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EuxapioTieg

H mapoloa epyacia TTpayuaToTroinenke o€ apKeTd HEYAAO XPOoVIKO dIdoTnua, TTavw o€ £va
Bépa oy kaI 1600 yvwpIHo aAAG TTOAU evBia@Epov. INa Tnv uTTooTAPIEN TG TTPOOTTABEING UOU QUTAG
Ba ABeAa va euxaplioTAocw Tov eMIPRAETTWY KaBnyntr pou. Etriong 6Aoug Toug d1adikTuakoug
TTPOYPOUMATIOTEG KAl T Forum Ta oTToia £TMIOKEPTNKA KATA TN OIAPKEIA TNG UAOTTOINONG TNG
Epyaciag.

MepiAnyn

H 1Tapoloa TITuxIakr epyacia aoxoAsital ye Tnv avamrtuén BivreoTraixvidiou Pe XpAon tng
pnxavrg Unity3D. £1n Bioynxavia Twv aixvidiwy, ye 1ig Game Engine utrdpxel TAéov n duvatotnTa ol
VEOI TTPOYPAPUATIOTEG VA EPYACOVTAI KOI VA £GOIKEILVOVTAI TTOAU TTI0 EUKOAQ ATTO TTOTE, TTAVW OE €va
aTTaITNTIKO TOMEQ TNG Epyaciag. H TrTapakdTw TTUxIakn €ixe wg BEua TNV uAoTToiNCoN £VOGS TTaIXVIOIOU
TTPWTOU TTPOCWTTOU OTTOU Ba TTEPIEIXE TA TTAPAKATW:

1) TouAdxioTtov 3 PTTApPEG TTANnpoopiwv oTo player Ul:
evépyela  (Energy), Yyeia (Health) kai TMupopaxika
(Ammunition).

2) TouhdyioTov 5 dIaQOPETIKA €idn OTTAWV PE TA OTTOIa YTTOPEI va
aAAnAeTIdpAoEl O TTAIKTNG (TT.X. poxaipl, TOEO, TOTOA, OTTAOTTOAUBOAO,
laser gun).

3) Ikavog apiBuog TTUpopaxikwy yia KaBe €idog dTTAou Ba BpiokovTal.
diaoTrapta oTnv TioTa Kol Ba e§agaviovTal JOAIG «Ta TTAPEI» O TTAIKTNG KAl
Ba eTTavep@avifovral oTo id10 onueio HeTd atod 25

4) ECwrtepikoi "Quaoikoi" xwpol (A.X., Eva dAcog pe dEvOpa TTOIKIAWY
MEYEBWV Kal €10WV, dia Aipvn, hia EpnPog, KATT)

5) ‘Eva pikpd «xwpid» pe Touhdxiotov 10 kTipia/@poupia dlapopwyv
MEYEBWV, TO OTTOIO Va £XEITOUAGXIOTOV BUO (VONTEG) E100D0UG.

6) Mia peTpiou peyEBoug aAnBogavnc ewTIA YE KATTVO OTO KEVTPO TOU
«XWPIOU».
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7) TpooBETovrag KA TTEPIOTPEPOUEVA QVTIKEIMEVA EVEPYEIQG
(energy packs) kai Oéka TTEPIOTPEPOPEVA QVTIKEIYEVA UYEIQG
(healthpacks) kaiTng eTTIAOYNG 0AG KATTOU OTO «XWPEIO».

8) H emmagpn Tou TTaikTn PE energy packs Ba €xel wg atmmoTéAeoua TNV
e€apavion Toug kai Tnv auénon katd 20% tng Evépyelag Tou TTaikTn, EVW N
eTa@r Tou pe Ta health packs**0a €xel wg atroTéAeopa TNV £€aPavion
TOUG KaI TNV au¢non katd 10% tng Yyeiag Tou.

9) TouAdyioTov 5 bots TecodpwV dIOPOPETIKWYV €10WV TTOU Ba emTIOEVTAI OTOV
TTQiKTN KAl ouvakOAouBa Ba pelwveTal N eVEPYEIR TOU avaAoya Tn
ooBapdTNTa TOU XTUTTANOTOG TTOU OEXONKE.

10) Aeiroupyia fatigue TnG evépyelag yia 600 BIACTNUA O TTAIKTNG
TTEPTTATAEI 1) TPEXEI OTOV EIKOVIKO KOOPOUE EUAOYO depreciation rate
yla KGBE TTEpITITWOn.

11) O maikTnG va gival og B€on va oKOTWoEel OAa Ta

bots xpnoigotmoiwvtag Ta 5 dlaBéoiya O6mmAa, n O¢ (nuia TTOU Ba
TTPOKAAEITAI 0TO bot W¢ TO ATTOTEAECUA TNG AAANAETTIOPACTG TOU E KaBEvQ
atro Ta 5 €idn OTTAWYV va gival dIAQOPETIKA, TTPOOOEUTIKN Kal avAAoyn Tou
€idoug TOoU OTTAOU.

Ta TTapatrdvw atmoTeAoUV To apyxIKo TTAGvo 600 avagopd 1o Game design Tou TTaixvidiou,
TTapoAa autd dpwg, OTTWG ouuBaivel KaloTNV TTPAYUATIKA Blounxavia Tou gaming development katrola
atro tasks aAAG&ave kal TTPOCTEONKAV PEPIKA AKOPN O€ ouvevwonon TTAVTIA PE TOV ETTITAPNTH

KaBnynTr hou.

KepdAaio 1: Eicaywyn

1.1 ZOvToun avadpoun oTnV ICTOopPIa TWV BIVTEOTTAIXVIOIWV
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H 1oTopia Twv games &ekiva atro oAU TTaAid 1970-1980. 211G uEPEG PAG TO HEYAAUTEPO
TTO000TO TWV ETAIPEIWV EXEI TNV DIKA TNG PNXAavh dnUIoupyiag TTaIXVIOIWY, UTTAPXOUV OJWG UNXOVEG
TTaxvIdIwy TTou diaTiBevtal dwpedv yia véoug developers OTTwG yia TTapddelypa n Unity, n
Unreal engine kai n Cry engine. ZTIG HEPEG MOG €ival TTIO EUKOAO aTTd TTOTE yIa £vav apXAaplo
TTPOYPOUMATIOTH VA avaTrTugel To OIKO Tou TTaIxVidl KaBwg oT1o dIadiKTUO UTTApXOouV TTAnBwpa
EVNUEPWTIKWYV BiVTEO KAl YOPOUN EpWTOATTAVIACEWYV TTAVW 0TO gaming development.

O1 unxavég TTaixvidIwv KAvouv TNV EJ@Avion toug tnv dekaceTia Twv 90’s pe 1o ekivnua
TWV TTAIXVIOIWV TPIWV OIAOTACEWY TTOU ONUATodOTNOE KAl ETTIONUA TNV ATTOYEiWon TNG
gaming Blognxaviag. Z1a y€oa auTAG TNG deKaETiag KaBiepwbnKe kal 0 6pog Game Engine pe Ta
TTaciyvwoTa maiyvidia “Doom” kail “Quake”. MeTd Tnv €mTUXia TwV OUO TTAPATTAVW TTAIXVIOIWY Ol
developers e€ixav Tnv OuvatoTNTA VA QyOopPACOUV KOMMATIA oTrd Ta Traiyvidla Kal va
TTelpapaTiCovTal TTAVW o€ autd TTPOoBETOVTAG diagopa OTTAA Kail dIGQopadAAa ypaPIKACTOIXEIa
Kal animations. Eixav €1riong tnv duvatdtnta va TTOUARCOUV auTd Ta mods Kal oav EEXWPIoTA
games.

AUTO €yive TTpaypaTikdTnTa 10 1998 pe TV Unreal Engine, notroia rpour8eue Tnv Epic
Games, 6pwG Ol NXAVESG AUTEG aKOUA ATAV AyVWOTEG yia Toug developers KaBwg o1 unxavég
YPAPIKWYV XpnoipoTrolouvTay \on atrd Tnv dekacTia Tou ‘80, aAAd povo yia 2D. O1unxaveg Opwg
auTéG Oev £BIvav eAeuBepia OTOV TTPOYPAUMPATIOTH ,aPOoU dlaTnpoucav KAEIOWUEVO ToV BACIKO
MNXaVIOUO.

MepIKES aTTO TIG TTPWTEG PNXAVES avalTnoNG ATTOTEAOUV:

*  Pinball Construction Set (1983)
+ ASCII's War Game Construction Kit (1983)

* Adventure Construction Set (1984)
*  Shooter-Up Construction Kit (1987)
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Eikéva 1.1.2 - Adventure Construction Set (1984)

Ti givail n Unity;
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H Unity 3D engine atroTteAei pia dwpedv punxavr) dnuioupyiag mraixvidiwyv Kal iowg T
ONUoPIAEOTEPN. H dla@opd TNG UE TIG AAAEG INXAVEG OI OTTOIEG Eival Kal AUTEG EAEUBEPEG Eival OTI
EXEITTOAU geyaAUTEPO community uTTOOTHPIENG, OWPEAV asset store d1Tou Evag apxapiog developer
oav Kal guéva €xel Tn duvatdtnTa va Ppel kal va kateBdoel omidntTote 3D asset B€Ael va
TTpooBEoel oTo TraiXvidl Tou Kal TEAOG To User Interface Tng €ival dlapop@wuévo €101 WOTE va
KAVEI TNV EUTTEIPIA TOU XPHOTN EUXAPIOTN KAl EUKOAN TAUTOXPOVA.

H unxavr aixvidiwv Unity Tpoo@épel dU0 YAWOOTEG TTPOYPAUPATIONOU YIO TNV avATITUEN
Bivreotraixvidiwyv, Tn Javascriptkai n C Sharp (C#). Na 1n dnuioupyia Tou BIVTEOTTAIXVIOIOU TNG
TITUXIOKAG Xpnoipotroindnke n C#, pia attAf, govtépva, YEVIKOU OKOTTOU KOl QVTIKEIUEVOOTPOQPNG
YAWOOO TTPOYPAUPATIOUOU.

Mepik& atrd Ta M0 dNPO@IAN TTaIXVidIa TTou £xouv dnuioupynBei TTavw otnv Unity 3D(6x1 TV dwpedv
€kdoaon) gival Ta €§NG:

* Firewatch
* Ori and The Blind Forest
« Game Beasts

« SUPERHOT
k b Ta T
S ™
p:;
e ’/ )
1% = -
&
b
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Eikéova 1.2.2 — Firewatch

Eikova 1.2.3 — Game Beasts
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Eikéva 1.2.4 — Ori and The Blind Forest

loTopikA avadpopn TG Unity

H Unity ékave Ta mTpwTta NG Pripata ocav etaipgia 1o 2004 otnv Aavia amd Tpeig
TTpoypappaTioTég, Tov Joachim Ante, David Helgason kai tov Nicholas Francis. H emmituyia tng Atav
KOBap& aTTOTEAECUA KAIVOTOMIOG TTAVW OTO YEYOVOG OTI TNV ETTOXT| EKEIVN TTOAAOI TTPOYPAPUATIOTEG
dev utropoucav va QTIAEouV TNV SIKIG TOUG Unxavr €101 N unity TTpooé@epe pia eAcuBepia o€
TTOAAOUG peANOVTIKOUG developers. ZUu@wva Je EPEUVEC XPNOIUOTTOIEITAI TTAVW aTrd To 55% Twv
TTPOYPOAUUATIOTWY TTOU aoXoAouvTal €€ 0AokAApou peTnv gaming Blounxavia o€iOS kal Android.

H emTuyia autr ogeileTal kai otnv dnuioupyia Twv iPhone kai Tou Appstore, d10TI TOTE
TTapatnEnonke peydAn pooaugnaon TG XPriong TnG. TEAOG, aTTOTEAEI Mia Pnxavh e ouvexn
UTTOOTAPIEN KOBWGE AVaVEWVETAI GUVEXEID UE KalvoUpIa versions 6TTwg 1o TeAeuTaio 2019.1.1 étrou
poaTédnkekainVFX Shaders duvaTtdTnTayiaTous XpPROTECOTTOU UTTOPOUV TTAEOV VA dNUIoUPYHOoUV
Visual Effects ye Shaders xwpig Tov Tapapikpd KwdIKa atrdé autoud.

PoAoi
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Publisher

‘Evag ekdOTNG BIVTEOTTAIXVIBIWYV Eival Pia eTalpEia TTou ekOIdEl BIVTEOTTAIXVIOIO TA OTTOIO EITE £XOUV
AvVaTITUXOEI EOWTEPIKG €ITE £XOUV AVATITUXBEI ATTOEEWTEPIKOTTPOYPANKATIOTH TTaIXVIDIWY PBivTEO.
OT1wg Kal Pe Toug €KOOTES BIBAIWYV ) TOUG EKBOTEG TaIVILWY DVD, 01 EKOOTEG BIVTEOTTAIXVIBIWV Eival
UTTEUBUVOI yIa TNV TTAPAYWYH KOl TV EUTTOPIA TOU TTPOIOVTOG TOUG, CUMTTEPIAAUBavOPEVNG TNG
€peuvag ayopdg Kal OAwV Twv TITUXWV TNG dla@ruiong. OAeg o1 eTalpieg TTou dnuioupyouv TUTTou AAA
TTaixVvidla €xouv peyadho budget atmé Toug eKOATES TOUG yia TNV dIAQHIOT TOU TTPOIOVTOG TOUG O€
avTtiBeon pe Toug indie developers.

Producer

O1 Tapaywyoi €xouv ocav KUpIEG €uBUveG Tnv TrapakoAoubnon Tng ouadag
TTPOYPANMATIONOU, ava@opd Tuxwv TPORANUATWY, TTPOCANYN TTPOCWTTIKOU, OUVTAPnon Tou
TTPOUTTOAOYIOUOU, OKOUN KAl TOV TIPOYPANMATIOUO KPIOIMWY KOUMATIWY Tou TTaixVvIdiou. IMevikoTepa
atToTEAOUV £va avVayKaio CUVOETIKO KPIKO PETALU pyalOMEVWY KAl UPIOTAUEVWY £TOI WOTE VA
e€ao@alioTei 0 0TOXOG TNG ETAIPEIOG 600 TO BUVATOV TTIO OUAAd Kal TTETUXNUEVA.

Development Team

H opdda avamrtuéng utropei va atroteAeital atmd 20 péxpl kar 500 dropa oe pia
eTaipeia, Tpdypa Tou e€aptdral kaBapd atmmd 10 OTOXO TNG £TAIPIOG yIia TO TTaIXVvidl TTou Ba
avatrtugel. O1 poAol TTou ammapTiouv TNV OUYKEKPIPEVN oupdda eival TTOANOI OTTWG yia
TTapddelyua ol dOKINaOTES TTaiXvIdIwyY, nBoTtroloi. QoTOC0 o1 onuavTikoTepol developers TTou
ouvavToUuE O€ Pia TEToIa oudda gival ol TTapaKATW:

Artists

‘Evag KaANITEXVNG TTAIXVIBIWY Eival OUCIOOTIKA 0 UTTEUBUVOG yia TRV dnuIoupyia TNG TEXVNG TOU
maixvidiou. ‘Evag 2D kaANITExvnG €ival utreUBuvog yia TNV dnuioupyia Twv UQWV
(textures),mepiBaAAovTa backdrops,TepiBdAAovTa sprites KTA. Evag 3D kaAAITéExvng gival utreUBuvog
yla Tnv dnuioupyia TpIcdidoTaTtwy JovTEAWY,cinematics KTA.

Programmer
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O1 TTpoypapuaTioTéG KAAOUVTAI VO KAVOUV TO TTaIXVidl AEIToupyikd, dnAadr) HEow TOU KWAIKA
divouv {wn oTo Opapa Twv game designer Kal 0Ta dNUIOUPYAHATA TWV KAANITEXVWV TTOU avEPEPQ
TTapatravw. O1 TTIPOYPAUMOTIOTEG Eival XWPIOCUEVOI 0€ OAdEG ouvnBwS BAon PeE TO TTOIO KOUUATI
KWOIKa £xel avaAdBel o kaBévag. Katrola atrd auTtd gival Ta €GNG :

«  Texvnt vonuoaouvn (Al)

+  'Hyxog (Sound)

+  QuoikA (Physics)

«  Tpagiké (Graphics)

+ Gameplay generalist (AiGpopa mechanics Tou TTaixvidiou)
« AikTua

« Aigmagn xpnotn (Userlinterface)

+ Emegepyaoia elc6dou (Input processing)

Level Designer

‘EvagoxedlaoTrG ETITTEDOU EivVaI EVA TTPOCWTTO TTOU ONMIOUPYEI ETTITTEDA, TIPOKAACEIG | ATTOOTOAEG
YIQ TO TTAIXVidI KOl BIVTEO XPNOIMOTTOIWVTOG £VA TUVOAO TTPOYPANUATWY. ATTOTEAEI ONUAVTIKO ETTITTEDO
oTnNV avaTmTugn €vog TTaixVvidlou TToU €xel APECO AVTIKTUTTIO OTNV EUTTEIQIA TOU TTAIKTN KOl TN
WuyoAoyia Tou Katd TN SIAPKEIA TTOU AUTOG TTAICEL.

Sound Designer

Eival o1 Texvikoi emmayyeApaTiec utreuBuvol yia Tnv dnuioupyia NXNTIKWV €QE Kal TNG
TOTTO0£TNONG TOUG OTO XWPO TOU TTaIXVIBIOU. [TOANEG QOPEC ETTIBAETTOUV TNV QWVNTIKI NXOypAapnon
TWV NBOTTOIWV Kal TTOAAEG BlEpyaaieg akoua.

Tester

Eival n opdda 1mou KaAgital va evnuepWwoel TRV oudda avaTrtuéng av 1o TraixVvidl gival
£TOIMO, av gival dIaoKEDAOTIKO yIa TOV XPHoTN A av gival EAATTWHATIKO KAl TTWG PTTOPET auTd va
OANGEEl. ATTaITEI KOAEG YVWOEIG TTANPOPOPIKAG KAI AVTIANWNG TOU KOOUOU TWV BiVTED-TTAIXVIBIWV VIO
000 TO BUVOTOV OTTOTEAECUATIKOTEPN KAl COQEOTEPN WETARIBAON TNG EUTTEIPIOG OTOUG developers.
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KepdAaio 2: User Interface Unity 3D

Scene View

Eikéva 2.1.1 — 3D 6yn oknvAg

H éwn oknvAg gival miBavwg auTr) TTou évag developer XpnOIKOTIOIET TTEPICOOTEPO KOBWG
MEOW aUTAG UTTOPEI va eiodyel avTikeipeva oTo TTaiyVvidl (11.X. Characters, buildings) Ta totroBeTei
OKPIBWG EKEI TTOU AUTAOG TTIOTEUEI OTI AVIKOUV JE TN OWOTA QOopA (rotation) kal £TTiong YTTOPEi va
dlapopewoaoeitolevel Tou raixvidiou (T7.X. TpooBETovTag dévtpa, Bouvd, Aipveg). Hunxavr diabéTel
Kal didgopa shortcuts 600 avagopd TNV xprion NG scene dYng TTOU O TTPOYPANMPATIOTAG
€€OIKEIWVETAI Padi TOUG OAO Kal TTEPICOOTEPO GO0 AOXOAEITAI UE QUTH.
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Game View

0

0 Health 100% z - Stamina 98.5518% ; 3 \K 47 \HIH\J: 27/2798

Eikova 2.2.1- Oyn Maixvidiou

H own traixvidlou €ival ouclaoTIKA n oTITIKA J€oa atrd Tnv otroia Ba BAETTEI O XPROTNG-
TTAIKTNG OTAV Ba EeKIVAOEI TO TTaIXVidI KAl KATé TNV dIAPKEIN TOU. 2T0 TTavw degi HEPOG TNG 086vNGg
@aivovtal Katoleg €TmAoyEG ol otroieg divouv Tn duvaTtdTnTa oTOV developer n peyioToTToiNON
TTapabupou, nalayr avaAuongTou raixvidiou, AEIToupyieg TTou agopouv Ta FPS Tou TTaiyvidiou TTou
BpiokeTal UG avatTuén, n oiyaon €MAEYPEVWY QVTIKEIUEVWVY KAl TTOAAEG AEITOupyieg TTI0
€€EIOIKEUPEVEG VIO TTPOXWPNMEVOUGTTPOYPOUUATIOTEG.
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‘Eva mraixvidl €xel TTOAMEG oknvEG Kal gival OoUAEId Tou developer va TIG TOTTOBETAOE!I PE
o€Ipd ylo TNV KOAUTEPN EPTTEIPIA TOU XPAOTN. MNa TTapddeiyua, Eva raiyvidl 8a EEKIVATEI JE TNV TTPWTN
oknvn va gival To Menu (play, options, multiplayer, quit) kair avdAoya Pe TnV €TTIAOYH TOU XpPHOTN N
pMnxavi Ba gopTwoel Kal Ba ep@avioel TNV KATAAANAN oknvr auéowe.

Project View

@ Pro ]ct\ Oconsole @ Animation

@ w\\;

~ Assets >
¥ & 30_Mod
¥ &5 Moder

>%s71l
>%A><

>ﬁLas D, Enemy mod.  FX_Kandol.  Materials  Meshes  MoveMotia NikolayFed..  Prefabs  SampleSce.  Scenas  Seripts  Soun
M
¥ (& Pistc
¥ &3 Sci-Fi \
v &S Bas

::' »»»»» Standard A. res  Ultra Skyb..  VillagePack

»EEP
YR
=

Eikéva 2.3.1 — Own ‘Epyou

Hmapatdvw 6yn £xel va KAvel Je Ta assets Tou maixvidiol 6Trwg yia rapddelyua scripts, 3D
models, SpriteskTA. Kardtnyvwun pou nTotmoBEéTnon autwy o€ LEXWPIOTOUS akEAOUG avaloyaTou
€id0¢ TOUG €ival N KOAUTEPN TOKTIKH yIa TV TaXUTEPN AVATITUEN TOU TTaIXVIOIOU Kal TNV ATTOQUYT)
AaBwv.
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Hierarchy
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Eikova 2.4.1 - lepapyia

2TnVv oyYn NG IEpapxiag Ppiokovtal Ta avTikeipeva Tou Bpiokovtal otov 3D kéouo
Tou TTaxvIdiou. O developer utropei va Ta €TIAECEl, va T OPJAdOTTOINCEI KAl YEVIKA va TA
OIOXEIPIOTEI.

Inspector
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Eikéva 2.5.1 - Inspector

21NV OWn eAEyXOU 0 XPNOTNG UTTOPEI VA TTAPATNPNOEI ETTECEPYATTE KAI VO ATTOBNKEVOEI
OPIOHEVEG 1016TNTEG GO0 avaPopd EvaavTiKeiuevo(Tr.X. MéyeBog, popd, B€onoTov3dkdouo).

21NV €ikéva 2.5.1 @aivetal Ta gToixeia Tou terrain Tou TTaIXVvIOIOU, HECW TWV OTTOIWV
KATAQEPA KAI TO SIAUOPPWOa. YTTAPXOUV OPICHEVEG ETTINOYEG HEOW TWV OTTOIWV avOPBwWoa Kal
XPWHATION TO OATTEDO WOTE va dnuioupynBoulv Bouvd, xaunAwaoa Kal XpwuAaTIoa To dATTEDO yia va
dnuioupynBouUv o1 KatadAANAeG ouvenkeg Aipvng agou apyoTepa TTPOCBeca Kal To water pack Trou
TTpoo@épeTal atrd To Unity environment pack kai TEAog TpdoBeaa dévipa o€ dIGQopa onuEia NG
oknvng. Ooo avagopd v dliaudpewan Tou XApTn, 6a avaAuBei 0TO €TTOUEVO KEQAAQIO TTOU
a@OopPA TNV AvVATITUEN KaITN OoXediaon Tou TTaixvidiou.

Console
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B Project | [l Console | () Animation
Clear | | Collapse | Clear on Play |Error Pause | Editor = Do | Ao | @o

Eikova 2.6.1 — KovooAa

H o6wn Tng kovooAag atroteAei éva onuavTiko feature tng unity kaBwg Bonbdel Tov
TTPOYPOUMATIOTH va KaTaAdReITTou BpiokeTaikaiav OAAAEITOUPYOUV OwWoTA. Epgavifel ynvopata
TTOU £X€1 BAAEI O TTPOYPANUOATIOTHG O€ CUYKEKPIKMEVA ONUEIN TOU KWOIKA KOI TTIO ONUAVTIKO, EU@avilel
TUXWV OQAAPATA OTOV KWOIKA KOBWG KAl TO CNUEIO OTO OTTOI0 BPICKOVTAI TTPOCQEPOVTAG ETTIONG TNV
duvatoTNTa avakaTeubuvong o€ TTPayHaTIKO Xpdvo Tou developer 0To OnEio TOUu OPAAUATOG
TOU KWAIKA ) KAI TOU uNvUPaToG av eTTIAECElI TTAvw oTo feedback tng console.

Animator
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Base Layer Auta Live Link

= IsAttacking [
= IsDead |

Animatians/EnemyALcontraller

Eikéva 2.7.1 — Animator

Oanimator 6Trwg 10 Aéelkain Aégn aoxoAciTal ye Ta animations dnAadr KIvio€Ig XapaKTAPpWV
KAl QVTIKEIMEVWY TTOU UTTAPYXOUV PECa aTo TraixVvidl. To animation TTou gival XpWHATIOUEVO ME
TTOPTOKOAI XpWHa gival TO apxIKG animation TTou Ba €xel €va avTIKEIMEVO Kal yia va aAAGEEl n
KaTAoTaor Tou XpnolyotroloUpal AoyikéG ouvlikeg (T7.X. ISRunning, IsAttacking, IsDead) yéowTou
KWOIKA Jag TTou OTav TTAPOUV TIHEG aAnBEG yiveTal n eTdBaon atrd Eva animation ag dAAo.

Asset Store
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HScene € Game | @ Asset Store | 2§ Animator =
4 » e A Categories v | Sell Assets | Feedback | FAQ Open in Browser English v = USD ~

May Madness Sale - See the deals

&} unity Asset Store

Refine by

On Sale Only

All Categories —

May
Madness Sale B

Add-Ons

Top assets, 50% off or more

Audio

Essentials

m Templates

Tools

Eikova 2.8.1 — Asset Store

H own tou Asset Store emTpéTTel oTO XPAOTN va avalntrioel d1agopa PovTEAa (TT.X.
XOPAKTAPEG, OTTAQ, KTHPIA, QVTIKEIUEVA) KAl VO Ta €I0AYElI OTO £€PYO TOU EITE PE TTANPWWIN €iTE
Kal dwpedv avaAdywg Tnv TP Toug. H Unity dev mapéxel duvatdtnta oxediacuou 3D ypa@ikwy yia
QuTO TO TTAPATTAVW KaTAoTNUa atroTeAEl pia Xeipa BonBeiag yia 6ooug developers dev £xouv
YVWOEIG AAWV TTPOYPAUPATWY oXEdIiaoNG.

IMoAAG a1Td Ta HOVTEAQ TTOU €XW PMECQ OTO project pou €xouv katePei atrd 1o Unity Asset Store.

Tools — EpyaAgia Tng Unity

Translate Tool SEL

Xpnoluelel oTNV PJETAKIVNON €VOG QVTIKEIMEVOU TTPOG TN BIEUBUVOEIS X,Y,Z.

™
L]
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Rotate Tool

Xpnolueuel oTNV TTEPIOTPOPN EVOG AVTIKEIMEVOU WG TTPOG TOUG AEOVES X,Y,Z.

| A
Scale Tool | WHy

XpnoIYeUel oTNV HEYIOTOTTOINON I EAAXIOTOTTOINGN TOU HEYEBOUG EVOG AVTIKEINEVOU WG TTPOG
TOUG AEOVEG X,Y,Z.

Navigation Tool | |

KpatwvTag TatnuéVo To apIoTEPO KAIK TOU TTOVTIKIOU PETOKIVOUUE TNV KAPEPQ apIOTEPQ,
0e€Id, TTavw KaIKATW. MéfovTag TauTdxpova KaITo TTARKTPO alt uTTopoUpE va KAVOUUE TTEPIOTPOYN
yUpw atro TO AVTIKEIMEVO TTOU £XOUNE 0TIACEL ECovTag auTh TNV Qopd To BEET KAIK TOU TTOVTIKIOU
TTEPIOTPEPOUNE TNV KAUEPQ TTPOG TNV ETTIAEYHEVN B1EUBUVON TTOU TOU ivoupe(aplioTepd, BECId, TTAVW,
KATW) EVW TTATWVTAG TAUTOXPOVA Kal To alt kdvouue Coup.

KepdAaio 3 : Avatrtugn Tou traiyvidiou

Amé bdAougTougTTapatrdvw pOAoUG Eyw ouaIaoTIKG acXoAnOnka yetolevel design kaikupiwg
TO programming KOPUATI TOu TTaiXvIdIou epocov To game design ATav TTpoKabopIcuEVo atrd TRV
TTpoogwvnon TNG epyaciag. Edw Ba ABeAa va avagépw OTI OAa Ta Assets TTou
Xpnoigotroinénkav mpoo@Epovtal dwpedv amd 1o Unity Asset Store ] atrd dAAa online sites
KaBwg dev KaTEXw Kapia yvwaon dnuioupyiag TpIodIACTATWY JOVTEAWY TTPOG TO TTAPOV. AKOUN
Ta POVTEAQ TTOU XPNOIYOTTOINONKAV PECO OTO TTaIXVIOI €ival OXETIKA PIKPA O€ aplOuo yia
AOyoucg kaBapd BeAtioToTroinong kai ohoAAg epyaciag TTavw otn pnxavl. TéAog 6Aa Ta
TTEPIOUCIAKA OTOIXEIQ TTOU XENOIUOTTOINONKAV yIa TNV Epyacia you uttapyouv aTn BiBAIoypagia
OTO TEAOG TG AVOPOPAG.

Level Design
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Eikova 3.1.1 — Xwpi16

Edw va avagépouue Om 1O level design eival évag ammairnTikdég Topéag TTAvw OTO gaming
development kai €xovtag uttéWn TNV PNOEVIKA EUTTEIPIA Jou Kal To hardware Tou UTTOAOYIOTH) Pou, N
oxediaon Tou XApTn €yIve ATTAG KAl TTEIPAUATIKA yid 000 TO duvaTOV OUAAr} XpAon TG PNXavig
QATTO@PEUYOVTAGTNVKABUOTEPNO N POPTWHATOS TWVOKNVWVKAITAVUTTEPBEPUAVONTOU ETTECEPYATTH.

H Unity pag divel Tnv duvatdtnTa e atTAEG KIVAOEIG va PTIAEEI EUKOAA Kal ypriyopa To Terrain
otTwg o developer 1o £xel @avTaoTei. MNa va dnuioupynBei To Terrain 0 XprioTng TTPETTEI VA TTATHOEI
otnv emAoyr) Game Object — 3d Object -Terrain ka1 apéowg dnuioupyeital Eva avTikeipevo Terrain
ep@avifovrag 1o oto panel Hierarchy.To Object Terrain givail atrd 1a Default Tng Unity kan €xel
EVOWMATWHEVO Script 61Tou aTTd ekei Ba Bpoupe Ta epyaAeia kal Ba KAvouue TTIO €UKOAO TOV
oxedlaouo Tou Map.
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v = [MTerrain (Script) [ %
- IR

Raise / Lower Terrain

Click to raise. Hold down shift to lower.

Brushes
.. “ B G ® -
el LA E DL

Settings
Brush Size )
Opacity ) 100

Eikdva 3.1.2 — Inspector options

Me TIG €TTIAOYEG QUTEG OXEDiaoa OAO TOV XAPTN TOU TTAIXVIDIOU TTOU £V PEPEI ATTOTEAEITAI
atro Bouvd, pia Aigvn, éva dAcog kal dEvTpa dIACTIAPTA O€ OAO TO JIKOG TOU XAPTN.

Eikéva 3.1.3 — Aiuvn
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Eikova 3.1.4 — MovoTtrar 1mpog 10 Adcog

O1ugpégTTou TTapATNPEOUUE OTO £0APOG EiVAI KA AUTH Wia ETTIAOYT) TTOU Hag divETAI ATTO TV
Unity. ETo1 xpnoipgoTroinoa Kag@é ugn yia Ta Bouvd, TTpacivn yida TO £8a@0G KAl KAQE XWUATIVN
TTGAI yIO TNV dnNUIoUPYia JOVOTTATIWYV OTIG ££6O0UC TOU XWwpPIoU.

]
L
&

¥ ¥ Terrain

[Paints the selected material layer onto the terrain texture

r

Auyépng Zwrrpng

-

[ Paint Texture

Settings

Terrain Layers
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Eikova 3.1.5 — Textures

evikOTEPQ 0T 3D TTOIXVIdIAQ OI TTEPIOCCATEPOI XAPAKTAPES KAI TO AVTIKEIPEVA TTOU BpioKovTal
oTn OKNVI JAg avTirpoowTrevovTal armd meshes evw ota 2D traixvidia atd sprites. Qo1éc0
UTTAPXOUV KAl AAAEG OVTOTNTEG OTAV QUON TTOU Ba AEyauE OTI €ival TTEPICOOTEPO “uypd” Kal “GuAa”
Kal €ival QUOKOAO va Ta avatmmapaoTriooupe oto 3D KOOoPo e sprites kal meshes. TETola
TTapadeiygaTa amoteAolv N QwTId, TO VEPO, O KATTVOG, OUVVEQPQ, Hayika EOpkia KTA. AuTo TO
okotré otnv Unity eEuttnpeTei To Particle systems 1Tou Xdpn o€ auto KATA@ePa va TOTTOBETHOW
Mia @WTIA OTO KEVTPO TOU XWpIOU.

N
e

7 Ammo: 2 e

Eikéva 3.1.6 — CampFire (Game View)

» . sLanvas
' EventSystem
» | Level Design Models
¥ Lights
» | Lake
' MinimapCamera
¥ | FPS Controller
¥ | Enemy2
> Enemy3
» | WalkPoints Enemy1
» | WalkPoints Enemy2
¥ WalkPoints Enemy3
» _ Weapon Prefabs
@ Fire particle
' HealthKit Spawn Position 1
' HealthKit Spawn Position 2
' HealthKit Spawn Position 3
P 4 Enemyl 2
' BulletSpawnPos
d

. WaterdAd fle cti inimapCamera

Eikbéva 3.1.7 — CampFire (Scene View)

24
Auyépng Zwrrpng



To Particle System armroteAei éva oXeTIKA OUOKOAO KOuMPATI TNG Unity Adyw Tng
TTEPITTAOKOTNTAG TWV ETTIAOYWY TNG AAAG AUTO OEV ATTOTEAEI APVNTIKO OTOIXEIO O€ OUYKPION METNG
ETTIAOYEG TTOU TTPOCQEPEI. EIBIKOTEPA PECW AUTWYV O XPHOTNG UTTOPEI va opioel TNV dIAPKEIA, TNV
wpa TTou Ba EEKIVAOEI Kal TNV wpa TTou Ba TEAEIWOEL, TO XPWHA, TRV ETTAVAANTITIKOTNTA TOU
particle KaITTOAAG aKOWN.

Fire particle

VOOERRCCOC

v
o
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
[ ]
o
[ ]
[ ]
[ ]
'

Particle System Curves

Eikova 3.1.7 — Particle system

Programming
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MaTnvonuIoupyia Tou TTaiKTN TTOU Ba XEIPICETAI 0 XPOTNG XpNOolpoTToinoa tov FPScontroller
TTOU TTPOCPEPEI N unity oTo TTakETo Characters o o1T0iog €ival dn TTPOYPAPPATIOPEVOGS ATTO TOUG
dnuIoupyoUgs TNG INXAVAG va KIVeiTal he Ta TTARKTPa W A S D Kail va KAveEl GAPOTA PE TO TTANKTPO
Space. Anuioupynoa cav mTaidi (child) Tou FPScontroller éva kevé avtikeiyevo (empty object--—
WeaponHolder) 1o otr0io 6a diaxelpi¢eTal Ta OTTAQ TOU TTAIKTN HEOW £VOG Script TTou £ypawa. Ta
OTTAQ KAl QUTA PE TN 0€Ipd TOUG €ival TTaIdIG TOU VTIKEIMEVOU QUTOU.

v =| seript [~ WeaponSwitching ]
| Terrain ¥ Weapons
- : ) :::r‘:t;‘y;tem Size >
» | Level Design Models Element0 i g
» (Jtights Element 1 WAK-47 c
» | Lake Element 2 W3M4_Carbine c
| MinimapCamera Element 3 %0L96_sSniper_Rifle e
¥ | FPS Controller Element 4 [ ¢
¥ W FPSController >\ Picked Up Pistol (]
¥ | FirstPersonCharacter Picked Up AK |
BV eapontolder e Ghe O
e Picked Up Sniper =]
M4 Carbino Picked Up Machete O
P 4(1L96_Sniper_Rifle ¥ = ¥ Gun Script (Script) a4
» & Machete >| script GunScript €
| MuzzleFlash Range 100
\ MuzzleFlashPistol eam @ FirstPersonCharacter (Camera) ¢
et ‘P:Iazer Pistol Pistol ¢
» (JEnemy2 i Ak47 CAK-4T |
(g Enemy3 M4_carbine “M4_Carbine c
» | WalkPoints Enemy1. Sniper \AL96_Sniper_Rifle c
» _ WalkPoints Enemy2 Machete \» Machete c
> WalkPoints Enemy3 Ak_sound “AK - 47 audioclip €
¥/ Weapon Prefabs Sniper_sound  Sniper audioclip c
| J/Fire paﬂ_:cle » M4_sound M4 audioclip (4
AEILESILISIE SHANA ORIt Pistol_sound _u'rPlstol audioclip ¢
' HealthKit Spawn Position 2
[ HealthKit Spawn Position 3 Muzzle_Flash N ¥ MuzzleFlash (Particle System) 4
» & Enemyl 5| Muzzle_Flash Pistol 7 MuzzleFlashPistol (Particle System) c
( Bulle‘sgannPg; Muzzle_Flash Sniper ¥ MuzzleFlash Sniper (Particle System) | €
LW ionMini amera Anim 'i2 WeaponHolder (Animator) ¢
Scoped Overlay [ Sniper scope Image c
Crosshair |1 Crosshair €
Is Ak Active O
BE| 1o pistol Active d
a |28 [* | 15 M4 Active g
Is Sniper Active |
Is Machete Active -
Max_ammo 0
TITIT I T T T I I
AK Reserve Ammo 7
Animations.. Enemy mod.. FX_Kandol..  Materials es  MoveMotio. NikolayFed..  Prefabs  SampleSce.. Scripts M4 Reserve Ammo )
Sniper Reserve Ammo 0
vHY EX]
- - - - Controller (B WeaponHolder — &
Avatar ‘None (Avatar) e
TextMeshP..  Textures  Ultra Skyb..  VillagePack Apply Root Motion m

Eikova 3.2.1 — FPScontroller

To WeaponHolder 611w BAETTOUUE Kal OTN TTAPATTAVW QwToypagia €xel Tov Animator Trou
diaxeipi¢eTal Ta animations Twv OTTAWV OTTWG Ba doupe TTapakdTw, £xel TOV audiosource TTou
diaxeipi¢eTal Tov fxo TTou Byadel To KABe OTTAO OTaV O TTAIKTNG TTUPOPBOAEI Kal TIPOOKOAANUEVa 2
scripts To GunScript kai To WeaponSwitching 1a otroia diaxeipiCovral TNV oUPTTEPIPOPA TTOAAWV
METABANTWY OTTWG yia TTapddeiypa damage, firerate KTA. Ag¢ Eekiviiooupe AOITTOV PE TO
WeaponSwitching script:

WeaponSwitching
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)bject[] weapons;
pickedUpPistol, pickedUpAK, pickedUpM4, pickedUpSniper, pickedUpMachete;

i Start()
f

weapons[@].SetActive(f
weapons[1].SetActive(f
weapons[2].SetActive(f
weapons[3].SetActive(false);
weapons[4].SetActive(false);

d Update()
if (Input.GetKeyDown("1") && pickedUpPistol == )

weapons[0].SetActive( 33
weapons[1].SetActive( 5
weapons[2].SetActive(f
weapons[3].SetActive(
weapons[4].SetActive(fa

.GetKeyDown("2") && pickedUpAK == tr

weapons[0].SetActive(fa );
weapons[2].SetActive(fa )s
weapons[3].SetActive(false);
weapons[4].SetActive(false);
weapons[1].SetActive(t 3

if (Input.GetKeyDown("3") && pickedUpM4 == true)

Eikova 3.2.1.2 — WeaponSwitching Script

weapons[1] .SetActive( )s
weapons[2].SetActive( )
weapons[3].SetActive(false);
weapons[4].SetActive(false);

(Input.GetKeyDown("2") && pickedUpAK == t

weapons[@].SetActive(false);
weapons[2].SetActive(false);
weapons[3].SetActive(false);
weapons[4] .SetActive(f );
weapons[1].SetActive(true);

£ (Input.GetKeyDown("3") && pickedUpM4 ==

weapons[@].SetActive(f
weapons[1].SetActive(
weapons[2].SetActive(
weapons[3].SetActive(
weapons[4].SetActive(fal

(Input.GetKeyDown("4") && pickedUpSniper == )

weapons[@].SetActive( )
weapons[1].SetActive(false);
weapons[2] .SetActive(false);
weapons[3].SetActive( )5

weapons[4].SetActive( )

£ (Input.GetKeyDown("5") && pickedUpMachete —=

weapons[1].SetActive(
weapons[2].SetActive(f
weapons[3].SetActive(

weapons[@].SetActive(false
weapons[4].SetActive(true

)s
);
)s
);

)

Eikova 3.2.1.3 — WeaponSwitching Script

270 TTAPATTAVW Script £Xw dnUIoUPYNOEl Eva TTiVOKA OTTOU TO KABE OTOIXEIO TOU QVTIOTOIXET KOl
o€ éva atmod ta O1Aa Tou TTaixvidiou. ‘ETol o raixtng étav Ba tratdel éva atrd Ta €€NC TTANKTPA
(2),(2),(3),(4),(5) To script eivai uTTEUBUVO Va EVEPYOTTOINCEI TO AVTIOTOIXO OTTAO 0TO Hierarchy kai
Game View. lNa mapddeiypa e 10 TTAAKTPO (2) evepyotroicital To 61TA0 Kalashnikov kai
QTTEVEPYOTTOIOUVTAI TAUTTOAOITTA.

2Tn ouvéxela Eypaya kail eTikOAAnoca otov FPScontroller o GunScript :

Gunscript
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nextTimeToFire =
fireRate;
range = 10ef;

pistol;
ak_47;
t m4_carbine;
t sniper;
t machete;
ak_sound;
sniper_sound;
m4_sound;
pistol_sound;
muzzle Flash;
muzzle FlashPistol;
muzzle FlashSniper;
anim;
t scopedOverlay;
crosshair;
isAkActive, isPistolActive, isM4Active, isSniperActive,isMacheteActive;
AkOutOfAmmo, PistolOutOfAmmo, MAOutOfAmmo, SniperOutOfAmmo;
ScopedIn = false;
ce audioSource;
ammo_txt;
i zh;

i h zh3;
ra fieldOfView;

max_ammo=8;

PistolReserveAmmo=21, AKReserveAmmo=27, M4ReserveAmmo=30, SniperReserveAmmo=10;
PistolcurrentAmmo, AKcurrentAmmo, M4currentAmmo, SniperCurrentAmmo;
PistolMaxAmmo = 7, AKMaxAmmo = 27, M4AMaxAmmo = 30, SniperMaxAmmo = 5;

Eikova 3.2.2.4 - GunScript

PistolMaxAmmo = 7, AKMaxAmmo = 27, MAMaxAmmo = 30, SniperMaxAmmo = 5;
reload_time = 1.5f;
IsRealoading = e;

Start()

audioSource = GetComponent<AudioS >()s
Find("Ammo t").GetComponent<T
/1" ) .GetComponent<Z e
) -.GetComponent<

3").GetComponent<Z
fieldofview n Find("F tPersonCha
PistolcurrentAmmo = PistolMaxAmmo;
AKcurrentAmmo = AKMaxAmmo;
MAcurrentAmmo = M4MaxAmmo;
SniperCurrentAmmo = SniperMaxAmmo;

Update()

(IsRealoading)

Check();

if (PistolcurrentAmmo == @ && PistolOutOfAmmo==f
{

StartCoroutine(Reload());

(AKcurrentAmmo == @ && AkOutOfAmmo==

StartCoroutine(Reload());

Eikova 3.2.2.5 - GunScript
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se if (M4currentAmmo == @ && M4OutOfAmmo:

StartCoroutine(Reload());

(SniperCurrentAmmo==0 && SniperOutOfAmmo:

StartCoroutine(Reload());

(Input.GetButton("Fi

e.time>nextTimeToFire)&&( (isAkActive)| | (isM4Active)| | (isPistolActive)||(isSniperActive)))

f(isAkActive ==
AkRecoilOn();
(isM4Active =
M4RecoilOn();
e if(isPistolActive
PistolRecoilOn();

nextTimeToFire = Ti time + 1 / fireRate;
Shoot();

AkRecoilOff();
M4RecoilOff();
PistolRecoilOff();
anim.SetBool ("

.GetKeyDown("t") && machete.activeInHierarchy && machete.activeInHierarchy !

anim.SetBool("Is t )s

t.GetButtonDown( ") && isSniperActive =
ScopedIn = !ScopedIn;
anim.SetBool » ScopedIn);
f(ScopedIn == )
StartCoroutine(OnScoped());
: (ScopedIn == )

OnunScoped() ;

OnUnScoped()

fieldofview.fieldOfview = 60;
scopedOverlay.SetActive( 13
crosshair.SetActive( e);

}

IEnumerator OnScoped()
I
{

Eikova 3.2.2.7 - GunScript
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crosshair.SetActive(
scopedOverlay.SetActive(tr
fieldofview.fieldOfview =

shoot ()

(isAkActive == && AkOutOfAmmo ==

max_ammo = 27;

Damage = 20;
audioSource.PlayOneShot(ak_sound, 8.7f);
AKcurrentAmmo -= 1;

muzzle_ Flash.Play();

(isPistolActive && PistolOutOfAmmo

max_ammo = 7;

Damage = 10;
audioSource.PlayOneShot(pistol sound, ©.7f);
PistolcurrentAmmo -= 1;

muzzle FlashPistol.Play();

(isM4Active == && M4OutOfAmmo

max_ammo = 30;

Damage = 16;
audioSource.PlayOneShot(m4_sound, 1.4f);
M4currentAmmo -= 1;

muzzle Flash.Play();

(isSniperActive == tr && SniperOutOfAmmo==f

max_ammo = 5;
Damage = 49;

Eikova 3.2.2.8 — GunScript

audioSource.PlayOneShot (sniper_sound, 8.7f);
SniperCurrentAmmo -= 1;
muzzle_FlashSniper.Play();

hit; i
.Raycast(cam. transform.position, cam.transform.forward, hit, range))

£ (hit.transform.tag — " 8& hit.transform.tag != null)
zh.TakeDamage (Damage) ;
(hit.transform.tag == "Enemy? hit.transform.tag !=
zh2. TakeDamage (Damage) ;
(hit.transform.tag == 3" && hit.transform.tag !=

zh3.TakeDamage (Damage) ;

Check()
(ak_47.activeInHierarchy == true & ak_47.activeInHierarchy != f

fireRate = 5;

isAkActive

isPistolActive

isM4Active =

isSniperActive

ammo_txt.text = ("AK 4 : " + AKcurrentAmmo + "/" + AKReserveAmmo);

(pistol.activeInHierarchy == t &% pistol.activeInHierarchy !=

fireRate =

Eikéva 3.2.2.9 - GunScript
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fireRate = 1;
isPistolActive

isAkActive = f

isM4Active =
isSniperActive fals
ammo_txt.text = ("Pistol Am

(m4_carbine.activeInHierarchy

fireRate =

isMAActive = true

isPistolActive = f

isSniperActive

isAkActive = fa

ammo_txt.text 4 7 " + M4currentAmmo + "/" + M4ReserveAmmo);

(sniper.activeInHierarchy true & sniper.activeInHierarchy

fireRate = 0.5

isSniperActive

isAkActive =

isPistolActive

isMaActive = 1

ammo_txt.text i " + SniperCurrentAmmo + “/" + SniperReserveAmmo);

(machete.activeInHierarchy e &% machete.activeInHierarchy !=

isSniperActive =
isAkActive 1
isPistolActive
isM4Active = f
isMacheteActive

Eikova 3.2.2.10 — GunScript

=] IEnumerator Reload()
{
IsRealoading = t
WaitFor (reload_time);
(PistolcurrentAmmo
{
(PistolReserveAmmo > 7)

PistolcurrentAmmo
PistolReserveAmmo -

PistolcurrentAmmo PistolReserveAmmo;
PistolReserveAmmo

(PistolcurrentAmmo == © &% PistolReserveAmmo

1
PistolOutOfAmmo = t

istolOutOfAmmo = f

(AKcurrentAmmo == @)
(AKReserveAmmo > 27)

AKcurrentAmmo
AKReserveAmmo

AKcurrentAmmo = AKReserveAmmo;

Eikova 3.2.2.11 - GunScript
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AKcurrentAmmo = AKReserveAmmo;
AKReserveAmmo = ©;

if (AKcurrentAmmo=-0 && AKReserveAmmo == ©)

AkOutOfAmmo =

AkOutOfAmmo = fa

(MacurrentAmmo == ©)
(M4ReserveAmmo > 30)

MacurrentAmmo = 30;
MAReserveAmmo -= 30;

M4currentAmmo = MAReserveAmmo;
MAReserveAmmo = ©;

(MacurrentAmmo == © && M4ReserveAmmo == ©)

M40utOfAmmo =

MAOUtOfAmmo =

(SniperCurrentAmmo ==
Eikova 3.2.2.12 — GunScript

f (SniperCurrentAmmo

(SniperReserveAmmo

SniperCurrentAmmo
SniperReserveAmmo

SniperCurrentAmmo = SniperReserveAmmo;
SniperReserveAmmo = 0;

f (SniperCurrentAmmo == @ && SniperReserveAmmo == 0)

SniperOutOfAmmo =

SniperOutOfAmmo

}

IsRealoading =

id AkRecoilOn()

anim.SetBool("I

i AkRecoilOff()

anim.SetBool("I

id M4RecoilOn()

anim.SetBool("I

Eikova 3.2.2.13 - GunScript

MaRecoilon()

anim.SetBool("I

M4ARecoiloff()

anim.SetBool("IsF

PistolRecoilon()

anim.SetBool ("I

PistolRecoiloff()

anim.SetBool(
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Eikova 3.2.2.14 — GunScript

To TTapatrdvw script gival uTTEUBUVO yia Ta £EAG :

2tnv Update() péBodo, péow Twv Raycast dnuioupyei pia akTiva he apxr) To KEVTPO
KAMEPAG KAl KATEUBUVON TTPOG TA EUTTPOG OTAV O TTAIKTNG TTathoel To TTANKTpo firel
(ap1oTEPS KAIK), av QUTA N AKTiVa XTUTTIOEI QVTIKEIPJEVO TOU OTTOIOU £XW TTPOCOETE! ETIKETA
“‘Enemy” 161¢ TTEpVAEl damage oTov £X6p0.

AvalapBavelvakaBopioeiTo fireRate yia 1o KABE OTTAO EeEXWPIOTA HEOW TNG OUVAPTNONG
Check().

Méow TngouvapTtnong Shoot() kaBopilei Todamage Kal TaTTUpoaxIKA yIa To KABe d1TAo
EEXWPIOTA KOI TTPOCEXEI TTOI0 OTTAO XPNOIUOTIOIEI O TTAIXTNG £TOIWOTE VA EVEPYOTTOINBEI O
KaTaAANAOG AX0G.

H couritine OnScope kainouvaptnon UnScoped gival utrelBuveg €€ oAokArpou yia 1o Sniper
OTTAO TTOU UTTAPXEI OTO TTAIXVidI KOI £TO10 TTAIKTNG OTAV TTATHO€I TO TTANKTPO Fire2 (d&i kAIK) Ba
OKOTTEUOEI ] Kal TO avTiBeETo avaAdywg TNV KATAoTaon oTnv oTroia rnon PpiokeTal n
MeTaBANTA bool Scopedin. OuociacTikd étav o TTaiKTNG Ba OKOTTEUCEl O KWAIKAG Ba
evepyotroifoeiotnv Hierarchy tnv €€n¢ eikéva okoTTreUTPOU :

Eikéva 3.2.2.15 — Sniper scope image
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AnAadr) étav dev OKOTTEUOUNE TO OTOIXEIO EVEPYOTTOINONG OTOV INSpector TNG EIKOVAS sniper
scope €ival avevepyo:

e On Play | Mute Audio | Stats | Gizmos 7|

. Terrain
¥, Canvas

>E iu! Health & Stamina Panel

| Crosshair
| Ammo Image.
' Ammo Image 2
' Ammo Image 3
| Ammo Text
| Minimap Border
» | MinimapRawImage
| EventSystem
¥ Level Design Models
» . Lights
> Lake
" MinimapCamera
» . FPS Controller
» . Enemyz
» . Enemy3
» . WalkPoints Enemy1
» . WalkPoints Enemy2
» . WalkPoints Enemy3
» . Weapon Prefabs
" Fire particle
| HealthKit Spawn Position 1
| HealthKit Spawn Position 2
| HealthKit Spawn Position 3

> Enemyl
. BulletSpawnPos

e
» . Bullets(Clone)

N | Health Kit(Clone)

ROY| - Heatth ki(clone)
QNZ|  ieath kiclone)

Sniper Apuno: 540 -5

Assets > Scripts

Maximize On Play |Mute Audio | Stats | Gizmos *

» Anchors.
Pivot

Rotation
Scale

v © canva

cull Transpa

v "5 ¥ 1mag¢

Source Imag
Color
Material

Raycast Tar(
Image Type
Use Sprite
Preserve |

“= Hierarchy,
| Create -| (577 .
v Q =

Shiper Ammo: 5/10 %

@1 Project nsal
L ==

Eikdova 3.2.2.17 - Active

Otav 6pw oKoTTeEUoOUUE, OTTWG PAETTOUNE TNV €IkOva 3.2.2.17 ,JEcw TNG EVTOANG

. Terrain
¥,/ Canvas
» | UI Health & Stamina Panel
@ Sniper scope Image
. Crosshair
| Ammo Image
| Ammo Image 2
| Ammo Image 3
| Ammo Text
" Minimap Border
> MinimapRawImage
| EventSystem
» . Level Design Models
> Lights
> Lake
| MinimapCamera
» | FPS Controller
» . Enemyz
» | Enemy3
» . WalkPoints Enemyl
¥ | WalkPoints Enemy2
» . WalkPoints Enemy3
» | Weapon Prefabs
| Fire particle
' HealthKit Spawn Position 1
| HealthKit Spawn Position 2
" HealthKit Spawn Position 3
» . Enemyl

" BulletSpawnPos
¥ 3

» . Bullets(Clone)

| Health Kit(Clone)
" Health Kit(Clone)
| Health Kit(Clone)

Cull Tran:
v Imi
Source In
Color
Material

scopedoverlay.setactive(true) otnv ypapun 154 tou KwdIKa N KATAAANAN €IKOVO EVEPYOTTOIEITAL:
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EmmpdoBeTa ékava pia au¢non oto FieldOfView Tng Kapepag yia va gival o aAnBopaveég 10
OKOTTEUTPO.

+ Hecouritine Reload() avaAauBavel va avayeuioel To O1TA0 e o@aipeg petdamd 1.5
OeUTEPOAETTTO OTAV TO OTTAO £X€1 0 OPaAipEG OTOV “YEUIOTHPA” TOU.

+ Orouvaptroeig AkRecoilOn(), M4RecoilOn(), PistolRecoilOn() ouoiaoTIKA evepyoTToiouv
Ta animation Twv eKA0OTOTE OTTAWY OTAV TTUPOBOAOUV KOl TA ATTEVEPYOTTOIOUV [E TIG
ouvaptioeig AkRecoilOff(), M4Recoil Off(), PistolRecoil Off().

PlayerHealth — PlayerStamina

2€ OAa Ta TTAIXVIOIQ TTPWTOU TTPOCWTTOU Kal OXI MOVO, €xouue TTaparnpioel ot ta Ul
oToixeia TTaiouv KaBopIoTIKG POAO OTNV Yuxaywyia Kal TTOAUTTAOKOTNTA TOu TraixVvidiou. MNa
TTapddelyua €va TraiXvidl 0TO OTTOI0 O TTAIKTNG JOVO TTUPOPBOAE Kal OKOTWVEI £XOPOoUGS Bewpeital
Bapetd atrd £va OnuEio Kal ETA yIa AUTO TO OTOIXEIO TNG ETTIRIWONG €ival onNUAVTIKO va UTTAPXEI
e€apxns. MNpoéoBeoa AoImmov oTO TTaIXVIdl OUO PTTAPEG CWNG KAl AvIOXnG TOU TTAiKTN. ZTO
Hierarchy view tng Unity dnuioupynoa duo Ul Sliders,dA\aga To background xpwua o€ KOKKIVO, TO
fill xpwpa o€ Tpdaivo Kail KiTpivo avTioToixa yia Tnv {win Kal TRV avToxr], Kal TTpooBeca oTo KAOE
éva atrd éva script Tou diaxelpileTal TN CUMTTEPIPOPA Tou KABE slider avaAoya e Tnv kartdoTaon
oTnv oTtroia BpiokeTal 0 TTAIKTNG (TT.X. av OEXETal XTUTINUA ,av TPEXeEl). Tov KABe slider Tov
ToTmoBéTNOO péca ot éva kevo avtikeiyevo (Health Controller, Stamina Controller) yia
KaAUTePN Kal TaxuTepn Olaxeipion 0edoPEVWY, Hid TEXVIKI) TTOU XPNOIKMOTTOINCO CUXVA KOTd Th
OIAPKEIN TG TITUXIOKA G EPYATiag Jou.
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Siggina 100%

On Value Changed (Single)
List is Empty

Eikéva 3.2.3.1 — Health Controller

= = | =
¥ Jemlcscens e —

TR 9999499399393 3331%

%

S

sef osl osl osllon Lo Jor Lorl el os

On Value Changed (Single)
List is Empty

Eikéva 3.2.3.2 — Stamina Controller

Player Health script:

36
Auyépng Zwtnpng



maxHealth = 100;
urrentHealth;
r sldr;
t txt;
t damage_amount;

Start()

sldr = GetComponent<S
.Find 1 Text™).GetComponent<Text>();
currentHealth = maxHealth;

oid Update()

@, (field) int PlayerHealth.maxHealth
sldr.value = currentHealth;

txt.text = ("Health " + currentHealth+"%");

if (currentHealth > 100)
{
currentHealth = 100;

)
b

DamageAmount(int damage)

currentHealth -= damage;
currentHealth;

Eikova 3.2.3.3 — Player Health script

27OV TTOPATTAvVW KWOIKA 0UCIaoTIKA éow TNG ouvdptnong Update() evnuepwvoupe o€ KABe
frame tnv TiPn NG Cwng Tou TTaikTn. H ouvdptnon DamageAmount() OTTWG TTapATNPOUE ival
onAwpévn wg public £101 WOTE va gival TTPOGRACIUN Kal aTtTd GAAQ SCripts TTou £xw dNUIOUPYAOEL.
‘Eto16tav TAnpeital yia kardotaon, éva dAAo script (TodamageCollider cuykekpipéva 6w 6a
douue TTaPaAKATW) TTEPVAEI GTNV GUVAPTNON TO TTOOO TOU XTUTTAUOTOG TTOU OEXETAI O TTAIKTNG A KOl
a@aIpEi atrd T oUVOAIKR) wr TOU TTAIKTN TO TTOOO TOU XTUTTHMATOG. TEAOG £Xxw TTPOCBEoEl pia
ouvenkn oTnv otroia eAEyxXw av n Cwn eival TTavw atrd 100 kaiav gival Tnv opidw 100 600 dnAadn n
maximumHealth Tou TTaikTn.

Player Stamina script:
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start()

stamina_sld

stamina_txt

current_stal
) -GetComponent<F
.GetComponent<Cha

Update()

stamina_sldr.value - nt_stamina;

stamina_txt.text ="S "+ current_stamina + "%";

f (Input.GetKey(KeyCode.LeftShift) & cc.velocity.magnitude>e)

current_stamina - current_stamina - (Time.deltaTime / stamina_FallRate) * 10;

£(!Input.GetKey(KeyCode.LeftShift))

current_stamina = current_stamina + (Time.deltaTime / stamina RegainRate) * 4f;

if (current_stamina <= )

current_stamina = 8;
ps.m_Runspeed = fps.m_WalkSpeed;

e if (current_stamina >- 10@)

current_stamina = max_stamina;

(current_stamina > @)

(current_stamina > @)

fps.m_RunSpeed - run_speed;

Eikova 3.2.3.4 — Player Stamina Script

Méow Tng Start() cuvapTNOoNG KOl CUYKEKPIPEVA TWV HETABANTWV fPS Kal €C £XW ATTOKTAOEI
mpéofacn ota script FPScontroller kar CharacterController Tou avTikeigévou — KAPEPAG
FPScontroller £101 woTe va eAEyXw av o TTaIKTNG BpioKeTal o€ KataoTaon Tpeiparog r 6xi. Av vai,
TOTE PEIWVW TO Stamina ypappika dnAadr Ye TRV idia TIPR cuvexOUEva Kal av Oxl, augdvw To
stamina TaAI ypauuikd. TEAOG av To Stamina Tou TTaikTn €ival ico e undEv TOTE ATTOTPETTW TOV
TTaiKTN a1ro TO VA TPEEEI opifovTag TNV JETABANTH run_speed ion pe To walk_speed.

ZombieHealth — EnemyAl (rexvnrti vonuoouvn £x6pou)

To Trauyvidl TTePIEXEI TPEIG EXOPOUG (OXETIKA MIKPOG apliBuog kabBapd Adyw BeATioTotToinong).
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+ v oampicaLens — 13 ingger L
Terrain Material None (Physic Material) '
& ::::S’ o Center %0 Y0 z[o
s 3
» il evel Design Madels packy 23
» (JLights Height 2z
» L Lake Direction | Y-Axis
MinimapCamera v - ¥Nav Mesh Agent @
FPS Controller Agent Type | Humanoid
Enemyl Base Offset 1
» Enemy2
¥ Enemy3 Steering
» h\Enemy3 Speed a5
» . WalkPoints Enemyl Angular Speed 590
> WalkPoints Enemy2 ey Braran 0
> WalkPoints Enemy3 Stonning Bistarice G
» v{eapon »Prefabs Aits Brakina 7]
Fire particle
HealthKit Spawn Position 1 Obstacle Avoidance
HealthKit Spawn Position 2 Radius o5
HealthKit Spawn Position 3 Height 5
ke s Qualiy (rish Quaie
2 Priority 50
Path Finding
Auto Traverse Off Mesh Lirly
Auto Repath w
Area Mask [ Miced ...
Ve @ =
Controller EEnemyAl |
Avatar < jillAvatar |
Apply Root Motion (]
Update Mode. | Normal
Culling Mode [ Aluays Animate
~ Clip Count: 4
. Curves Pos: 4 Quat: 208 Euler: 0 Scale: 0 Muscles: 0 Generic: 0 PPtr: O
A= (1) Curves Count: 844 Constant: 268 (31.8%) Dense: 0 (0.0%) Stream: 57¢
& | ‘ “ (e8.2%)
¥ = MEnemy AI (Script) @
Seript EnemyAl
, ) ) , Nav_agent None (Nav Mesh Agent) |
C# C# C# C# C# C# C# C# C# C# C# C# C# C# ¥ Walk_points
EnemyAI2 EnemyAI3 GunScript MainMenu MinimapC..  PlayerHeal.. PlayerStam.. SpinningHe.. SpinningWe.. SwordColli.. WeaponSwi.. Zombie2He.. Zombie3He.. ZombieHeal.. :;Iee"‘e"( 0 iwalkPoinu CTransform) |
Element 1 . WalkPoint2 (Transform) |
Element 2 ~WalkPoint3 (Transform) |
Is Zombie Dead (]
\¥ = ¥ Zombie Health (Script) @ =

Eikova 3.2.4.1 — Enemyl

Seript
Zombie Health

ZombieHealth
150

Omrwg BAETTOUPE OTNV €IKOVa 3.2.4.1 TO HOVTEAO £XEI TTPOCAPUOCUEVO TTAVW Tou collider, nav
mesh Agent, animator kai U0 script TTou diaxeipi(ovTal Tn CUUTTEPIPOPA Tou bot. MapakdaTw Ba

avaAuooupe Tn Asitoupyia Twv dUO auTWV Script.

zombieHealth
anim;
=R

start()

anim -
kd - GetComponent<

GetComponent<.

Update()
(zombieHealth

zombieHealth = ©;
ed.nav_agent.speed - of;
ea eDead ;
anim.SetBool("Is

TakeDamage (

damageAmount)

zombieHealth -= damageAmount;
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Eikéva 3.2.4.2 — ZombieHealth Script

ToTrapatrdvw script repIExel TPEIG HEBOdoUG, TNV Start(),Tnv Update() n otroia kaAeital ka0e
frame ka1 Tnv TakeDamage(). H ué6odog TakeDamage() éTrwg Tapatnpoupe éxel dnAwBEi wg public
€701 WOTE va PTToPEi va KaAeoTei atrd To GunScript. Otav AoITroév o TTaikTnG TTUPOROAE e KATTOIO
OTTAO, dnuIoupyeital éva Ray 0TTwG Enynoape Kal Trapatmdavw. Av autd T1o Ray xTutmmoel 1o bot,
apéowg To GunScript OTEAVEI TNV TIUA TOU XTUTTARATOS AvAAOYWG TO OTTAO TTOU XPNOIUOTIOIEI O
TTaiKTNG, 0TNV ouvapTtnon TakeDamage(), noTroia ue Tn o€1pd NG 0a PEIWOEI TNV TIUA TNG (WAGTOU
bot katad Tn TP XTUTTAMOTOG. H ouvdpTtnon Update() AoITTOv eAEYXEI OUVEXWGS av N TIKA TNG
(wng Tou bot cival pIkpOTEPN 1 ion Pe pNdév, av val TOTE oTaPATAEl TV Kivnon Tou bot Kai
EvepyoTIOIEl TO animation Bavdrou Tou. TEAOG EXw dnuIoUupyNOEl Eva QVTIKEIUEVO (ea) Tou script
EnemyAl, €101 woTte va éxw Tpoofacn oc autd kal 6tav 1o bot pag éxel Cwry Pndév va
EVNUEPWVW TO TIAPATIAVW Script péow TNG METABANTAG isZombieDead €£tol woTe va
KATOOTPEPETAI TO AVTIKEIMEVO (TO bot) PETA aTTO £va CUYKEKPIUEVO XPOVIKO dIdoTnua amo TV
oKnvr Tou TTaixvidiou.

2TNn ouvéxela £xoupe Tnv Al (TexvnTr) vonuoouvn) Twv bot Tou traixvidiou.

EnemyAl

nt nav_agent;
1 player_position;
] walk_points;
lkpoint_index=0;
3 target_direction;
anim;

1i isZombieDead = false;
EnemyState {IsWalking,IsRunning,IsAttacking};
EnemyState enemyState;
r te Vector3 startingPos;

Start()

nav_agent indGameObjectWithTag( y GetComponent<Nal
indGameObjectWithTag( e

Update()

if (isZombieDead == )]

Destroy(gameObject, 3f);

Eikova 3.2.4.3 - EnemyAl
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(Ve -Distance( .transform.position, player position.position) > 4f)

enemyState = EnemyState.IsWalking;
nav_agent.speed = 0.5f;

f (walkpoint_index < 3)
{
nav_agent.SetDestination(walk _points[walkpoint_index].position);

(v Distance(transform.position, walk points[walkpoint_index].position) < 1f)

walkpoint_index += 1;

f (walkpoint_index >= 3)

walkpoint_index = @;

Distance(transform.position, player position.position) <= 6f)

enemyState = EnemyState.IsRunning;
nav_agent.speed =3f;
nav_agent.SetDestination(player_position.position);

f(Vector3.Distance(transform.position, player_position.position) <=1.6f)
{

enemyState = EnemyState.IsAttacking;

nav_agent.isStopped = H

.Distance(transform.position, player position.position) >1.6f)

Eikova 3.2.4.4 — EnemyAl

enemyState = EnemyState.IsRunning;
nav_agent.isStopped = false;

3.Angle(target_direction, transform.forward) < 188f && \ Distance(transform.position, player position.position) < 1ef && V .Distance(transform.position, player pd
nav_agent.speed = 3f;

enemyState = EnemyState.IsRunning;
nav_agent.SetDestination(player_position.position);

f (enemyState == EnemyState.IsRunning)

anim.SetBool("
anim.SetBool("

f (enemyState == EnemyState.IsAttacking )
anim.SetBool("
anim.SetBool( "IsAtt

f (enemyState == EnemyState.IsWalking)

anim.SetBool("IsAttacki
anim.SetBool("I ing

Eikova 3.2.4.5 — EnemyAl
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O Tapatrdvw KWK TTPAYUATEUETAI TV TEXVNTH vONUoouvn, dNAadr Tn CUPTTEPIPOPE TWV
bots oT1o TTaixVvidIl. E18IkKOTEPQ !

«  XpNOIPOTTOIWVTAG enum £Xw dNUIOUPYAOEITICKATAOTAOEIG (IsSRunning, IsWalking, IsAttacking),
OTTOU YIa TNV KABE pia Ba evepyoTroleiTal To KATAAANAO animation.

+  Méow tngUpdate() ouvaptnong mou TpEXel kABe frame,avadnTeital nTipA ardéoTaong yeragu
TOU TTQIKTN MOG aTTO TO £XOPIKO bot. Av auTr) n TIPA gival JIKPOTEPN TOU 6 TOTE OpideTal TAV
kateuBuvon Tou bot o idlog o TTaikTng, opideTal To ISRunning wg state kair auaveTal n
TaxutnTa Tou bot.

+ Av 10 bot BpiokeTal o€ ISRunning KatdoTaon Kai N TR atréotaong player kai bot
gival MIKPOTEPN OTTO 1,6 TOTE OTAUATAEI N Kivnon Tou bot kalopideTal To IsAttacking wg
state.

o 2TNV YPOUMA 86 Tou KWAIKA EAEYXETAI TO OTITIKO TTEdioU Tou bot pag, 6TTou av n ywvia
METOALU MPiag vonThG YPAUMNG TTOU EEKIVAEI aTTO TO bot TTpog Ta euTTPOG (transform.forward)
Kal TNG 6€ong Tou TTaiKTNG Mag gival piIkpdTepn atmd 100 uoipeg T10TE BEWPOUPE TTWG O
TTaiKTNG €ival péoa oTo OTITIKG TTedio Tou £xBpIKoU bot dpa aufdvetal n TaxuTnTa TOU,
aAAaCeinkareuBuvon Tou bot TTpog Tov TTaikT Kal opieTal To ISRunning wg state.

« Orav o TTaikTng dev BPIiOKETAI O€ KOVTIVI ATTOOTACN ] OTO OTITIKO TTEdio Tou bot, To bot
gival TTPOYPAPMATIONEVO va akoAouBei éva povotrdr atrd walking points (BA. gikova
3.2.4.4,0¢c1pa 51-60). Ta walking points autd €ival oucolooTIKG empty objects TTou
onuiolpynoa Kal ToTToBETNoa OTOV XAPTN, OTTOU TTaipvw TNV B€0TN TOUG GTOV XWPEO KAl
MEow evog TTivaka Ta opifw oav kateuBuvaon Twv bot,6Ttav To bot Tacel o€ TTOAU KOVTIVA
atmrooTacon amod €va walking point ToTe opieTal wg KaTteuBuvaon 1o eTTOUEVO pointdnNAadr To
emépevo oToixeio Tou Tivaka. OTtav 10 bot @Tdoel 010 TeAeuTaio walking point TéTE
eTavaAaupaveral n dladikacia atro Tnvapxr opi¢ovTagwgeTTopevo walkingpointtorpwTo
oToixeioTouTrivaka. To kaBebot £xel diIkS Tou diagopeTiko walking path atrd Ta dAAa.

~ MinimapCamera
¥ FPS Controller

. Enemy2

. Enemy3

' WalkPoints Enemy1

' WalkPoint2
. WalkPoint3
v WalkPoints Enemy2

. Walkpointl

. WalkPoint2

. WalkPoint3

v WalkPoints Enemy3

. WalkPoint1

| WalkPoint2

. WalkPoint3

¥ Weapon Prerabs

Eikova 3.2.4.6 — Walking Points
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«  TéMNog otnv apxn Tng Update() ouvaptnong eAéyxetal o€ kGBe frame av n yeTaBAnt
isZombieDead cival aAnBng, av vai T0Te Ye TNV EVTOAA return oTAPATAEI VO EKTEAEITAI
OTTOIaONTTOTE OEIPA KWAIKA KATW aTTd QUTH KAl KATACTPEPETAI TO HOVTENO TOUu bot oTnv

oknvn Traixvidiou.

DamageCollider

v € sampleScene*

Terrain

» . canvas
EventSystem

¥ Level Design Models

> Lights

> Lake

MinimapCamera
» . FPS Controller
¥ o Enemyl
¥ Enemyl
v Hips
» L LeftUpLeg
» | RightUpLeg
¥ Spine
¥ [ Spinel
¥ . spinez
» | LeftShoulder
> Neck
¥ | RightShoulder
¥ RightArm
¥ . RightForeArm
¥ . RightHand
> RightHandIndex1
RightHandMiddle1

v
» |/ RightHandPinky1
» | RightHandRing1
» | RightHandThumb1
| Jil_HiRes_Meshes
> Enemy2
> Enemy3

Eikéva 3.2.5.1 — Box Collider

Start()

ph = GameObject.Find("Health Controller"”).GetComponent<Player

OnTriggerEnter(Collider other)

(other.gameObject .name] == *

I
1

ph.DamageAmount(20);
3}
1

Eikéva 3.2.5.2 — Damage Collider script
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@ RightHandMiddle2

l

Tag | Untagged 4] Layer [ Default

¥ .~ Transform

@3 %

%[0,04291041 | Y -0,0042489¢ Z0.00200545!

Position
Rotation x[5.679 Y0128 22,968
Scale X1 Y1 Z{1
¥ iy ¥ Box Collider @ e
4% | Edit Collider
Is Trigger ¥4
Material None (Physic Material) o
Center X0 Y0 zo
Size x[05 Y019 z[01
¥ « ¥ Damage Collider (Script) | @ =
o

Script DamageCollider

Add Component




O1rwg TTapatnpouue oTny IKOVa 3.2.5.1 £Xw TTPOCAPPOCEI OTO XEPI TOU HOVTEAOU Eva box
collider kaiaTov inspector €xw €mAEEel TRV eTTIAOY ISTrigger. TaTapatmdvw pou divouv Tny TTIAOYA
va avixveuw otroladATToTe TTAEov eTTa@r peTagu Tou box collider (tTou bot BswpnTikd) pe TOV
TTQIKTN Kal va Tou kataAoyi¢w {nuid. Autd akpiBwg cupBaivel oTn ypapur kwdika 15-21 (BA eikova
3.2.5.1) 610U EAEYXETAIAV N ETTAP CUPPBAIVEI JE TOV TTAIKTA KaIAV vaI TOTE £XOVTAG TTPOCBACT OTO
script PlayerHealth Trepvapue ¢nuid peyéBoug 20.

Edw ava@épw 611 Ta bot £€xouv dIaQopETIKA Script TEXVNTAG vonUoouvng Kal {wrG YE TOV
i010 aKPIBWGS KWOIKA KABWG DIOPOPETIKA HOVTEAQ DEV UTTOPOUV VA £XOUV TO idIO SCript ue GAAQ.

| P L0res Controller ¥ I M capsule Collider ERY
| ¥ /Enemy2 > i
| » AEnemy2 Edit Collider
| ¥ Enemy3 1s Trigger |
TaEnemyd | material [None (Physic Material) lo
» | WalkPoints Enemy1 e ) Y104 [270.02
| > WalkPoints Enemy2 Radi ‘0'23 - -
» | WalkPoints Enemy3 a. e :
» . Weapon Prefabs Height 194
|/ Fire particle Direction [ Y-Axis
| HealthKit Spawn Position 1 v o4 ¥ Enemy AI3 (Script) £
| HealthKit Spawn Position 2 Script EnemyAlI3
I W :“'""(1"‘ SpanniPoxiton d Nav_agent ‘None (Nav Mesh Agent) ]
P cnemy ¥ Walk_points
| BulletSpawnPos §
| Waterd ionMinit amera Size 3
Element 0 A WalkPointl (Transform)
Element 1 A WalkPoint2 (Transform)
Element 2 A WalkPoint3 (Transform)
1s Zombie Dead -
¥ 4 ¥ Zombie 3 Health (Script) o %,
Script - Zombie3Health
Zombie Health 3 1150
v 3 Nav Mesh Agent o %
Agent Type | Humanoid 1]
Baca Afoar i — 1
|| Base Offset o ]
s .
Eikéva 3.2.1 — Enemy AlI3 & Zombie 3 Health
L #Ee conllan ¥ i ¥ capsule Collider ot
¥ Enemy2
Edit Collider
| » Enemy3 Is Trigger ]
: Kj :a:::"!":' :nemy; Material ‘None (Physic Material) - lo
. WalkPoints Enemy: T T
» | WalkPoints Enemy3 :e;ter ‘);"’7 ‘ L ‘ £ [}l
» |/ Weapon Prefabs a. e i""'
| Fire particle Hlemht. 11.93
| HealthKit Spawn Position 1 Direction [ ¥-Axis
| HealthKit Spawn Position 2 ¥ o4 ¥ Enemy AI2 (Script) o
| HealthKit Spawn Position 3 Script EnemyAIZ
» & Enemyl 7| Nav_agent [None (Nav Mesh Agent)
| BulletSpawnPos i -
e s SR e alk_points
- Size 3
Element 0 A Walkpointl (Transform)
Element 1 A WalkPoint2 (Transform)
Element 2 A WalkPoint3 (Transform)
Is Zombie Dead J
v 4 ¥ Zombie 2 Health (Script) -
Seript ZombiezHealth
Zombie Health 2 1150
v ¥ Nav Mesh Agent £
Agent Type { Humanoid i
Base Offset o 1

Eikéva 3.2.2 — Enemy Al2 & Zombie 2 Health

Sword Collider
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- e e A e e

v QSampleScene Y

=|| » D e - ==
Terrain Tag | Untagged ¢ Layer | Def
[ Canvas ¥ .~ Transform
EventSystem Position X0 Yil5.1
» Level Design Models Rotation X 87.75301 Y -40,
# L Lights Scale X 20 Y 20
b Lake %
MinimapCarare # .. Sphere (Mesh Filter)
¥ | FPS Controller v ¥ sphere Collider
¥\ FPSController > ‘ VaY l Edit Collider
v FirstPersonCharacter - _ =
¥ 4 WeaponHolder = Tnggen A : _—
~ Pistol Material None (Physic Material
AK-47 Center X 0 Y O
(“M4_Carbine Radius 4
P o L9% S er Rifle
[1L96_Sniper_Rifle v = ¥ Sword Collider (Script)
¥ ¢ Machete > Script SwordCollider
P Sphere Damage Collider et —
MuzzleFlash [ Add Component
MuzzleFlashPistol
+ Player
+ Cube

> Enemy2

Eikova 3.2.6.1 — Sword Collider

id Start()

id OnTriggerEnter(Collider other)
if (other.gameObject.name == "Enemyl")
zh.TakeDamage(180);
e if(other.gameObject.name == “Enemy2")
zh2.TakeDamage(10) ;
se if(other.gameObject.name == "Enemy3")

zh3.TakeDamage(10);

i
|
|

Eikova 3.2.6.2 — Sword Collider Script

Ma tnv ema@A peTa&u otrabiou kal bot Tpdobeoa oTo prefab machete £va ogaipikd collider
(BA eikova 3.2.6.1) kai evepyoTroinoa Tnv €1mAoyn isTriggered. ETriong emouvaya Kai 1o
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SwordCollider script, yéow Tou oTToiou dTav o collider £€pBel og eTTagn pe éva amrd Ta bot, repvdel oTov
avTioToIxXo £x0p06 Cnuid TIUAG 10 (BA eikova 3.2.6.2 ,0¢1pa 23-35).

BulletCollector

» | Lights Scale X1 Y 21

" ;?:;nancdme'_a v = ¥ Bullet Collect (Script) @ = %
B ey e Script BulletCollect a
b gEnemyz Bullets DEullets °
: i"’.?»”- R ¥ i ¥ Box Collider @t
alkPoints Enem: L
> . walkpoints Enemy2 [ | Edit Collder
» . WalkPoints Enemy3 Is Trigger o
» _ Weapon Prefabs Material None (Physic Material) °
Fire particle - Center X0 Y0 z[o
HealthKit Spawn Position 1 e o o I

HealthKit Spawn Position 2
HealthKit Spawn Position 3

Add Component

b & Enemyl >
® BulletSpawnPos
Waterd d ionMinimapCamera

Eikova 3.2.7.1 — BulletSpawnPos

Anuioupynoa £va empty object o€ éva onueio Tou XAPTn TO OTTOI0 Ba €ival Kal TO onuEio
OTTOU B0 YivovTal respawn Ta TTUPOUOXIKA TwV OTTAWYV TOU TTAIKTN. To KEVO QUTO AVTIKEIMEVO EXEI
TTpocapuoapéva Eva script kal éva box collider yia va avixveleral TTOTE 0 TTAIKTNG €ival o€ ATTOOTACN
WOTE VA UTTOPEI VO ONKWOEI T TTUPOPAXIKA ATTO TO £0AQOG.

1der™).GetComponent<GunScript>();
, gameObject.transform.position, gameObject.transform.rotation);
onTriggerStay(Collider other)
(other.name = put.GetKeyDown(KeyCode.E))
(gs-isAkActive ==
gs.AKReserveAmmo = gs.AKReserveAmmo + 27;
(gs-isMActive == )
gs.MAReserveAmmo = gs.M4ReserveAmmo + 30;

‘
{
}
{
{
1
}

(gs-isPistolActive == )
1
gs.PistolReserveAmmo = gs.PistolReserveAmmo + 7;

(gs-isSniperActive == )
‘
{

gs.SniperReserveAmmo = gs.SniperReserveAmmo + 5;|

Destroy(clone);
StartCoroutine(RespawnBullets());

Eikova 3.2.7.2 — BulletCollector script

46
Auyépng Zwrrpng



IEnumerator RespawnBullets()
¢

WaitForSeconds (2f);
clone - Instantiate(bullets, .transform.position, .transform.rotation);

Eikova 3.2.7.3 — BulletCollector script

To TTapatrdvw script AoItdv eAEyxel av o TTaikTNG €XEl E1I0€ABEI oTo TTEDIO TOU collider. Av
val, T01e 0 player TTatwvTag 1o KOuuTi “E” TTpooBETEl 0T dEUTEPEUOVTA TTUPOUAXIKA TOU TOV
QvTIOTOIXO apIBUO TToU XPEIAZETAI TO OTTAO TO OTTOIO €ival Evepyd Kail Ta TTUPOPaXIKE TTou BpiokovTal
oT0 £€dagog e¢agavifovral amd Tnv oknvi Tou Taixvidiou. Méow Tng couritine RespawnBullets() (BA.
&IkOva 3.2.7.3),10 prefab TwWvV TTUPOPAXIKWY ETTAVEUPAVICETAI UETA ATTO 2 OEUTEPOAETTTA.

Spinning Health Kit

Lake T -
MinimapCamera ¥ ¥ Box Collider

FPS Controller Edit Collider
4

e Is Trigger
Enemy3 : = -
WalkPoints Enemy1 Material None (Physic Material) o
WalkPoints Enemy2 Center X0 Y0 z0
WalkPoints Enemy3 size x[0.2 Y02 z[02

Prefabs ¥ = ¥ Spinning Health Kit (Script) @ =%
cle Seript SpinningHealthKit o
Health Kit 5 Health Kit °

YYYVYYYY ¥V

| HealthKit Spawn Position 2
| HealthKit Spawn Position 3 (
» i Enemyl >
| BulletSpawnPos
WaterdAd: d

Add Component ]

Eikéva 3.2.8.1 — Health Kit spawning position

‘Exwtpocbéoel Tpia health kit oTo TTaIXVIOI £TO1 WOTE OTAV TTAIKTNG BPioKETAI O€ XAUNAd
eTITTEdA CWAG, VO aUEAOEITNVTIMATNGCWASTOUKATA 20%. AnuioupywvTagAoITrév Tpia empty objects
o€ 010QOPETIKA onuEia aTo XapTn, £Xw TTPooKOAARael Evav collider yia Tnv avixveuon ema@ng Tou kit
ME TOV TTAIKTN KAl VOGS SCript yIa TNV CUUTTEPIPOPA TOU.
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healthKit;
ckingUpHealthKit - false;
start()

ph = GameObject.Find("Hi 1ler™).GetComponent<Playe alth>();
clone=Instantiate(healthKit, ject.transform.position, gameObject.transform.rotation);

Update()
f (clone != )
‘

clone. transform.Rotate(Vector3.up, speed * Time.deltaTime);

id OnTriggerStay(Co

£ (other.name == oller” && Input.GetKeyDown(KeyCode.E) & iSpickingUpHealthKit == & ph.currentHealth < 100)
‘

ph.currentHealth += 20;
iSpickingUpHealthKit = t H
StartCoroutine(RespawnHealthKit());
3
}

}

5 IEnumerator RespawnHealthKit()
{

Destroy(clone);

Wait
iSpickingUpHealthKit
clone - Instantiate(healthKit, gameObject.transform.position, gameObject.transform.rotation);

3

Eikova 3.2.8.3 — Spinning health kit script

21n ouvdptnon Update() (BA gikova 3.2.8.2) eAéyxouue av 1o Kit uttéipxel oTNV OKNVA
TTaIXVIOIOU KQI AV VAI TO TTEPICTPEPOUE YUPW ATTO TOV EAUTO TOU. 'YOTEPA AV O TTAIKTNG €XEI TV
ETTAPKA atréoTaon ammo 1o kit, av méoel To TTAAKTPO “E” kail av n {wry Tou gival JeiwPévn, TOTE
augdavel Tn {wn Tou Katd 20% Kai kataoTpEé@eTal To Kit ammd tn oknvr} Taixvidiou(BA gikéva
3.2.8.2,0¢e1pa 29- 36). TéNog péow Tng couroutine RespawnHealthKit(), eravepgavicetai To kit
METG aTTd 3 SEUTEPOAETTTA QPOU EXEIKATAOTPAPEI.

NMpooBnkeg oTo TTaIYVIdI

Minimap

Ma 11g avaykeg Tou minimap, XpEIAoTNKE va TTPO0BE0wW OTO TTaIyVidl Jia SeUTEPN KAUEPQ KAl
va TNV TOTTOBETHOW OKPIBWG TTAVW aTTO TOV TTAIKTN.
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o ugine
| > Lake
® MinimapCamera
| ¥ | FPS Controller
» | Enemy2
» _ Enemy3
» | WalkPoints Enemyl
. » _ WalkPoints Enemy2
» | WalkPoints Enemy3
» | Weapon Prefabs
| Fire particle
| HealthKit Spawn Position 1
| HealthKit Spawn Position 2
| HealthKit Spawn Position 3
| > W Enemyl
| BulletSpawnPos

Eikéva 3.3.1.1 — Minimap Camera

| scae X1 RGeS |
v ¥ camera o8,
Clear Flags | Depth only B
Culling Mask Everything n
Projection | Perspective 4]
Field of View - —————150 |
Physical Camera (m]}
Clipping Planes Near [0.01 ]
Far (1000 B |
Viewport Rect x'o——wl:
wi H1
Depth 0 |
Rendering Path Use Graphics Settings 4
Target Texture | MinimapRendererTexture e
Occlusion Culling ~]
Allow HDR O
Allow MSAA 4

Allow Dynamic Resolution [

camera will render
quality settings.

MSAA is requestad by the camera but not znabled in quality settings. This
A without MSAA buffers. If you want MSAA enable it in the

Target Display | Display 1 :]
¥ « l¥Minimap Camera Following (Script) I8,
Script MinimapCameraFollowing [}
Player [ A Cube (Transform)_ 1o

Add Component 1

2Tn ouvéxela dnuioupynoa éva rendering texture kai éva Ul element raw image, €101 WOTE TO

rendering texture va Aauavel Tnv €IKGva atro Tnv minimap camera Kol va TNV TTEpVAEl oTNV raw
image Pe atmmoTEAEOUA 0 XPrOoTNG va PAETTEI TOV XAPTN ATTO KABETN ywvida.
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Eikéva 3.3.1.2 — Rendering texture

Eikéva 3.3.1.3 — Raw image
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"YotepampooBeca oav maidiTou rawimage éva €IKkovidlo 0TO KEVTPO TOU OKPIBWS TO OTT0I0
QVTIKATOTITPICEl TN B€0N TOU TTAIKTN Hag oTo Minimap. TEAog, dnuioupynoa £va script 1o
OTT0i0 avaykadel TNV KAPepa Tou minimap va akoAouBei Tn B€on Tou TTaikTn 6TaV AUTOG
KIVEITAL.

UnityEngine;

n player;

id Update()
{

newPos - player.position;
- transform.position.y;
.gameObject. transform.position = newPos;

Eikova 3.3.1.4 — MinimapCameraFollowing script

Main Menu

Oewpnoa evdla@Epov va TTPOcBEcw €va Pevou TTou va divel TNV €TTIAOYR OTOV TTAIKTN
MéOow OUO TTAAKTPWYV va TIaigel N va eykataAsiwel 1o TTaIxvidl. Anuioupynoca Aoittév pia
Kaivouplia oknvr, otov Hierarchy view mpdéobeoca duo Ul buttons pe dvoua PLAY & QUIT kai
eTTECEPYAOTNKA BIAPOPA OTOIXEID TOU OTTWG YIA TTAPASEIYUA TA XPWHATA TWV KEINEVWYV TOUG . To Ul
button divel otov developer Tnv £mAoyr va €mMAEEEl HIa cuvapTNON aTTO £va Script n oTToia Ba
KaAeiTal KABe opd TTOU 0 XPNOTNG Ba ETTIAEYEI TO OCUYKEKPIPWEVO TTARKTPO. 'Eypaywa Aoitrév duo
OUVAPTAOEIG Ol OTTOIEG EEKIVOUV KAI TEPUATICOUV TO TTAIXVIOI AVTiIOTOIXA YIa TO KABE TTANKTPO.

id PlayGame()

r.LoadScene("

QuitGame()

ion.Quit();]

Eikéva 3.3.2.1 — MainMenu script
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¥ € MainMenu v= - =
Main Camera : Tag | Untagged 4] Layer (UL 3]
Directional Light ¥5{ Rect Transform
EventSystem nter Pos X Pos Y. Pos Z
¥ Canvas = 35 59 0
¥ MainMenu - Width Height
lay Button | 2127 79.9
> | Quit Button » Anchors
Pivot x5 |v[os
Rotation X0 Yo 2o
Scale X1 Y1 2[1
¥© Ccanvas Renderer @ =t
Cull Transparent Mesh [
¥ "4 ¥ Image (Script)
Source Image. [UTSprite °
Color [ IP4
Material None (Material) o
Raycast Target
Image Type [ Siiced ol
Fill Center W
¥ o ¥ Button (Script) @
Interactable 7]
Transition (ColorTine 1]
Target Graphic %,Play Button (Image) °
Normal Color 74
Color 74
Pressed Color 2
Disabled Color Vi
Color Multiplier O ——) C
Fade Duration 0.1
Navigation [ Automatic il
( TR ]
on Click ()
|al> T +J[ MainmenupiayGame
[ MainMenu (Mair_o
LIS
D Default UI Material @ =
Shader | UL/Dsfault -
Maru Samplasce; »
Add Component:

Eikova 3.3.2.2 — Play Button

AL Ma:e(;‘:mera Tag | Untagged +] Layer [UL +
Directional Light v Rect Transform @
EventSystem center Pos X Pos Y Pos Z

¥ Canvas AR d] 7 -50 0
¥ MainMenu 3| - Width Height
Play Button |l 2197 743 |
Quit Button » Anchors
Pivot x[o5  |v[os
Rotation X0 Y0 zZ0
Scale X1 Yi1 Z1
¥© canvas Renderer @
Cull Transparent Mesh ]
¥ " ¥ Image (Script) [FER]
Source Image ¢
Color 12
Material None (Material) ¢
Raycast Target
Image Type [ Sliced i
Fill Center
¥ o ¥ Button (Script) @
Interactable
Transition :
Target Graphic [%Quit Button (Image) | ¢
Normal Color z
ighlighted Color 2
Pressed Color
Disabled Color Z
Color Multiplier [
Fade Duration 01
Navigation [Automatic :

[ Visualize

WE=|  on Click ()
Runtime Only 4 || MainMenu,QuitGame n

~ MainMenu (Mair 0

D Default UI Material @
> Shader [UL/Default -

r PR

Menu  SampleSce..

Eikéva 3.3.2.3 — Quit Button

KepdAaio 4 : OAokAnpwon kai Walkthrough traixvidiou
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Xtioigo maixvidiou

Otav AoV N avatTuén Tou TTaIXVIBIoU £xEl PTACEI 0TO TEAOG TNG, £XEIEPBEI N WPA YIa TOV
TTPOYPANMATIOTH VA ETTIAECEI TNV OPQH TNG EQaApOYNS TTou Ba dnuioupynBei. MTTopei va TTIAEEE!
AoITrév TNV TTAAT@OPA, 6TTwG PS4 kal XboxOne, ) To AeIToupyikd ouoTtnua 6tmwg Windows &
android,kal va puBUIoEI TO OTOIXEI TTOU TO AQOPOUV, OTTWG TNV apXITEKTOVIKA oTa Windows.
EmmpdobeTa divetal n €TIAOY YPAPIKWY Kal avadAuong Tou Traixvidiou. TEAOG O TTPOYPAUUOTIOTHS
MTTOPEI VA OAAGEEI KAl TO EIKOVIOIO TOU TTAIXVIOIOU PE KATTOIO TG OPEOCKEING TOU.

‘Eva aiyvidl utropei va €xel TTOAEG DIAPOPETIKEG OKNVEG KAl O TIPOYPAUUOTIOTHG OQPEiAEl va
TIG BAAEI o€ pia ogIpd WOTE TO TTaAIXVidI va EEKIVAOEI aTTd TO CwoTo level.

|

Scenes In Build

Deleted| |
¥ Scenes/MainMenu of |
¥ Scenes/SampleScene 1 ‘l

{
1
H
H
|
Add Open Scenes | !
|
Platform |
- H
-& PC, Mac & Linux Standalone <y é; PC, Mac & Linux Standalone i
3 {
a i0S Target Platform | Windows s]
Architecture | x86_64 3 :
@y tvos Server BU|I<.1 I:| '
Copy PDB files -
a Android Create Visual Studio Solution [ |
Development Build (]
@ Xbox One Autoconnect Profiler
Script Debuagging
—r4a PS4 Scripts Only Build
== Universal Windows Platform
Compression Method | Default
HTML
E WebGL
L= 3 Learn about Unity Cloud Build
Player Settings... [ Build || Build And Run_ |

Eikova 4.1.1 — Build Settings view

EtTiong o 1TpoypauuatioTiC TTPIV TTPAYHATOTTOINCElI TO XTiIOIMO TOU TTAIXVIOIOU €XEl TN
duvatoTNTA VA AAAAEEI TIG PUBNICEIG TWV YPAPIKWY YIA VA KATOOTAOEI TO TTAIX VIO iCWG TTI0 EAa@pPU Kal
OMOAS OTN TTEPITITWON TTOU XpnoluoTrolei Bapid Visual Effects yia rapadeiypa, JEow Twv project
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settings. QoT1600, éxel akOuN TTOAAEC ETTIAOYEG OE OXEON UETIC PUBUICEIG TOU TTAIXVIBIOU TIG OTTOIEG DEV
XPEIGOTNKE VA £EEPEUVAOW AOYW OTI TO TTAIXVIOI TTOU dnuioupynoa gival TTOAU eEAapPU.

0 Project Settings

Eikéva 4.1.2 — Project settings view

Adelgg Kal SiIKaiwpaTa

Eival atroAUTwg vOpIPo va diavEETE i va TTOUAATE TTaixvidla TTou yivovTal Je Tnv dwpedv
¢kdoon ¢ Unity. To yévo 1Tou dev UTTOPEITE VO KAVETE €ival va XPNOIUOTIOIEITAl pia dwpedv
dokipaoTiknA ékdoon 30 nuepwv TNG Pro (TTAnpwveig) ékdoong Tng Unity yia va KAVETE Eva Taiy vidl Kal
OTn OUVEXEIQ VO TTOUANOETE QUTO TO TTAIXVIidI Xwpig va ayopdoeTe Tnv Unity Pro.

AnAadr, pTTopeite va dnUIoUPYNOETE KAl VA TTOUANOETE £va TTaiyVvidl ue Tnv dwpedv €kdoon
NG Unity Xwpig va TTANPWVETE dIKalwuaTa A HEPidIo e0OdWV.
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Mavw atmd 10 25% Twv TTpoypauUaTIoTWY KEPdifouv TTavw atd 5.000 doAdpia To ufva otnv
TTAATQOPUaiOS kaiTo Android BAETTEITO 18% TNG BOUAEIAG TOUG £TTIONG KAAS. Ta Traixvidla xTuTTnoav
TNV ayopd cHPEPQ Kal €ival TA TTIO KEPOOPOPA. OI TTEPICOOTEPES EQAPPOYES TTAIXVIBIWYV YiVOVTal UE
eAeUBepO XpbVvo. ETOI1, TOKOOTOG BEV Eival UTTEPBOAIKA UWNAO yIa TRV AVATITUEN TG EQAPHOYAG VIO
KIVITA JE OPOUGXPNMATWV.

MNa éwgKaITTEVTE EDPEG, TTOPEITE Va eyypa@eiTe oTo Unity Prootnv e8Ik TIuA Twv $ 75 avd
MAvayIa TTEPIOPIOUEVN METARATIKA TTEPIOOO, HETA TNVOTTOIA N TIUN B0 ETTAVEABEIOTNV KAVOVIKATIUA
ouvdpoung Twv $ 125 ava prva:

<

Personal Plus Enterprise

For serious creators looking to o) ) A tailored solution to suit your
bring their vision to life. 1ced c d organization's creative goals

$35 Contact us

No credit card required per seat/month per seat/month

— sl g

Eikdva 4.2.1 — Licences

Walkthgrough

MapakdTw TTapaBETw screenshots Tou TraixvidIou Katd Tn didpkela Tou Gameplay Tou.
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Eikova 4.3.1 — Main Menu

Eikéva 4.3.2 — Village
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Eikova 4.3.3 — Zombie Enemy 1

Eikéva 4.3.4 — Zombie Enemy 2
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Eikova 4.3.5 — Zombie Enemy 1

Eikéva 4.3.6 — Zombie Enemy 2
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Eikéva 4.3.7 — Zombie Enemy 2

Eikéva 4.3.8 — Health Kit
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Eikova 4.3.9 — Ammo supplies

Eikova 4.3.10 — Enemy 3
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Eikova 4.3.11 — Zombie Enemy 3

Eikdéva 4.3.12 — Lake and Mountains
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Eikova 4.3.13 —Path to the Woods

Ke@dAaio 5 : Zuptrepaocpara kai BifAloypagia

ZUNTTEPAC AT

H onuioupyia tou Trapatmmdvw BivieotraixviOlou aTtroTeAEl pIa €uxdpioTn Kal evola@épov
eUTTEIPia TNG CWNG YOV Kal €ipal Oiyoupog TTwG oTo HEAAOV Ba aoxoAnNBw Kal PE TTEPAITEPW TOMEIG TNG
Biounxaviag Twv TaixvISIwv 0TTwg yia TTapddeiyua 1o 3D modeling, €101 WOTE va gipal og Béon va
avaTTuEw Kal pévog pou oAokAnpwpuéva TTaixvidia. ‘Eva atrd ta ToAAG TpdyuaTta TTou €pabda KaTd Tn
dIdpKEIa aUTAG TNG TITUXIOKAG, €ival 0TI Eva TraixVvidl Ogv gival aTTAG va uAoTToINOEi KABWG XpeIdleTal TTOAU
OOUAEIA KATA TNV AVATITUEN KAl AKOUN TTEPICOOTEPN YIa TNV 816pBwaon ouvexouevwy bug KabBwg atrd OTi
kataAafa kai o idlog, Ta bugs TToTédevoTapaTouvvagu@avi¢ovtal. evikdTepa, n dnuioupyia
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evOg TTaIXVIOIOU gival pia apKeTa TTEPITTAOKN dladikaoia TTou aTTaITEl yVWOEIG 0€ TTOANOUG TOUEIG dua
TTPOKEITAI VO OAOKANPWOEI TTARpWS atrd éva dTopo. Yrdpxouv Opwe TTOAAG epyaleia TTou KaBioTouv
QUTO TO EYXEIPNUA TTPAYHATOTTIOINCIUO.

H Unity eivai pia Trdpa TTOAU KA gnxavi dnpioupyiag Taixvidiwy Pe TTOAAG epyaleia, aAAd
xpelddovTal WwpeG eEA0KNONG Kal avalATnong oTo internet yia Tnv cwaoTn €E0IKEIWON TOU XPHoTn.

BiBAloypagia

MapakdTw TTOPABETW TA Site Ta OTToIa ETTIOKEPTNKA KATA T SIAPKEIQ TG AVATITUENG TNG
TITUXIOKNG VIO TOV XPAON OPICUEVWY PHOVTEAWVY EVTOG TOU TTAIXVIOIOU OAAG Kal GENIDEG TTOU HE
BorBnoav va uAoTToINoW TV AVaQOPA OTO KOPUATITNGI0TOPIAG TNS Unity,Twv BIVTEOTTAIXVIDIWV KTA.

[1] http://assetstore.unity.com/

[2] http://devassets.com/

[3] https://en.wikipedia.org/wiki/Video _game_development

[4] http://brackeys.com/
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