody 2D component 6g £va avTIKeIPEVO, VTO ATOKTE QUGIKY WOOTNTA, dNAadn
Uopel VoL AAANAETIOPACEL e TIC SUVALELS, TN PapOTNTA, TIG GLYKPOVGELS KOl GAAOVE TOPEYOVTIEC PLGIKTG.
To Rigidbody éyet t1c €ng Pacikég 1810t TeC.

e Avvapun Dvowkn: To aviikeipeva pe evepyonomuévo Rigidbody 2D pmopodv vo petaxivnbodv
amo dvvdpelc dmwg n dbnon (force) 1 ot cuykpovoelc. To avtikeipevo amoktd Bapog Kot adpdvela,
Kot 1 Kivnon tov e&aptdral omd TIg SLVAUELS TOV TOV AGKOVVTOL.

e Boapvmra (Gravity): To Rigidbody 2D éyer wo mapduetpo Papvtntog (gravity scale) mwov
kaBopiler moco emnpedletal o avtikeipevo omd ™ Papvtnta. Av 10 Bdpog eivor Betikd, tO
avtikeipevo Ba méceL TPog Ta KAT®, EVA av givorl apvntikd, Bo emmAedoel Tpog o TAvw. XNV
OGUYKEKPIUEVT TTEPITTMON, EMELDN TO TOLYVIOL ¥PNOUOTOLEL LOVO TOVG AEOVEG X KOl Y Kal ETELDN M
wpoPolin| elvar amd Thve Tpog ta kdtw (top down), dev yivetar yprion g Papdroc. Omdte Ol
T avTikeipeva péoa oto moryviol £xovv v tiun 0 oto gravity scale.

¢  Kwnoeig kv Avvapelg (Forces): Mmopel vo gpappoctodv duvauelg oe éva Rigidbody 2D
avtikeipevo ypnotponowwvtag tn péBodo AddForce(). Avtd eivar xpnoipo Yo TV TPOGOUOimaN
Kivnong, 6mwg n GONGN evOg aVTIKEWEVOL ) 1] EKTOEEVGT EVOG YOPOKTHPO, GTOV OEPOL.

e Kwnpotwka Rigidbody 2D (Kinematic Rigidbody 2D): Avtd ta avtikeipeva dev ennpedovron
amo T Popvtnta 1 dAreg duvauelg, aAld umopodv va petakivnfovv yelpokivnta amd To script.
Eivail yprica 0tov 0éAelg TAnpn Eleyxo TG Kiviomg €vOG OVTIKELUEVOD, OTTMC 1) KIvon HLog
mhateoppag N evog NPC ov axoAiovBel pio tpokabopiopévn dadpoun.

2.5.2 Colliders 2D

Ta Colliders 2D &givon ta €apTMUOTO TOV EMTPEMOVY GTO OVTIKEIHUEVO, VO OVIYVEDOLY Kol V.
amokpivovtal oe cLYKPoVoElS e aAAa avtikeipeva. Ta colliders kabopilovv T0 GYNUA TOL AVTIKELLEVOL
070 0moi0 pmopel vo cLUPEL 1] GVYKPOLEN, YOPIC Vo emnPEGLOVY TNV OTTTIKY TOV EUPAVIOT).
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e Box Collider 2D: Eivat o amhovotepog tomog collider mov epappolet éva opboydvio mAaicto yopm
070 To ovTikeipevo. Eivot 100viko Yo avTiKeipeva Le KOvOVIKE YE®UETPIKA GYA AT, 0TS KIBOTLO

N TAATQOPLEC.

e Circle Collider 2D: Onwg vrodnidver to dvoud tov, to Circle Collider 2D gpapuolet Evav
KukAké collider oto avtikeipevo. Xpnoyomoteitar cuvnO®G Yo GTPOYYLAL OVTIKEIUEVE OT®G
umdec 1 kool xOpoi.

e Polygon Collider 2D: Avtdg o collider ypnoiomoteitat yio avTiKEIPEV LUE AKAVOVIOTES LOPPEC.
[Ipocapuoletor 610 axpifég mepiypoppo tov sprite, KaBIGTOVING TOV 1O0VIKO Y10 TOAODTAOKO
OYNUOTA TOV OV UTOPOLV VO, KEAVPOOHV amd amhd yempetpika colliders.

e Edge Collider 2D: Xpnowwonotitar yio va dnpovpynbodv ypoupéc ovykpovong. Eivau
KATAAANAOG Y10l TO GYESAGUO GUVOETOV YPAUUIKOV EMPAVELDY, OTWOG S10OPOUES GE oLy vidlo te
QULOIKN.

e Composite Collider 2D: Emtpénel tov cvvdvacpud molhmv colliders og €va, mpoo@époviag
UEYOADTEPT ATOO0GT] KO KOAVTEPT SayEIPION TS PLGTKNG Y10 TOAVTAOKN GYLLOTAL.

Kabe collider éyet v emdoyn vo yiver trigger, dniadn eivor colliders mov dev TpoKaAovV QULGIKT
GUYKPOLGT), AALA EVEPYOTTOLOVV YEYOVOTA OTAV TO AVTIKEIPEVO E1GEPYOVTUL 1] EEEpyovTaL amd TNV TEPLOYN
tovg. To triggers givolr mOAD ypfolwo yo T Oonuovpyio aAANAETIOPAcE®Y GTO TouyVvidl, OTMG M
EVEPYOTOINOT HOG TOPTAG, 1] CLAAOYN EVOG OVTIKEHEVOL, 1] 1] £16080G G L VEQ TEPLOYY].

2.5.3 Physics Materials 2D

Ta Physics Materials 2D kafopilovv Tig 1810tnTEC TPIPNG Kot EAACTIKOTNTOG EVOG AVTIKEUEVOD KOTEL TIG
GLYKPOVGELG.

H Tpip7 (Friction) kaBopilel méom avtictaon ackeiton 6tav 600 aviikeipeva tpifovior petald tovg.
"Eva viuco pe vynin tpiPin Oo otapatiost ypiiyopo Ty Kivior TV OVTIKELLEV®V, EVD EVOL VAIKO LE YoumAn
P11 Bo emTpéyel oTa AVTIKEILEVO VO YAIGTPOUV IO EDKOAQ.

H Elootikdétro (Bounciness) kabopilelt méco avamndd évo aviikeipevo otav cuykpodetat pe GALo
avtikeipevo. ‘Eva avtikeipevo pe vynmin elactikdtto Bo avomnoncel To ToAd HETA amd o GOYKPOVoT).

2.5.4 Physics Simulation (IIpocopoi®moen ®voikic)

H mpocouoioon guoikig oto Unity 2D tpéyel oe mpaypatikd ypdvo katl vroloyilel Tig SVVAUELS, TIG
GULYKPOVGELG KOL TNV OAANAETIOpaoT HETAED TOV OVIIKEIUEVOV. AVTEG Ol TPOGOUOIMGELS TPEXOVLY GTO
background ka1 e£acporilovv 6T TO TOLYVIOL TUPAUEVEL PEOAIGTIKO OGOV QPOPA T1 PLGIKY] GUUTEPLPOPA
TOV OVTIKELEVOV.

To Unity tpéyel T QLOIKY 6€ GLYKEKPLUEVA XPOVIKEA SrooTthpata ov opilovrar amd to Fixed Timestep.
A1 g€acparilel oTobepdTNTO TN PVOIKT, AVEEAPTITMOC TOL TOGO YPTYOPQ N apYa TPEYEL TO TOLY VIOl G
OLOPOPETIKE GLGTALLOTAL.

H aviyvevon ovykpovong (Collision Detection) oto 2D mepifdAlov EMTPENEL TNV AVOYVOPLON TNG
OTLYUNG TTOL VO avTIKEIUEVO EpyovTal o€ ETaPN. Ymdpyovv dvo Tomot aviyvevong: Discrete (diakpirr) Kot
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Continuous (cvveyng). H ovveyng aviyvevon ypmopomoteiton yioo Toyémc KVOOUEVO OVTIKEIUEVO,
ATOPEVYOVTOG VO «OLATEPAGOVVY GAAD OVTIKEIHEVA AGY® YOUMANS AVAADOTG TOV XPOVIKOD PLLATOG.

2.5.5 AMnleniopaocn Me Xevapra (Scripting Physics)

H gpuowm oto Unity pmopet va eheyyBel kan pécm scripting, mapéyovtag veMéio oTnv TPOsapuoyn TG
CLUTEPLPOPAS TV avTikeWévoy. [a tov €leyyo g QLGIKNAG TOV OVIIKEWWEVAOV, GTO GULYKEKPIUEVO
o viol, Yivetol xpnon TV TapoKato nedodmv.

[T cvykekpyéva, yloo TV Kivnon tov moiktn, yprnoyonoteiton n péBodog MovePosition(). Avti va
aAlGel aueca ™ Béom Tov avtikewévov, avth N péBodog ypnoonotel T euowkn tov Unity yia va
petapépel to avrikeipevo. Haipvel pio tiun Vector2, n omoia eivor m emBount 8éon mov BEhovpe va
UETOKIVIGOVLE TO OVTIKEIPEVO. AVTH TNV TN UTOPOVUE VO TNV ToALOTAaGIAlovpe e pio koo Ty,
emnpedlovtag £Tol TNV ToYVTNTA LE TNV OTolo, Kiveital.

H pébodog MoveTowards() ypnoiponoteiton yio vo LeTapépet Eva avtikeipevo and ) pio 0éon oy
AN pe otabepn tayvnTo. Avti 1 pé€Bodog voroyilel Tnv enduevn Béom Tov avTikepévoy pe Pdon v
Tpéyovoa Béon, tnv embovunty BEom Kot v TovTNTO.

Kot ot 2 pébodor €yovv 10 1010 amotéAecpa, TNV Kivnomn &vog aVTIKEWWEVOL TPOG KATOl0 onueio,
TapEYOLV OUMG SPOPETIKES TTpoceyyioelg yo v kivnon avt. H emioyn g xatdAAning pedddov
e€apTaTOL OO TIG AVAYKES TOV TOLYVIOI00 Kot TV emBuunt cvpmeptpopd g kivnong. I'a Al kot amAég
petafdoelg, 1 MoveTowards() €ivar KOTGAANAY, VO YOO QUGIKEG Kol KIVNTIKEG OAANAETOPACELS, T
MovePosition() givat TpotiudTep.

Yrapyovv ot uéBodor OnCollisionEnter2D(), OnCollisionExit2D(), OnCollisionStay2D(), kafmg kai ot
pebodor OnTriggerEnter2D(), OnTriggerExit2D() xor OnTriggerStay2D() ypnoytomotobvtor yio Ttnv
aviyvevon kat dlayeipion aAAnAemdpaoemv HeTa&d avTikelévev otov 2D kocpo. Avtég ol pébodor gival
ovolactikd callbacks mov gvepyomolobvtar amd PuoIKéEG aAinienidpaoelg kKot fonbovv otn dnuovpyia
PEOAOTIKOV GUUTEPLPOPDV GTO TALYVISLOL.

e OnCollisionEnter2D(): «aAgiton 6tav éva Rigidbody2D avtikeipevo (1] ovtikeipevo pe
Collider2D) épyeton oe emapn pe éva GAio aviikeipevo mov &xel emiong Collider2D. Avti 1
uébodog evepyomoteital pio popd, Tn GTIYUn Tov cupPaivel | GOYKpPOLGN.

o OnCollisionExit2D(): xodeitar 6tav éva Rigidbody2D avrtikeipevo amopokpivetar omd GAAO
avtikeipevo pe Collider2D. Avtd cvpPaivet 0tov 1) Exaen avapecse oo S00 AVTIKEILEVO GTAUOTA.

e OnCollisionStay2D(): kaAgitar og k4Be frame mov t0 avtikeipevo givar oe gmaen pe vo GALO
Collider2D. Avt n uébBodog evepyomoteital cuveymg 660 1) GHYKPOVOT) TAPOUEVEL.

e OnTriggerEnter2D(): koAgitan 6tav £va avtikeipevo pe Collider2D mov £xet evepyomompévo to
Is Trigger sicépyetal o€ emapn pe AGAAO ovTIKEipEVO. Xg ovtifeon ue Tig Tponyodueveg uebddovg,
dgv OMovpyel UK GUYKPOLGT), AL OVIYVEVEL TNV TOPOVGIN EVOC AAAOV OVTIKEIUEVOD.

e  OnTriggerExit2D(): xaAeiton 6tav £va avtikeipevo mov el0NAOe og pia TEPLOYN EVEPYOTOINUEVN
G trigger amopoKPOVETL A0 VT V.

e OnTriggerStay2D(): koAeitol og k@Oe frame 660 T0 QVTIKEIUEVO TAPAUEVEL GE EMOPN UE TNV
TEPLOYN TOV trigger.

H ¢uown oto 2D suotnpa tng Unity givon e§onpetucd e0EAKTN Kot Tap€yel OAoL To omapaitnTo Epyoreio
Yo T ONUIOVPYIO PEAAIGTIKMY TTOLYVIOUDY UE PUOIKEG AAANAETIOPACEIC. ATO To fOCIKA GLGTHUOTO TOV
rigidbody «ou colliders €w¢ Tig M0 6VVOETEG TPOGOUOIDGELS e joints kat forces, TPOoEEPEL Eva TANPES
QACLO, AELITOVPYIDV 7OV divel Baboc kat peoiopd ota 2D mayvidia.
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2.6 User Interface (Ul)

H xahn oyxediaon tov Ul eivan kpioiung onpociog yio v eumetpio tov maiktn o kémoto mayvidl. 'Eva
kaAd oxedacpévo Ul pumopei va BeATincet Tn xpnoTikdTTa ToL oy vidlov Kot vo Kadodnynoet Tov moike).
Ta ototyeio tov Ul givar Ta opatd KoppdTio Tov GAANAETIOPOVV LE TOV YPNOTN KOl TAPEYOVY TATPOPOPIEG
N eAEYYOLV TN AEITOLPYiR TOL TTALYVIOOD

2.6.1 Xroyeia Ul

To Ul neptrapfavet didpopa ctotyeia, Ommc:

Kovpma (Buttons): Xpnoiyorotovvtol yio aAANAETIOpacT pe To Totyviol, OTOE 1 EKKIVION TOL
oy VIS0V, 1 EMAOYT EMAOY®V | VO avoiEel Kamolo pevod. Mmopovv va epaprocTody dtipopo
epé ommg, hover ko click yio va mwapéyete avaTpo@OdOTNOT GTOV ¥PNGTN, dEl)vovTag TOTE £val
Kovumi etvan evepyd 1 TOTE TATIETAL.

Etwkéreg (Text): Xpnoomoohvtat yio vo TOPEYOLY TANPOPOPIES GTOVS TOIKTES, OTWS GKOP,
OTOTIOTIKA TOV TTOKTN 1 00nyieg. YTApYouV €MA0YEC Yoo TNV pOOIIGT TOV YPAUUAT®V, OT®MG TNV
YPOUUOTOGELPD, TO UEYEDOG KOl TO XPOL.

Ewoveg (Images): Mmopodv va ypnoitonomnfodv yio SlOKOCUNTIKODG GKOTOUE 1 Yo va
OTEIKOVIOOVY OVTIKEIUEVA KOl YOPUKTNPES. YAPYovv dV0 €idN EKOVAOV, 1 KOVOVIKT TOV dEYETAL
éva sprite kot m raw wov déyeton texture.

Sliders: Xpnotpomotovvtat yio. T pOOUIon TapapsTpev OTms 1 Voot Nyov 1 N @OTEWVOTNTO.

Mivaxeg (Panels): Xpnowomoobvtal Yo vo, opyovavouy kot opadorotody dAle ototyeia Ul
O1EVKOADVOVTAG TN dlayeiplon Tov Ydpov oty 086v.

To Paocwdtepo otoryeio tov Ul givan o KapPdac (Canvas). Eivar 1o otoyyeio mdve oto omoio
tonobetovvronl ko epeavilovtal, 6Aa to aAia Ul ototyeio mov avoaeépinkav wopomdve. Ymootpilet
dtpopeg puOuioelg yio v KAIpoKa Kot Ty avoioyio dtiotaong, Onme:

Screen Space - Overlay: Ta Ul ctoiyegio tomobetodvrot angvbeiog dve and v Kapepa.

Screen Space - Camera: Ta Ul ototyeio cuvdgovtal e po GUYKEKPLUEVT] KAUEPT, EMTPETOVTOS
3D g@é.

World Space: To UI pnopei va tomobemBel oe 3D ydpo ko vo, aArnAiemidpdcel pe aiia 3D
OVTIKEILEVAL.

Ola avtd ta otoyeio Exovv éva Rect Transform, mwov givon évag 181kog tHmog Transform wov emtpénet
Tov éAeyyo tov peyébovug kot g 0éong Twv Ul ctoysiov.
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2.6.2 Xyediaon Ul

H oyedioon tov Ul mpémetl va glvar uMkn mpog to xpnotn kot aioOntikd evydpiot. AxoAiovBovv
Uepkéc Pacikég apyég oyediaong:

o Amiétnrta: 'Eva amdd kot kabapo Ul elvar mo gdkolo va katavonbei kot va ypnoipomowmbei and
TOVG TTOIKTEG.

o Xaognivewr: OrmAnpoeopieg tpémel va eivar cageis Kot evavdyvmotes. 'Evag tpdmog givai 1 yprion
YPOUATOV pe avTiBeon yia va. dievkoAlvvOel 1 avayvaoon).

e  Yvuvoyn: Ilpémer va Swtnpeiton pio cvvemy aodntik oe 6ha ta otoryein UL Aniadn va
YPNOUYLOTOLOVVTOL TA, 1310 YPDUOTOL, YPOUUATOCEIPES KL GTUA.

e Almiermidopaon: H ypnon coen onudtov yio Tic aAANAETIOPAGELS TOV ¥PNOTN, OTWS OTTIKA EQE
OTOV 0 YPNOTNG TNYAIVEL TO TOVTIKL TAV® OO £VOL KOV,

2.6.3 Awyeipion Ul Events

Me moArd omo To Ul otoryeia, 0nmg to kovumid 1 to sliders, o ypfiotng pumopei va odiniemidpdoet poli
Tovg. Ymapyouvv ot €€ng néBodotl Tov pmopovv va ypnceiorotnfody avaloya e TO GTOLKELD Kutl TNV Xpiom
mov BéAovpe va KAVOLLLE.

e OnClick Events: Xpnoipomotobvtor 6tav ot yxpioteg aAinienidpovv ue to Ul péowm khk. Avtég
0l OAANAETTIOPAGEL OTOITOVV TOV OPIGLO dPAGEDY TTOL Bl eKTELODVTOL OTAV O YPNOTNG KAVEL KAIK
o€ £va KOLUTH.

e OnValueChanged Events: Xpnoipomotovvtat yio va oviyvedcovv oAlayég oe sliders 1 checkbox.

e Drag & Drop Events: Ov péfodor avtoil divouv v dvvatdtnro PeTa@opds kot amdfeong
avTIKEWEVOV TTAve o dAAa Ul otoyyeia kot kolodvTon 6tav yivel To avTioToryo yeyovog.

2.6.4 Layout Groups

Ta Layout Groups ivat epyaieio mov dievkoidvovy ) pOOuon Ko v opydvoon tov Ul otoyeiov.
Emutpénovv v avtopatn tomoBétnom xor ddtoEn TeV oTowEinv cOUPOVE e TPOKAOOPIGHEVOLG
Kavoveg. Ymapyovv ot e€Ng tHmoL.

e Horizontal Layout Group: Tomofetei Ul ototyeio opilovria.
e Vertical Layout Group: TonoBetei Ul otorysia kabeta.
e Grid Layout Group: Opyavaver Ul ototyeio o nopen miéyuatoc.
H dnovpyia evog karov Ul arattei tpocoyn otn Aemtouépeia, Kol oyediaon kot teyvikn yvoor. Eva
kadooyedoopévo Ul pmopel va wéver  dwpopd oty gumepio tov ypfotrn, Peitidvoviog v
YPNOTIKOTNTA Kol KAOIGTOVTOG TO Ty vidl 7o evydploto Kol S10oKeESAGTIKO.
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2.7 Render Texture

To Render Texture oto Unity givat éva 1oyvpd epyoreio Tov eXTPETEL TNV OMOLPYIC Kot TNV amddooT)
duvaLKoD TEPIEXOUEVOL GE Lol VY| (texture), n omoia umopel va ypnoomombei o TpayUaTikod ¥povo og
SLpopa PLEPT] TOL TTaLYVISLOD, OTMG OTIV ATEIKOVIGT] KAUEPADV, GTIV EMKAALYT VOOV, KOl GE SLAPopa EQE
peta-eneEepyaciog.

Eivar o edwkn xatnyopia aviikeypévov Texture mov amobnkevel v €€000 HoG KALEPOS 1 HLOG
anodoong (rendering) og éva tetpdymvo 1 opBoydvio eminedo avti yio v 086vn. H ver| mov mapdyeton
umopel ot cvvéyelo vo ypnopononfel wg Tyn o€ vAka 1 shaders, Tpofdiioviag T onpovpyia N TG
OKNVEG GE TPAYUATIKO XPOVO GE EMUPAVELES GTO TTOYVIOL.

2.7.1 Xpioeig tov Render Texture

Ta Render Textures umopodv va, xpnoiponotn0ody oe TOAAEG TEPIMTOGELG KOl TEXVIKEG OTMC:

Hpopoin Morhamriav Kapepaov:

Xpnoylomoteital yio vo 0modidovTol ot EIKOVEC TOAAATADY KOUEPDY GE SLopOPETIKEG emtpaveleg 1 Ul
oTolyElD, OTMG Y10 TOPAdELy e 01 000VES acPdielag o€ £va anyvidl, 6mov kdbe 006vN deiyvel SlapopeTIKy
TPOOTTIKY TOV TEPPAALOVTOC,.

Eoé¢ Meta-Enetepyasiog (Post-Processing):

H ypnon render textures givor amapoitnt yio TOALL €QE pETA-EMeEEPYAGING, OTMG N OVTOVAKANGT], TO
bloom, kot dAha. Xnv ovcia, 1 oV TG KApepag amodnkeveTal 68 o Ve, epapudlovtar To Q€ Kot
OTN GLVEYELD 1) TEAIKT €OV TPOPAALETAL GTNV 000VT).

Avvapiki Anpovpyio Yakov ko EQE:
Ta render textures pmopovv vo. xpnotpomombody yia tn dnpovpyio SUVOLIKOY Kol PEVGTOV EPE, OTMS
N TpoPoin evog yapakTpo uEca and Evay Kabpéet, N 1 Tpofoin evdc video feed og évav eikovikd kKOG O.

UI Zroyysia:

To Render Textures pmopovv va evoouatwbovv coe Ul otoiyeio, divoviag tn dvvarotnto va
onpovpynBodv duvapkd onTikd @€ oTo LEVOD Kol 08 GALD GTOLXELD TOV TTaYVIdL0V, OWG og live video
npoPoiréc pésa oto UL

2.7.2 Anpovpyia ko Xpfon Render Textures

1. Anpovpyia Render Texture

H onovpyia evoc Render Texture yiveton péow tov Unity Editor. Kavovtag 0e&i khik péoa o€ Kdmolov
eaxelo oto Project Panel kot emidéyovrag Create > Render Texture. Avtd Oa dnpuovpynoet Eva apyeio
Render Texture ce avt TV T0m00EG10L.

2. Exyopnon og Kapepa

INa va ypnowomoindet évo, Render Texture pe puo kdpepa, opyikd yivetal ETIA0YN UIOG KAUEPOC TNV
oknvn. 'Emerta otov Inspector, otnv emhoyn Target Texture, cvpete 1o Render Texture mov é&yet
onuovpynOei amd mpwv. Todpa, | kKauepo dev B amodidel anevdeiog otnv 006vn, aAld o amodnkevel TNV
OTOS0CN TNG OTIV VO OV EYEL ekywpnOEi.
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3. Xp1on Tov Render Texture

To Render Texture mov amoBnkevel v eikdva g Kduepag pnopet va ypnoipomombel cav vikod oe
dtdpopa avtikeipeva Tov moyvidlov. Mropel, yio Topdaderypo, vo poprootel og évav kofo M éva
teTpdywvo panel yio vo tpoPAnbel to mepleydevo TG KAUEPOS.

4. Xapoktnprotikd Render Texture

e Resolution (Avaiven): Mmopei va kaBopiotel 1 avdlvon tov Render Texture. Mo, vynin
avéAvon amortel TEPIGGOTEPT UVILT, QAAG TPOCOEPEL KAAVTEPT TOLOTNTA.

e Depth Buffer: Av n oxnvi nepiéyet pé pabovg (depth), pmopei va pvbuotei to depth buffer tov
Render Texture.

e Anti-aliasing: TTopéyet OpOAOTNTO GTO TEPLYPAUUATO TOV OVTIKELEVOV Y10, Vo amoevydei 1o
aliasing.

e Mip Maps: Mmopobdv va gvepyomombodv 1 va arevepyomombolv ta mip maps yio to Render
Texture, K&tL OV glvan ypoLo OTOY TO texture amodideTon og avtikeipeva mov aAlalovy KAipaxo
N amOoTOoT ATd TNV KAUEPA.

2.7.3 Xapaktnprotikd kon Iowotnteg TOv Render Textures

Format (Mop@étvmo):

Mmropei va emtheyfel 1o ypopatikd kot to fabog format g veng. Avtd TepAapuPdvel emAoYES OT®S
ARGB32, RGB565, kot dAAa format mov kaBopilovv ndc Ba amobnkevtovy Ta dedopéva TG EKOVIS Kot
g mAnpopopiag féboug.

Dynamic Resolution:

H vroompi&n duvouikng avaivong emitpénct oto render texture vo mpocapudlel v avdiven tov
avAAOYO LE TIG OTOLTAOELS OO0, KATL TTOL BEATIDVEL T1 GUVOMKT OTOSOTIKOTITO, TOV TOLYVIOL0D.

Anti-Aliasing:
Tao render textures vmootnpilovv anti-aliasing, 10 omoio PeATIOVEL TNV TOWOTNTO TOV YPUPIKOV
UEWDVOVTOG TNV "0d0vI®mT)" EULPAVIGT OTIC AKPES TV AVTIKEWWEVOV.

Cubemap:

Ta render textures pumopovv vo amobnkedcovy elKoOvee 6 LopPn cubemap, 1 omoia ivat PRGN Yo
epé mepPdrlovrog kot avravikiaonc. Ta cubemaps omodidoviar oe €51 TAEVPEG KOt YPTGLLOTOLOVVTOL
KUPIOC Y10, TPOGOUOIDGELS TEPIPUALOVIIKDV AVTAVOKAGGEDV.

2.8 Unity Asset Store

To Unity Asset Store givat pio $1081KkTooK TAATQOPO TTOV TAPEYEL TN SLVATOTNTO VO AYOPAGTOHV, VA,
TAN00VV KOl VO HOpacTOVY TOPOL Y10 TV AVATTLEN T VISIDY Kol Epaproy®Vv oto Unity. Avtoi ot mopot
umopei va mepthoufavouvv 3D poviéla, 2D sprites, fyovg, animations, shaders, scripts, epyaieio avamntoéng
Kot TOAAG dAla, Too omoia Aéyovtar TokéTo Kot umopovv va Bpebodv otov Package Manager. Eival évog
{oTikng onuociag y®pog Y. 6COVE AVOTTUGGOVV Toyvidw, kaBdg Tpooeépel Tn duvatdTnTa vo
EVOOUATAOCOVY ETOULO GTOLYEIN KOl VOL EMTOYOLVOLV TN S1OIKAGT0 avATTUENG.
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2.8.1 Xapaxktnpretikd tov Unity Asset Store:

Howrio ITopov:

To Asset Store meptiapfavet yiAdoeg Topovg, amd Pacikd epyoleio LEYPL TPOY®PNIEVE assets yio kaOe
TTUYY| TG OVATTUENG TTaVIOLDY. AVTA KAADTTOLV KaTNYOopieg OTMS YPAPIKA, epyaleia yia scripting, epé
eotiopov, cuctiuata Ul kot fyov Kot ToAAd GAAC.

"Etowpot ITopor (Ready-to-Use Assets):

[ToAlol amd ToLg TOPOLG elval £TOLUOL YLOL AUEST YPNOM, UE OMOTELEGUO VO UEIDVETOL O YPOVOG
avamTuéng Kot va avédvetar 1 Tapaymywotnta. o tapdderypa, avti va dnpovpynoetl kdmolog and tnv
apyn éva 3D povtédo yopoakTipa, WTopel va ayopdcet v amd To Asset Store Kol Vo T0 EVEOUATOCEL GTO
épyo tov.

Epyaieia Avantoing (Development Tools):

To Asset Store mpoopépel eniong eEetducevpéva epyoleia kon plugins mov Pedtidvouy Ty avamTuén
TOV TOLYVIOIO0, OO GLGTHLOTO PVOIKNG, animation controllers, cuoTiuato dlaygipiong dedouEvmV Kot
TOAAG GAAQL.

o6por amd Tnv Kowoétnta:
Extog amd Tic emayyeMLOTIKES ETALPELES, LELOVMOUEVOL XPNOTEG LTOPOVV VAL OVERAGOVY KOl VO TOAT|GOVY
Ta S1kd Tovg assets, CLUPAALOVTOGC TNV EVPVTEPT KOWVOTNTA TPOYPAUUATICT®OV Tov Unity.

Aopeav ko Eni [Tinpopn epreyopevo:

>10 Asset Store dwutifevion 1060 dwpedv 660 kot enl TANpouNn mopot. TToAhol dwpedv mdpot glvar
eEQPETIKNG TOOTNTAG, EVD TO ETTL TANPOUN assets GLYVAE GVVOOEVOVTUL OO TEPIOCOTEPEG SVVATOTNTEG 1
vrooTPIEN.
IpocPaon ko Evnueparoeis:

Ta assets mov ayopdloviol Topapuévouy S1a0EcIe GTOV AOYOPLOCUO TOL YPNOTH Kol EVIUEPDOVOVTOL
oLUYVa 0o TOVG ONULOVPYOVS TOVG, LE PEATLOCELG 1] VIOGTNPIEN YL TIG VEEG £KOO0ELS Tov Unity.

2.8.2 Package Manager

O Unity Package Manager eivon éva epyaleio Tov MTPENEL GTOVG TPOYPAUUATIOTES Vo draxepilovTon
eCOPTNOELS KOl VO EVOOUATOVOLV TOKETO OV eneKTeEivouy TN Agttovpywkotnta ¢ Unity. Méow tov
Package Manager, o1 ypNOTEC UTOPOVV VO EYKOTOGTNGOLY, VO EVNUEPDOCOLV, VO APULPECOVV 1 VO
SOUOPPDGOVV TOKETO, TTOV TPOGHETOVY GUYKEKPIUEVEG SVVATOTNTEG GTO Project Tovg.

To makéta, elval KOPUATIO AOYIGUIKOD TTOL TEPLEXOVY KMIKA, 0pyEio, assets 1 epydAeia 1oV Umopovy
va. pootefodv oe éva Unity project yio va emekteivouv ) Aettovpykdmrtd tov. Ta makéta givan
OYEOLOGHEVA Y10 VO Elval EDYPNOTO KOl ETOVOYPTCLULOTOUCLUN GE OLOPOPETIKA EPY, EMTPEMOVTAG ETOL
TNV €0KOAT KOV YP1OT| KOl TN GLUVTHPNOT] KOJIKA.

Ka0e mokéto pmopel va mepiéyet:
o  Kmowa: Zevdpia (scripts) mov emekteivovy tn Agttovpykotnta tov Unity.

e Assets: YAwkad, textures, 1 LOVTEAQ TOV UITOPOVY VO ¥PNGLOTOM OO0V GE GKNVEC.
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e Documentation: Tekunpimon mov e€nyel ndg va ypnoipomombei to ToKETo.
Agrrovpyies Tov Unity Package Manager

Eyxataotoon Hokétov

Mmnopet va yivelr gykatdotaorn véov mokétov, onog to Cinemachine 1) to TextMeshPro, ta onoia
TPOCPEPOLY TPONYUEVA EPYAAELD Y10l TNV AVATTLEN TOLYVIOIDV.

Ta makéta pmopovv va mpoépyovtor and v entonun Piprodnkn g Unity, to Asset Store, 1 amd
Wtk arobetipla (repositories) 0mmg to GitHub.

Evnuépoon lokétov
O Package Manager emttpénel v eVUEPOOT] TOV TOKETOV GTNV TEAELTAIO TOVS £KOOOT|, SLOTNPDOVTOS
™V €Qopuoy” otadepr| Kot cuyypovn e Ta TeAevtaia features kot SlopBdoelg acpareiog.

Aogaipeon Hokétov
Av Kanoo maxé€to dev givar mAéov amapaitnro yio To project, o Package Manager emitpénet tnv 0o
OTEYKOTAGTAON TOL Yl VO LEL®BEL TO BAPOC TOV £pYOL KOl VO, AOPEVYOVTOL TEPITTEC EEAPTNOELS.

popoin IIAnpogoprav
O Package Manager gppavilel onuovtikég mAnpo@opieg yio kabe maxéto, OTmMG TV TPEXOVGA £KO0GT),
Tig aAdhayég mov €xel vrootei (changelog), Kabmg Kot TIg £aPTHOELG TOL PTOpEl va £xeL PUE GALO, TTOKETO.

Awyeipron E€aptiocav

[ToAAG Tokéta pmopel vo e€aptdvtorl omd GAlo TokéTa ylo. va Agttovpyncovy cmotd. O Package
Manager yepiletar avtopota avtég Tig e€aptnoels, dwucpaiifovtag 6Tl O To amapaitnta ctoryein o
€YKOTAGTAH0VV GOGTA.

2.8.3 Text Mesh Pro

To Text Mesh Pro (TMP) givoau éva. mavioyvpo gpyoieio yia t dnpovpyia Kot T Stoyeiplon KeywEvon
oto Unity. Ilopéyer eEelypéveg duvatdmnteg omodd00mg KEWEVOL He LYNAN akpifeia Kot mowdtnta, o€
oxéomn pe 1o Poaokd cHoTnra KeEvov mov tpocpépet to Unity. To TMP mpoceéper svéhkteg emAoyEC
TUTTOYPOPIOG KOl EVD EivOL TAEOV EVEOUATOUEVO (¢ EMioN O oTotKElo Tov Unity, Tnv Tpdtn @opd mov Oa
ypnoyomoindei mpémnel va katéPel EexwpioTd.

Baocwa Xapaxktnprotikd Tov Text Mesh Pro:

Yyniig Howmrag Keipevo:
To TMP anodidel keipievo o€ TOAD VYNAN avaAVoT Ko PN oUoToLEl TeYVIKEG sub-pixel rendering yio
va Tpooeépet kabapo keipevo, aveEaptnto amd to uEYehog Tov KEWEVOL 1| TNV avaAvor tng 00ovgc.

Kapaxkoon Xopig Atoleieg (Scalability):
Y& avtifeon pe ta amhd fonts, o TMP fonts diatnpodv v gvkpivela Tovg o kKibe eninedo KAlpaKaC,
KATL 10V Elvar 16OVIKO Yo TIG S1POPETIKEG AVAADGELS Kot peyédn otig 00ovec.

Kwvodpevo Keipevo (Text Animation):

To TMP zmepilaufdvel duvotdmteg yo. €0KOAN ONulovpyios KIVOOUEVOV €QPE GTO KEIUEVO, OTMG
YPOUATO, CKIAGEIC KO TOPUUOPPDGELS TTOL UTOPOVV VA, EPUPUOGTOVY SVVOLIKAL.
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Ynootpi&n Yakav (Material Support):

To Text Mesh Pro vrootnpilet o Unity materials, emitpénovtag tn xpnon textures kot shaders yia epé
KEWEVOV, OTTMG AALYN, AVOKAACELS 1 AvayAvQa.

Font Atlas Generation:

To TMP dnovpyei Font Atlases, mov givat veég mov mepiéyovv OAa To GOUPOAN EVOC GUYKEKPLUEVOD
font og vyMAN TOLOTNTA. AVTO EMTPEMEL TNV TAYVTEPT] ATASOCT| KEWEVOL GE GUYKPLOT| LLE TNV TOPAOOGLOKN
pébodo.

Ynootipién Unicode:

To TMP vrootnpilel mAnpog o Unicode coppora, mov onpoaivel 6Tt pmopodv vo. ypnoionotnbodvu
cOUPoA Kol KEIHLEVO OO TOAAES SLOPOPETIKES YADCOES KOl YPAPIKA GLUGTILOTAL.

IMhovowa Avataén Kewpévou (Rich Text):

Me 1 dvvatomra vmootpiEng Rich Text, pmopei va evoopatwbel popeomompévo Keipevo,
EMTPETOVTOC OAAUYEG OTO XPDOHOTO, 6TO PEYEDOC Kol TN LOPPOTOINGN OE Uia. EVIAI GELPH KEWEVOD.

Hponypévn Awyeipion Kewpévoo:
To TMP mpoc@épel Tponyuéve, xapakTnploTikd dtayeipiong keévov, omwg kerning, spacing, line
justification, ka1 wrapping, exttpénoviag TANpN EAEYXO TG EUPAVIONC KO THG POTIG TOV KEIUEVOL.

Yvykpion Text Mesh Pro pe 10 Baoiké Zvotnpa Kewpévov tov Unity
To Unity tpoc@épet éva Pactkd chotnpo KepEvon, alhd to Text Mesh Pro givatl capdg avdtepo o
0,TL APOPE, TNV TOLOTNTO, TNV ATOI0CN Kol TIC SOLVOTOTNTES OlAUOPPOOTG TOL KEWWEVODL. To TMP mapéyet
duvatodtnTeg OTMG:
e Yyniotepn akpifera oty 0w60001) KEWPEVOUL.

o IleprocdTepeg emAOYEG HOPPOTOIN GG KOL GTVA.

o  Koalitepn anédoon o€ peydreg 006ves | vyniés avarvoeic.

2.8.4 Art xon Sound Assets

Adgopa art assets, 6mmg oviikeipeva, ikoveg, Sprites odlda kot didpopot Nyot, xovv Anedei amd 1o
Asset Store. Ta assets avtd dev £xovv vVooTEl KATOL0VL £id0VG emesepyasio Kat £xovv xpnotonomBel OTwg
AMoednikov.

2.8.5 Path Creator

‘Evo axopa asset mov AMebnke amd to asset store, eivar to Path Creator. Avto to asset mepiéyet scripts
OV YPTOLOTOLOVVTOL Y10 THV SIUOVPYI0 LOVOTOTIOV. AKOLO TEPLEYEL SCIIPLS Y100 VoL KAVEL AVTIKEIHEVA VL
aKkoAovBovv avTd TO LOVOTATL.

To asset avtd mepiéyel SAPOPES EMAOYEC Y10 LOVOTATLOL, GTO LY Vidl £YIVE ¥pNon LOVO TV LOVOTUTIDV
Bezier. Anlodn, TonobeT®dVTOC TO HOVOTATL 6TV OKNVY|, GTNV 0pyN EivoL pio ypouun He apyn Kot TEAOC.
2V ypoppn out pmopovpe va tpocBécovpie onpeia, divovtog Tov €161 To oynpa Tov BEAoVLE.
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To script 1o omoio emTPénel 6TO AVIIKEIIEVO VO AKOAOVONGEL BVTO TO HOVOTATL, EMITPEMEL AKOUO KO
TNV pOOLIGT TNG TOYLTNTOG KoL TG AOYIKNG TOL Bal 0koAovOGovV 0TOV PTAGOLV GTO TEAOG TOV LOVOTTATION.
Yrdpyovv tpelg emAOYEG:

o Loop: Xe avtv TV emhoyn, noiic o NPC @tdcel 610 TEAOG TOL TPOKAOOPIGUEVOD LOVOTTATION,
Eexva apéomg amd TNV apyn, emavarapfavovtag v idwa dStadpoun Eava kot Eava ympic dtakom.

o Reverse: Edd, 6tav o NPC @tdcetl oto 160G g dtadpopng tov, avti va EeKvioel TAAL amd TV
apyn, oAAGCEL kaTevBuvon Kot KIvelTol avtioTpo@a Tpog To onueio ekkivnone. MoAg ptdoel otnyv
apyn, eravorappdver v 010 dwdwkacio, mnyaivoviag Eova mpog To TEAOG.

o Stop: v emroyn avt, 6tav o NPC @tdost 6to TEAOG TG S100POUNG TOV, GTUUATA TNV Kivnon
TOV Kol TOpOUEVEL 0T B€om vt Yopig va emotpéeel N va Eekva Eavd.

2.9 Visual Studio kon C# 6€ Xovovaopo pe 1o Unity

To Visual Studio kot n yYA®cca mpoypoappatiopod C# eivar 600 onuovtikd epyaieio Tov Agrtovpyovv
dueco pe to Unity yuo v avantuén mayvididv Kot pappoy®v. O cuvovacpos autmv Tov epyoreinv
dnuovpyel Eva Tavicyvpo TEPIPAAAOV Y10 Vo SNUIOVPYNGOLY, VO SOKILAGOLY KOl VO, TOPOUETPOTOGOVY
TNV AOYIKN KOt TNV AEITOVPYIKOTNTO TOV TOLYVIOUDV.

2.9.1 Visual Studio

To Visual Studio givai éva oAokAnpopévo tepifdiiov aviantuéng Aoyisukov (IDE) mwov mapéyeton amod
™ Microsoft kot ypnoylomoteitot yio T Guyypaen kot v eneéepyacia kmoka. Eivor to mpotevdpevo
IDE yia mpoypappoticud oto Unity, kaBhg vrootnpilel ™ yAdooa C#, n omoia gival 1 facik) yAdcco
scripting oto Unity.

Baowé Xapaktnprotikd tov Visual Studio:

Eneiepyoocia ko Zovrain Koowka:

To Visual Studio mpoc@épel 1oyvpd epyahreio emelepyaciog KOSKA, OTMG OVTOUNTI] GUUTANPOOT
(IntelliSense), Ereyyo cLVTAKTIKOV A0ODOV G TPOYUATIKO XpOVo kot avdAvor tov kmdwa. To IntelliSense
umopel va vTodetkvvel Tig dtabéoteg KAAGELS, nuebdd0LE KOl TAPAUETPOVE KOTA TNV GOVTOEN TOV KMOIKO,
BonOdvtag TV mapoy@ykoOTNTo Kot T UElmon Tov Aaddv.

Debugging (Atoc@aipdtmon):

To Visual Studio nepihappavet éva eEelrypévo epyakeio debugging, mov emTpénet Ty EKTELEST) KOL TNV
avalvon Tov KMOKe o€ mpoypoTikd ypoévo. Mmopodv va ypnoipomombovv breakpoints, va
TapakolovOnBodv TIHéEG HETABANTOV Kot VO EVTOTIGTOLV Kot va, dtopBmBovv cpdipata Katd T didpkela

NG EKTEAEOTG TNG EQAPUOYNG.

Integration pe to Unity:

Yrapyetl aueon evoopdtmon tov Unity oto Visual Studio, exitpémovtag tn cUVOEGT TOV KMOOIKA Ko
TV scripts Tov Unity oto IDE. K6 popd mov yivetar amobnievon evog script oto Visual Studio, avtopata
evnuepadvetat kot to Unity.

Awygipron 'Epyov:
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Méoa and 1o Visual Studio pmopel va yivel dwayeipion tov apyeiov tov £pyov, opyovdvovtag ta scripts
Kot TIG KAAGELS, EVO DTLAPYEL KO LTOGTNPLEN Yo TNV TPocBnKn e€mteptkdv PiPAodnkdv.

Refactoring (AvaoiapOpowon Kodwka):

To Visual Studio mpocpépet Aettovpyieg refactoring, Tov emitpémovy tnv Pelticnon g Soun Tov KOS
YOpiG va aALAEEL | AetTovpykdTNTA TOL. AVTO TEpAapPaverl aArayés ovopdtmv nefddmv Kot petafAntmv,
avadldtaln KOdKa Kot ToAAG GAACL.

2.9.2 'hwooa [poypappatiopov C#

H C# givonm kOp1a yYADGoO TpoypapploTic ot mov ypnoiponoteitot oto Unity yia T dnuiovpyia scripts.
Eivor po  avrikelpevootpapng yAdooo mov avomtdybnke omd T Microsoft kol evoopaTdvel
YOPOUKTNPLOTIKA OOG:

Object-Oriented Programming (OOP):

H C# vootmpiletl v avTIKEWEVOGTPAPT TPOGEYYION, TOL GNUAIVEL OTL 1 SOUN TV OEGOUEVMVY KOL 1)
GUUTEPLPOPA TOVG LOVTEAOTOLOVVTOL HEGM OVTIKEILEV®V Kol KAAoE®Y. Avtd Kabiotd T dloyeipton g
AOYIKNG TOV ALY VIS0V O OPYOVEOUEVT Kol EDKOAN ETOVOAYPTGLULOTOUGLLY).

Yratwkn] Tomomoinon (Static Typing):

H C# elvar i otatikd tvmomompévn yA®GGo, mov onpaivel 61t ot petafAntég dnidvovior e
OLYKEKPIEVOVG TOTOVG dedopévav (int, float, string, kAm.). Avtd Ponbd otV amoTpomh CEUAUATOV
YPOVOL EKTEAEOTG, KAODC TOAAG TBOVE GOAALATO LTOPOVV VO EVIOTIGTOVV KATA TH GUVTIOEN TOV KOJIKA.

Evpeio Xprion ko Bifliodnkeg:

H C# dwbéter o peydidn ykdpa frpriobnkov kot frameworks, mov propodv va ypnoiponombovv ya
™V avamtuén epapuoy®dv Kot oy vidlnv, kot to Unity vrootnpilel IANpmG TV EVEOUATHOOT TOVG GTA
projects.

2.9.3 Xvvepyaoia Tov Unity pe to Visual Studio ko v C#

Kévovtog ypnon tov Unity yio tnv avamtuén moyvididv, ta scripts mov ypdoovto givor og C# ko
ene€epydlovrar oto Visual Studio. To Unity enttpénet tn dnpuovpyio scripts mov eAEyyovV T GLUTEPLPOPA
TOV OVTIKEWEVOY OTO TouyVvidl, Omd TIC KIWNACEIS TOV YOPOKTNPOV UEXPL TN OloyElplon QUOIKOV
ocvotnudtov kot ™ dnutovpyia UL
Baown poi) epyaciog:

Anpovpyiao ko enetepyacia script:

Y10 Unity, dnuovpyeitan éva véo C# script uécm tov Unity Editor. Otav avorybei, avoiyel avtopota
oto Visual Studio, 6mov pnopeite va Eekiviioet va yivetal cuvtadn Tov KOOIKA.

2ovtaln ko AmoOnkevon:

Kotd v obvtaén tov kddika, to IntelliSense tov Visual Studio mapéyel mpotdoeic yio KAAGELS,
uedddovg Ko TOPAUETPOVE, EVED TAPdANA EAEYYEL Yo cLVTOKTIKG AGON. Otav yivel amobnikevon tov
apyeiov, to Unity aviyvedel T oAAayEC Kot HETAYA®TTICEL TOV KMOKO. € TEPITTOGT GLVTUKTIKOV AdBdV
eupaviCeton pqvopo oto Console Panel.
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Extéleon Tov K®@dwka 6to Unity:

210 Unity, 0 K®dtKag mov €xel ypaptel epappoleror ota avrictoyya Game Objects kot o matyvidt
exteheiton pe Péomn ™ Aoyikn mov €xet vAomowmBel oo script.

Debugging ko Testing:

Xpnowonoiwvrag to Visual Studio, propeite va yiver debugging otov k®dikd evéd to matyvidl Tpéyet.
Mmnopet va yivel mapakolohnon oTig TIHég TV HETAPANTOV GE TPAYUATIKO XPOVO KOl VO EVIOTIGTOVV TO.
onueio Tov KMdka oL ypetdlovol fedtioon 1 dStOpOwon.

Hapadciypata Evoeopdatoong Unity ko C#:

MonoBehaviour Scripts:

Kabe C# script mov dnuovpyeitor oto Unity Paciletar otnv KkAdon MonoBehaviour, wov emtpénet tov
YEWPWOUO EVOG OVTIKEHEVOD, OIS 1 apykn Tov dnuovpyia (Start), o1 evnuepmoels kKapé (Update) kot n
oLYKPOLGT UE GALD OVTIKEIUEVAL.

Events ko1 Input Handling:
Me 1t ypnon tng C# oto Unity, propel va, yivel yeiptopndg dopdpmv events, OTOC T0 TATNIO KOVUTIDV,
0l KIVI|GELC TOV TOVTIKIOD 1 1] GOYKPOVOT] AVTIKEWWEV®V GTO TOLYVIOL.

Physics kon Animation:

Mécm tov scripting otn C#, pmopovv va eAeyy0ovv 1 oKy Kol Ol KIVAGELG T®V OVTIKEWWEVOV, KOOMG
Kot vo dnpovpyndovv aAiniemidpdoelc petasd Tmv dtapdpwv components tov Unity.

H ypfion tov Visual Studio w¢ IDE yia ) ovyypagen C# scripts oto Unity mapéyetl £va 1oyvpd Kot
amoteAeopatikd mepParrov  avamtuéng moyvidiwv. H C# emtpénet ©0T0UG TPOYPOLUATIOTES VO
dnmovpynoovv eEehypévn Aoyikn moryvidod, evd 1o Visual Studio vmootnpilet tn Swdikoaocio pe
duvatdotreg Omw¢ debugging, IntelliSense wor epyoreion refactoring. O cGuVOLOGUOG OVTOV TOV
TEYVOLOYLDV EMTPETEL T ONOVPYI TOLYVIOIDY DYNANG TOLOTNTOS LE TTLO OTOTEAEGLOTIKO TPOTO.

2.10 H K)Ldon MonoBehaviour kot Bacikég M£Oodor

H MonoBehaviour givot 1 k0pia KAGoM oo Ty omoia KANpovouovy ta neptocdtepa scripts oto Unity.
Eivail Poactkn yioo v avamtuén moyvidiov kobmg mapéyel ™ doun yo v emikovovio, uetad Tov
ToVdloy Kol TV scripts mov giéyyouvv 1 ovumepipopd tov avtikelpwévov (GameObjects). Otov
dnuovpyeite éva script oto Unity, avtopato kKAnpovouet and tnv MonoBehaviour, divovtdg cog tpocBoon
0€ TOALEC ONUAVTIKEC AELTOVPYiES, OMC 01 KUKAOL {o1G TV avTiKEWEV®Y, To rendering, To input kot TV
QLOIKT).

2.10.1 H xAdon MonoBehaviour

H MonoBehaviour givot 1 OepeMddng khdon yua scripting oto Unity. Ola ta scripts mov KAnpovopovy
amo aLTV TV KAAGT umopobv va cuvoebovv oe GameObjects Kot Vo EKTEAOVV GUYKEKPUUEVES EVEPYELEG.
Méow tg MonoBehaviour, ta scripts pmopotv vo yeiptotovy to. GameObjects kot ta Components tovg,
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va avtamokpivovior o€ yeyovota (events), kot vo gAEyyovv TOTE KOl TAOG VO EKTEAOVVTOL OPLOUEVES
Aertovpyieg, OTmG 1 evnpépmon kébe kapé (frame) 1 n aAinieniopacn pe dAlo avtikeipeva.

H MonoBehaviour €yet mpokaBopicpéva onpeio otov KokAo {ong tov GameObjects. Avtd ta onueio
elvar ypnoa yoo v opydvmorn Tov KMOKa, €WKA Otav ¥peldlecTte VO EKTEAEGTOVV EVEPYEIEG OF
GUYKEKPLUEVES YPOVIKEG OTUYUES.

2.10.2 AjAowon GameObjects ko Tv Components

>10 Unity, ta. GameObjects kot to. Components givor o1 facikéc dopég mov kabopilovv T Aettovpyia
KOLL T1 GUUTEPLPOPA TV oToLyElV HEsa og o oknvi). H diwon kou 1 drayeipion Toug péow tmv scripts
elvar kplown yuo TNV avantuén Taryvidumy.

"Eva. GameObject glvat 0motodMmote avTIKEILEVO TOV UTOPEL VO ELPAVIOTEL GTI] GKNVY| TOV TTOLYVIS100.
AvT6 pmopel va givor éva yopaktipa, £va avtikeipevo, va TepiBailov 1| akopo Kot 1 Kapepo. Mropodv
vo, dNAwBovv péca oto SCript Kot vo, amokTNoEl KAmolog Tpocfact 6 aVTd.

Ta Components gival ta yOPAKTNPLIGTIKA 1) Ol CLUTEPIPOPEG TTOV TPoodopilovy g Agttovpyel Eval
GameObject. Kafe GameObject umopel va £xer moAlomAd Components 6mw¢ Transform, Rigidbody,
Collider, Scripts kot dAla, o omoia pmopodv va nimBodv péco oto SCript Kol va amokToel Kamolog
TPOGPucT GE AVTA.

To [SerializeField] eivar po atopkn dMAmon mov ypnowomoteitor 6to Unity yio v emTpénel og
Wwotikd media (private fields) va givor opatd otov Inspector tov Unity. Avtd givor yprioyo yioti pmopei
va olatnpnOel 1 acPAAELD TOV OESOUEVOV, EVD TAVTOYPOVA ETITPEMETAL 1| TOAPUUETPOTOINGCN HLECH TOL
Inspector.

2.10.3 Baowkéc Mé0Booor tng MonoBehaviour

Start():H pébodog Start() exteAeitan pio eopd kotd v apyn g (ong tov GameObject, apéoms petd
v ektédeon g Awake() kot wpwv amo 1o tpmto Update(). Xpnoyomoteitot Kupimg yio TV apyLkoroinon
peTAPANTOV kot Yo va 000V 01 Bacikég TIHES 1) KOTAGTAGELS TPV EEKIVIIGEL 1] AOYIKT| TOL TTOtyVid100.

Awake(): H Awake() exteleiton axopa vopitepa amd to Start(), Snhadn poig poptmbel to script 1
dnuovpynOei to GameObject. Eivar yprioiun yio. vo. oplotovy Pacikég EVEPYELEC TTOV TTPETEL V. GLUPOVY
TPW amd OTIONTOTE GALO GTO TaLYVidL, OTWG 1] POPTMOCT) SESOUEVMV 1| 1] APYLKOTOINGT| AVTIKELEV®V TOL
amotovvtol omd GALEG KAAGELC.

Update(): H Update() givon pio and tig mo onuavtikés pedoddovg g MonoBehaviour. Kakeitot og
k0 kopé (frame) Tov mayvid100 Kol ¥PNCUOTOLEITAL Y10 VO EKTEAELTE AOYIKT) TTOL €€apTdTOL OO TO YPOVO,
OT®G KivNnom YopaKTHP®V, YEPIoUOS TV inputs Tov xprotn N Aoykn Al

FixedUpdate(): H FixedUpdate() exteleitol o€ otabepd ypovikd dtouoctipota Kot givol mo KatdAAnin
v Agrtovpyieg mov oyetilovian pe euoikn (physics), 6T N Kivnon avTIKEWEVOVY 1| 1 dAANAETIOpOoT
uéow forces ko collisions. Eivat itdavikn yio kdduke mov pénel va eivorl ave&dpttog amnd tov apliud tov
KOpE.

OnApplicationQuit(): H OnApplicationQuit() kodeitor dtav to moyvidr kAeivel. Eivat ypioun yuo v
EKTELEDT] KOOOPIOTIK®V EVEPYELDV, OTIMG 1 ATOBNKELGT dESOUEVAV 1| 1] AEAELOEPmOT TOPOV.
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Instantiate(): H Instantiate() ypnowomotgitar ywoo 0 Onuovpyio aviypdemv (instances) &vog
GameObject xotd T Odpkeld Tov mayvdwd. Elvar o gupémg ypnoomolodpevn pébodog yo v
TPOGHNKN AVTIKEWEVOV G GKNVT| Suvapikd, OTmg 1 dnpovpyia ex0pdV 1] OVIIKEIUEVOV AT TOV TOAKTY).

Destroy():H Destroy() ypnowonoteitar yioo va kataotpéyel éva GameObject 1 éva. Component,
aQUPOVTOG TO OO Tr oKNVY. AVTO Umopel va ypnotponomel otav dev ypeldleote ma £va OVTIKEIPUEVO
07O Oy Viol, OTmG OTav Evag ex0pOg GKOTAOVETOL.

DontDestroyOnLoad(): H DontDestroyOnLoad() ypnowomoteitar yio va gEacparicel 011 £va
avtikeipevo dev Ba kataotpagel dtav aAlidlel oknvi oto maryvidl. Eivar ypiioyn yo avtikeipeva mov
npénel vo mopapeivouy ko' OAn T ddpKeln TOL TALXVIOOV, OT®G 1 HLOLGIKY oto background 7 Ta
dedopéva Tov TaikT).

FindObjectOfType<>(): H FindObjectOfType<>() emiotpépet o tpdro GameObject mov Bpébnke ot
OKNVN UE TOV GLYKEKPIUEVO TOTTO OV JIVETOL (OC YEVIKOG TOTOG (generic type). Xpnoulonoteital yio vo
Bpebovv avtikeipeva pe cuykekplpuéva components yopig TNV avaykr ovaeopdis o ovtd arnd Tpv.

Random.Range(): H Random.Range() emiotpépet pio tuyaio Tiuf HEco 6€ €va GUYKEKPUEVO €0POG.
Mo aképaiovg apBpodg (int), n Ty Ba gival amd v eAdylotn Tun €mg Kot pio, Lovado Tpv omd
péytom. o kivntég Tyég (float), mepriapuPfdvovton Kot To GKpaL.

2.10.4 Boowkég Mé0odor og Xovepyacio pe GameObjects

[ToAAéc péBodor emrpémovv T dayeipion Kot Tov Eleyyo Tmv GameObjects kKot Tov Components Tovg.
Avtég o1 pébodot givor amapaitnTeg Yo T SO KO T GUUTEPLPOPE TOV OVTIKELLEV®VY GTO TToyViot.

SetActive(): H SetActive() eivor po péodog mov ypnoWOTOLEiTOL Yoo VO EVEPYOTOWGEL | VO,
amevepyomomoet éva GameObject Kot ta madld tov (av vapyovv). Otav éva GameObject givat avevepyo,
dev exteAel kopio evépyela Kol ta scripts Tov dgv gvnuepdvovtal. To onuavtikd €06 gival 0Tl dgv
KOTOGTPEPETOAL OALG ATADG «KKPVPETOY OO T OKNVI Kot Tov ¥pnotn. Eivor yxpiown yio tepntdocelg mov
0éhovpe va eppaviouvpe N va omokpOTTOVE avTiKeiteva, ympls va ta dwrypdyovpe, m.y. Kovpumd oto Ul
1 OTTIKA £QE TOV dEV MPEMEL VAL PAVOVTOL TAVTAL.

FindGameObjectWithTag(): H pébodoc FindGameObjectWithTag() wdayver ot oknvi v éva
GameObject mov &gt éva. cuykekpipévo Tag. H pébodog emotpépet 10 mpdto GameObject mov tauptalet
pe 1o Tag mov d60nKe mg dpiopa.

GetComponent<>(): H GetComponent<>() givon pio. amd 115 mo onpavtikés peboddovg oto Unity,
ka0 emttpénel v tpdcoPacn ota Components evog GameObject. KaOe GameObject pmopei vo mepiéyet
ddpopa Components, 0nwc Rigidbody, Collider, Renderer, 1 custom scripts, kot avti n péBodog diver
duvatoTNTA VO, TA XEPIOTOVUE PEGa amd To script. Etvar ypioun 6tav ypetdletor va aAAnAemdpaoovpe pe
duapopa ototyeior tov GameObject, OT®G va epaprocovpe duvapelg oe £va Rigidbody 1 va aAld&ovue o
Keipevo gvog Text component.

LoadScene(): H uébodog LoadScene() ypnoonoteitan yio tn gopTmon pog véag oknvig oto Unity. H
oKNVN Umopel va opioTel gite pe to ovoud g gite pe 1o index g, 0nmg kabopileton oto build settings.
Avt 1 1€00J0G¢ elvar GTUAVTIKT Yio TN LETAPOOT LETAED OKNVAV, OTMG Y10, TOPASELY L0 0TO TO main menu
oto gameplay 1| and 10 éva eninedo 6to GAAAO.

SetParent(): H uébodog SetParent() ypnoyomoieitar ywo. vo. opicel to parent evog GameObject,
onpovpywvtag oyéoelg parent-child. 'Eva GameObject wov givon child evog diiov akorovbei T Béon, Tnv
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TEPIOTPOPY] KoL TNV KAipoko Tov parent. Avti 1 pébodog elvar Wiaitepa ypnoiun otav Béhovpe vo
UETAMPEPOVUE OVTIKEIUEVO GE OlOPOPETIKA onueio TG tepapyiag Katd TN OGPKEW, TOL VIS0V,
Xpnoylonoteital GuYVA Yo, OVTIKEIUEVO TTOV TPEMEL VO, «OEVOVTALY O GAAN OVTIKEIEVE, OTWOC Yo
mapadetypo pio képepo mov akolovBel Tov maiktn M éva OmAo mov mpocappoletar 6to XEPL €VOGC

YOPUKTNPA.

SetAsFirstSibling(): H pébodog SetAsFirstSibling() ypnowonoteitar yioo vo tomobetnoel to
GameObject otnv Tp@dtn BEom NG 1Epapyiog TV adelpav (siblings) Tov, dNAad peta&d ALY Tod1DY
ToV 1010V parent. H cepd TV Tandidv oty 1epopyio pmopel va ennpedcel v epeavion oto UL kabog ta
avtikeipeva pe yauniotepo index gppaviCovior téve and ta avrikeipeva pe vynAdtepo index.

2.10.5 M€0odoor mov Entnpedlovv Tov Xpovo

Edv 0éhovpe va emrtdyovpe avopovn 1 kaBuoTEPNGES, UTOPOVUE VO YPNCULOTOMGOVUE EVOV
Enumerator. Eivar po péBodog mov emotpépel IEnumerator kot ypnoiponoteitar cvuvpbog yuo v
vAOTOINGoN HoG 0KOAOLOIOG EVEPYEIDY TOL EKTEAOVVTOL UE TNV TAPodo tov ypoévov. Ov Enumerators
ypnowomotovvtol pali pe ™ pébodo StartCoroutine() ywo va dnpiovpynoovv KabBvotepnoelg 1 va
dtoyeploTohy d1adKaGiES TOL dlopKkovV apKeTA frames.

Ot Enumerators mepiéyovv v evtoAn) yield return. H mo cuvnBiopuévn popen eivon n yprion tov yield
return new WaitForSeconds(), To onoio emTpénel v avapOV Y10 GUYKEKPLUEVO YPOVIKO O1AGTN O TPV
0O TNV EKTEAECT] TNG EMOUEVNG EVEPYELQG,.

To Time.timeScale gival o ototikn wWOTNTA TG KAAong Time mov kabopilel v TaydTNTO PE TNV
omoia Tpoxwpa o ypdvoc 6to Tayvidl. Eivar éva amd ta wo yproiua epyaleia yio Tov Edeyyo Tov pvOpod
TOV ALY VISI00. AVAAOYQ TNV TN TTOL TaipVEL EXEL KOl SLOPOPETIKES EMOPACELS.

H mpoemideyuévn tiun tov Time.timeScale givar 1.0, mov onpaivel kavovikr por Tov xpovou.

o Mia T pkpotepn omd 1.0 (m.y. 0.5) emPBpadiverl tnv pon tov ¥pdvov 610 TayVidl, KAVOVTAC TO
vo, Kwveiton o apyd.

o Mia tiun peyokvtepn amod 1.0 (m.y. 2.0) emroybvel Tnv pon Tov ¥podvov.

Xpnowonoteiton cuvnBog yio epé slow-motion 7 fast-forward. Eniong, puropet va ypnoipomomdei yio
TNV TadoT TOV TALVISo, otav 1 Tiun opiletat oto 0.

To Time.deltaTime givotr (o 6TaTiKN 1010TNTA TOL ETGTPEPEL TO YPOVIKO SLAGTNUO TTOV EXEL TEPATEL
arno v terevtaio kapé (frame). Elvar kpiown yuo v enitevén opaAng kivnong kot ypovicpol o1o
moyviol. Etvat cuvnBwg oAl pkpo, e taéng tov 0.016 (1 16 ms) dtav to mayvidl tpéxet pe 60 kapé ava
devtepOAenTo. AvTh 1 T AALALEL AVAAOYO. LE TO TTOGO YPNYOPQ 1) 0PYQ TPEXEL TO ALY VIOl GE GYECT| UE TO
pLOUO TV KOpE. ZuvAO®OS XPNOIUOTOIEITOL Yol TNV TPOGAPLOYN TNG TOXOTNTAG KIVoNG KOl TNG PLGIKNG,
mote va gival aveEdpmreg omd to frame rate.

2.10.6 M£0odor Yo Evromiopov €16660v

Mo va d1oyelptotode TIG E16O00VE amd TO TANKTIPOAOYIO KOl TO TTOVTIKL, VITAPYOVV GUYKEKPIUEVES
uébodot mov eivan omapaitntes. H pébodog Input.GetButtonDown() aviyvedel av €va GLYKEKPIUEVO
TANKTpo matnOnke oto tpéywv frame. Avtiy 1 péBodog ypnoyomoteital Kupimg ylo TV EVIOTIGN TOL
TPMTOV GTIYLOTVTOV TOTHUATOS EVOS TANKTPOL, KATL OV givarl ypnouo otav BELovE Vo, aviyvedoovue
éva, oTiypiaio yeyovog (0nme 1o dvorypo evog Hevoy 1 To dApa Tov mtaiktn). Ta mAnktpa avtd opilovton
oto Input Manager kai £40VV TPOGAPLOGUEVO OVOLLOTO



Epunc Kawvne-Tovtovvi(ng

Avrtictoya yo va aviyvevetol mote Ba matnfel Kdmowo xovuni amd to movTikt LVEApPYEL N HEBodOg
Input.GetMouseButtonDown(). Ymdpyovv Tpeig kOpieg uéBodot yio Tov EVIOTIGUO avTo.

Input.GetMouseButtonDown(0): EAéyyel av 10 apiotepd KovUTi TOL TOVTIKIOD TOTONKE.
Input.GetMouseButtonDown(1): EAéyyel av To de&i Kovpmi Tov TOVTIKION TATHONKE.
Input.GetMouseButtonDown(2): EAéyyet av To pecaio kovumi (podéra) motnonke.

2.10.7 Xepropog Apyeiov

O yepiopdc apyeiov oto Unity eivon kpioipog yuo ) doxeipion dedopévov kot v amobnkevon
TANPOPOPLDOV TTOL Ypnotporotovvtot amd To watyvidl. To Unity mapéyet didpopes pedddovg kot KAEGELS yia
) Swyeipion apyeiov.

Path.Combine(): H puébodoc Path.Combine ypnowuonoteitar yio tn cvvbeon dudpoumdv (paths)
apyelov kot pakéimv. Eivol yprioyn ya va dtacepodicet 6t ot dadpopég oynuotilovtor cwotd,
ave&aptnTo amd To v TEPEXOLY 1| Oyl XopaKTHPESG daympiopov (w.y. "/" 7 "").

File.Exists(): H pébodog File.Exists eAéyyet av £va apyeio vdpyel o€ o kabopiopévn dtadpoun.
Emotpéeet true av 1o apyeio vrapyet ko false av dev vapyet.

StreamReader.ReadToEnd(): O StreamReader givatr pia KAGon mov yPNOUOTOLEITOL YO, TV
avéyvoon dedopévav arnd apyeia. H pébodoc ReadToEnd diafalet oAdkAnpo 1o mepieydpevo evog
apYEIOV KOl ETGTPEPEL TO TEPIEXOUEVO (OC U0, SLUPOAOGELPAL.

JsonUtility.FromJson()/ToJson(): H kAdon JsonUtility mapéyet pebddovg yio tnv avamopdotac
dedopévav og popen JSSON. H uébodog Tolson petatpémel éva avTikeipevo o€ pio GupPoArocelpd
JSON, evd ) FromJson avaropiotd o JSON cvpforocelpd og avtikeipevo.
Path.GetDirectoryName: H puébodoc avth emtotpépet T S108pOoUn TOL QAKEAOD TTOV TEPLEYEL EVOL
apyeio, epdsov 600<l 1 drodpoun Tov apyeiov.

2.10.8 Enum

Ot Enums oto Unity kot otnv C# yevikotepa. gival €101K01 TOTOL 6£G0UEVOV TTOV EMLTPETOVY TOV OPLGHO
pog oudoa otafepdv Tiumv. Avtég ot otabepéc TéG eivar cuvnBmg Aoyl oyeTIlOUEVES KOl GUYVE
YPNOLLOTOLOVVTOL Y10l VO, VOTTAPOGTICOVY KATAGTOGT, TOTOVG 1) KOTIYOpPieS.

O¢éin Xpiiong Enums

Avayvoowétnra: Ot Enums Peitidovouv v  avayveoootnto tov Kodwka. Avii vo
YPNOUYLOTOLOVVTUL GUUPBOAOGEIPES Y10 TAPASELY IO, UTOPOVV Vo ¥pNoiuomombody KatavonTég
ovouacieg wov e€Nyovv T GNUAGIN TOVG, KAVOVTOG £TGL L0 KOTAVOTTO TOV KMJOKO.

Mpootacio amé Ladn: Xpnowonoidviag Enums, neplopilovral ot mibavég Tipéc mov umopel va
AGBel o petafAnTn, YEYOVOS TOL UEIOVEL TO. GOAAUNTO, TOV TPOKVTTOVV Otd TNV E100YMYN
AavBaopévav dedopévov. o mapdderypa, ov vrapyet évov Enum yia "PlayerState" pe tig Tipég
"Idle", "Running", "Jumping", o wpoypoupatictng umopel va givar oiyovpog OtL  puetafAntn
umopet va mépet LOvo avTég TIG TIHEG.
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2.10.9 Events

210 Unity, ta events eivar pia woyvpn péBodog yia v adinieniopaon pe to Ul (User Interface) n dAla
avtikeipeva péoa oo maryvidl. Xpnoiomoohvtot yio va oviyvedoouy evépyetes Tov xpnotn (m.y. drag and
drop), va TPokOAECOUV GUYKEKPIUEVEG OVTIOPACGEIC GE KAIK 1] VO YEPLGTOVV OAANAETIOPACES LE
OVTIKEILEVAL.

.Invoke():H .Invoke() givat po, pébodoc mov karel Eva event 1 wia delegate function mov £xet opiorei.
Mmropei va ypnotponomBei to .Invoke() yio va evepyomoin et yeipokivnta £va event 1 Lo, GUVAPTNOT PETA
0o £VOL POVIKO OLAGTN M.

OnDrop(): To OnDrop() eivan éva event mov ypnowuonoleiton o mepPdirovro drag and drop.
Evepyomoteitan 6tav o ypnomg "aenoel" (drop) éva aviikeipevo oe éva cvykekpuyévo ompelo.
Xpnowornoteitan cvyva oe Ul cvotiuoto, OmOv ovTIKEILEVO, pmopodv va UeTapepbBovv kol vo
tomoBetnovv (drop) oe aidieg Teployég 1 slots. ' va Aeitovpynoel 6otd, T0 avTikeipevo mov o deytel
to drop mpénel va vAomotel to interface IDropHandler.

OnDrag(): To OnDrag() evepyomoteital kabd¢ o xpnotng cvpel éva, avtikeipevo (drag) yopw omd v
006vn. Eival pépog Tov cuoTipaTog Yol TNV OAANAETIOpOCT) Le OVTIKEILEVO TOL UTOPOVV Vi LETAPEPBOVV.
Xpnowonoteitar cuvnbmg oe mepPdAlovia Omov o ¥pNoTNg TPEmEL va cvpeL avtikeipeva (drag) oe véeg
0éoeig. Yhomoteitan ypnowonowdvtag to IDragHandler interface.

OnEndDrag(): To OnEndDrag() evepyomoieitar Otav 0 ypNOTNG TEAEDOEL TNV EVEPYEIDL TOL
"oupoipatog” (drag). Anladn, 6Tav To aVTIKEINEVO GTANNTAGEL Vo oOpeTat. Eivat yprioipo yio va aviyvedet
noTE 0 YPNOTNG OAOKANPpOoEL To drag €vog avtikelwévov kot BEAovpe vo otopathoel 1 Kiviion 1 va
EKTELEGTEL IO TEAIKT] EVEPYELQL.

OnPointerEnter(): To OnPointerEnter() gvepyomoteitor dtav o SeikTng 1oL TOVIIKION EIGEPYETAL OTNV
TEPLOYT| TOV OVTIKELLEVOL. AVTO TO event gtvol ToAD ypioipo yo tnv aAlnienidpoaon pe Ul avrikeipeva
OTAV 0 YPNOTNG TEPVAEL TO TOVTIKL TAV® amd avTd. Xpnopomoteitar cuviRBwg Yo TV epedvion tooltips,
TNV 0AAOYT] TOL YPOUOTOC 1] TNG EWKOVOG EVOG KOVUTLOD OTOV TO TOVTIKL TO TANGIALEL.

OnPointerExit(): To OnPointerExit() evepyomoteitar 6tav 0 deiktng Tov TOVTIKIOD amoywpel omd v
TEPLOYN TOL AVTIKELUEVOL. AVTO TO event YPMOLUOTOIEITOL Yo VO aviyveDoeL ToTe 0 ypnotng Pyalet to
TOVTIKL TOV amd £va avTiKeipevo. XPNOIUOTOIEITOL Y10 VO OVOLPEGOVIE OAAAYEC TTOL KAVOUE WE TO
OnPointerEnter(), 6mw¢c v amoéxpuyn tooltips 1 v emavapopd TOL ¥POUATOS N TNG EKOVAG TOV
OVTIKELLEVOV.

2.11 Scriptable Objects

Ta Scriptable Objects oto Unity givor évog TOT0G 0e50UEVOV TOV EMTPENEL TNV OO KELOT KAl TNV
opybvwon dedopévav aveEdptnta and to oknvikd avtikeipeva (GameObjects). Avti 1 Aettovpyia givol
eEapeTika ypnotun yio T dtoyeipton kot tn ypnon dedouévmv mov ypetaloviat amodnKevon, ympic v
avaykn onuovpyiog evog avtikewévov oty idto, tn oknvy. Ta Scriptable Objects fonfovv ot datripnon
™G UVAUNG Kot otn PerTictomoinon tng omddoong Tov oy vidloh, eved TPosPEpouy Evay Kabapd Kot
opyavoUEVO TPOTO dlaxeipiong dedouévmv.

‘Eva. Scriptable Object eivor po kAdon oto Unity mov wAnpovouel amd v Poocikn kidon
ScriptableObject kot yprnoylomoteitan yio TV amobrkevon dedopévav o éva dlopkég apyeio, To omoio
umopel v avamapayel | va tpomomomel ympic v avaykn vo. Ppicketar ot oknvr. Ta Scriptable
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Objects dev amartovv amd éva GameObject va ta prAo&evel, kabioTdvTag To WavIKA Yio TV amobfKevon
OEJOUEVOV OTMG GTATIGTIKA YOPOKTNPOV, PLOUIGELS T VIOI00, SEGOUEVE ATOGTOADY, NXOLE 1| TPOPIA
OmA®V.

2.11.1 Xapaxktyprotikd kot [TAcovektqpato

Awporpalopeva Agdopéva:
Mmropovv va ypnoyomoinfovv 6g TOAAEG GKNVEG 1 OVTIKEIIEVE, d10potpalovTag Kowd 6edoUéEVe. o
drapopeTikd GameObjects 1 kKK yoOPIC TNV AVAYKT TOAATADY OVTLYPAP®V.

Avtikeipevootpopig Opyavoon:

Bonbobv ot OSmuovpyion HI0G  OVTIKEWWEVOGTPAPOVS OOUNG OEOOUEVAY, ETMTPEMOVIAG GTOVG
TPOYPOULATIOTEG VO OPYOVAOVOLY TO. SEGOUEVE TOVG LE TPOTO GAPN Kot dloyelpioto, TapOUoo He TNV
KANPOVOLUKOTNTO, TOV KAGGEDY GTNV OVTIKEWEVOGTPOPT] TPOYPOUUATICTIKT AOYIKT|.

Beltioon Amwdéooonc:

Ta Scriptable Objects emttpémouvv T SlaTPNoT OE00UEVOV EKTOC TNG GKNVNG, OTOQELYOVTIOG TNV
avaykn eTavolapUPavOueEVNS SNUIOVPYIOG OVTIKEIEVOV GTO TOLYVIOL KO T1 GUVEYT OEGLELGT] UVIUNG.

Evkolia Zvvtipnong:

Kabmg ta Scriptable Objects pmopovv va tpomomoinbovv gbkora pécwm tov Unity Editor, n cuvtipnon
Kol 1 TPOCHpPUOYN TV dedopévav pmopel vo yivel yopic va ypewootel tpomomoinon tov kmowa 1
avadldtaén Tov GKNvov.

Evéhktn Xpion:
Mmnopovv vo ypnoiponombodv ce wAN00g gpoapuOYdY, OTOC Yoo TN OloYEIPIoN OTATICTIKAV,
OVTIKEWEVAOV, OTOGTOADY, SUAOY®OV, NYNTIKOV 0E00UEVOV KOl TOAADY GAADV.

2.11.2 Xpnon Tov Scriptable Objects

Ta Scriptable Objects givor e£apeTIKa ¥PNOULN GE TEPIMTMOGEL OTOL YpeLGleTal va yivel amobnkevon
TOV 3e00UEVOV TOV:

e Xpnowomnotovvron o€ oAhd GameObjects: "o mapdoety o, £vo GOGTNUO LE GTATIGTIKG OTA®Y
OV YPNGLULOTOIOVVTOL ATt TOAAOVG YALPOUKTHPES.

o Ag yparaerar vo vrapyovv o€ o oknvil: Ta dedopéva pmopohv vo vIdpyovV oveEapTnTa and
TIG OKNVEG KO VoL €lval TPOSPAGIUA 0td TOV KOOKO 0VE TAGH OTYUY.

o Ilpéner va amodnkevtovv pe dwopki) TPpoOmo: Mmopovdv vo amobnkevtodv ce apyeio kol vo
YPNOYLOTOINOOVV €K VEOL KOTA TN SIEPKELN TOV TOLYVIOLO0 1 TNG AvarTTLENG.

2.11.3 Anuovpyia Tov Scriptable Objects

Mo v dnuovpyia evog Scriptable Object, Tpémel va arxoiovOnBodv Ta e&ng Prpata:
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1. Anmwovpyia g kKhdong ScriptableObject: Apywcd mpémetl va dnpiovpynBel pia véa KAAoM oL
va KAnpovopel and v KAdon ScriptableObject.

2. TIpoocOikn oto Unity Editor: H ypnion tov yopaxmmpiopod [CreateAssetMenu] emitpémet tnv
gbkoAn dmuovpyia avtikelpévov and to Scriptable Object péom tov Unity Editor. Avtog o
YOPOUKTNPIOHOG EUQOVILEL TNV ETAOYN OTO PEVOD, MGTE VO LTOPOovV Vo, dnuovpynbodv apyeio
Scriptable Object amd To Unity.

3. Xp1on oto Project: MoAig onpovpyndei to Scriptable Object, Ta dedopéva uTopody va YELIGovY
péow tov Unity Editor kot va ypnoipomombovv oe omolodnmote GameObject 1| GuGTNUA TOL
O VIS0V,

2.11.4 Scriptable Objects o Xvvovaopd pe aGirio Zvotipota

e Event Systems: Ta Scriptable Objects pmopovv va ypnoyomoinfovv o HEPOg EVOG GUCTILATOG
event, amoOnKebOVIOC KOTOOTACEIS 1| TANpoopieg mov Oo petadobodv e GAAo pépn ToOv
TOLYVIO00.

e Awysipion Kotaostdosowv: Xe moyyvidie pe moldmlokeg kataotdoels, to. Scriptable Objects
umopohv vo. ypnouomomBbody yioo TV TOPAKOAOVONGCT TOV KATAGTACE®Y TOV TOLYVIOLOV,
amoOnNKevOVTUC KPioUo SE60UEVA YOPIG TNV AVAYKN CKNVIKAOV OVTIKELUEV®V.

2.11.5 Xvykpron pe Ta MonoBehaviour

To Scriptable Objects ko1 ta MonoBehaviour eivor dbo Pacwcd epyorein tov Unity, oAAd
e&umnpetovv S10.PoPETIKOVS GKOTOVG:

e Ta MonoBehaviour ypnoipomotovvtatl yio vo opicouy T GUUTEPIPOPE EVOG OVTIKEIUEVOD UEGH
GTY] GKNVA).

e Ta Scriptable Objects anofnkevovv dedopéva aveEdpTnta omd TIG OKNVEG KOl UTopohV va
¥pnoomoinfovv mg fAcT Yo TNV 0pYAVOGT Kol SLLUOpacUd 6ed0UEVMY GE d1APOpa GNUELD TOV
épyov.

2.12 Dictionaries

¥ C# xon oto Unity, to Dictionary ivat pio yeviki) cvAioyn (generic collection) mov amobnkevet
dedopéva o popen "khewdi-tun" (key-value pairs). ‘Eva Dictionary emttpémel v ypriyopn amobrikevon
kot v ovalnmon Twev pe Pdon éva povadikod KAEWi, kafloTdVTOG TO [l TOAD OmTOd0TIKY doun
OEQOUEVOV Y10 TTEPITTAOOCELS OTOL ¥PEIGLETOL Vo YiVEL GLGYETION KOl TPOOTELNGT dedouévmy pe Pdom
LOVOSIKA OVaryVOPLETIKA.

Baocwa Xapaktnprotikd Tov Dictionary:

o Kiada (Keys): Kabe tiun péoa oto Dictionary cuvdéetor pe évo povadikd kAedi, to omoio
y¥pNoLomToteitat yio tnv avaltnon me.
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o Twéc (Values): Ot tipéc avtimpocomehovy To 0ed0EVA TOL AmodnKeLOVTAL KOl LITOpOvV va givat
OTOLOVONTOTE TUTOVL.

o Taxkewdrwd wpémer va givan povadikd: Asv prnopei va vapyovv dimAdtuna khedd oto Dictionary.

e H avalnimon givon modd ypriyopn, kabmg to Dictionary ypnoponotei hashing ywa va Bpet Tig Tipéc.

Kvpreg Mé00oor kan Ior6tnteg Tov Dictionary

o Add(key, value): TTpocbétet éva véo (eyog khetdtov-Tyung oto Dictionary.
Remove(key): Apaipei éva (edyog KAed100-TIunG amtd to Dictionary.

o TryGetValue(key, out value): Tlpoonabel va avalntioet pio tiunq pe Paon 10 kA€Wl Kot
eMoTPEPEL OV Ppédnice N OyL.

o ContainsKey(key): EAéyyel av vdpyet To kAedi péoo oto Dictionary.

e Count: Emiotpépel tov apBud tov ctoygiov ({euydv KAEWS100-TIUNG) TOL VTAPYOVY GTO
Dictionary.

Ot péBodor OnBeforeSerialize() kol OnAfterDeserialize() ivon e1ducég pébodot mov ypnoipomolobvtal
otV oeplonoinon (serialization) kot v amoceipronoinon (deserialization) dedopévav oto Unity. Avtég
ot uéBodot epoprolovTal OTaV £Vo, OVTIKEIILEVO TPEMEL VO LETATPOTEL GE LOPPT TOV UTOPEL Vo amobnkevTel
N va petapepbet (serialization) 1 va emovaeepBei oe Asttovpyikn Katdotaon (deserialization).

OnBeforeSerialize()

Avt 1 péBodog kakeitor py amd v Evopén g celpromoinong evog avrtikeévon. Etvar ypriown
OTOV TPEMEL VOL LETATPOTOVV 1] VO TPOETOLUAGTOVV dedopéva pv amoBnkevtovv. ['a mapddetypa, propsi
VoL YIVEL XEIPIGUOC 1 OpYAV®GT TOV ded0UEVOVY TPV ammodnikevTovy o8 éva apyeio | ota metadata Tov Unity
Editor.

OnAfterDeserialize()

Avt] 1 pébodog Koleitor PETA TNV OAOKANP®ON TNg OMOGEPLONOINoNG. XPNCIHOTOoLETaL Yo v
emovapepOOvV o, SESOUEVA 1] VO AVOKATOCKEVOGTEL 1) dOUN TOVG UETA TNV aVAyV®OGCT 0o amobnkevuévn
katdotaotn. Me avti ™ uébodo, umopoldv va. Yivouv TpocapuoyEG 6T SESOUEVE, LETA TV AVAKTNOT TOVG
amo évo apyeio 1 omd éva scriptable object.

Avtég o1 uébodot givar amapaitnreg dtav amobniedovral dedopuéva oe popen JSON, e1dtkd yio cvuvOeTeg
dopég dedouévmv ommg Dictionaries.

2.13 Optimization eto Unity2D

H Pektiotomoinon (optimization) givotl évo Kpioio KoppatL tng avantuéng matyvioiowv oto Unity. H
owot Pertiotonoinon umopel vo, BEATIOOEL TNV arO30GT TOV Ty VidoD, uetmvovtog ) xpnon e CPU
ka1 ¢ GPU, e€acparilovtoc opodn Asitovpyio og OAEC TIC GVOKEVEG. AKOAOVOOVV S1OPOPEC GTPATNYIKEG
Kot TeYVIKEG Pedtiotonoinong yia ta Unity 2D moauyvidwo.
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1. Behtiotomoinon Sprites

Ta sprites eivar Oepelddn otoyeio oto 2D moyvidio Kot KaTavaAdvVoLY HeYOAo UEPOG TV TOPMV,
€101KA OTav dgv Eyovv PedticTomoinbet.

e Sprite Atlas: Mropei va yivel yprion Sprite Atlases yio va yivel opadomoinon tov sprites og pio
von (texture). Avtd peldvel Ta texture swaps kot to draw calls, Bedtidvovtog onpovikd v
aod00M.

e Compression: Xvuricon tov vedv (textures) pe katdAAnio formats yio vo yiver peidost g
xphons pviung. H ovpmieon Ponbaetl oto va pewwbdei 1o péyebog tov apyeiov tov sprites yopig
LEYOAN am®AELD TOLOTNTOG.

e Pixel Per Unit (PPU): POOon cootdv tiumv tov PPU oto sprites yuo va e£ac@aAlotel 0T
OmodId0OVTOL OTIG CMGTES OVAAOYIES KOl Y®PIG TAPAUOPPMOT|, EE0IKOVOUMVTOG TOPOVG,.

2. Meiowon Draw Calls

Kabe popd mov to Unity otédver dedopéva ot GPU yia va anodmaoet (render) évo avrtikeipevo, yivetat
éva draw call. To moALd draw calls pwopodv va petd®covy Ty omddooT.

e Batching: Xpnowonoidvrag to Dynamic Batching xoi to Static Batching ywo vo yivet
OLLOOOTOINGT TOV OVTIKEIUEVOV LE TOPOUOLY XOPUKTNPLOTIKA o€ AtydTtepa draw calls.

e Sprite Sorting Layers: Kavovtag Beltiotonoinon oto sorting layers kot oto order in layer oote
va pelmdel o aptBpog tv avTikeévay mov TPEMEL Vo arodofovy TanTdypova.

3. Behtiotomoinon ®@voukiig (Physics)
H puowm umopel va etvor pia axpipr Aettovpyia, axoun kot o€ 2D motyviota.

e Collision Layers: Na yivelr peioon tov ovykpodoemv ueta&d ovilKelwévav uéom tomv collision
layers. Avtd emTpémel GTOV LTOAOYIOTH PLGIKNG VO AYVOEL QVTIKEIPEVA OV dev ypetdleTor va
oLYKPODOVTOL, LELDVOVTAG TIC GVYKPOVGELC TOV TPETEL VA, VITOLOYIGTOVV.

e FixedUpdate: O1vmoloyiopol puotkng va yivovtot Lovo 0mov givat arapaitnTo, XpoIHOTOLOVTOG
1o FixedUpdate() cwotd yio Ti¢ Kivioelg mov ypetdlovratl akpieic vToAoyIGUOVG PLGIKTG.

4. Xevapra (Scripts) ko Performance
O 1pOTOG OV YPAPOVTaL T SCrIPLS Exel peydho avtikTumo oty amddoon.

e Avoid Update Overuse: Aropuyn xpnong g pebodov Update() oddyiota, £181kd yio Aettovpyieg
mov dev ypeldletor vo. ektelobvtanr kdbe Kkoapé. Avtibeta, pmopei vo yivel ypnomn Tov
InvokeRepeating(), Coroutines, 1 va yivel ELeyy0¢ cLykekpiuEvov cuvinkmv uéoa otnv Update(),
€161 MOTE VoL UNV eKTEAEITOL GUVEYELD AOKOTAL.
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3. MgOoooroyia

270 KePAANL0 0VTO avaAdETOL 1] peBodoroyia Tov akoAoVONONKE Yo TNV avATTLEN TOL TOLXVISIOV, EXEL
ypnowomonfel o Tpocaprocuévn ekdoyn NG evEMKING avamtuéng Aoywopikov (Agile), 1 omoia
EMUTPEMEL TV TUNUATIKN VAOToINoM Kot cuveyn Pedtioon tov €pyov, dacearilovtag 0Tl KGbe GTAd0
avATTLENG ETVOL TANPOS AELTOVPYIKO KO SOKIUAGHEVO. XuyKekpluéva, 1 uebodoroyia Ba mepthappdvet o
TOPOKATO GTAALO.

3.1 XvAroy1 Kol Avarvon ATTOITGEOV

Y& avt ™ don, Oa kaBoploTOvY Ol AEITOVPYIKES Kot U AEITOVPYIKEG AmALTNOELS TOV TTayvidov. O
o10)0¢ elvar 1 dnuovpyic €vog OAOKANP®UEVOL opyKoD Gyediov mov meptAapPdvel Ta Pacikd
YOPOUKTNPIOTIKG 7oL O ypnowomombovv. Ot Asrtovpykés amotnoelg meptiauPfdvooy oo Ta
YOPOUKTNPLOTIKG KOL TIG SUVOTOTNTEG TOV TPETEL VA, TEPLEYEL TO TToyvidl. Ot Un AEITOVPYIKES OTALTGELS,
amo TNV GAAY, 0popohV GTotKElD OTTMG 1] ATOS0GN TOV TTOLYVISL0V, 1| EXEKTUAGILOTITO TOV GUGTHLLOTOG KAl
N kot To Tpog tov ¥pnot (UX).

3.2 Xyed10.0610G ZUOTI|NOTOS KOl APYLTEKTOVIKN

AoV &youvv Kaboplotel o1 oot oelS, akoAoVOEl 0 GYESIOGUOG TG OPYLTEKTOVIKNG TOV GUGTHIOTOG. ZE
ovTd TO OTAO0, AOUPAVOVTOL OTOPAGEIC GYETIKO UE TNV VAOTOINGCT TOV BOCIKOV UNYOVIGU®OV TOV
oLy vVId100, OTOG;

e Aouf kddko: Xoptoudc tov £pyov oe emuépovg povadeg (modules), énmg cHomua péyme,
ovotpo NPC, inventory, Ul k.Ax., pe Eexdbapeg SlaovvdEcels.

o Yyedioon unyovicudv: AenTopuepng oxEdiaon TV PUCIKOV GLGTNUATOY TOL TALYVIOIOV, OTMG TO
nmg Oo Aertovpyei to leveling, to crafting Twv vAkdv, Kot to choTue Payng.

e Emoyn texvoroyidv: Amdpacn yio ta epyoieio Kot T1g Piprodnkec mov Ba ypnoiponombovyv,
OGS Y1oL TN Sl EIPLoN NYOL, YPOPIKAV KOl PUGIKNG.

3.3 Yhomoinon

E@ocov &yetl yiver o oyedlooudc kot Exovv kabopltoTel Ol amOITNOELS TOV AmolTOVVIAL, UTOPEL Vo
Eexwvnoel M avamtuén, 1 omoio. o mpoyuatomombei oe drodoykd Koupdtio, pHE KAOE KOUUATL Vo
EMKEVTIPMVETOL OE CLUYKEKPIUEVO GTOLYEID 1] CUOTNUATO, TOV TOLYVIOOD, OTMG 1 CAANAETIOPOOT] LE TOVG
NPCs, 10 ovomua emmédmv, 10 cvotnua puayne kot to UL o kdbe cdomua, Oa yivetor avamtuén,
EVOOUATOOT, Kol 0pYIKOG EAEYXOG TOV KAOE YOpOKTNPIOTIKOD.
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3.4 EAeyyoc kor AoKipég

Kotd ) dudpkelo kot PeTd TNV OAOKANP®OT KAOE GUOTHUOTOG, TPOYUOTOTOOUVTOL QOKLUES Yol VO
dtuopoioTel 1 opaA Agttovpyio Kot | TOWOTNTO TOL oty Vidwov. Ot Edeyyot tepthappdvouv:

e Unit testing: 'EAeyy0g HEPOVOUEVOY KOUUATIOV KOSIKO, (T.). ELEYYOG TG OOGTNHG AELTOVPYING EVOS
ovoTHUATOG iNventory).

o Integration testing: 'EAeyxoc tng ouaAng Asttovpylog OTOv 10 ETUEPOVE VITOGLGTHUOTO
Voo UaT®VOVTOL PETaED Tovg (T.). 1 ovvdeon peta&h INVENtOry Kot ToL GUGTHUATOG LETC).

o Playtesting: Aokwuég yio v a&lordynon g epneipiog woryvidiov (UX) kot ) damictwon toydv
CQUALATOV 1] SUGKOAIDV TTOL deV Elyav EVIOTIOTEL OO GAAEG SOKIUEG.

210%0G TV dOKIUAV £ival Vo, EVTOTIGTOVY cOIApOTA, VO a&toAoynBel | otabepotnta Tov TatyvidoD Kot
VoL 106 PAMOTEL OTL OAC TOL GUGTHLLOTO AELTTOVPYOVV OTTMG OVUUEVETOL.

3.5 Xuvemg Avatpo@odotnon kot Bektietomoinon

H pebodoroyia Agile emtpénel v taktiky avatpo@odotnon oe kabe @don avantuéng, kATt mov
enutpénel va yivouv dopbaoelg kot Pertiwoelg pe gvehéio. Ot odhayéc Kot ot dopbmoelg pmopel va
neptlapPavouv:

e Beltiotomoinon cvomudrtov: [pocappoyn Tov Kddika yio KaAvtepn amddoon 1 dtopbmon Tuyov
TPOPANUATOV TTOV EVTOTILOVTOL KOTA TOLG EAEYYOVG.

*  Avampooappoyn oxedacuon: Av xpelaoTel, AAAAYEC GTOVG UNYXOVIGHOVG 1 oTo gameplay, pe Bdon
TO OMOTEAEGUATO, OO TOVG EAEYYOVG KAL TIG OVAYKEG TMV YPNOTAV.

Avt 1 pdon etvar cuveyng kKad' OAN TN dtdpkela avanTuéng, eEacearifovtog 6Tt To Toryvidl Tapapével
AETOVPYIKO KO PEATIOVETOL GTASIOKCL.

3.6 OloxM)pwon

To teAikd 6Tad10 TEPLOUPAVEL TNV OAOKANPMGN TOL TALXVIOIOV KOl TNV OPIGTIKN SOKIUN OAMV T®V
YOPUKTNPIOTIKAOV KOl GUCTNUATOV. L€ AT TN GAoT YivovTal:

o Tehwég dokipéc: ExteAovvtal doKIWEG OTIV TAATQOPUO, TOV UG 0QOPO OAAG GE SLOPOPETIKEG
SLOUOPPDGELS Y10l TAPADELY L0, GE SIUPOPETIKEG CVGKEVEG 1) OE SLUPOPETIKES AVAADGELG 006VNC, YLo
va. S10GPAAMGOTEL OTL TO O Viot sival otalepo.

e Bektiotomoinon amodoone: Telikéc Pedtiotomomoelg yio vo Soc@oulotel OTL 1O moyviol
Aertovpyel anpookonTa Ywpig mpoPfAnpata anddoong 1 kabvoTepnoELC.
Avt N pebodoroyia draceparilel 6Tt To Tayvidl Oa vAomomOel pe opyavouévo tpdmo, Ha doxuactel
EMOPKDG Kal 0o TPOGPEPEL L0, TOLOTIKT EUTELPICL.
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4. ApyrteKToVIKI] Kol YAOTOIN 61 ZVGTHHOTOS

210 Tapdv kePdraio Ha TapovclasTovV Kot Ba avalvBodv AETTOUEPMS TAL GLGTNHLLOTO KoL Ol UnYovicuol
ov &yovv vAomombel oty gpappoyn. Ewdwotepa, Bo eEetactodv ot TEQVIKES TTLYES TOV APOPOVY TNV
ovAmTLEN KOl EVOOUATMON TOV AEITOLPYIOV NG €papuoyns. Ocov apopd to. assets mov £yovv
ypnoworoinfel, ovtd mepthapPdvovv ta KoAAtteyvikd ototyeia (art assets), OTmg elval ol YopaKTPES, TO
animations, 10 mopocKNvo, dNAadn 1 oxediaon Tov mepPdrioviog pécm tov tiles, aAld kol OAa To
otoryeia mov oyetiCovron pe o User Interface (Ul), kaBd¢ kat o1 yot, 6mwg ta Sound Effects (SFX) ko
povoikn. Emedn éxovv Anebei amd ehedbepeg anyéc OV TO TPOSPEPOLY dWPEAV KOl OEV £XOVV VTOCTEL
TePALTEP® emMeCepyacia 1| TPOGOPLOYT, 6TO TOPOV Ke@Ahato dev Ba mpaypatomomBel kdmowo aviivon
aVTOV TV assets, kafdg dev EUTITTOVY GTOV KOPLO TOUEN AVATTUENG TNG EPUPUOYNG, OAAG ATOTEAODY
VA6 oL €xet a&lomomBel OTmg draTEBNKe amd TIg ApyLKES TN YEC.

4.1 Mevov ka1 Awera@n Xpniotn (User Interface)

H epmeipio tov yprom Eekvd amd ™ oIy TOL avoiyeL TNV EQOPUOYN KOl OCAANAETIOPE e TO apyLKo
uevol tov oty vidlov. Ao ekel, 0 ypNnog £xel T duvatdtnTa va emAEEEL avipeca oe d1APopeg PacTKES
Aertovpyieg OTmG va EEKIVIOEL TO ol viol, vo puBpicetl TapapéTpous pécm tov Settings, va det Ta Credits,
N va kavel £60do amd to moryviol péocw tng emaoyng Exit. To Ul mov ypnotiponoieitol 6to apykd pevod
Kol o OAEC TIG vOAouTEG 006veC, Onmg To Inventory, To KOTOGTAKOTA KO TG GTOTIOTIKG TOV TOAKTN,
Baciletar o mpokatockevacuéva assets omd o Unity Asset Store, eacpaiiloviag £T61 OTTTIKT GLUVOYN
Kol ELEAVIoN.

4.1.1 Megvov

H npdtn 006vn mov avtipilet o ypnotng eivar to apyikod pevo, To omoio meptlaufdver Tic eENg EMA0YEG
LE TN MOPOT KOVUTLODV, TO 0010 GUVOSELOVTOL A0 NYNTIKA EPE OTOV TOTIOVVTOL:

o Start: H emtloyn avt] gOpTdVEL TV KEVIPIKN GKNVI TOL Toy ViS00, EXTPETOVTAG GTOV TOLKTH VOl
Eexvnoel To oy viot.

e Options: Avoiyel éva mapdbvpo 670V 0 YPNOTNG UITOPEL VO TPOCAPUOGEL TNV £VTOGT TOV 1OV Kot
va 0AAGEEL TV avdAvon g 000vnG Yo va feEATIOGEL TV EUTELPiN T VOO0 TOV. AKOUO GE AVTO
umopel vo 6gl OAo To KOupumid mov Ba YpelooTEL VO YPNOYLOTOMCEL KATA TNV O1GPKED. TOL
TOLYVIO00.

o Credits: TTat®vtag T0 KOLUTL 0VTO, O ¥PNOTNG MTOPEL VAL OEL TA. OVOULOTO TOV STUOVPYDV TOV
T VIO00, KAOMG Kol GAA®Y GUVTEAEGTOV.

o Exit: Kheivel v g@oppoyn Kol ETIOTPEPEL TOV YPHOTN OTNV EMLPAVELD, EPYOCINC.
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"W A S D: Move J: Quests Window
E: Interct P: Pause Meniu

|1 Incentory Window  K: Skills Window
C: Character Window Mouse Click: Attack

Ewova 2. TTapdabvpo Pubuicewv

4.1.2 Avemapn Xprjotn User Interface

H demapn ypfotn amotereital amd S1apopa mapdbupo Tov EMTPETOVY TV AAANAETIOpac Kal TNV
EVIEPMCT TOV TTOUKTN OYETIKE UE TNV KATAGTOCT TOV 6T0 moyviol. Opiouéva mtoapabupa, 6Tmg o Stats,
to Toolbar kot to Minimap, givat povipa opatd Katd Tr SIEPKELN TOL TALYVIOLOD KOl TUPEYXOVY CTUOVTIKES
TANPOQOPIES Yo TNV TPAOJO Kot TNV KaTdoTaor Tov aiktn. Ta vrdhoma mapdbupo HTopovv va avotytodv
péom mAnktpoloyiov 1| aAinienidpaong pue NPCs.

Ol ta Topdbupa pmwopodv va KAeicovv €iTe TATMOVTAG TO KOVUTE, 0d TO TANKTPOAOY10, LE TO OO0
avoil&ov, eite motovrog to kovumi X, oe Oc0 LVEAPYEL, €ite moT®VTOG TO Kovumi Escape, omd to
TANKTPOAOY10.

Stats: Avto to Tapdbupo Ppicketan 6TV KATO aplotepn yovia tng 006vng Kot epeavifel TAnpopopieg
oyeTKd pe T (o1 Kol To mana Tov ToAKTY|, TAPEYOVTOC GUVEYT EVIUEPMOT Y1 TIV VYELQ KoL TNV EVEPYELL
TOV YOPOKTNP. AKOUN GE AVTO PAIVETOL KO TO TPEYMV EMITESO TOL TTOUKTY).

Ewoéva 3. TTapdBupo mov eaivetor n Zon to Mana kai to Eninedo
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Toolbar: Xto kdtm pépog g 086vng, o Toolbar epeavilel Ta avTikeipeva Tov YL TNV KATOYT| TOV O
moiktng. O maiktng pmopel vo To emAEEEL Kol Vo TOL ¥PNCIUOTOMGEL YPNYOPO TATAOVIONG TO OVTIGTOL(O
Kovumi.

Ewova 4. To napdbvpo Toolbar

Minimap: To minimap otV ndve de&1é yovia Tng 006vNG EMLTPETEL GTOV TOUKTN VoL SEL 1oL KATOWN TNG
TEPLOYNG YOP® TOV, fonBdVTag TOV GTNV TAONYNON KOl TOV EVIOTIGUO GTUOVIIKGV TOTOHECIDV.

To vdrowma Topabuvpa avoiyouy KATOTY EVIOANC amd TOV YPNOTN 1 HEGH OTO GLUYKEKPIUEVEG EVEPYELEG,
Omwg N oAAnieniopaon pe NPCs.

Inventory

To mapdBupo tov amobBépatog (Inventory) avoiyer 6tov o ypnomng matfoel to mAnKTpo "I" oto
TANKTPOAGY10. L€ avTo TO Tapdbvpo eupaviCovror dha To avTIKeipeEVa Tov 0 TaikTng KovPaidetl pali tov,
opyavouéva o éva kabopo Kot uypnoto mAéypa. Kabe avtikeipevo avtimpocmnedeTol amd Eva KouTakt
07O TAEYO, OOV KABe Kovtdkt avticToly el og o BEon mov pmopel va mepiéyel Evo LOVO avTIKEIPEVO avd
katnyopia, pe e&aipeon to ovtikeipeva mov dwwbétovy v 1WBOTNTe. Stack, Ta omoia emitpémovy TV
amofnKevon TEPIGGOTEP®V O EVa OVTIKEWHEVAOV otV 1010 B¢om).

H &1dtaén tov Inventory Paciletar oe évo Grid Layout Group, 1o omoio Onuovpyei €va omTikd
TOKTOTOMUEVO Kol €0KOAO ©TN ypfon 7AEYHo Yo TNV Tomobétnon tev oviikelpévayv. Kdabe wovti
Aerrovpyel mg éva kovpni mov propel vo arAniemdpdost pe tov ypiotn. O ypots pmopel va emAEEEL Ta
OVTIKEIIEVA KOl VO TOL LETAKIVIOEL €lte €vTOg Tov Inventory eite peta&d tov Toolbar kot tov Inventory. H
petokivnon mpoypatoroteiton pe drag-and-drop péom g yprong tmv pedddmv OnBeginDrag(), OnDrag(),
kot OnEndDrag(), emitpémovtog tnv €0KoAN Kot EDEAKTT SL0YEIPIOT) TOV OVTIKEWEVOV.

Il

Ewova 5. To mapdbupo tov Inventory



Avarmtuén RPG mavidlov pe Unity2D os C# 40

EmumAéov, o ypotng £xel T SLUVATOTNTA VO YPTCULOTOGEL £VOL AVTIKEIILEVO OTAY TATMOVTG TAV® TOV.
Av16 TpOocPEPEL GpeoT TPOGPACT GE GNUAVTIKA OVTIKEILEVD, OTOC OilTpa, OTAa ) epyoreia, feATIOVOVTOC
TNV OAANAETIO PG KOl TNV amOKPLOT] TOL YOPOKTAPO GE TPAYLATIKO XPOVO.

Interact

Orav o maiktg mAncdoet oe kKanowo NPC pe to omoio pmopei va aAiniemdpdoet, eppaviCeTor va
StokplTikd mTapdBvpo gwomoinons oty 086vn. Avtd 1o TapdBvpo eviUEPOVEL TOV TAKTN VO TOTNGEL TO
TAnkTpo “E” yo va Egktvioet 1 aAAnAentidpacn, avoiyovtag €16t To Tapdupo Tov dtwddyov. To cvotnua
oVTO TPOGPEPEL EVOV OUOAO TPOTTO Y10 TOV TTaUkTN Vo Yvopilel ToTe gival duvatn 1 OAANAETIOpaoT), EVD
TAVTOYPOVA SlotnPel Tov puBud ToL TaYVISL0D YWPIg VO TOV ATOGTd.

& F

Ewova 6. [TapdBupo edonoinong tov maiktn yio aAinienidpoon pe NPC

Character

[Notdvrog to TAktpo "C", o TaikTng avoiyetl To Tapdbvupo ToL YaPUKTAPO, TO OTOI0 TOL TPOSPEPEL UIC,
oAOKANpOUEVT EKOVA Y10 TIG 1010TNTES (Attributes) kot Ta yapakpiotikd (Stats) Tov YapoKTpo TOL. XE
avtd 1o onpeio, o TaikTng pwopel vo Slayelptotel POCIKES TOPAUETPOVS TOV APOPOVY TNV AVATTLEY TOL
yopoaktpa, omngn vyeia (Health), n {nud (Damage) mov Tpokaiel 6Tovg ex0povg Kot 1] GUVOAIKT EUTEIPIN
(Experience) mov £xel cuocmpedoel. O ypfotng Exetl emiong m duvatdtnra va tpochécel 1 va aAAdEeL
eEomhiiond (Equipment) avéloya pe Tig avaykeg Tov.

10 mopabvpo avtd eppavifovtar kevég Bécelg (slots) yuo e€omiiopd. Kabe 0éom avtictoyel oe éva
OUYKEKPIUEVO €100G aVTIKEWEVOD, OTMG Kpavoe, Bopaka, 0mho, 1 mavomiio. O ypfotng pmopel va
tomofetnoel Tov KoTaAANA0 e£0TAIGUO TG OEGEIC aVTEC KOt Vo BEATIOOEL TIC SUVATOTNTESG TOL YAPUKTH PO,
Avdroya pe 10 €100¢ Tov e£0MTAMGOD, KAOE OVTIKEIUEVO EYEL EMMTMOGELS GE OLOLPOPETIKA YOPUKTNPLOTIKY
ToV Yopaktpa, 6mog N duvva (Defense) 1 n nuid (Melee Damage).

Kabmg o maiktng avePaivel emimeda, £xet tn duvatdtnta va ovePaduilet Tig 1610 TéC TOV EMALEYOVTOG
¢ Bo katoveunBodv o1 TOVTOL MOV OMOKTA. Xg mMePimT®on mov o ypnotng embouel va dokiudoet
OLOPOPETIKO GLVOVAGHO OIOTHTMV, VILAPYEL ETAOYT VO, ETOVAPEPEL TIG ovafabiicelg Tov Kot va emAéget
Eava mowa yapaxtnplotikd O Beltidost.

Ta yapaxmpiotikd (Stats), 0mwg n vyeio (Health), n {nuia (Damage) kot n epnepio (EXP), anotehovv
70 PacKOTEPO PEGO LIE TO OTTOI0 O TTOHKTNG KOTAVOEL TIC SUVATOTITEG TOV YOPUKTNP TOV. AV KOl O TOUKTNG
dev umopel va, aALGEEL AUECT TO, GTUTIOTIKA OVTE, Ol TIHEC TOVG avePaivouy avaioya. e TIG WOLOTNTEC TOV
emiéyel va avafobpicetl. [o mapddeypa, n avénon g Wt Strength evioydet ™ {nud copa pe
omuo, eved M duova (Defense) egaptdrol kuping and tov e€omiicud mov popdel o mwaiktng. H eumeipio
(EXP) av&dvetar kabdg o maiktng e§orobpedel xBpoug 1 0AoKANPAOVEL OTOGTOAEG.
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Attributes
Strength 1 +' Inteligence 1

Dexterity 1 + Wisdom 1

Constitution 1 '+ Luck 1

Stats

Melee Damage + 0.5% Health
Range Damage + 0.5% Mana
Magic Damage + 0.5% Defense
Crtitcal Chance + 1% EXP

Ewova 7. To mapdBupo tov yopaxtipa

O yprotng umopei vo, Paiet eEomAoUd 6T, KEVA KOLTAKLO, KAOE KOLTAKL TaipveEL LOVO VO GUYKEKPIUEVO
€ldog e£omho o, T0 omoio avoypapsTal Kot Thve. 1o Topdbuvpo avtd uropei axopa vo avopadpiost tig
W10 TEG TOL KABE Popd oL avePaivel enimedo. ‘Exel emiong v emAoyn va T1g emavagépel and TV opyn
o€ mepintwon mov Bélel va dtadéEet Evav GALO cLVIVAGHO Yo va Ta avoadpicet.

Ta yapaxtmpiotikd (Stats) deiyvoov Tig SuvaTdOTNTEG TOL TTAUKTY, dNANST TOSN LN €xeL, TNV (N Tov
Kkdvel atoug exBpovg, Tnv epmelpio wov £xet kot GAAa. Ot TYHEC GE aVTa OV UITOPovV Vo TELPOYTOOY ad TV
xpNno, Oyt dueca tovAdylotov. Avepalovtac to Attributes avePaivovv kot o avtictoyo Stats kotd
Kamowo mocootd. ['a mapddetypa, n adénon g W0t Strength evioyver ™ Inuid, eved M dpova
(Defense) e€aptator kuping amod tov eEomhopd mov eopdet o maiktng. H epnepia (EXP) av&daveton kabmg
o aiktng e£oAoBpedet gxBpovg 1 OAOKANPAOVEL OTOGTOAES.

Skills

To moapabvpo de€lomtov avoiyel pue to mAnktpo "K", exttpémovtag 6tov okt Vo, StoyEploTel TIC
oe&iotrég (Skills) tov. Kabe de&iomra epupaviletor 6e KOLTAKIO-KOVUTLE, TO OOl0 EVEPYOTOLOVVTOL
kaOdg o maiktng kepdilel movrovg de&lottav (Skill Points). o va Eexhedmaoet o de&otnta, 0 moikTng
npémel va, ola0étel Tov amortodpevo aplfud TOvImv, ol omoiol amokt®vtal kdbe @opd mov avePaivel
eninedo. KdaOe eninedo mpocpépet Evav TOVTO, e ToV 0moio 0 maiktng umopei vo Eexheldmast o de&1dtnta.



Avarmtuén RPG mavidlov pe Unity2D os C# 42

Ewova 8. [TapdBupo Ae&otitov

O1 8e&otnteg autég Eekiedmvovtan pe o 6elpd, EeKtvavtog amd Ty Tp®Tr SeE0TNTA TNV KOPLOT|
ko cvveyilovtag mpog ta katw. O moiktng npénel mpadTa v EEKAEdDoEL TNV apyikn de&dtnTa Yo va
TPOYWPNCEL OTNV EMOUEVY, KOl 00T 1 Oladikocio emavarapuPdvetar kabmg avePaivel emimeda Kot
GLYKEVTPDVEL TOVTOLS OEI0THTWV.

Dialogue

To mapdBupo dohdyov eppaviletor dtav o Taiktng mAncidost éva NPC mov prnopel va adAniemdpdost
Kot Totnoel 1o TAnkTpo "E". Xg autd to mapdbupo eppavifetor 1 ewova kol to évoua tov NPC, evid
akolovbei éva keipevo d1aAdyoL To 0moio eppaviletal oTadlaKd, ava YopaKTpa, divovtog wo o {ovtavn
aicOnon otov ddhoyo. H pony tov keyévov emitvuyydveror pécw tov pebddwv IEnumerator xot
WaitForSeconds(), mov kabopilovv tnv taydnta pe tnv omoia eupaviletol 1o Keipevo.

Y& oploUEVoug SLaAdYoLS, 0 TTaiKTNG Umopel vo emhéEel ovapeoa oe 600 Pacikég evEPYELEG: VO, avoi&el
éva kataotnua (Shop) 1 va Eexwvnoet pia amootodn (Quest). Av o NPC eivan éumopog, 10 mapdbupo Oa
00N YNOEL GTO KATAGTNUA, EVO 0V EIVOL YOPOKTPOS TOV aVOOETEL AMOGTOAES, Oa epPavVIoTEl O GYETIKOG
dtdhoyog.
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Ewoéva 9. ITapabupo Atardyov pe NPC

To mapdadvpo S10AdYOV ATOGTOADY £xEL TaPOUOLO LOPPN L TO TapdBupo dtaddyov NPC, ue ) dtapopd
OTL TOPOVGLALETOL 1 EIKOVA KO TO GVOLX TOV £XHpOD 1) TOV AVTIKEWEVOL TTOV TPETEL VA, fPEL O TOUKTNG.

Ewova 10. MapdBupo avrapoPrg

Quest Progress Dialogue

Yty mepintoon mov avoi&el To mapdhupo S10AOY0V 0TOGTOAMY, £NEITO LTOpEl va amodey el TV AmocToAn
epoaviovtog £tol dopopetikd mapdbvpa dtoddyov avdioyo to oTtddlo mov Ppicketal. Yrapyovv dvo
Stapopetikd mapdBvpa Eva Tov epeavileTol Katd TNV SLAPKELD TG ATOGTOANG, TO 0moio givat 1810 pe ovtd
oV oAl SLAOYOL OAAG pE GAAO KEIPEVO Kot Eva OTOV TNV OAOKANPAOGEL, TOV Ogiyvel TV avTapolpi.
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Shops

Ortav o waixtng emré€et v evioln Open Shop péoa and €vav didioyo pe NPC, avoiyet 1o mapdbupo
katactnuatog (Shop). Xe avtd To mapdBvpo, o maiktng pumopel va det pia Aiota and avtikeipeva (Items)
mov olatiBevron Tpog mdAnon. Kdabe avrikeipevo anartet eite ypnipata (Gold) gite mpdabetovg mopovs o
va oyopaotel. Av 0 Taiktng StoB€TEL TOVG amaPAiTNTOVG TOPOVG KO YPAUOATO, UTOPEL VO KAVEL KAIK GTO
avtikeipevo kol avtd mpootifetonr avtopate oto Inventory Tov yOPAKTHPA. XTNV TPOYUATIKOTNTA,
dnuovpyeital Evo KAOVOG TOV OVTIKEWEVOL 0T0 Inventory.

Ewova 11. Ioapabovpa Mayoliov

Quests

To mapdbupo TV ATOGTOADY E€VEPYOTOLEITAL UE TO TTATNO TOV TANKTPoL “J”. Méoa oamd avtd 10
napdBopo, o Taiktng pwopel vor del avoAVTIKA OAESG TIG EVEPYES UMOGTOAEG TOV, Lol pe TIc AemTopépeleg
k@0e amootolnc. EmmAéov, eupaviletar n Tpoodog mov £xel oNUEIDGEL 6€ KAOE amoaToAr, BonddvTag tov
ToiKTN Vo TopakoloLOel Ta PILOTO TOL TOL ATOUEVOLV Y10 VO OAOKANPMOGEL KABE 5TOYO.

Kill 6 Skeletons. 1/6

Ewova 12. [Mapabvupo AToctordv
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Pause Menu

To mapdBvpo tov pevod mavong epeaviletor pe to TANKTPo “P” ko otopatdel Ty por Tov ypdvov
péca oto matyviol. Mmopel va mposapudcet Tic puiuicelg Tov maLyvidlon, OTMS TNV VTOCT] TOL YOV Kot
v avéivon g 006vng, 1 va emhéEet va amoywpnoet. Ot emhoyég mepthapuPdvouy TV ENGTPOPT| GTO
KOp10 pevoL N TV TP ££000 amd 10 Taryvidt Kot EMGTPOPY] GTNV EMUPAVELL EPYOGIOG.

Resume
Options

Quit

Ewova 13. Iapabopo pevov Taveng

To Desktop

Tooltip

To Tooltip givar éva mapdbopo mov gpeoavileton 6Tav 0 TAIKTNG TEPVE TO TOVTIKL TOV TAV®D amd £va
avTikeipevo N o de€lotTa. AvTti 1 LKpY], dALL OMUOVTIKT TPOGONKT Tapéyel AUesT TANPOPOPIN Y10 TO
avtikeipevo mov e€etdlel o TaikTng. TTo KaTaoTAUATA, TO tooltip eueoavilel TAnpogopieg OTMC TO TL KAVEL
To avTiKeipevo Kot moco kootilel. [Mapduota, otig de&lotnTeg eppavilovtal TANPOPopieg GYETIKA U TNV
enmidpaomn ™ kdbe 6££16TNTOGC OTOV YOPAKTNPO.

v Tooltip (Script)

ase health points by 10%

Ewova 14. To script Tooltip 6nwg aivetar otov Inspector
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To Tooltip mpocapudletar dvvopikd avoroyo pe to aviikeipevo mov emidéyetar. 'Eva script
dtoyepileTal TV EUEAVIOT) TOV TEPLEYOUEVOD, TOPOVCLALOVTAG SIOPOPETIKEG TANPOPOPIEG AVAAOYO, LIE TO
€100¢ TOV AVTIKELLEVOL TTOL KOAELTOL.

50 @
Iron Breastplate ;' . Bincrease all damage

Adds +5 to defense by 5%

Ewkova 15. Ta mapaBupa Tooltip amnod SladopeTikd avrikeipeva

4.2 Tlaiktng

Me v évapén Tov oy vidlod, o ypNotng avtikpilel Evay YopoKTHPO TOL OVITPOCOTEVEL TOV TOIKTT).
AVTOG 0 YOpaKTNPOG Eival VIO Tov TANPN EAEYYXO TOL Ypnotn Kab' OAn TN Sudpkeln TOL TALVISIOD Kot
Ol00£€TEL CLYKEKPIUEVES 1O10TNTEG, 01 omoieg kabopilovv tn cvumepipopd Tov. Ot Pacikég Aettovpyieg Tov
TOAKTN TEPLYPAPOVTOL OTIG EMOUEVEG EVOTITEC.

4.2.1 Kivnon

H «xivnon tov maikt mpaypotonotleital pécm tov mAnktpeov W, A, S, D, ta omoia emttpémovy )
LETAKIVIIOTN TOV YOPOKTINPO TPOG TO TAV®, oplotepd, kKatw kot de&d avtiotoryo. H dwadikacio ot
eléyyetan péoa and tn cvvdptnon Update(), n omoia kataypdeel Kot amobnkevel TiG KIViGELS TOV TAiKT
OTOVG GEOVEC X Kol Y. XT1 GUVEXEL, ELEYYEL TNV KaTeHOVVOT TOV Tkt KaTtd UiKog Tov d&ova X, MOTE Vo,
TMEPIOTPEYEL TO sprite TOV TOIKTN 7TPOg TNV KOTAAANAN KotevBuvon. Avtd emtpémel oto sprite vo
avTikatonTpilel onTiKd T oot Kivnor. Metd amd avtd to o, 1 GLVAPTNON EVILEPDVEL TOV animator
HE TNV TN NG ToLTNTOG KIVoNG, EVEPYOTOIOVTIOG TO OVTIOTOYO animation Tng kivnong, ®GTE v
Eexwvnoet va moilet.

H dwdkacio kivnong olokinpaveral pe tn ypnon g cvvaptnong FixedUpdate(), n omoia yepileton
TOV VIOAOYIGUO TNG TPAYLOTIKNG Kivnong otov xdpo. Me m uébodo MovePosition tov RigidBody tov
ik, Tpootifetar oty Tpéyovoa BEon 1 katebBvvon mov amodnKevTKE VOPITEPO, TOAATAAGIOCUEVT
pe v toydTnTa tov yopaktipa kot to Time.fixedDeltaTime. H toydtmra eivor pia mpokabopiopévn
otabepn TN mov moAlomAacidletal pe o petaPAnt, n omoio €opTdTol amd TO AV LIAPYEL LOVOTATL
OTNV TEPLOYN GTNV OTTOI0 KIVEITOL O TAIKTNG. AVTI 1] OUVOULKN EMTPEMEL TNV OLOAT KIVIOT] TOL YOPOKTHPOL
GTOV YMPO, TPocapudlovtag TNV TaxdTNTA TOL avaAoyo Ue TO TEPPUALOV.

4.2.2 Kapepo,

21 oKNVN NG EPUPHOYNS LITAPYOVY dVO KAUEPES, LLE TNV KEVIPIKN Kdpepa vo akoiovdel Tov maikt).
H xevtpikn képepa eAéyyetal péow vog script, To omoio kabopilel o Oplol TnG OTTIKNG Yoviag Tng, Sniadn
Ta onueia Tov pmopel va etdoel n kapepa, mepropilovtag £Tol Ty Kivnorn otov X kot y dEova. Avtd
dtoo@oAilel 6TL 1 KApEPO TAPOKOAOLOEL TOV TTaiTN XWOPIg VO ATOUOKPVUVETOL TTEPA OO T Kabopiouéva
opia.
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["a va tpocddcovpe ia To eLOIKN Kot EAKVOTIKY aicOnon otny kivinon g kapepas, £xel tpootedel
Kot pio pikpn| kobvotépnon oty mapakolovinon tov maiktn. Avth 1 kabvotépnon dnpovpyel Eva epé
OV KAVEL TNV KIvNnon TG KAULEPOG TTLO OLLAAT KO KLV LOTOYPOQIKT, BEATLOVOVTOG TNV EUTELPIO TOV YP|OTH).

« Camera Effect (Script)

Ewova 16. Amewkdvion tov Script otov Inspector

Amo v ewcova fAémovpe, OtLvmapyel To Target, dniadn o otoyoc mov BEAovue va akolovBei ) kdpepa,
10 omoio &iva to transform tov maiktn. To smooth speed eivar n kabvotépnon mov £xel N kapepa 660
axolovBei Tov maiktn kot Téhog PAETOLLE Ta OpLa TOL ExovV TeDEL

H debtepn kdpepa otn oxnvn ypnolponoteitat yio To mini map, to omoio Bo avaivbel Aemtopepéctepa
o€ enOUEVN EVOTNTA.

4.2.3 Xpnon omhov/epyareiov

Kabe popd mov 0 ypnoe moTnoEL aploTtepd KAMK GTO TOVTIKL, YiveTol vag EAEYY0G Y10 oV KPOTAEL
KGmoto 6mho M epyadeio kot av var ToTe evnuepdvetat o animator yia va maifetl to avtiotoryo animation.

Otav 0 ¥pNoTNE TATHGEL TO OPLETEPO KOVUTL TOV TOVTIKIOV, TPAYLUTOTOIEITOL £VOG EAEYYOG Y1 TO OV O
TOiKTNG Kpatdel kdmolo Omho N gpydAeio. Av kpatdel, TOTE evnUEPOVETOL O animator MGCTE Vo
evepyonomOei to avtictoryo animation.

Ocov agpopd to OmAa, 6tav Eekiva To animation g enifeonc, o€ cuykekpuéva frames Tov animation,
£YOLV TPOYPAULATICTEL events Tov KOAOUV SLUPOPEG GLVUPTIGELS, Y10 VO EKTEAEGOVV KATOIEG AEITOVPYIECS,
OTMG POIVETAL KO GTNV EIKOVO.

Ewkova 17. Attack Animation pe Events
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[No mapdderypa, oto 0 frame, Kokgiton (o GLVAPTNON TOL HELDVEL TNV TAXVTNTO TOL TAIKTN GTO LIGO.
Avt 1 emPpdadvvon £xel oxedIOOTEL Yo VO TPOGHEGEL PEAIGUO GTNV KiVNOT] TOL YOPOKTNPA KOTA TNV
enifeon, Kdvovidg v va eaivetal o duvapukn kot aAnoeavic.

>1o frame 8, KoAgiton o cuvaptnon 1 onoia vroloyilel av vdpyovy £xBpoi evidg pag Teployng Yopm
oo Tov malikTn, n omoia £xel kabopiotel omd pio epPéreia yopw and éva onueio otov waikt. H cuvaptnon
evromilel 6Aa o colliders mov PpicKovTol 6g OLTH TV TEPLOYT KOL OV DTAPYOVY KATOLO TOV VOL OVI|KOVV
o€ gxBpovg toTE, TOVg TPoKaAel T {nuid (damage) mov £xel TPoKABOPIoTEL. ZTNV EIKOVO TOV GLUVOSEVEL
TNV TEPLYPAPT], PAIVETOL TO EVPOG EVIOS TOV OTOI0V O TAIKTNG UTOPEL VOL EVTOTIGEL KL VAL XTLTGEL £XOpOVG.

Ewucova 18. To gvpog evtomicpon

Y10 frame 9, T0 animation OAOKANPOVETOL KoL KOAEITOL IO, GUVAPTNOT) TOL ELAVOPEPEL TV TOYOTNTA
TOoV TaiKTN otV Kovovikn tng Tipr]. H idwa dwdwkacio epapudletor Kot yo to. vrOAoUa OTAQ, [E TN
Slopopd 0Tt Ta sprites Tov KaBe animation Tpocapudlovtal avaloya e TO OVTIKEIIEVO TOV (PNCLOTOLET
o maixtg. Emmiéov, 1 cuvaptnomn mov gvepyomotei v enifeon umopei vo kKodgitor og drapopetikd frame,
mote va, Taptalel kKoAvtepo e To puiud tov kdbe animation.

‘Ocov agopd ta epyoreia, 1 Aertovpyia Tovg okoAoLOEl TaPOUOLe, AOYIKT UE TOL OTTAa, UE TN SLAPOPd OTL
avti yio ™ pébodo emibeong, evepyomoieitar 1 avtictoymn nEBodog yo T GVALOYT TOPpwV. AvTH 1 MEBOSOG
EAEYYEL OV TO OVTIKEILEVO TTOV EPYETAL OE EMAPT LIE TO EPYOAEID Elvat KGO0 aTd TO 0O10 0 TaKTNG UTopEl
va. oVAMAEEEL TOpovg. Edv var, to epyareio apyiler vo mpokoiel {nud oto avtikeipevo €m0 OTOL
kataotpagel. Otav copupel avtd, to avrikeipevo eapavileTal Kot amodidel ToOVE avTioTOL0Vg TOPOVS GTOV
oK.

Ta gpyoieio pmopei va givor Stapdpmv TOTOV, OTMG TO TGEKOVPL, TO OTOI0 XPT|CULOTOLEITAL Y10 TV KOTN
dévipwv, N 1 aéiva, 1 omoia gival KOTAAANAN Yia T Bpavon netpopdtov. Kabéva and avtd ta epyaleio
€xel CLYKEKPIUEVT Yp1oN, Kabopilovtag TV aAlnAenidpact Tov Taiktn pe T0 mePPAALov, KAvovTog T
S10d1kacio TNG GVALOYNG TOP®V O ATOTELEGHOTIKT KOl EEEIOTKEVIEVT).
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4.2.4 Zon xor Mana

O maiktng d1a0étetl dvo Pacikés prdpes, pia yia ™ Con (health) kot pia yio ) poryikn evépyela (mana).
Av 1 {on Tov TaikTn PTAcEL 6TO PUNdEV, TOTE O YUPAKTNPOS «TeBaiveyy. Xg auTiV TNV TEPITTOGT, OPYIKA
eppavifetor Eva mopdabupo Tov EVUEPDOVEL TOV TOIKTN OTL TEOAVE Kl TOV UETAPEPEL AVTOUNTO OE Lol
wpokabopiopévn tonobecia Kot ybvel Eva T0c0oTd amd T XPNUATE TOV MG OVTITIHO Yo TNV EXAVIPOPA
tov. H apywn tywn g {ong elvar mpokabopiopévrn, aldd pmopel va avénbel katd tn ddpkelo Tov
oy ViS00 HECH dpoOpwv avaPadiicemy 1 evepyeumy.

Ewucova 19. To mapdBupo mov gpeoavifetar 6tav o maiktng gtacetl 0 {on

Y7rapyet pio cuvaptnon mov evepyonoleital kabe popd mov Evag exOpdc emttifetan Ko £pyeTol o€ ETOPN
LE ToV TaikTn. AVt 1 GUVAPTNOTN APALPEL EVOL GLYKEKPIUEVO OGO LmT|G amd TOV TAiKTY), OVOAOYQ [LE TOV
ex0po6. AvtiBeta, vTAPYEL KAl GLVAPTNON TOL EMTPEREL TV AVOTANPwON Lm1g, Yo Tapdderypo dtav o
moikTng mivel éva @idtpo 1 Ppicketol Kovtd ce KATol QOTIA. £TO YAUPTN 0 GLYKEKPIUEVA onueia Exovv
tonofetnBel poTIES, 01 0TOlEG EMTPETOLY TNV apYT| 0AAG oTabepn avdictnon {ong otav o maiktng PpiokeTon
KOVTG TOVG, HEYPL VO PTAGEL GTO UEYLGTO EMIMESO.

O1 600 umapeg {ong kot mana (KOKKIVO Kot UTAE) TapovctdlovTol pe T popen oplovtiov pafdmv mov
yepifouv kot adeldalovv avdioya e TO TPEXOV TOGO GE GYECT LLE TO LEYLOTO. AVTEC O UTTAPES EIVAL EIKOVES
OV EVIUEPOVOVTOL duvapkd kot Exovv puButotel mote va, yepilovv 1 va adeldlovy optldvtia, EEKIVOVTOC
OO T, APLoTEP, OTMG POIVETAL OO TO ULPOKTNPIOTIKA TG EKOVOG.
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El v Image

Source Image o Uf_bar_b_health =
Mone (Material) (=
Raycast Padding
Maskable W
Image Typ Filled
Fill Method Horizontal
Fill Origin Left

Fill Amount

Set Native Size

Ewova 20. ATElKOVIoN TOV YOPAKTNPIOTIKOV TG EIKOVAS TNG CoMg

4.2.5 Eninedo ko Stats

210 oy vidl, o maikng £xel T duvatdtnTa vo avéPet eminedo, erTidvovtag Tig wavotntég Tov. 1o va
TO TETVYEL AVTO, TPEMEL VO CLYKEVIPMOGEL £VaV GLYKEKPIULEVO aptBpud moviov eumeipiog (EXP). Moig
emtevyfel o amapaitntog apOuog moéviwov, o moiktng avePaivel eminedo, kot ot tpéyovteg moviol EXP
undeviCovtatl, EeKvdvTag omd TV apyN TN OdIKOCIH GUYKEVTIPMOTG Yo TO ETOUEVO entimedo. To avmtato
Op1o emmESV oL pUmopel va etdoet eivar To 6éka (10), Kot amd ekel Kou TEpa, aveEdptnTa and T0 TOGOVG
TOVTOVG EUTELPTIOG GLUYKEVTPMGEL, Ogv Umopel va. avéPel mopamdvm. Ot facikol TpdmoL pe Tovg 0moiovg o
naikng propetl va paléyer EXP givon péowm tng e£ord0pevong exfpmv 1 TG 0AoKANPOONG ATOGTOADY
(Quests). To erinedo awtd Paiveror oto 610 Tapddupo mov sival kot 1 (o1 kot To Mana tov waikt.

O maiktng dbétel emiong pio oelpd amd yapoktnplotikd (Stats), to omoia gival opoutd UEG® TOL
napafipov "Character". Avtd To YOPOKTNPIGTIKA OVIITPOCOTEVOVV TIG SLVATOTNTEG TOV, OTT™G TN {Nnud
OV TPOKAAEL e kGO TOTO OTAOL, TNV THAVOTNTA VO KAVEL peyarvtepn (nuid pe éva ytomnua (Critical
Chance), tnv auova, ™ {on kot To mana tov. OAa ta YoupaKTPIoTIKA, EKTOC amd TNV GULVA, UTOPOLY VO
BeAtiwBobv amod tov maiktn Kdbe popd mov avePaivel eminedo. H dpvva eaptdral and Tov e£0mMopHo oV
(QOPAEL O TOIKTNG KOl UTOPEL VO ETNPEACTEL e TNV aAAayf 1} TNV avoPdaduicn tov.

Kd&Be popd mov o maiktng avePaiver eninedo, kepdiler mdovrovg Attribute ko Skill, Tovg omoiovg pumopei
va Eodéyel Yo va evioyboel Tig duvdpels Tov. Avtol ot TovTol givar dbécipol pécm Tov Topabipmv
"Character" wor "Skill" avtictoyya. Ot mwoévtor Attribute ypnoiwomotovvior v vo, avfoovy Pactkd
YOPOUKTNPLOTIKA, OTTw¢ 1 (utd 1 1 avtoyn Tov maiker, evad ot wdvtol Skill exttpémovy v avantvén vémv
KOVOTNTOV Kot 0eE10TNT®V.

4.2.6 ITépor (Resources)

Kaf' 6An m d1dpketa Tov moryvidlon, o Taiktng UIopel vo GLALEEEL H1A(POPOLG TOPOLG TTOL givorl {OTIKNG
onuaciog yio v pdodd tov. Avtoi ot mopot meptraupdvouvv yprinata (Gold), oidepo (Iron), Evlo (Wood)
kon 0éppa (Leather). Ta yprpota etvor évag Pacikdg mOPOg mov 0 TOIKTNG UTOPEL VO ATOKTNOEL gite
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e€oloBpevovtag gxfpovg, ot omoiotl piyvouv €va GUYKEKPLUEVO TOGO ¥PLGOV Katd Tov Bdvatd Tovg, ite
OAOKANPOVOVTOG OTOGTOAEC.

To oidepo kot 10 EVAo, and v GAAN, pmopovv va cLAAEYBoLV amd eWdwkd onpeia otov ¥dptn. ['a To
cidepo, LVIAPYOVY GLYKEKPLUEVO TETPOUATO TOV O TOUKTNG TPEMEL Vo €E0PVEEL YPTCULOTOLDVTOS TO
KatdAAndo epyareio. Opoimg, yio to VA0, 0 TOUKTNG TPEMEL VO OTACEL GUYKEKPIUEVO, OEVTPO. LUE EVal
ToeKoVpl. MOMG KOTAGTPAPOVV To avTikeipeva avtd, eEapavifovtar kot 0 TaikTng CLAAEYEL TOVG TOPOVC.
To déppo OTmg Kot Ta xpHpata TEPTEL Ao £x0povs, oe avtiBeor OUMG e Ta P LATA, TO OEPUA TEPTEL OO
GLYKEKPLUEVOVG €XOP0DC, OT®S 01 AVKOL Kot VITAPYEL KATOW TOOVOTNTA VAL TEGEL.

Ewodva 21. Aévtpo kar [TETpmpa 6mov o maiktng pmopel va paléyet Ilopovg

4.3 Animations kouw Animator

Onw¢ avagépdnke mponyovpévmg, OAo tao assets Tov YPNCLLOTOIOVVTOL Yo, TO. animations, OT®S Ot
YOPOUKTNPES TOV TTaKTY, TV eX0pdv, Tv NPCs, kabdc kot omolodnmote dAAO GToLYKEl0 UE Kiviom, Exovv
Moebel amd eEmtepikég mTyEC. AVTA T assets YPNOLOTOoVVTOL Yopic emmAéov emeepyacio M
TPOTOTOU|CELG.

4.3.1 Animations

Mo kabe yapoxtipa, 6mog o moaiktng, ot gxfpoi, T NPCs kot ta {da, £ovv dnuovpynbdei ta
amopaitnta animations. Ot mepiocdtepol yopakTnpes dafétovy ToAhamAd animation clips, To kaféva ek
TV onoimv e&uampetel drapopeTikd okomod. I'a mapaderyua, o Taiktng &xel €va clip ylo TNV KatdoToon
Idle, To omoio mailel 6tav 0 yopakpag dev Kveital. Yrdpyet emiong to Walk yio tnv kivnon, kabmg kot
dupopa Attack clips, mov dtagpoponotodvtor avdioya pe To dmho N epyareio mov kpatdel. Télog, vdpyet
éva animation yio TV katdotacn Death, mov nailel 6tav o maiktng mebaivel.

4.3.2 Animator

O Animator givat vevBuvog Yo Tov éheyyo TV animations. Xtov Animator &yovv mpootebel OAa Ta
clips mov oyetiCovror pe kabe yopaxtpa 1 avtikeipevo. Kdabe clip cvvodeldetol omd ovTioToryeg
TOPOUETPOVS, Ol OTTOIEG EAEYYOVTOL LECH TMV SCTIpts MOTE Vo EKTEAEOTEL 1] emBoun T Evépyela.
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Auto Live Link

Entry

Death

Any State

Ewova 22. Animator pe Clip Animations

Mo mapddetypo o0mmg PAémovpe, €vag exBpog €xel wg mpoemieypévo animation to Walk. Otav 1)
napapetpog Detected yivel true, o Animator petofaivel oty Katdotaon Run, énov o x8pdg apyilel va
péxel. H petdPaon amod tn pia katdotaon oty GAAN TpayLOTOTOlEITAL LECH TOV «PEADVY» TOV GUVIEOLV
To, animations kot TePAAUPAvovy TpodmofESELC Yo TO TOTE Kot TG YiveTal 1 oAAayN, 1) omoio EAEYYETOL
Oto Ta. SCripts.

4.4 Tilemap

Ola ta otatikd assets Tov epeavifoviol 6To TUPACKNVIO, OTMS TA SEVTPA, TO YOPTAPL, TO. LOVOTATLO,
10 vepo, TaL KTHPLOL Kol GAA avTiKeipeva Tov meptaiiovtog, £xovv oyediootel péow tov Tile Palette. KéOe
otoeio tov mepPdrdoviog €xel TomobetnOel Egxmpiotd kot (wypagiotel oe éva Tilemap, t0 omoio
Bpioketon evtog evog grid otn okmvi.



Epunc Kawvne-Tovtovvi(ng

Tall:

Ewova 23. Tile Palette pe assets

To grid avtd mepiéyer moAld Olapopetikd Tilemaps, xabBéva ek tov omoiwv e&ummpetel Evav
ovykekplpévo oxomd. H yprion modlhav Tilemaps emitpénet tn onpovpyia fabovg oto mepifdirov. [
napddetypa, oto Ground Tilemap €xovv oyediactel To £60(0G Kot TO YOPTAPL, EVD TAV® GE QLT EYOVV
tonofetnOei To LOVOTATIOL KOt TO KTHP1aL.

Ewéova 24. To Grid pe ta Tilemaps mov mepiéyet 0mwg eoivetar otny Iepapyio

Extog amd v omtikn anewovion, kanoto Tilemaps €yovv emmAéov 1010tnteg, 0nmg Tilemap Colliders
2D. Avtd ta colliders e&acparilovv 0Tt 0 ToiKTNG OV UTOPEL VO TEPAGEL HECH OO AVTIKEILEVO OTTMG TO
vepo, ot Bpayor ) ta dévtpa. o mapaderypa, ta Tilemaps Water, Ledge, Buildings, SolidObjects kot Trees
nepiEyovv colliders mov wepropilovv v Kivnon Tov TaiKTr, AToTPETOVTAS TOV amTd TO VO, dl0oyIcEL AT
T UmoOd0.
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"Eva 101aitepo Tilemap givor to Pathways, 1o omoio avanapiotd ta povordtia. Otav o maiktng Kveitot
MOV G€ QUTA, 1 TOXOTNTA TOV ALEAVETOL KATA £Vo TPOKOOOPIGUEVO TOGOGTO, AVAAOYO LLE TNV TPEXOVGA
TaOTNTA TOL.

H dwayeipion tov povoratidv yivetor péom evag script mov ovopdletar Map Manager. X avto To script,
opiletar to Tilemap mov Bempeitor povomdtt (ot cvykekpipévn Tepintoon to Pathways) kot tov diveton
po Alota pe scriptable objects. X1o cuykekpipuévo mopadetypa, £xel SNAmOel povo éva ovTIKEIILEVO 61N
Mota, oAAd Bo pmopovcav vo mpooteBovv  mEPICCOTEPE, TPOCPEPOVTAG TN duvatdTNTa VA
SL(POPOTOLOVVTOL TO LOVOTTATIO KO VO ETNPEALOVV SLOPOPETIKE TNV TAYVTNTO TOL TOUKTY).

Map Manager (Script)

Ewova 25. Map Manager Script

Télog, To Scriptable Object mepiéyet wa Aiota pe 6Aa ta assets Tov OewpovvTal pHovomdTio Kot Evay
apBpd mov kabopilel o TOG0 Ho TOAAATAAGIOGTEL 1 TOYVTNTO TOV TOIKTI OTAV KIVEITOL TAV® GE AVTA.

I3

Open

Ewova 26. Scriptable Object yio o dedopéva v LOVOTOTIOY
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4.5 AmoOikevon dedonévov Data Persistence

‘Exel avamtuybei éva cvotpo anobfikevong dESOUEVOV TOV EMITPENEL GTOV YPNOTH VO Slotnpel T
TPO0SO TOL GTO ALY VIOl KON Kot PETA TO KAEIGIUO Tov. OTov 0 TaikTng emoTpéYeL 6TO oy Viol, Oa Ppet
ta dedopéva Tov amofnkevéva, OTMS TO ENIMEDO TOV, TOLG TOPOVG KOl AVTIKEILEVA TTOV £XEL GLAAEEEL, TNV
tonofecio Tov GTOV KOGHO Kot GAAN GTOLYEL.

H dwdikasio avti ompiletor otnv KAdon GameData, otnv omoia &xovv oSnAwbei dha o dedopéva Tov
pénel va amofnkevtovv. Avtd ta dedopéva petaTpémovtal o éva dictionary kot amofnkevovtal oe éva
apyelo mov Ppioketonl péco oTovV PAKEAO TOL TOLVIOLWOD, GE &vo TPOKAOOPIGUEVO LOVOTTATL KOl E
GUYKEKPLUEVO OVOLLOL.

T'o v opakn Aettovpyio. TG 0mofnKeELONG KOl POPTOONG TOV dedopévmv Exel vhomom el éva. interface
IDataPersistence, to onoio mepiéyet dvo uebddovg, LoadData() kot SaveData() n omoieg eivan kevég. To
interface avtd mpootibeton g KGOs KGO TTOV £YEL dedOUEVA TPOG ATOONKEVG, ETOUEVMS KANPOVOLET Kot
TIG OVO TPOTYOVUEVEG HEBOSOVCE, Ol 0TTOiEC KAVOLVY TIG amapaitnTeg AsITovpyieg Yo TNV amobnkevon Tov
dedopuévav mov ypeldovral.

"Exet akdpa viomomBei n kAdon DataPersistanceManager, otnv omoia vadpyovv ot e€ng uébodot:

o LoadGame(): Avti n pébodog exteleitan 6tav o ¥pHotE ovoilel To Toryvidl Kot POPTAOVEL T
arofnkevpéva dedopéva and to apyeio oTic avtiotolyes HETAPANTEG. Av TO TTaryvidt TpExet Yo
TPMTN QOPA, deV VIAPYOLY dEdOUEVA TPOS POPTMGT, 0VTE £xEL dnpovpynOel To apyeio. Xe avty
v epintoon, N uébodog karei v NewGame().

e NewGame(): ExteAeital povo v mpmTn popa Tov 0 XpHoTNG aVOoiyeL To matyvidl. Anuiovpyel to
apyeio oto onoio Ha amobnkeVTOVV TO dESOUEVA TOV TTOUKT.

o SaveGame(): Otav o xpnotg KAEioeL TNV €Quppoyn, Kodeitar avth 1 uébodog kat amobnkevel OAa
ta dedopéva mov Ppickovtat oto dictionary oto apyeio Tov moryvidov, dStacearilovtag 6Tt dev Ha
o0&l 1 TPOOS0G TOL TTOL £XEL Yivel PHEXPL OTIYUNG.

Ta dedopéva avtd anotehodvion omd omhég petofAntés, Aoteg, Scriptables Objects ko Dictionary.
Kévovtag ypnon g khdon FileDataHandler, 6la avtd to dedopéva amodnkedhovTol Kot popTdVovVTaL 68
éva apyelo.

Ytv mepintmon tov Dictionary dev pmopei va anofnkevtel oty popen mov givat. ' Tov Adyo avtd
kaAeitor mpoto M SerializableDictionary, m omoia £€xet Tig ueBddovg OnBeforeSerialize() won
OnAfterDeserialize() kdvovtag €10l GEPONOINGT KOl OIIOGEPLOTOINGT], HETA TNV QOPTWGCT, TOL
Dictionary.

4.6 Ex0poi

310 oy vidl vapyel mokidio ex0pdv. Iapd Tig d1apopég ToVe o€ EMimedo uPdvionc Kot animations, OAOL
ot gxOpoi popalovrtar Ty idto Pactkr) AOYIKN Yo TV Kivon Tovg, TI¢ emBEcelg Kot Tov 8dvatd tovg.

4.6.1 Al kon Kivnon

Ohot ot gybpoi Eexvovv TomobBetnpévol oe cuykekpyéva onpeio. HEGO GTOV KOGUO TOV TToLyvidov.
EeKvmvtag To malyviol o ke gxbpdc maipvel pio Toyaio torobesia péca otov kOGO, oV eEapTdTal omd
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mv apykr| torobecia mov gixe Ko o Tuyaio TR PEGA G€ £va CLYKEKPLEVO €VPOG OV TOL €xel doBel.
"Exovtag avt) v tomobecia, Lekivael vo katevBovetal Tpog ovThv, Yivetor Kot £vag EAEYXOG Yo TNV
KkatevBvvor Tov €xel 660 aPopd Tov Agova Y, £TG1 MOTE VA TO TEPIGTPEPEL KABE QOPA TPOG TIV COGTY
katevBuvor. MOALS ptdoel e avtd 10 onueio tote emavaiapPaverorl 1 dwdikacio kot Bpioket pa véa
tomofecia yia va katevBuviei. O Adyog mov ypnciponoteiton n apyikn Tonobecio mov eiye kébe popd, elvar
Y10 Vo olyoupéWoupEe OTL TO UEPOG oL Ba meprpépetan Ba ival KovTd otV apyikn Tov Torodecio Kat dev
0o meputiavnOel ToAD poKpid.

Koatd ™ ddpketo tng Kivnong toug, ot £xfpoi pmopovv va cuvavinoovy avrtikeipeva pe colliders, 0mmg
oévipa M dAlo eumddw. Mo va amopevybel 10 evdeyOUeEVO VO KOAANOOUV GE aVTA, TOAAGL amd T
avtikeipeva Exovv oprotel og éva Egympioto layer pe v ovopacio obstacles. Otav évag ex8pog cuvavtnioet
éva tétoto avtikeipevo, kaAeital n péBodog OnCollisionStay2D, 1 onoia Kodel Tnv pnébBodo yio va Bpet pua
véa tomobecia, avaykaloviag £Tot Tov €x0po va aAldter katevbuven mpog v véa tomobesio. H ypiom
g OnCollisionStay avti g OnCollisionEnter e&aopaiilel 6t1 0 £x0p6g o cuveyicel va mpoomabdei va
Byet amd T0 eumdo10, o8 MEpinTwon dNAadN Tov 1 véa Tortobecia NTav mpog v 1d1a katevBvvon, avti va
TOPOUEVEL KOAANUEVOG GE AVTO.

4.6.2 Evromopnog Iaiktn ko Etifgon

Kabe exBpdc éxel tpia dopopetikd colliders, dvo circle colliders wg triggers kot £va box collider. To
peyoivtepo circle collider, to eEmtepcod, ypnoyomoteiton yio va gvromilel Tov maiktn. Otav o maiktng
eloéA0el oty euPérela Tov x0pov, to trigger evepyomoteital Kot 0 £x0pog apyilel va Kiveitol Tpog To HEPOG
Tov. [ v TPoGPEPEL KOAVTEPT BVOTPOPOSOTNOT GTOV YPNOTY, OTAV O TAIKTNG EVTOTIoTEL, gupovileTan
otiypaio évo KOKKIvo Bovpootikd Tdve and tov exfpd. Edv o maiktng Byst amd v epuféreia tov gxBpov,
avtdg cuveyilel va Tov Kovnya yio 4 devTEPOAETTA. AV KOTA TN SIIPKELN CLTOV TOL OLUGTHHOTOS OgV Eaval
EVTOTOTEL O TOUKTNG, 0 €XOPOG EMGTPEPEL GTNV TEAELTALN TOV TVY a0 TOTOOEGIa.

Ewova 27. ExBp6c pe 2 circle colliders kot éva box

To devtepo circle collider, To ecwtepikd, ypnoonoleital yio TV gvepyomoinon tov attack animation.
Ortav o maiktng pmet og ovt v pPédeta, to animation Egkiva vo mailet. o v eniBeon ypnoiponoteiton
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1 1010 AOYKY| pe ovTn ToL Tk, ONAadY| og Kémolo cuykekpluévo frame tov animation koAeital o
péBodog mov mpororel Cnpid otov maiktn av eivat akopo eviog epPéretac.

To box collider e&umnpetel 600 cKomoOVG, TPMOTOV, AmOTPENEL TOV €XOpO amd TO Vo TEPVAEL PHEGO OO
avTIKeipeEVa OTMG 0EVTPa, Kot dEVTEPOV, EMTPENEL GTOV kTN va. evTomtilel av o gyBpdg elvar evtog g
euPérelag Tov yla va Tov TPoKaAEGEL Cnuid.

4.6.3 Zon kot Avtopoifi

Ohot o1 gxBpoi, 6mwg kat o TaikTng, £xovv v {o1 Tovg. Avth 1 (0N 6gv PaiveTol KATOL TOV VO, UTopet
vo, v dgl 0 xpnotng. Onwg &idape mponyovpévag, o maiktg péoa amd to Attack animation kaAei pio
néBodo Kot av kamolog exBpog etvan péca o pia epPédeta T0te Tov TPokaAel Kamoto {nuid. Otav dnAadn
to box collider, mov &idape mapomdvo, sival péoa oty KATdAANAN guPédeia katd Ty dpo ™¢ enifeong
tote koleitor n péBodog avti. Otav o exBpog déyetan Cnuid, To sprite Tov aAAALEL YPOUA O KOKKIVO
oTypaia, dtvovtog omTikn £VOEIEN GTOV TOIKTN OTL TO XTOANUO TAV ETLTUYTLEVO.

Orav n {on Tov £(Bpov pTacel 610 UNodév, evepyomoteitan To death animation kot o maiktng AapPdvet
Kkdmoteg avTapolBég. Apyikd, o maiktng kepdilel mdviovg eumeipiog (EXP), axolovbei &va ypnuatikd mTocd
(gold), ko téhog, opiopévol gxfpoi Exovv mbavdTTa Vo pi&ovv aviikeipeva, OT®S Yo Tapddetypa, ot
AOKkol mov pmopet va. pi&ovv dépua. Kabe exBpog éxel mpoxabopiopéva avtikeipeva mov umopei vo piket,
pali pe tig mbovotnteg yia 1o kobéva. Télog, 0tav o exfpog mebaivel, To game object TOL KATAGTPEPETAL.

4.7 Non Playable Characters

Extog amd tovg €xBpoic, to mayvidl meprlopfdvel Kot GALOLS YOPOKTAPES, UE KOTOLOVES OO TOVG
0m010VG 0 TaKTNG UTOPEl Vo OAANAETIOPACEL.

4.7.1 Interactable NPCs

Y duapopa onpeia tov kécpov vrLapyovy NPCs pe To omoia o maiktne unopel va aAAnAemidpacet. Avtd
ta NPCs dra0étovv circle colliders mov Asttovpyovv g triggers. Otav o maikg fpedet evidc g euPéretdg
TOVG Kot Totnoel To kovumi “E”, Eexwvdet évag d1dAoyog. ‘Enetta avdioya to NPC avoiyel éva mapdOupo
v ayopég (shop) n amootorés (quests). Ta NPCs awtd Bpickovtar o cuykekpiuéveg 0éoelg yopic va
petokwvovvtot kot tailovv éva idle animation. Axopo avtd mov avoiyovv payoalld £xovv évo BovuacTiKd
Vo amd TO KEPAAL TOVG, EVA AVTA TOL SIVOLV ATTOGTOAEG EYOVV EVO EPOTNLOTIKO.
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Ewova 28. Interactable NPCs pe ta trigger colliders

4.7.2 NPCs mov mteproépovtal 6€ HovomaTt

Me opwopéva NPCs dev pmopel va 0AANAETIOPACEL O TOUKTNG, OAAG KIVOOVTOL KOTO WNKOG
TPOKABOPIGUEVOV LOVOTTATIOV. AVTA To. Lovomdtio Exovv dnpovpyndet pe tn yprion £toytov asset amod to
Unity Asset Store. To povomdtt amotedeiton omd o evbeia ypoppr pe opyn Kot téhog. Ze avtd UTopovv
va Tpootefolv emmAéov onueia ya va Tov dobel omoladrmote KAion 1 oynua.

Ta NPCs avtd kvovvtor cuveyme, mailovtag éva cuykekpiuévo animation, yio mapaderypo walking.
"Exovv éva script mov tovg katevbivel Kot exttpénel T pLOUIGT TNE TOOTNTAG TOVS KOl TNG AOYIKNG oL Oa
aKOAOVONGOVY OTAV PTAGOLV GTO TEAOG TOL LLOVOTATIO, | OTToi UTopel va givar pia o TIg KATAGTAGELG
Loop, Reverse kot Stop.

Ewcova 29. Ta povomdrtia wg Tpdoveg ypappég mov akolovbovv ta NPC
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4.7.3 Zra0epa NPCs pe Animations

Yndapyovv eniong NPCs mov mapopévovy otabepd o€ GUYKEKPLUEVEG TOTODEGIES, EKTEADVTOG GUVEYDGS
éva ovuykekpévo animation. Ovte pe avtd pmopei vo aAiniemdpdoet o maiktng. AvTtol ot YopaKTPES
EVIoYDOLY TNV atudceopa kol v aicnon {ovitdviag tov mayvidov. o mapddetypo Ommg eaivetal
TOPOKATO VTAPYEL £VA TOV GKAPEL TO YOO Kot Eva TOL TOTILEL PUTAL.

Ewova 30. Ztabepd NPCs pe animations

4.7.4 Zoa

Téhog 660 apopd ta NPCs, vadpyovv kot ta (do mov givor éva akdun ototyeio mov epmiovtilel Tov
KOGLO TOL TTatyvidlo. AVTA T0 TAACLLOTO TEPLPEPOVTOL TVYOIM, Y¥0Pig T duvatdTnTo AAANAETIdpaCTG LE
tov maiktn. H kivnon toug givan mapopoa pe ekeivny tov exfpmv, Kabog emdléyovy tuyoaieg Tomobeaies yiao
va KvnBoOv Tpog auTéG. AV GUVAVTICOVY KATOW0 EUTTOSI0 GTN SLOPOUT TOVG, TOTE EMAEYOLV oL VEXL
tonoBecia yuo va cuveyicovv v mepmAdvnon] tovs. H mapovcio tov (dwv oto Taryviol dev e&umnpetei
Hovo SaKOGUNTIKODG OKOTOVG, GALA EVIGYVEL TNV aicbnom 611 0 KOcpog givar Covtavog Kot YeUATOG
Kivnom, KAVOVTAS TOV o TAOVGLO Y10 TOV TOAKTT.
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Ewova 31. Zoa mov meprpépovran pe Al

4.8 Movown kot Hyntiwka E@é

‘Ocov apopd ™ povotkn kot ta nyntikd epé (SFX) mov éxovv eveopatmbel 6to mayvidt, Tpoépyovran
a6 eEMTEPIKEG TINYEG KO YPNOLOTOI00VTAL O givar, ympic mepattépm enelepyacia 1 tpononoinon. H
OKOVOTIKY eumelpior Tov mayvidlov Pociletar oto Audio Listener, mov Ppicketol EVOOUAT®OUEVOG GTNV
kevrpikn kdpepa. O Audio Listener diac@aAilel 6Tt 60t 01 01 €ival 6OGTE avTIANTTOL 0Td TOV TaiKTY.

H povokn givor dtoympiopévn 6€ d00 S10QpopETIKA KOUUATIO: £va, TOL ToilEl GTO KEVIPIKO LEVOD KOl
£€va, ToV aKOUYETOL KT, TN dtdpKela Tov mwayvidlov. Ot Taikteg €xovv TN duvatdTnTa Vo, TPOSaApUOGOVY
TNV €v10oT TG0 TG LOVGIKNG 0G0 Kol TV NYNTIK®V £p€ HéEcw dvo Eexywpiotav sliders otig pubuicelg Tov
TOLVIOWD. AV emBupoldy, UmopoldV Vo, OTEVEPYOTOCOVY TEAEIMC TOV MO UE €Ve OmAO TOTNO TOL
avTiGTOY(OV KOVUTLOV.

Mo ta nyntikd €€, Exet donuovpyndet évag Audio Manager. Xtov Audio Manager £yl Katoywpiotel
po Alota pe 6Aovg tovg Mxovg Tov maryvidiov. Kdébe Myoc pmopel va gvepyomombei Eeywpiotd and o
scripts, aviAoya [E TIC OTATHOELS TOL oy vidoL. [ Tapddetypa, dtav o maiktng ypnoonotlel to onabi
Tov, mailetor o Nyo¢ SwordSwing mov aVIITPOGHOTEDEL TO YTOTNLLO.

Opiopévot Nyot, OT®G 0 YOG TOV PNUAT®V Tov TaiKTH, dgv akoAovBohv avtd 1o potifo. Avtol ot ot
glvan ovvdedepévol amevdeiag e 1o avTIKEIPEVO 0md 6oV TPoEpyETaL 0 NYOG. ['a Topadetypa e Tov Yo
Tov Pnudtov, Ppiokovial 6Tov 1010 TOV YOPAKTPO TOV TAIKTN Kol EVEPYOTOLOUVIOL OTAV O TOAKTNG
Kwveital, onAadn 6tav matdel kdmolo and ta TAnktpa W, A, S, D.

4.9 Mini Map

Y10 moyvidt £xel evoopoatmbel éva mini map, Sniadr Evog HKpos xaptng mov PpickeTor 6NV EMGve
dek1d yovia g 006vng Kot ametcovilel amd ynid v TePLoy1] TOV KOGLOL YOP® Omd TOV TAIKTY. AVTO EXEL
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emtevyBel pe T ypron pog devTepPNg KAUEPAS, 1 ool Tomobeteitan Yynid Kot akoAovBel tov maikTn,
TPOCPEPOVTOG L TAVOPOLKT] B€a Tov KOGLOL.

IMo v amecovion Tov xaptn, ypnoiponoteiton Eva render texture, Tdvo 6to onoio TpofdAiel n dedtepn
kapepa. To render texture tomofeteiton otV 006vn 610 €mbBLUNTO onpeio Kol YOP® TOL VIAPYEL Eval
mhaiolo pe €01kd eiktpo, To omoio TopLalet e TV coBNTIKY TOL VTOAOITOL TTOLYVISLOV.

Agdopévov 0Tt 0 YApTNG elvarl kPO Kot Ogiyvel ToV KOGUO omd YnAd, ogv glvarl amapoitnto va
eppavifovrol 6ha o avTIKEipEVa, OTOC To S10KOGUNTIKA oToygia (TT.y. AovAOVIIN), KoOMG KATL TETO10 Oal
éove duad1aKpLTa TO GNUAVTIKA onueia. 't avtdv tov Adyo, 6mota avTikeipeve OEAov e vo Tapaleiyovue
Kot vo unv eatvovtat, £xovv tonofet el o éva e101kd layer, 1o onoio ovopdletor Minimaplgnore. H kd60e
Kapepa £xel v duvorotnta emthoyng tov layer mov Oa mpoPalet, e avTdV TOV TPOTO UTOPOVUE VO,
emAEEOVE VAL UV OglyVeEL TO GLYKEKPLLLEVO, £TGL 1] KAUEPE TOV Mini map TapafAETEL To AVTA AVTIKEILEVA.

Avrtibeta, onuovtikd avtikeipeva 6nmg xfpoi 1 NPCs pe ta omoia 0 waiktg aAANAemdpa, Tpénel va
eppavifovrol otov xaptn pe peyardtepn capnvela. [ avtov tov Adyo, £xovv Tpootebei £1KOVEG TOV®D GE
QLTA TO AVTIKEIPEVA, DGTE VO POIVOVTOL EVKPIVMOG GTOV Mini map. AVvTég ot £1KOVEG OUmG dev BELove va
eoivovTol amd TNV KeVIPIKN Khpepa, yuo tov Adyo avtd &govv tonofetnfel oe éva Eexmpiotd layer mov
ovoudCetonr Minimap, o omoio gival opatd HOVO Od TNV KAUEPO TOV mini map Kot Oy omd TNV KEVIPIKN
KAHEPO TOV TOLYVIOIOV.

2V TopakdTe ekovo PAETOLUE Evav UTAE KOKAO OV delyvel TOV Tk, UE KOKKIVO KOKAO TOLG
ex0poc Kot PAEmMOLUE Kol GAAEG €1KOVEG OMMG évo GQLPL, pio KAPOLE KAl &V EPOTNUATIKO TOV
avimpocwnevovy tov blacksmith, and omov pmopei va ayopdoetl eEomhiopd, mv eotid kot ve NPC mov
dtver quest avtictotyo.

Ewova 32. Ancicovion tov Mini Map pe ooppola yio 1o ouavTikd ovTikeipevo,

4.10 Amootorég (Quests)

Kotd t dbpkelo tov moyvidod, o maiktng pmopel va cvvavinoet ddpopovg NPCs mov tov
TPOCPEPOLY AMOCGTOAES (quests). AVTEG Ol OMOGTOAEC dlvouv GTOV TOHKTN TNV evKopia vo avoidpet
S1bpopeg TPOKANGELG, Ol OTOieg OTAV OAOKANP®OOVV EMTLYDG, TPOGPEPOLV OVTAUOPEG HE TN LOPON
eumeipiog (EXP) ko xpnpdrwov (gold).
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Ymrépyovv dvo Pacikd €idn amocToAdY 6To mayvidl, kabepia pe Eex@ploTons GTOXOVG Kot OTATGEL.
To TpdTO €id0G 0MOGTOANG £XEL MG KVPLO GTOYO TNV £0A00pELON EVOG GUYKEKPLUEVOL aplBov exBpav. To
de0TEPO €100G OMOGTOANG EMKEVIPAOVETAL OTT GLAAOYN EVOG KAOOPIGUEVOD aplOLOD OVTIKEIUEV®V, TO OTTOl0!
pmopel va Bpet o Taikng eite péca omd tnv e€epeuvnoT TOL KOGV glTE A6 Ta AGPLPE TOV APTVOLV THGM
Tovg ot gxOpoi.

Xe K60e amooToA, TOGO 0 6TOYXOG OGO KOl O ATUTOVUEVOS aplBUOS EXOPADV 1] OVTIKEILEVOV SLAPEPOLV,
avéroya pe to NPC mov v mpocspépet. Avtég ot minpopopieg givor mpoxkafopiopéves kot mokidhovv,
KAvVOoVTOG KAOE 0mOGTOAN HOVOOIKT KOL TPOCUPUOGLEVT) GTOV YAPOUKTHPO KOl TNV TPOKANGT TOV TPOGPEPEL
1o exdotote NPC. H mowida avt dac@oAilel 6Tl 01 0mMOGTOAEG TOPAUEVOVY EVIOPEPOVCES, EVA
TPOCPEPOVY SLOPOPETIKG EMIMED SVGKOAING, JTNPDOVTAG TO EVOLLPEPOV TOV TOiKTN o kdbe véa
TPOKANGN TOL KOAEITOL VO OVTLUETOTIGEL.

2mv mopakdto wdvo, PAémovpe to script ¢ omocToAng e£oldBpevonc onwg eppavileTar oTov
Inspector. Iapatnpodpue 611 vEAPYOLVY TEdi Yo TOV TITAO KO TNV TEPLYPOUPN TNG OTOGTOANG, T OTOln
eppavifovral otov maiktn otav Eexvd o dtdhoyog pe o NPC. EmmAéov, vapyet éva medio yuo tnv ekdva
KoL TO OGVOUQ TOV €YOpO0 OV TPEMEL VO, AVTILETOTIOTEL.

21 cLvvEXELD, PAIVOVTOL Ol OVTOUOIBEG TOL TPOCPEPOVTOL KOTA TNV OAOKANPMOOT| TNG OTOGTOANG, Ol
omoieg mepapfavovy EXP kot gold. Téhog, 610 medio "Goal" kabopiletar 0 6TdY0g TG 0TOGTOANC. AVTOG
umopel va etvan gite 1 eEdvimon evog Tpokabopiopévov aptBuov exfpmv, gite 11 GLALOYN GLYKEKPIUEVDV
OVTIKEWEVOVY, OTMG PPOVTA 1] VAIKA (gather).

ﬂ « Quest 1 (Script)

) Kl
Quest 1 B nNPCIdIeT (Q
Required Amount 2
Current Amount 0
Quest 1 B nPCIdleT (d
Enemy Tag

Ewcova 33. To script Quest] 6nmg @aivetarl pe ta Tedio Tov
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Kdbe NPC mov mpoc@épel amoctoréc €xel ovvoedeévo avtd to script, kot ot Tiég Tmv nediov
TPOTOTOIOVVTOL OVAAOYQ WUE TNV OTOGTOAN 7OV TPOCPEPEL KAOE QOPd, TPOCEEPOVTUG TOIKIALO KoL
OLOPOPETIKES TPOKANGELS GTOV TTAIKTY).

Kd&be omootor (Quest) amoteleiton omd tpior dakpltd o1dd, Ta OMOid JSWUOPPDOVOLV TNV
oAnienidopacn tov maiktn pe o NPC mov v mpocpépel. LTo Tp®dTo 0TAd10, OTOV 0 ToiKTNG Tpoceyyilet
10 NPC ko Egxva T cvuvopthia, eppaviletal 1o apytkod mapdBvpo dtohdyov. Amod ekel, o moiktng pmopet
va TPoY®PNGEL GTNV 000VT e TIG AEMTOUEPELES TG AMOGTOANG. MOAG amodeyfel TV amocToly|, mepviet
070 0€0TEPO GTAS10, OTTOV M 0OGTOAN Bewpeitan evepyn. Edv o maiktg pidnoet Eova pe to NPC katd ™
ddpkeln TG omooToANG, Ba eppoviotel éva véo mapdbupo Slohdyov, To omoio Tov vrevOvuilel OTL M
amooToAn Ppioketol og e£EMEN Ko TEPIUEVEL VO, OMOKAT p@BEL.

Otav 0 Taiktng 0AOKANPMOCEL TNV OMOCTOAN, TEPVEEL 6TO Tpito oTddo. Emotpépovtag oto NPC,
epopaviteton éva mapdbvpo dtddyov pe v avtopolPr] tov moiktn yo v emtvyio tov. MO Kieloet
avtd 1o Tapdbupo, to script tov NPC, 10 omoio mepiéyel OAeg TIC Aettovpyieg Kot OAANAETIOPAGELS [IE TOV
TOAKTY, OEVEPYOTOLEITOL, AMOTPEMOVTOG TOV TTAIKTN 0t T0 va Eava AdPel tnv 0o amootodn. To NPC
TOPOUEVEL GTOV KOGUO, UTADC dgV pmopel mhéov va aAAniemdpdoet pali Tov o Taikg.

4.11 Avtikeipevo (Items)

Koatd v dudpketo, tov moryvidtod o moiktng umopel va Bpet dtdpopa avtikeipeva (Items). Olo ta
avtikeipeva eivar vioromuéva g Scriptable Objects kat kotnyoplomolobvian o€ TEocepIs PacikéG ouddes,
o1 omoigg dlapopomolovvtot Phoet pog Tung tomov bool.

e Efomhoudg (Equipment)
o Avrtikeipeva yua Xpnon (Usable Items)
e Avtikeipevo mov tEQTovy and gxfpovg (Loot)
e TI6pot (Resources) kat Avtikeipeva mov Tviléyet (Gatherable)
Ké&Be Scriptable Object avticeipévov mepiéyel ddpopa medio dedopévav, alhd dev yperdletor va
coumAnpmBoldv dha Yo kébe TOTO. AvaAroya pe To 100G TOL AVTIKEWEVOV, SLOPOPETIKE TENTML.

‘Ovopo (Name) kot Ewove (Image): Yroypemtikd medio yio OAd To. GVTIKEIEVO.

o Tomog (Type): Armouteiton povo y tov e£omMopd, Kabmg ypnoylonoleitar 6to mopadvpo
"Character" 6tav o moiktng npoonabdei vo tonobetioet kémoto avTikeifevo 6Tov 6eoTd eE0TMGUO
(slots).

e Drop Chance: Xpnowonotgitor pévo yio aviikeipeva mov néptovv and xfpove, kabopilovrag
v mhoavotnto va Ppedel to avtikeipevo 6tav o exfpdc ntnoel.

o Kootog Iopwv: ZyetiCeton pe ovtikeigeva mov pmopodv va ayopactovv amd  poyalid,
ka0opilovTag ToVg TOPOLE TOV ATALTOVVTOL Y10 TV 0YOPE TOVG.

e Stackable: Kabopilet av ta aviikeipevo uropovv va otoifdlovtal o€ éva KovTakt oto Inventory
1 oto Toolbar, emitpénovtag tnv amobKeVoT TOALUTAGDY LOVAS®Y TOL 1310V AVTIKELEVOL.

o Tithog: Xpnoiponoteitar pdvo yio eEomhMopd, epeavilovtag ypoYLeg TANPOPopieg OTAV 0 TOIKTNG
tonobfetel TOV OEiKTN TOL TAV® GTO AVTIKEIHLEVO.
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@ Helmet (item)

MName IroanHelmet MName

Ewova 34. Awogpopetika Scriptable Objects 6mwg paivovtotl otov Inspector

Equipment

Ta avtikeipevo mov aviKovy 6Ty Katryopia Tov e£omhcpod propobv va tomofetnovv 6t Kovtdkio
eEomhiopov (slots) Tov mapadvpov "Character". Otav o maikng @opdet £va TETOW0 AVTIKEIUEVO, EAEYYETOL
LEC® KMOKA Tt £I00VG AVTIKEILEVO vl Kot EVIGYVEL TOL OVTIGTOLYO YOPOKTNPLoTIKA (Stats) Tov maiktn. Av
o0 e&omMopog aparpebet 1 avtikatactadel pe kémolo dAro avtikeipevo, ot Tipég ota Stats Tpocapudlovron
avaAOY®G.

Usable Items

Ta avtikeipeva yia xpron eivol avTiKeipeva mov 0 TaikTng UTopel VoL EVEPYOTOICEL Y10 VO, ATOKTHGEL
Kkamowa dpeon wotto | 6pehoc. Ta Usable Items propel va givar oiktpa (Potions), ta onola o waiktng
umopei va ayopaoet and poyalid ) Gatherable mwov umopei va Bpet otov kOG0 Ko va To, paléyet. Ot kopieg
Katnyopieg piATpav mov etvan drabéoipeg mepthopfavouy:

o ®iktpo Avaxktnong Zomg: Eravapéper v {on tov maiktn (HP).
®@irtpo Avaxktnong Mana: Enavogépel To mana tov moiktn, emTpénovidg Tov vo XpnCILOTolEl
Eava poryiKég tKovOTNTEG.

o @iktpo Amotpomnig Znudg: [lpoctatevet tov maiktn amd ™ ANyn npidg yio £va cuyKeKPLUEVO
YPOVIKO SIOCTNUCL.

o  ®@iktpo AvEnong Tayvtnroag: AvEdver v toydTTO KIiVoNG TOL TOUKTY Yo, £vO. OPIGUEVO
YPOVIKO SIOCTNUCL.

Ztnv mapoveo vioroinon to pévo Gatherable mov vdpyet eivor To pyro, 1o onoio av ¥PNGLOTOGEL
oV avePadet éva pkpd mocooto (.

Loot

Ta Loot Items eivor avtikeipevo mov mépTovy omod x0povg dtav avtoi viknbovv. To nedio Drop Chance
kaBopilel v mOavOTNTO VO TEGEL TO AVTIKEIIEVO, TVOVTAG TUYAIO YOUPAKTNPIOTIKA GTI GLAAOYN TOPOV
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Kot evioyvovtag Vv aictnon aviapoiPig yo v eEord0pevon exBpdv. Avtd ta aviikeipeva ivor cuvnBog
TOPOL N E1OIKA AVTIKEIPEVO TTOV UTOPOVV VoL YPTGILOTOINO0VV Yo oyopd e£0TAMGHOD OGS TO dEPLA, 1
Ahec dradikaciec evrog Tov Taryvidlov.

Resources ka1 Gatherable

Ta resources givor VAIKA 0mmg T0 ELAO Kol TO GidePO, TaL Oomoio 0 TaikTNG Umopel va GLAAEEEL amd
Stpopa avtikeipeva Tov TEPPAAAOVTOG, OTMG OEVTIPA KOl TETPOUATO. XPTGLLOTOIOVTING TO KATAAAN L
epyoeia, o ok Umopel va omAGEL ALTA T OVTIKEILEVA KoL VO AITOKTNGEL TO, AVTIGTOLY 0L Tesources.

Ta gatherables, o6 Tnv GAAY, eivor avTiKeipevo Tov BpicKovTol SIUCTOPTH GTOV KOGHO TOV TOLYVIOI0n,
OGS ToL pNAQ Kot propotv va poleutoly anevbeiog amd tov maiktn xopig tn xpnon epyoreiov.

4.12 Xkomog Tov waryviorov kot Ilotopia,

MoMg Eekvioet To mouyviol, sppavifetoar otov ypnotn €va mapdbvpo pe Keipevo mov apnysitor o
wotopia. H 1otopia avty amokaAdmtel 6Tl 10 yop1d, oto onoio PpiokeTal, omeleitor omd o GEPA
embécenv and exbfpikd Goblins kot 61 o1 yopikoi yperaloviot Tnv fondeta Tov waikt, KaBDG o1 EMOECELG
evteivovtat. O otdyog Tov gival va TpocTtatedoel To Y®pld Kot va, e£odeTepmdael Tov apynyo t@v Goblins.

H apfynon avty dev gival omAdg éva oknvikd, divel vOnua Kot GKOmoO GTOV TaikTn, 0dmvtag Tov va
avantugel TG SUVALELS TOV, VO SUVOLMOGEL KOl VoL YIVEL IKOVOG VO AVTILETOTIGEL TOVg £XOpovg Tov TOV
TEPIUEVOLV.

Otav 1eEMKE 0 TOiKTNG KOTUPEPEL VO VIKNGEL TOV apynYo, va véo mapdbupo sueoviletal, Tapduolo pe
TO 0PYIKO, TOL glye TNV 10TOPia. AVTO TO TOPABVPO TOV EVILEPMVEL OTL OLOKATPOGE THV GITOGTOAT TOL KOl
éo0moe To YoPo. Av Kot 0 maiktng umopel vo, cvveyicel vo e€epeguva kat va mailel av to emtbouet,  Koplo
16TOpiot OAOKANPOVETAL GE AVTO TO OMUEID, GNUATOSOTOVTOG TNV EMTVYI0 TOV.

In a peaceful village nestled at the edge of
a vast forest, the quiet life of the villagers
is shattered by the sudden invasion of a
ruthless goblin horde. Under the command
of a powerful Goblin, Zargoth the Devourer

the creatures burn crops, destroy homes,
and terrorize the townsfolk. Fear spreads
through the village as the goblins grow
bolder with each passing day, attacking
relentlessly and pushing the villagers to
the brink of despair.

Ewova 35. Iapabupo pe 1o keipevo g lotopiag
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Kepdloo 5

5. Xvpmepdopato Ko Erektacars EQappoynic

H mapovca epyacia eoticce onv avaivon Kot VAOTOINGT VO GLGTNUATOG Yo TNV avarTuén evdg 2D
oy vioov e ™ xpnomn g Unity. H epyacio exivnoe pe v avaockomnon tov Pacik@v epyaieiov Kot
TOV TEYVIKOV OVATTUENG TTOV XPNOLUOTO0UVTOL EVPEMG OTY Plounyovio ToyvViddY, TPOCOEPOVTOS Mia
OAOKANPOUEVT EIKOVO, TNG APYITEKTOVIKNG TOV GLUGTILLOTOC.

Yvuykekpéva, £yve avaivon tov duvatotitev tov Unity, 0mmg to mepipdiiov epyaciag tov (Ul), n
xpfion twv Panels (Inspector, Game, Scene, Project, k.d.), kaBbg kot 1 dwyeipion tov GameObjects kot
tov Components. Ot pébodot tng khdong MonoBehaviour, to Scriptable Objects kot 1 Guvepyacio Tov
Unity pe to Visual Studio kot ™ yA®oca mpoypappoticpuod C# omotelobv Pactkovg TUADVEG TNg
vAomoinong tov moyvidY. EmmAiéov, 866nke éupacn omnv mpocopoimwon g QULGIKNAG, TN XPNom
animations, ota sprites kot 611 dwyeipion tov Ul, ta onoia cuvéBaiav otn onovpyia piog TAovoLog Kot
AELTOVPYIKNG EUTEPLOG Y10 TOV YPNOTY.

Méoa amd 1t dwdikacio tng vAomoinong, dopndnke éva AEITOVPYIKO GUGTNUO OV EMITPEMEL GTOV
TOAKTN VO OAANAETIOPA PE TO TEPPOALOV KOl TOVG YOPOKTAPEG TOL TALYVIOOD, VO TPOYUOTOTOLEL
OTOGTOAEG KOl Vo Tpoympd TNV 1otopia. To chotuo meptiapupdvel eniong dSuvoutkny GAANAETIOPOOT LE
NPCs, amobnevon dedopévav, Kat dloygipion Topmv.

YUVOAIKA, 1 epyocia ovtn Ocgiyvel mwg M ypnon tov Unity e cvvdvacud pHe T YADGCOW
npoypoppatiopov C# mapéyetl pia woyvpn mAateopua yo v avantoén 2D moyviduoy, divoviag éupacn
TOGO GTI AEITOVPYIKOTNTA OGO KOl GTH OMUOVPYIKT EKQPOACT TOL GYESIOGTI TOLYVIOIDV.

5.1 Xvprepaopato kor Exrekraoipotnro

AT TNV avAAVoT| TPOKVTTEL TMG TO GVGTILLO TOV DAOTOWONKE vl TANPMG AELTOVPYIKO KO TPOCPEPEL
éva duvapkd mepifdiiov yio T dnpovpyia 2D moyvididv. H dovAeid avt) Ot LOVO TKOVOTOLEL TIg
OTOTNOELG TNG EPYOCING OALG TTOPEYEL Kot T PAom Yo TEPALTEP® EMEKTACELS.

To mayvidt mov vAiomombnke meptlopfaver dha to PACKO CLUGTAUOTO TOV OTOLTOVVIOL Yiol TN
Aettovpyia. Tov, aAAG vTdpyovy TEPOMPLO Yo TEPULTEP® avamTLEN Ko PeAtioTomoinom. Ot Pedtidoelg
ouTéEG O LmopovGaY Vo, EVIGYHGOVY TNV EUTELPIN TOV PN T, KAVOVTAC TNV 710 TAOVGLO Kot SL0dPACTIKY.
Mo mopdderypa, n TpocHkn daeopeTikdv TOHTOV OMA®Y Kol eEomiiopov Ba €dve otov maiktn T
duvaToOTNTA VO, EMAEEEL TO TPOCOTIKO TOL GTUA TTALXVIOOV, £ITE Y10 TOPAdELY U EMAEYOVTAG Hoyeia gite
embéoelg amo amodotaot pe 10&0. Eniong, n evooudtoon neplocdtepmv UNyovVIoUOV OAANAETIOPUCNC [UE
10 mepPariov, Ommw¢ didomapto kovtid Oncavpadv (treasure chest) 1 n dvvatotnta yapéupotog, Oo
TopOTPLVE TOV TOUKTN Vo €£EPELVNGEL TOV KOGLO Y0 VO OVOKOADWEL TOAVTIUO OVTIKEILEVO KOt
EVOLLPEPOVTO, O UETDL.

O Kk6Gp0¢ ToL ToYVIdLL Ba propovace emiong va enektadel, TpochiToviac véa emineda Le SLUPOPETIKA
nepPairovta Kot ex0polc, Tpocepépoviag £T61 HEYaADTEPT TOIKIAi0 TNV €Epedvnon Kat TV TPOKANGT).
H 1otopia tov moryvidod Bo pmopovoe va yivel mo (@vtavh Kol GUVOPTACTIKNY LE TNV EVoOUdT®Oon cut
scenes kot onuavtikdv NPCs, to omoia Oo tpombovcay v agpiynon LEG® OmOGTOAMY.
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e 1eyvikd eminedo, KOO GLGTHUATO OTWS TO GUOTNLO TOV ArtocToAdV (Quests) Ba pumopovoe va
BeAtinbel doTE VO S1EVKOAVVEL TNV EXEKTOCIUOTNTO. ME TNV TPEYOLGH VAOTOINGT), 1 SuVAIKT TPOGHN KN
VE®V 0moGTOA®V gival mepimAokr). Mia kaAdtepn Soun kddika Oo pTopovse va ETTPEYEL EVKOAOTEPT] KoL
O EVEMKTT EMEKTOCT] TOV CLUGTIHOTOG ATTOGTOADY, KAVOVTAG TO 7O TPOSAPUOGLO.
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Hapapmmpo: Kodwkag Yromoinong

H epappoyn pe tov kdotka Kot 6Aa ta assets mov ypnoonomdnkay Exovv avaptndel oTnv TAATEOpLO
GitHub. To Project pmopei va Bpebei £dm.



https://github.com/TwistedBatman/2D-RPG
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