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MepiAnwn

H TTapouca epyaoia €xel va KAVEI PE TNV OUVEICPOPA TNG TTANPOYOPIKNAG KAl TwV
d1a@OpwV KAAdWV NG, oTNV TTEPITITWOT] PJag development Kal BIOTTANPOPOPIKH, Yia TV
KATATTOAEUNON 1 ATTOTPOTI VONTIKWV TTaBnoewv OTTws EANEIYN OUVTOVIOUOU Kal
OUYXPOVIOMOU, EAAEIYN PBPaxuxpoviag Kal POAKPOXPOvIoG uvAUNG KATT. H epyacia
atroteAeital amd 3 projects (Bivreotraixvidia). To kaBéva atrd autd €ival aQOoCIWPEVO OE
Mia ) TTEPIOoOTEPES voNnTIKEG TTaBAOEIC. piv TRV dnuioupyia Tou KABE BivreoTraixvidiou
TTPAYHATOTTOINONKE AVAAUTIKOG OXEDIAOUOG OOWV APOopPA TO AVTIKEIMEVO E TO OTTOI0 Ba
aoxoAcital kal To TTPOPANPa TOo OTToi0 Ba €xel OKOTTO VO KATATTOAEUA. 2Tn OUVEXEIA
TIPAYMATOTIOINONKE N AVvATITUEN TOU KABEVOG KAl N evnuEPWON TwV UTTAPXOVTWV

ekdOOEWYV OTA TEAIKA TOUG OTTOTEAECUATA.

H ouveiopopd evog TéTolou £pyou Ba uTTopoucE va gival TTOAU PHeYAAn eEuwwvovTag TV
EMOTAKN TNG TTANPOPOPIKAG AKOUA TTEPICOOTEPO KABWG Pia cuvepyaoia pe d1AQopoug
TOMEIG TNG 1ATPIKNAG KAI TTI0 CUYKEKPIPEVA TNG VEUPOETTIOTAUNG Ba YUTTOPOUCE VA ETTIPEPEI
evola@épovTta armmoTteAéopaTa. Ta amoteAéouaTa Ba ytropoucav va gival TTPWTOTTOPIOKA
KaBwg o ouvduaouOg TTAPOPOIWY projects Pe Hio owoTh QAPUAKEUTIKH aywyr Oa
MTTOpOUCE VO aTTOTPEWEl TTOANEG VONTIKEG TTABNAOEIC TTPIV. @TACOUV O€ ATTPOXWPENTO
onueio. Até 1a 2 droupa TTou €0eAovTIKA €Aafav PEPOG OTNV TTapoloa £peuva, Eva JE
dlayvwopévn EAAEIYN OUYKEVTPWONG Kal éva Pe dlayvwopévn avola, £0eigav BeTIKA
atmmoTeAéopata amd Tnv OeUTEPN KIOAAG TTPooTTABela oTa PBIVTEOTTAIXVIOIA a@OU TOUG
€YIVE OIKEIO TO €IKOVIKO TTEPIBAANOV TOU €KAOTOTE PBIVTEOTTAIKVIOIOU TNV TTPWTN TOUG
@Opd. ZTn OUVEXEID, OTO TTAQICIO MIOG NnUEPIdAC TTOU TTpayuATOTTOINBNKE atrd TNV
‘Evwon Kupiwv Apdpag — ZTitt Avoixtig @iAogeviag yia Tnv Taykoouia nuépa KaTd tng
vooou Tou Alzheimer’s, pye TTpooKAAECAV va TOUG TTAPOUCIACW Ta projects pou oe 7
aropa pe Alzheimer’s ) yvwoTIKEG dlaTapax£g TTapodpoleg Tou Alzheimer’s kal va Ta douv

otnv Tpaén.



Eicaywyn

To TpwTO PBIVTEOTTAIXVIDI TTOU dnuIoupynRBnke TTOTE Tav 10 “Pong” Kal dNUOCIEUTNKE TO
1970. Na TToAAG xpovia Ta BivTeoTTalxVvidla BewpouvTav dia atraoyxoAnon yia Taidid yia
QATTOKAEIOTIKA WYuXaywYIKOUG oKOTToUG. Me Ta xpovia Ta Bivreotraixvidia £yivav éva atro
Ta KUPIO PECQ aPriynong IOCTOPIWY KAVOVTAG TTPWTOTTOPIOKA BAMOTA OCWV agopd Thv
gevaploypagia, Tnv oknvoypagia, Tnv nbotrolia kail Tnv mapaywyn. Maixvidia 61Twg 10
The Last of Us épepav oevdpia kal nBotroioug agloug Tou Hollywood o1o Koivé Twv
BivreoTraixvIOIWV. TO « JUOTIKG OTTAO» TWV BivreoTTaixVvIOIwy gival n diddpacn. O TaikTng
EXEl TNV EUKAIPIO va XEIPIOTEI TOV TTPWTAYWVIOTH KABWG Kal va TTApEl atToPACEIS Ol
oTT0ie¢ aAAGfouv TO ammoTéAeopa TNG 10TOoPIOG. TMOAAEG eTaupieg, PAETTOVTAG TNV
oNMavTIKOTATA TNG dIAdpacng, TTpoXwpeNoav TNV avatiTuén TANBWPWV £QAPPOYwWV
Kal, O Ouvepyaoia WeE Tov Topéa TNG PBIOTTANPOQPOPIKAG, Eixav TTPwWTOYvVWPa
ammoteAéoparta. MAEov o1 XEIpOUpPyol PTTOPOUV VA KAVOUV €EAOKNON OE€ €IKOVIKOUG
aoBeveic yia  va  yivouv KaAUTEpol, oI MPeEAAOVTIKOI TTIAOTOI  ekTTaIdEUOVTAI  OFE
TTPOCOUOIWTEG  YIO VA TTPOCYEIWVOUV KAl VA OTTOYEIWVOUV agPOTTAAvVa, Kabwg Kal va
QVTIMETWTTICOUV OUOKOAEG OUVOAKES XWPIC va xpelaoTei va Balouv (wég Kal EEOTTAIOUO
oe kivduvo. OAa Ta TTapatmdvw egival Tapadeiyuara NG onuavTikOTNTag aAAd Kai Tou

Bpidupou TNG avaTrTugng BIvTeoTTaIXVISIWY Kal TAG BIOTTANPOPOPIKNG.

Me Tnv cuvexn avamrtuén Tng TEXVoAoyiag o TopEag auTodg Yovidwe egelicoeTal. E€oU kal
n avdamrtug¢n kar ouyypaer Tng Tapoucag epyaciag. H epyaoia €xel ¢ekdBapa
TEXVOAOYIKO TTAQiCI0. 2TOXOG €ival va €EaKPIBWOOUPE av O TouEag Tou video game
development pe autév Twv bioinformatics PTITOPOUV VA ETTIPEPOUV CNPAVTIKA KAl
agIOTTIOTa ATTOTEAECUATA KAl va BonBricouv avBpwTToug TTOU QVTIMETWITICOUV VONTIKEG
TTaBRoeIg. Aev UTTAPXEI AU@ICRATAON YIa TRV ONUAVTIKOTNTA AUTAG TNG MEAETNG KABWG
Ba utropoucav va atmmoTPaTTouv TTOAAG TTEPIOTATIKA TTOU Ba épTavav O€ aTrpoxwpnTa
onueia yia Toug aocBeveic. 'Exovrag avaAUoel TTPONYOUNEVEG UEAETEC OTTWG (OAEC Ol
MEAETEG) KATOAAYOUUE OTO CUMTTEPACHA OTI €ival dia TTOAU @INGSOEN HEAETN Kal Ggia
EvaoyxoAnong Kabwg Ta aTTOTEAECUATA TTOU UTTOPEI va ETTIPEPEI UTTOPOUV va aAAGEouv

OpaMNATIKA Tnv peBodOAOyia QVTIMETWTTIONG VONTIKWY TraBnRoewyv OTTwG  €AAEIWNG
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OUYKEVTPWONG KAl ETTIAEKTIKNAG AVOIAG EKTOG TWV AAAWV. ZTa KEQAAAIA TTOU aKOAouBoUvV
Ba doupe avaAuTIKa TNV cUAANWN TNG 10€aG aTTO PEAETEG TTOU £yivav OTO TTOPEABSV, TOV
TIPOOEKTIKO OXedIAOUO TOu KABE project (BivreotTaixvidiol), TNV AVATITUEN TOU KOBEVOG
ME Ta OId@opa YECQ TTOU XPNOIPOTTOINBNKav (engines, Scripts KATT.), TIG 010pBWOEIG TTOU
TTPAYMATOTTIOINONKAY  PEXPI TO TEAIKO Trpoidv, Tnv avarrAnpo®dépnon Kal Ta
atmmoTeAéOPATA TTOU TTapaTnEROnKav oOTo OOKIMACTIKO KOIVO Kal QUOIKA Ta TEAIKA

OUMTTEPACUOTA KOl TTAPATNPACEIS.

KepdaAaio 1: AvaAuon BiBAloypa®iac

H 18éa vyia Tnv Trapouca epyacia TPoNABe ammd M CeEIpd  €PEUVWV  TTOU
TTpayuaToTroINenkav Katd tnv didpkeia Twv TeAeuTaiwv 10 xpdvwv. Mo cuykekpiuéva,
Méoa atrO pia heEAETN oTo [Mavemmiotiuio Tou MovtpeaA, Tov AekéuBpio Tou 2017, ol
EMOTAPOVEG avakAAuyav Tnv OUvOECN HETAEU PIVIEOTTAIXVIOIWY KAl HEIWON TwV
mlavoTATwy yia Alzheimer's. o avoAuTikd, ol gpeuvntéc TmMpav €va Ociyua 33
avBpwTTwyV PETagU 55 Kal 75 €Twv Kal To xwploav o€ 3 dI0POPETIKEG opades. Mia oudda
0ev €kave TiTToTA, N OeUTEPN OMAdA PABalve TTWG va Traigel midvo pe Tnv BonRbeia evog
TTPOYPAUMATOG UTTOAOYIOTH Kai n TPiTn oudda émraile 1o BivreotTaixvidl “Super Mario 64”.
Metd 1O TTéPAG TWV 6 PNVWV POvo n oudda tou Etmaife TO PIVTEOTTaIX VIOl €DEICE
OoNMavTIK auénon @aidg ouciag OToV ITTTTOKOUTIO TOU EYKEPAAOU. 2T OUVEXEIQ, N
opdda TTou dev €KAvE TITTOTA EUQPAVIOE EAAEIYN QAIGS ouaiag KAaBwG o1 AAAEG 2 opddeg
gixav augnon @aidg ouaiag oTnv TTOPEYKEPOAIdA, HUEPOG TOU €YKEPAAOU TTOU £€XEl Va
KAvEl PE TNV unNxavikg dvAun (motor movements) kal Tnv Ppaxuxpévia uvhiun. Qg
QTTOTEAEOUQ Ol ETTIOTAUOVEG PTTOPECAV VO QTACOUV OTnVv uttdBeon o1 taiovrag 3D
(TpiodidoTaTa) BivreoTralyvidia ptropei va auénBei n Trapaywyny @aidc ouciag oTov
EYKEPAAO Kal va TTpoAn@Bouv acBéveieg yApavong 0mwg 1o Alzheimer’s. O Adyog eivai
TTOAU aTTAGG. Ta TpicdidoTarta BivreoTTaixVvidia avaykdalouv Toug TTaiKTEG va ival XwpPIKA
EVAMEPOI KABWG Kal va XTICOUV YVWOTIKOUG XAPTEG TToU TTPETTEI va BupouvTtal. Eival pia

MEYAAN aviywon yia TOV YKEPAAO.



Mia GAAN peAétn atmd 1o TuApa Bioiatpikng Tou AigBvég IvoTiroutou EmoTnuwy ZwAg
NG Ivdovnaoiag, o Kévipo Epeuvag ‘E¢uttvng Mpavong (SARC) tou lMavetmiotnuiou
Tohoku Tng latrwviag, 10 TuAua MvwoTikwv Emotnuwy Yyeiag Tou IvoTitouTou
Avarrtugng, Mpavong kai Kapkivou (IDAC) tou lMavemmiotnuiou Tohoku Tng latmwviag
Kal 70 TupAua Aciroupyikig ATreikoviong Eyke@dAou Ttou IvoTitoutou AvATtTuéng,
Mpavong kai Kapkivou (IDAC) Tou lMNavetriotnuiou Tohoku Tng latrwviag 1o 2019 £d¢1ge
OTI TTaifovTag dIAPOPA PIVTEOTTAIXVIOIO EXOUUE EUEPYETIKA QTTOTEAECUATA OTH YVWOTIKN
AeiToupyia kal Tov eykEQaho, egetalovrag didgopa €idn PivreoTraixvidiwyv O6TTwg 3D
Adventure, First-Person Shooting (FPS), Puzzle, Rhythm Dance ka1 Strategy. Ta
armoTeAéopaTa  QUTAG TNG OCUCTNUOTIKAG  €MOKOTINONG  £€9<1Cav  OTI TTaifovTag
BivteoTTaixvidia UTTOPEi va gival ETTWEPEAAG YIA TOV EYKEQAAO BonNBWVTAG O€ TTEPITITWOEIG
ENEIYNG Bpaxuxpoviag PvAuNG Kabwg kair éAAEYng ouykévipwong. Autod BéBaia
eCaptdrtal kar amd TO €ido¢ TOU €KAOTOTE [Ivreotraixvidlou. Ta Pivreotraixvidia
AVOQEPOVTAIl OTNV EUTTEIPIO TNG €VOOXOANONG HME NAEKTPOVIKA TTaixvidia, Ta oTroia
TTOIKIANAOUV aTTO evepynTIKA o€ TTaONTIKA TTaixvidia, TTapouciddoviag oc €vav TTaikTn
OWMATIKEG KAl WUYXIKEG TTPOKANCEIC. TO KivnTPOo yia va TTaigel KATToI0G BIvTEoTTalXVidIa
MTTOPEI va TTPOEPXETAI ATTO TNV EUTTEIPIO TNG AUTOVOWMIOG 1) va avTAYWVIOTEN HE GAAOUG,
KATI TTOU JUTTOPEI va €gnynoel yiati Ta Pivreotraixvidia cival euxaplota Kal €0i10TIKA. Ta
BivteoTTaixVvidia ITTOPOUV va AEITOUPYROOUV WG KEKTTAIOEUTIKOI» avAAOya PE TOV OKOTTO
Tou TraIXvIdIou. Ta BivreoTraixvidia £xouv OIOQOPETIKA atToTEA(éOUOTA avAAoya HPE TO
€idog Tou TTaixvIdIoU. Na TTapddeyua, Eva evepyo BIVTEOTTAIXVIOI UTTOPET va BEATIWOEI TN
QUOIKA KaTAOTOON, €VW TA KOIVWVIKA Bivreotraixvidla PITopoUlv va BeATiILwoOUV Thv
KOIVWVIKN CUMTTEPIPOPA. Ta TTIo evOIOPEPOVTA ATTOTEAECPATA dEiXVOUV OTI PE TO va
Traifel KATTOI0G PIvreoTraixvidia ptmopei va aAAGEel Tn yvwoTiKA AEmroupyia Kal Tov
eYKEPAAO. MNMaraidTEPEG PEANETEG ExOuV OEigel OTI TO TTaIXVIDI BIVTEOTTAIXVIOILV WTTOPEI va
woeeAnoel TN yvwon. MeAéteg ammd diIdopoug TopEic €xouv Oegiel OTI N gUTTEIpia TOU
BivteoTraixvi®IoU OXeETICETAI PE KAAUTEPN YVWOTIKN AgIToupyia, €18IK& 6oov agopd Tnv
OTITIKI] TTPOCOXI Kal Tn Bpaxuxpovia PvAPn, Tov XPOvo avTidpaong Kal Tn MvAun
epyaciag. ETITTAéOV, OPIOPEVES TUXAIOTTOINUEVEG EAEYXOMEVEG MEAETEC Oeixvouv BeTIKG
atmmoTeAéopaTa Twv TrapeuBaoewyv Pivreotraixvidiwy oTtn yvwon. lNpdéo@ateg peTa-

QVOAUTIKEG  MEAETEC  €xOuv  €TTiong uUTTOOTNPIEl TIC OeTIKEG  €mMOPACEIC  TOU



BivteoTTaixvidiou oTn YVWOTIKA Agitoupyia. AUuTEG o1 PEAETEG Oegixvouv OTI TO TraIXVidl
BivTeoTTaIXVIOIWY TTOPEXEI YVWOTIKA O@EAN. Ta artoreAéopara  Tng TTapEPpaong
BivreoTTaixvidiwy culnTouvtal OAO Kal TTEPICCOTEPO PETAEU TWV ETIOTNUOVWY. [pETTEl va
YiVEI QVAOKOTTNON TWV ATTOTEAEOUATWY Kal TNG HEBODOAOYIKAG TTOIOTNTAG TWV TTPOCOATA
Onuoolcupévwy peAeTwv TTapéuBaong. ‘Exel avagepBbei pia cuoTnUATIK avaokoTTnon
TWV BIVIEOTTAIXVIOIWY KAl TWV VEUPIKWY OCUCXETIONWY. QOTO00, N TEXVIKA TNG
VEUPOQTTEIKOVIONG TWV aVOBEWPNUEVWY HEAETWV BeEV ATAV OUYKEKPIMEVN. AUTH N
OUCTNUATIKA avaoKOTINon €¢€Tace HOVO TIG WEAETEG payvnTIKAG Topoypagiag (MRI) oe
avTiBeon pe TNV TTPONYOUMEVN CUCTNMPATIKI) QVOOKOTINGON VIO VO ETTIKEVTPWOEI OTO
ATTOTEAEOUA TNG VEUPOTTAAOTIKOTNTAG. H VEUPOTTAAOTIKOTATA €ival n IKAvOTNTa TOU
EYKEQAAOU va TTpocapuoleTal yia OKOTToUG Hdbnong, atTouvNPOVEUONS KAl AVAKTNONG.
2TNV KAVOVIKH TTPOCAPHPOYH, 0 EYKEPAAOG TTPOCAPUOLETal yIa va pdBel, va BuunBei, va
¢exdoel kal va emidlopbwaoel Tov €auTo Tou. NpOo@aTeg HEAETEG PE XPAON MAYVNTIKAG
TOMOYPO@IAG VIO TEXVIKEG QTTEIKOVIONG EYKEQPAAOU €xouv Oeitel  atToTEAEoUATA
VEUPOTTAQOTIKOTNTAG META aTTd pia TTapéuBacn, n oTroia TTEPIAAUBAVEI YVWOTIKA AoKNon
KAl MOUCIKN €KTTai®EUCn OXETIKA ME TNV @Qaid oucia Kal T Aeukry UAn. Qotéco, ol
MOpIaKoi uNXaviopoi TNG aAAayng TG @aIdg Kal TNG AEUKNG UANG TTAPAUEVOUV ACAPEIG.
O1 mpoTeIvOPEVOl unxaviouoi yia TNV aAAayr TG @aidg UANG €ival n veupoyEveon, N
yAOIOyEVEDN, N CUVATITOYEVEDT KOI N AYYEIOYEVEDN, EVW AUTOI yIa TNV aAAayr TNG AEUKNAG
UANG €ival n govTteAOTTOINON KAl O OXNUATIOPNOG MUEAIVNG, N OpyAvwaon TWV IVWV Kal N
ayyeloyevearn. MNpoo@ateg HEAETEG TTOU XPNOIUOTTIOIOUV TEXVIKA HAYVNTIKAG TOPOYPAPIag
yla TNV atreIkdvIon Tou eyKEQAAoU €xouv Oc€itel TIG ETTIOPACEIS TWV BIVIEOTTAIXVIDIWY OTN
VEUPOTTAQOTIKOTNTA. TMaAQIOTEPESG PEAETEG QTTEIKOVIONG TTOU XPNOIKMOTTOIOUV HEBOSOUG
atro dId@opous TouEIG £DeICav OTI N evaoxoAnon Pe Bivreotraixvidia ernpeddlel Tn doun
TOU €eyKeE@AAou aAAalovtag Tnv @aid oucdia, Tn AE€UKy UAN Kal TN AEITOUPYIKN
ouvdeaiuoTnTa. ETITTAéov, pepPIKES PeEAETEC TTapEuBaong Exouv Oegitel n evaoXOAnon ue
Bivreotraixvidia AAAage Tn doun Kai TIG A&iIToupyieg Tou eyke@aAou. H cuoTnuaTtiki
AVOOKOTINON €X€l TTOAAA  OUUTTEPACHATA  OXETIKA HE EUEPYETIKA aTTOTEAEOMATA
Bivreotraixvidiwyv TTou dev Bacifovral o€ yvwoTIKA. MpwTov, To BivTeoTTalxVvidl TTou dev
BaoieTal 0TN yvwaon UTTOPEI va xPnoiuoTtroinBei oe OAEG TIG NAIKIOKES KATNYOPIES WG

MEoO BeATiwong Tou eyke@aAou. QOTOCO, OI EMITITWOEIS OTA TrAIBIG TTAPAPEVOUV
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nce r of cal of study of study design of study nt size age er
stu foundati (context) (physi (years) (%)
dy ons cal,
menta
I,
social)
m-
Extroversio
n-
Openness-
Five Factor
Inventory)
Hsu et 201 Not Assess Physical Randomi Long- Physi 34 (19 80.0 F
al .46 1 stated effects of performanc zed, term cal, Group |, (71%
adding e (Nursing single- care menta 15 )M
simulate Home blind facility | Group 1) (29%
game Physical crossove )
play to Performanc r trial
standard e Test),
exercise physical
regimen activity
for enjoyment
residents (PACES),
of long- pain
term care intensity
facility and pain
bothersom
eness
(NRS),
AROM, and
perceived
change
(GPRC)
Peretz 201 Not Assess Cognitive Randomi Hospital Mental 121 (66 67.8 F
et al.58 1 stated whether ability zed outpatie control, (67%
cognitive (measured double- nt 55 )M
training by N-CPC) blind facility treatme (33%
can result and interventi nt) )
in Nexade® onal
cognitive study
gains for
older
adults
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https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B46
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B56

Refere
nce

Torres2
7

Bell et
al.s8

William
set
al.40

Bainbri
dge et
al .38

Yea

r of
stu
dy

201

201

201

201

Theoreti

cal

foundati
ons

Not
stated

Not
stated

Not
stated

Not
stated

Gaming for Health in Older Adults Literature Review Matrix

Purpose
of study

Assess
effects of
videogam
es on the
elderly
pertainin
gto
cognitive
ability,
self-
concept,
and QoL

Assess
effects of
Wii on
quality of
life,
social
relations
hips, and
confidenc
ein the
ability to
prevent
falls

Assess
benefits
“Wii Fit”
may have
on
balance
for older
adults

Assess

whether
“Wii Fit”
Balance

Measures
of study

Cognitive
ability,
cognitive
portion of
ADAS; self-
concept,
ICAC; QolL,
WHOQOL

QolL,
CASP-19;
social
relationshi
ps via
Social
Provisions
Scale;
confidence
to prevent
falls via M-
FES

Balance is
measured
viathe
Berg
Balance
Scale

Balance,
balance
confidence,
and limits

Study
design

Pre-/post-
test, 3
groups
(experim
ental,
passive
control,
and
active
control
groups)
design

Repeated

measures
design

Single
group
pre-/post-
test
design

Prospecti
Ve, Cross-
sectional
pilot

12

Setting
of study
(context)

Resident
ial
homes
for
elderly

Assisted
living
facilities

Indepen
dent
retireme
nt
commun
ities or
skilled
nursing
facilities

College
sport
center

Conte
nt
(physi
cal,
menta
I,
social)

Mental

Physi
cal,
menta
I,
social

Physi
cal

Physi
cal,
menta

Description of sample

Sample
size

43 (15
treatme
nt, 17
passive
control,
11
active
control)

21 (8
Group 1,
6 Group
2,7
control)

22

Mean

age

(years)

78.3

80.8

83.9

75.0

Gend
er
(%)

F
(77%
)M
(23%
)

F
(76%
) M
(24%
)

F
(82%
Y
(18%
)

(875
%), M
(125


https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B57
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B57
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B38
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B40
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B36

Refere
nce

Yamag
uchi et
al.3z

Szturm
et al.4

Yea

r of
stu
dy

201
1

201

Theoreti

cal

foundati

ons

Not
stated

Biofeed
back
training

Gaming for Health in Older Adults Literature Review Matrix

Purpose
of study

Board
leads to
improve
ments in
balance
in older
adults
with
perceived
balance
deficit

Assess
effects on
cognitive
function
due to
use of
enjoyable
sports
videogam
es

Assess
feasibility
and
benefits
of

Measures Study Setting Conte
of study design of study nt
(context) (physi
cal,
menta
I,
social)

of stability study, |
were pre-/post-
assessed test

via Berg design
Balance

Scale,

Activities-

specific

Balance

Confidence

Scale,

MDRT and

COP

excursion

measureme

nts.

General Single Nursing Physi
cognitive group home cal,
function pre-/post- menta
measured test I,
using design social
(HDS-R);

visuospatia

|l and

constructiv

e function

measured

using Kohs

block-

design

tests;

behavioral

changes

measured

using

MOSES

Berg Randomi Geriatric Physi
Balance zed hospital cal,
Scale, control menta
Timed “Up trial |

& Go” Test,

13

Description of sample

Sample Mean Gend
size age er
(years) (%)
%)
9 88.9 F
(66.6
%), M
(33.3
%)
27 (13 NA; F
control, media (70.4
14 n %), M
treatme given, (29.6
inclusi


https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B37
https://www.liebertpub.com/doi/full/10.1089/g4h.2012.0046#B41

Refere
nce

Gaming for Health in Older Adults Literature Review Matrix

Description of sample

Yea Theoreti Purpose Measures Study Setting Conte Sample Mean Gend
r of cal of study of study design of study nt size age er
stu foundati (context) (physi (years) (%)
dy ons cal,
menta
I,
social)
physical Activities- nt) on %)
therapy specific criteri
via Balance on 65—
interactiv Confidence 85
e Scale, years
videogam Clinical
e Test of
paradigm Sensory
Interaction
and
Balance, all
used to
assess
reactive
balance
controls
and

environme
ntal
interaction

ABILHAND, Assessment of Manual Ability; ADAS, Alzheimer Disease Assessment
Scale; AROM, active range of motion; BBT, Berg Balance Test; BMI, body mass index;
BP, blood pressure; CASP-19, Control, Autonomy, Self-realization, Pleasure-19; COP,
Center of Pressure; F, female; GPRC, Global Perceived Rating of Change; HDS-R,
Hasegawa's Dementia Scale-revised; ICAC, Clinical Self-Concept Inventory; M, male;
MDRT, Multi-Directional Reach Test; M-FES, Modified Falls Efficacy Scale; MOS,
Medical Outcomes Study; MOSES, Multidimensional Observation Scale for Elderly
Subjects; N, no; NA, not available; N-CPC, Neuropsychological Examination—
“CogniFit® Personal Coach”; NRS, Numeric Rating Scale; QIDS, Quick Inventory of
Depressive Symptoms; PACES, Physical Activity Enjoyment Scale; QoL, quality of life;
RBANS, The Repeatable Battery for Assessment of Neurocognitive Status; SF-36,
Short Form 36; TMT-B, The Trail Making Test, part B; UE, upper extremity; VR, virtual
reality; WHOQOL, World Health Organization Quality of Life Questionnaire; Y, yes.
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Game title

Not
specifically
stated

“Rise of
Nations”

“Wii Sports”

“Dancetown”

“Dr.
Kawashima's
Brain

Purpose Tailor

of game ed
(Y/N)

To Yes
manipula

te virtual

objects

by using

upper

extremiti

es

Using No
strategy

to

control

land

Physical No
moveme
nt to
simulate
actual
games
(“Bowlin
“Basebal
17
“Tennis,”
“Golf,”
and
“Boxing”

)

Pressing Yes
correct

arrow to

the beat

of music

Using No
cognitive
ability to

Game information

Platform Duration
of play

Phantom 45

Oomni minutes

PC 15

computer hours

s and

eMAC

Nintendo 35

Wii minutes

Screen 30

and minutes

dance

pad

Nintendo 45

DS minutes

handheld

15

Significant key health
outcomes (physical,
mental, social)

Physical: time and hand-
path ratio for VR task
(P<0.05)

Mental: ability to quickly
switch between two tasks
(sessions 2 and 3), F(1,
34)=6.78, P=0.01; improved
focus of attention in the
visual short-term memory
task, F(2, 16)=4.02, P=0.04;
and memory load cost
decreased (session 3
versus session 2), F(1,
36)=5.49, P=0.02

Mental: QIDS-

16, t=3.24, P=0.004, SF-36
Mental Health Composite
Score t=2.57, P=0.014, and
Cognitive Functioning
(RBANS) t=2.41, P=0.028

Physical: narrow walk
time P=0.0260, Short
Physical Battery
Performance P=0.0071.
Mental: self-reported

health P=0.02, SF-36 Mental

Component P=0.0180, self-
reported balance
confidence P=0.0129

Mental: working memory
increased P=0.004, fluid
intelligence

Duration
of
interventi
on
(weeks)

4-5

12

12

Frequen
cy

3
times/we
ek

15
sessions

3
times/we
ek

2
times/we
ek

7
sessions



Game title

Training:
How Old Is
Your Brain?”

“Wii
Bowling,”
part of “Wii
Sports”

“CogniFit
Personal
Coach”

“QBeez,”
“Super
Granny 3,”
“ZooKeeper,
“PenguinPus
h,” “Bricks,”
and
“Pingyn”

“Wii
Bowling,”
part of “Wii
Sports”

“Wii Fit”
Balance
Board

Game information

Purpose Tailor Platform
of game ed
(YIN)

correctly console
perform
tasks

Swing to No Nintendo
knock Wii
down

pins,

simulate

d

bowling

Complete Yes PC

21 computer
different S

training

tasks for

points

Problem No PC
solving, computer
using s

work

memory

and

recogniti

on

Simulate No Nintendo
bowling Wii
game

Completi No Nintendo
ng Wii
balance

activities

by

moving

forward,

backwar

d, and

Duration
of play

20
minutes

20-30
minutes

Not
specified
(unlimite
d play)

Not
specified
(until 10
frames
complete
d)

20
minutes

16

Significant key health
outcomes (physical,
mental, social)

increased P=0.006,
information processing
increased P=0.03

Physical: Nursing Home
Physical Performance

Test P<0.001, pain
bothersomeness P=0.015,
AROM P=0.007. Mental:
Physical Activity Enjoyment
Scale, enjoyment of

activity P=0.014

Mental: focused

attention P=0.01, sustained
attention P=0.01, memory
recognition P=0.02, mental
flexibility P=0.05

Mental: cognitive portion of
ADAS t(14)=3.505, P=0.003,
r=0.68

Social: CASP-19, Group 2
item 8, P=0.030; Social
Provisions Scale, Group 3
item 1, P=0.030; Group 2
item 3, P=0.045, Group 1
item 14, P=0.048. Mental: M-
FES, Group 2 item

8, P=0.047

Physical: Berg Balance
Scale t(21)=-9.861, P<0.01

Duration
of
interventi
on
(weeks)

8 (4 using
Wii)

12

Frequen
cy

2
times/we
ek

3
times/we
ek

1
time/wee
k

1time
Iweek

3
times/we
ek



Game title

“Wii Fit”
Balance
Board

“XaviX Hot-
plus”

“Under
Pressure,”
“CMemory
Match,”
“Balloon
Burst”

Purpose
of game

side to
side on
Wii
Balance
Board

Completi
ng
balance
activities
by
moving
forward,
backwar
d, and
side to
side on
Wii
Balance
Board

Grab
coin
when it
appears
to float
out of
screen or
moving
legs to
music,
both to
score
points

Move
weight to
get
object
directed
in right
spot, or
user
shifts
weight in
order to
select
correct
card, or
user
shifts
weight in
order to
burst

Tailor

ed

(Y/IN)

No

Yes

Yes

Game information

Platform

Nintendo
Wii

Televisio
n screen
and
tangible
accessori
es such
as soft
bowling
balls

FSA
Pressure
mat
connecte
dto
laptop
computer

Duration Significant key health
of play outcomes (physical,
mental, social)

30 Physical and mental

minutes outcome measures were
not found to be statistically
significant for Berg Balance
Scale and Activities-
specific Balance
Confidence Scale (3
subjects decreased their
fall risks by 6-12%).

Not Physical: visuospatial and

specified constructive function
measured using Kohs
block-design tests, P=0.02.
Mental: HDS-R, P=0.002.
Social: MOSES, P=0.054

45 Physical: Berg Balance

minutes Scale, P=0.001; Clinical
Test of Sensory Interaction
and Balance, Loss of
Balance sponge
surface, P=0.007. Mental:
Activities-specific Balance
Confidence Scale, P=0.02

17

Duration
of
interventi
on
(weeks)

10

Frequen
cy

2
times/we
ek

1
time/wee
k

2
times/we
e



Game information

Game title Purpose Tailor Platform Duration Significant key health Duration Frequen
of game ed of play outcomes (physical, of cy
(YIN) mental, social) interventi

on
(weeks)

balloon.

AloBdalovtag kal avaAuovTag TIGC TTapatmmavw €PEUVEG Kal €xoviag ndn tnv TAon
evaoyxoAnong HeE TNV avdamTugn WuxaywylikoU AOYIOPIKOU Kal €EIKOVIKWY KOOUWV
KatéAnga otnv Beuatikrl TNG epyaciag n otroia Ba atroteAsital atmd 3 OIOPOPETIKA
BivteoTTaixvidia, 6TToU To KaBEva Ba oToxXeUEl OTAV KATATTOAEUNON MiOG 1 TTEPICCOTEPWV

VONTIKWV TTaBA0EWYV, KAl QUOIKA TNV YPOTITAH avagpopd.

Ke@dAaio 2: 2XedI00UOC

Mpiv &ekivoel N AvATITUEN TOU OTTOIOUBNTIOTE AOYIOMIKOU, TTPWTA ETTPETTE VA YiVEl
OWOTOG OXEDIOOUOG 0 OAEG TIG TITUXEG TOU. 'ETTPETTE QPXIKA va Yivel n €TTIAOYI TOU
€idoug Tou KABE BivteoTTalyxvidiou. Na unv gival 1diaitepa TTOAUTTAOKO YIa VEOUG XPROTES
Kal ATOPa €KTOG TOU KOIVOU TWV BIVTEOTTAIXVIOIWV Kal KUPIWG To TTEPIBAANOV va gival 600
TTEPIOCOOTEPO QINIKO O€ ATOPA TTOU TTAOYXOUV aTtrd ETMIANTITIKEG Kpioelig. 'ETol Aoimrov
kKatéAnga o€ 3 dIa@opeTIKA oevapla yia To KABe Bivreotraixvidl. To TTpwTo AoyIOUIKO Ba
atmmoteAouvTav amd éva 3D BivreoTTaiyvidl odrjynong OTO OTTOI0 O TTAIKTNG KAAEiTal va
ATTOPEUYEI TA EPTTODIA KAl VA QTACElI OTOV TEPUATIONO, avaykKAlovTag Tov va oXedIAoel
évav yvwoTIKO XapTtn £€T01 woTe va Bupdtal atrd Trola YéPn MUTTOPEl va atmo@uyel Ta
EUTTOOIO KAl aTTO Trola PEPN €ival oxXedOv aduvarto va TTEPAcEl yia va QTAcEl OTOV
TEPUATIONO. TO AOYIOHIKO QUTO AQOCIWVETAI O€ ATOMO PE EAAEIYN OUYKEVTPWONG Kal

AAAeC TTOBROEIC TTOU agopoUlv TNV EAAEIYN CUVTOVIOPOU Kal OUyXPOVIOWOU KaBwg Kal
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yla dtopa Pe TTABNAOEIC TTOU aQOPOUV TNV EAAEIYN BPaxuxpoviag Kal JOAKPOXPOVIOG
MVAUNG. To deuTtepo Aoyiopikd Ba atroteAouvTav atrd éva oTaTikd 2D BivreoTraixvidl 0To
OTTOIO O TTAIKTNG KAAEITAI va TTEPACEI ATTO Mia TuXAia OTTH Miag TTAEUPAG VoG Eaywvou
XWPIG VO OUYKPOUOTEI PE TNG UTTOAOITTEG TTAEUPEG TOU KABWG TO KABE £6AywWwVO KAEivEl
OAO Kal TTEPICCOTEPO OTOV TTAIKTN. TO AOYIOMIKO auTd gival oXeOIQOUEVO VIO ATOUA HE
ENEIYN CUYKEVTPWONG Kal AAAEG TTOBNOEIC TTOU aPOPOUV TNV EAAEIYN CUVTOVIOUOU Kal
ouyxpoviopou. To TpiTo Kal TeAEuTaio AoylopikG Ba atroteAoUvrav ammd €va puzzle
TTaIY VIOl KapTwV PvAPNG. O TTaiktng TPETTEN va Bpel OAa Ta KoIva {elyn KApPTWV YIa va
TepMaTioel TO TTaIXVidl. To AOyIOUIKO auTtd cival oXeOIQOUEVO Yia ATOPO UE VONTIKEG

TTABAOEIS TTOU a®OpPOUV TNV EAAEIYN Bpaxuxpoviag Kal JAKPOXPOVIAG MVAMNG.

‘Exovtag AoITTov pia yeviki €lkOva Tou KABe project pytmropouca va TTPOXwPRocw OTnv

QvATITUEN AOYIOMIKOU.

KedaAaio 3: AvamrTuén

MNa tnv avdamrtug¢n Tou KABe BivreotTaixvidiou Xpnolpotroienke n Unity Engine, 10
Microsoft Visual Studio 2019 kaBwg Kai n Xprion scripts oe yAwooa TTpoypPauPaTIoONoU
C#.

H Unity eival pia unxavr maixvidiwy TTOAAATTAWY TTAATQOPUWY TTOU avaTTTUXOnKE atrd
TNV Unity Technologies, n otroia avakoivwBnke kal KUKAOQOPNOE yia TTpwTn Qopd Tov
louvio Tou 2005 oto Worldwide Developers Conference 1ng Apple Inc. wg atroKAEIOTIKN
pnxavh TTaixvidiwy yia Mac OS X. Ao 10 2018, n pnxavr €xel €TeKTABEl WOTE va
utToOoTNPICEI TTEPICCOTEPEG aTTO 25 TTAATPOPUES. H unxav utmopei va xpnoiyoTroindei
yia Tn onuioupyia TpIcdIAoTATWY BIVIEOTTAIXVIOIWY, OICBIACTATWY BIVTEOTTAIXVIOIWY,
BivteoTTaixvIOIWV  EIKOVIKAG  TTPAYMATIKOTATAG  Kal  TTaixvIOIlwy  €TTauénuévng
TTPAYMATIKOTNTAG, KABWS Kal TTPOCOUOIWCEWY Kal GAAwV eutreipiwv. H pnxavr Unity
EXEl UI0BeTNOE atTd PBlounxavieg €kTOC BIVTEOTTAIXVIOIWY, OTTWG TAIVIWY, AUTOKIVATWY,

QPXITEKTOVIKNG, MNXAVIKAG KAl KATOOKEUWV.
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To Microsoft Visual Studio givail éva ohokAnpwpévo trepIBadAAov avarrtugng (IDE) atroé tn
Microsoft. XpnoiyoTroleital yia TNV avartrtugn TTPOoYPAUMATWY UTTOAOYIOTWY, KABwWG Kal
IOTOTOTTWYV, EPAPMOYWYV I0TOU, UTTNPECIWV I0TOU Kal EQapPoywy yia Kivntd. To Visual
Studio xpnoIyoTToIEl TTAATQOPPES AVATITUENG AOYIOMIKOU TNG Microsoft, 6TTwg Windows
API, Windows Forms, Windows Presentation Foundation, Windows Store kai Microsoft
Silverlight. Mtropei va TTapdayel TOo0o eyyevr) KWOIKA OGO Kal dlaXeIPICOPEVO KWAIKA. To
Visual Studio utrooTnpidel 36 dIAQOPETIKEG YAWOOEG TTPOYPAUUATIONOU KAl ETTITPETTEI
oTtov code editor kai TO TTPOYPAPUA EVTOTTIONOU OQAAUATWY va uttooTnpilel (o€
OIAPOPETIKOUG BaBPoUG) oxedov oTroladnTToTE YAWOOA TTPOYPAUUATIONOU, UTTO TNV
TTPOUTTO0e0N OTI UTTAPXEI PIA UTTNPETIA YIa OUYKEKPIPEVN YAwood. O eVOWHOTWUEVEG
yAwooeg mTepidappBavouv C, C ++, C ++ / CLI, Visual Basic .NET, C #, F #, JavaScript,
TypeScript, XML, XSLT, HTML ka1 CSS. H utrooTApiEn yia GAAEG YAWOOEG, OTTWG
Python, Ruby, Node.js kal M, petatu GAAwv diaTiBeTal péow tpoodnkwv. H Java (kai J
#) utrooTnPiXOnKav 01O TTAPEABOV. ZTNV TTPOKEIPEVN TTEPITITWON XPNOIKMOTToINCa scripts
oe C #.

H C# (C Sharp) cival pia yAwooa Trpoypapuartioyou H/Y. Anuioupynbnke amd tnv
Microsoft yéoa atmmdé Tnv mAaT@éppa .NET Kal apyodTepa avayvwpioTnKE ETTICHPWS aTTd
Tnv. ECMA «kai v ISO. Eival pia am T YAWOOEG TIPOYPAUMATIONOU TTOU
onuioupynbnkav yia tnv Koivrp Ymodounn NMwooag (ayyAikd: Common Language
Infrastructure). O KUpPIOG OKOTTOG TNG YAWOOAG €ival va €ival atTAr] AVTIKEIMEVOOTPEPNG
yAwooa yia yevikrp xprion. O dioiknNTAG TG ouddag trou dlaxelpifeTal TNV yAwooa
ovopadetal Avtepg XAIAouTTEPYK. 2TIG 15 AuyouaTtou 2012 KkukAo@opnoe n €kdoon 5.0 n

oTToia €ival N TTIo TTPOC@ATN YEXP!I OAPEPQ.

ApxIKd, avoiyovTtag 1o Unity TTpétrel va eMIAEEOUNE TOV TUTTO TOU BIVTEOTTAIXVIOIOU TTOU
BéAoupe va avatmtuéoupe avaloywgs BERaia TIG SIa0TACEIC TOU AAAG Kal TIG duvaATOTNTES

TToU BéAoupe va pag TrapéExel. OTTwg Qaiveral oTnv TTApaKATW EIKOVA.
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&} unity

> @ Create a new projectwith Unity 20019.2,0F1
-
. @ @

o
¢

ik

2TN ouvéXEIa agou To Unity @opTwaoEl Ta aTTapaiTTa assets Jag YETAKIVEN o€ éva Adelo

TTEPIBAANOV OTO OTTOIO PITTOPOUNE Va EEKIVAOOUNE va OOUAEUOUE TO project Pag.
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KepaAaio 4: Projects

Project #1: Cubeathlon

To Cubeathlon cival éva 3D traixvidl. O XeIpIOUOG TTPAYUATOTTOIEITAI HE TA TTANKTPA “@”
Kal “d” yia TNV JETAKIVNON TOU TTAIKTN apIoTEPA Kal OeEIA avTioToixa. O TTaikTnNG £XEl Mia
QPXIKN KIVNTAPIO dUvVANN Kal TTPETTEN VA ATTOQUYElI OAA TA €UTTOdIA XWPIG VA PUYEI EKTOG
TNG TTOTAG KAl VO @TACEl OTOV TEPUATIOUO. ATToTeAeiTal ammo 13 emimeda auéavopevng
OUOKOAIaG KaBwG n améoTacn PETAEU ToV EUTTOdIWY PelwveTal. OTTwg TTpoava@épOnke
n €papuoyn autni ameuBuvetal o€ droua Pe EAAEIYN CUYKEVTPWONG KAl CUVTOVIOUOU

KaBwG Kal o€ AToUa PE TTABNOCEIS TTOU aQOopOoUV TNV EAAEIYPN BPAXUXPOVIOS MVAUNG.

AG douue OPwWG atrd TI aTTOoTEAEITAl QUTO TO PIVTEOTTAIXVIOI. ZTNV TTAPOKATW EIKOVA
TTapouoIdadovTal Ta assets A0 T OTToId ATTOTEAEITAI KABWG Kal 01 UTTOPAKEAOI TTOU

TTEPIEXOUV OAQ Ta Scenes Tou TraixVvidIou, Ta Scripts, Ta animation kal Ta materials.

File Edit Assets GameObject  Component  Window  Help

1 + FIFALIGIER
"= Hierarchy
| Create -| (EAl

v Level13 =

| GameManager
L,/ Main Carnera
| Directional Light
| Ground
W Obstacle
i Obstacle (2)
iy Obstacle (3)
 Obstacle (4)
iy Obstacle (5)
 Obstacle (&)
iy Obstacle (&)
i Obstacle (9)
i Obstacle (10}
B [, Canvas
| EventSystem
it Flayer
g Obstacle (11)
iy Obstacle (12)
W Obstacle (13)

VWV VW VW VW

VW W v

B Project

| create 7| Q

[2[%]|* &3]

» | 7 Favorites

[ Animation
Fonts
&5 Materials
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& Scripts

» i Packages

| Assets

Tl I

Animation Fonts Materials Scenes Scripts GameMana... Obstacle Flayer Quit

W o s

Quit Restart Restart Slippery
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ApxiCovtag atmo Ta PBaocikd. To object “Ground” atmroteAsital ouoiaoTikG amd éva 3D
Cube object Tou otroiou AAAa&a TIG DIACTACEIG KAI TO PETETPEWA OTO OATTEDO TTAVW OTO
OTTOi0 BPICKETAI O TTAKTNG Kal Ta eutrodia. OTTwg PTTOPEiTE va OEiTe TTAPaKATW, Ol
dIa0TAOEIS TOU €Xouv OAAGEEl WG TTPog Tov Gtova Z 60wV agopd Tnv B€on Kal To
MEyeBOG, KABwG To MNAKOG Tou datrédou cival 15 kal To Uwog 1. ZTn ouvéxela Ba
TTapatneEnioete 011 010 Tedio Box Collider kal oTnv uttokaTnyopia Material €xw €TTIAEECEI
TNV €mmAoyn Slippery. O Adyog Tiow atrd auTtr) TV €TTIAOYN €ival OTI O TTAIKTNG €XEl Mia
QpPXIKr TaxutTnTa TNV oTroia BEAW va diatnpicel Xwpig augoueiwoelg AOyo Twv physics.

‘ETO1 0 TTQIKTNG TTAVTA KIVEITAI JE Wia oTaBepr] TaxUTNTa OTTWG Ba dOUUE OTN CUVEXEIQ.

© Inspectar a= Lighting e
W Ground [_] Static =
" Tag | Untagged #| Layer | Enviranment al
¥ .~ Transform @ = %
Fosition =0 T 0 Z 49380
Rotation =0 0 Z.0
Scale * 15 11 Z 10000
¥ .. Cube {Mesh Filter) @ a
Mesh @ Cube ]
¥ |\ ¥ Mesh Renderer @ = %
¥ Materials
Size 1
Elerment 0 L Default-Material @
¥ Lighting
Cast Shadows [ on $ |

Receive Shadows [
Contribute Global Ild |
Feceive Global Illumi Light Probes &

¥ Probes
Light Probes | Blend Probes t]
Reflection Probes | Blend Probes al
Anchor Override Mone (Transform) ]
¥ Additional Settings
Motion Wectors | Per @bject Mation t]
Dynamic Occlusion [«
v iy ¥ Box collider @ 3 &
Edit Collider
Is Trigger []
Material =i Slippery @
Center =0 Y0 Z 0
Size x 1 T 1 Z 1
' Default-Material g #.
. Shader | Standard -
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2Tn OUuVEXela €xoupe TO object Player 1o oTroio €ival o TTaikTng TTOU XEIPICOUAOTE.
AtroteAcital ammd éva 3D Cube object og dilaotdoeig 1x1x1. Mmopoupue va doUuue oTnVv
TTOPAKATW €IKOVA OTI TTEPA ATTO TA APXIKA assets 1Tou Tou divel To Unity €xel TTpooTeOEi
10 Rigidbody 10 oTrOi0 TOU divel T atrapaiTnTa physics yia Tnv oUuykpouon PE AAAa
owpaTta, Baputnta, Hala KATT. kabwg Kal 2 scripts oe C#, 10 “Player Movement” kal T0
“Player Collision” Ta otroia 8a doupe 0Tn cuvéxela. ETriong mpooTéOnKe Eva dIAQOPETIKO

material xpwpatog OI€EA yia va Eexwpilel 0 TTaiKTNG a1To TO TTEPIBAAAOV.

T @ Inspector |V Lighting & -
Prefab | Cipan | Selact || Owerridas - |
b~ Transform @ = %,
k|50 Cube {Mesh Filter) @ 3
L AES [+ Mesh Renderer ﬁ al
¥ i M Box Collider @ = %

Edit Callider
-

1= Trigger
Material Mone (Physic Material) @
Center w0 0 Z 0
Size X1 Tl Z |1
¥ . Rigidbody @ = &,
Mass 1
Drag 1
Angular Drag 0.05
Use Grawvity [
Is Kinernatic -
Interpolate | Mane o
Collision Detection | Continuous &

- Constraints

b Info

¥ o M Player Movement {Script) [ = #
Script PlayerMoverent @
Rb A Plaver (Rigidbody) @

I Forward Force 3000
Sideways Force 50

¥ ou Player Collision (Script) ﬁ Qo
Script FPlayerCollision @
Mowverment Player (FlayerMoverment) @

' Playertat @ = %
> Shader | Standard =

[ a L 1

To script “Player Movement” 61w Aé€l Kal TO OVOUA TOU apopd Tnv Kivnon TOU TTaiKTn.
ApxIKG OnuioupyoUuue upia avagopd oto component Rigidbody Trou ava@épbnke

TTapatmdvw Kal divouue pia eutrpooBia KivnTApia dUvaun OTOV TTAIKTN KAl OTn CUVEXEIQ
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Mia TTAGyia. 21n cuvéxeia dnuioupyouue pia void ovopaldpevn FixedUpdate yia va pag
dwoel TNV eTTIAOYH va aAAAEoUlE TIG dUO duvaAuElg pEoa aTrd To Unity OTTwG YTTOPEITE va
TTOPATNPEACETE OTNV TIponyouuevn €ikéva oto “Player Movement (Script)”. ‘Emema
TPETTEl uE TNV €TTIAOYN Input.GetKey divoupe Tnv €vToAr Pe To KOuuTri “d” o TTaikTng va
KIVEITAI OECIA KOl HE TO KOUWTTI “@” apioTepd. TéAog Padouue ouvlnkn €101 WOTE AV O
KUBOG, dnAadr o TTaikTng, €ival o€ onueio KATW aTr'To onueio Tou object ground, dnAadn
Byel ekTOG TOu daTTEDOU, va TEAEIWVEI TO TTaIXVIOL. [NapakdTtw pTtropeite va dgite To script
auTouaolo.
ementcs B X Play Menu.cs LewelComplete.cs
#3 Play
| UnityEngine;

Play

Rigidhﬂdw ro;
fo
=i
FiKEdUpdatEﬂj

rb.AddForce(@, @, forwardForce * Time.deltaTime);

if { Input.GetKey("d") )
r

L
rb.AddForce(sidewaysForce * Time.deltaTime, @, @, ForceMode.VelocityChange);
1
J
if (Input.Get
I
L
rb.AddForce(-side * Time.deltaTime, , Forcetode.VelocityChange);

(rb.position.y < -1f)

FindObjectOfType<GameMar

To script “Player Collision”, yia GAAn pia @opd, OTTwG A€l Kal TO OVOUd TOU avagEPETal
oTnv oUyKPouaOn TOU TTAIKTN JE Ta EUTTOdIA TTOU UTTAPXOUV OTO TraiXVvidl. ApxIKa Baloupe
pia public, dnAadn pia ava@opd oTo TTPONYOUUEVO SCript TTOU apopouce TNV Kivnon Tou
TTQIKTN KAl 0TN OUVEXEIa Pia ouvdptnon 1mou ovoudloupe OnCollisionEnter n otroia Ba
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«TPEXE» OTAV O TTAIKTNG EPXETAI O€ £TTAPNA PE KATTOIO aTTd Ta UTTOdIa. ‘ETO1 B€TOUNE TNV
ouvenkn OTI v O TTAIKTNG CUYKPOUOTEi ue €va object 1Tou €xel 1o tag “Obstacle” va

QTTEVEPYOTTOINOCEI TV KivnOn TOU TTAIKTA KAl OTN OUVEXEID VO TEAEIWOEI TO TTAIXVIOI.

MapakdTw PTTOPEITE Va BEITE TO TEAIKO Script.

Miag Kal ava@épaue Ta eUTTOdIA, ag doUlE Kal aTTd TI atroteAouvTal. To object “Obstacle”
atroteAeital atrd éva 3D Cube Object Tou otroiou £xoupe aAAGgel TIC SIAOTACEIS KAl TO
éxoupe kavel Prefab, dnAadr utropoupe va 10 XPNOILOTTOIOUUE QUTOUCIO KABE popd oTO
onueio TTou BéAoupe oto Unity kavovTag 1o Duplicate mratwvrtag Ctrl+D. Aev xpeialeTal
onAadn yia 2 eutrédia va dnuioupyAocouue 2 dIaQopeETIKA objects. 1o tag éxoupe BAAEl
Tov TiTAO “Obstacle” €101 woTte va utropei va yiverar avTiAnmmtd ammd 1O Script TTou
XPNOIJOTTOINCANE TTapaTTdvw Kal QUOIKA Tou TTpocBécape Ta assets Box Collider yia
TNV oUykpouon e AAAa avTikeipeva kai Rigidbody yia ta physics. TEAOG TTpooTEBNKE
éva d1a@opeTIKG material XpWHPATOG OKOUPO YKPI yia va PTTopei va Eexwpilel amd 1o

Aeuko ddaTtTedo.
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& Inspectar 3= Lighting - =
¥ Materials
Size 1
Elernent O L ObstacleMat ]
¥ Lighting
Cast Shadows [ Cn ¢ |
Receive Shadows [«
Contribute Global | |
Receive Glabal Hlurni Light Probes 4
¥ Probes
Light Probes | Bland Probes &l
Reflection Probes | Blend Probes ¢ |
anchor Override MNone (Transform) (o]
¥ Additional Settings
Motion Wectors | Per object Mation ]
Dynarmic Dcclusion [«
v iy M Box Collider Q'
Edit Collider
Is Trigger -
Material Mone (Physic Material) o}
Center 0 70 1]
Size =1 ¥l 1
¥ .4 Rigidbody @ = %,
Mass Z
Drag 1]
angular Drag 0.05
Use Grawvity o
Is Kinematic -
Interpolate | Mane ¢ |
Collision Detection | Sontinuous ol |
b Constraints
b Info
@ 3 %[

. Ohstaclemat

‘Eva TTOAU BaoIKO KOPMPATI o€ KABe Bivreotraixvidl €ival n kauepa. AnAadr tnv OTITIKN

TTOU Ba £x€l 0 XPAOTNG MECA OTOV EKACTOTE EIKOVIKO KOOUO. MNa TO OUYKEKPIUEVO project

ETENECA N KAuepa va akoAouBei Tov Traiktn OivOovidg TOu TNV OTITIKA TOU TpPITOU

TpoowTou. Ommwg PTTopoUpe va doUue OTa assets TG KAUEPAS TTAPAKATW, EXEI

TTPoOoTEBEI £va script yia va emiTeuxBei autd ovopalouevo “Follow Player” yia euvonToug

AOyouG.
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O Inspector a2 Lighting FE
Tag | MainCamera #| Layer | Default # |
¥ .~ Transform @ = %
Pasition ® |0 o242 Z|-6.17
Rotation ] ] Z0
Scale w1 ol Z1
¥ &% ¥ Camera @ 3 %
Clear Flags | Salid Color 4
Background [ | &
Culling Mask | Everything 4
Projection | Perspective 4
FoOu Axis | Mertical 4
Field of Wiew ]
Physical Camera -
Clipping Planes Mear 0.3
Far 1000
Viewport Rect ¥ 0 Y0
Wl H 1
Depth -1
Rendering Path | Use Graphics Settings 4
Target Texture Maone (Render Texture) [0}
occlusion Culling [
HOR | Use Graphics Settings 4
MS AL | Use Graphics Settings 4
&llow Dynarnic Resolutid_|
Target Display | Dizplay 1 ¢
(0¥ Audio Listener @ 3 %
¥ = [ Follow Player (Script) @ = #,
Script FollowRlayer [0}
Player A Player (Transfarr) [0}
Offset ® |0 ol Z|-5

O1mrwg utropouue va douue oTo script autd Baloupe 2 ava@opés. H TpwTtn agopd Tnv
Béon 1Tolou avTikeInévou Ba akoAoubei N Kapepa Kal n deUTEPN APOPA TNV TOTTOBETNON
TNG KApepag. Mpogavwg otnv TpwTn avagopd éxouue BdAel To Player object tTou
€XOUME TO OTTOIO AVOPEPETAI OTOV TTAIKTN Kal TNV OeUTEPN TTEPITITWON £XOUNE PUBNIOEI
TIGC OIOOTACEIS OTIC OTToieC Ta PpiokeTal N KAPePaA OTTWG MUTTOPOUUE va dOUUE OTnV
Tapamdvw €ikova oto Follow Player (Script). Me autr) Tnv €mAoyn n kéuepa givan 1
METPO TTAVW aTTO TOV TTAIKTN Kal 5 pétpa TTiow. Ztov aéova X gival 0 kaBuwg BEAoupE n
KApepa va gival akpIBwg TTiocw atrd Tov Traiktn. TEAOG pe Tnv evioAn transform.position
TTpooBEéToUE TNV B€on TToU €ival o TTaikTNG KABe popd e To offset Tou €xouue opioel
Kal €701 N KAUEPa akoAouBei Tov TTaikTn ouvexwg. Mapakdrw uTTopEiTe va d€iTe Kal TO

QvTiOTOIXO Script.
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5 ® X EndTrigger.cs

Update()

transform.position = player.position + offset;

21N ouvéxela £xoupe 1o Canvas TTavw OTO OTToI0 UTTAPYXOUV OAa Ta texts Tou Traixvidlou,

TO Score, N OAOKANPwWON Tou KABE eTTMTEOOU KABWG Kal Ta KOUPTTIA Quit kal Restart.

:: !, S e | E :'E-I % = Center | @local u“m | @ Collab ~ | @ | Account - | [ Layers - | |Layout -

= Hierarchy d = HScene € Game i Asset Store 8 Animator = @ Inspector | 3% Lighting -
Create +| (G All shaded NI ENED 3% | W[ Gizmos |+ | (arall Ly W |edlivey ety T
| 5 4 Tag | Untagged 4| Layer | UI 3]

| Directional Light

¥55  Rect Transform

e

. Ground
i Obstacle 5 | Some values driven by Canvas, |
I Obstacle (2) > Pas # Pos Y Fos 2
I Obstacle (3) > 366.5 1635 0
i Chstacle (4) > Width Height
\y Cbstacle (5) > 344954 600
I Chstacle (6) >
P Anchors
A Obstacle (&) ’ Pivot 205 Iv[os |
i Chstacle (9) > P e L :
i Obstacle (10) > Rotation %[0 Ll z[o
Scale %0545 Y 0.545 Z 0,545
| Score
b LevelComplets "Dgtanvas ik - 8
Py Quit > Render Mode | Screen Space - Querlay %]
b i Restart » Pixel Perfect 4
| EventSystem Sort Order 0
N Player > Target Display | Display 1 i)
-~ el () > additional Shader Chan| Hething N
I Obstacle (12) >
Project [ Console (3 Animation 2 -— | *[E] ¥ canvas Scaler (Script) @ 3 %
| C:\Eate z Q N Scale Mode | Scale With Screen Size i)
| PRI sty Reference Resolution ¥ 800 ¥ (600
== Assets - Scre:n Match Mode | Match Width Or Height 7J
N Mate ——) |1
= HEEEE c#
5 Reference Pixels Per Un100
[ Materials
ﬁSCE.I'IES Animation Fonts Materials Scenes Scripts GameMana..  Obstacle Player Quit ‘.E & Graphic Raycaster (Script) @ 3 %
ﬁScrlpts Script GraphicRaycaster (2]
» Gl Packages 0 Ignore Reversed Graphl¥
C# R~ Blocking Objects | Mone ™
—-—_ Blocking Mask [Exerything 3
Quit Restart Restart Slippery

Add Component ]

To Score Asset gival ouolaoTIKA €va text o€ font Roboto To otroio peTpdel TNV ammdéoTaon
TToU £X€l dlavuoel O TTaikTNG OTO KABe etTiTredo. Méoa aTo Score utrdpyel GAAo Eva script
oe C# ovopalopevo Score. ApxikG Tpétrel va yivouv duo avagopéc. Mia yia 1o
QVTIKEIUEVO TO oOTToio Ba dlavuel TNV a1TOOTACN Kal Hia yia TV TIUA. ZTn OUuvéXEla
Bacloupue pia void n omroia kKaAeital oe kKABe frame kal To text aipvel TNV TINA TNG B€ong
Tou TraikTn. ‘ETO1 TO text deixvel ravTa Tnv B€on Tou TTaikTn. MNapakdtw PTTopEiTe va deiTe

TO QVTIOTOIXO Script.
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ile Edit  Wiew  Project  Debug  Test  Analyze  Tools Extensions  Mfindow
fljlh - H'i B Aitach.. -

# X Playertlovernent.cs . kderu.cs evelCamplet

= UnityEngine;
|_ UnityEngine.UI;

B

r
L

To Level Complete asset atroteAeital atmd 1o text Tou, To animation Kal QUOIKA TO Script
oe C#. To text Tou amoteAeital ammd T Aégeig “Level Complete!” 6tav BERaia o TTaikTNG
@TAvEl OTOV TEPUATIOUO TOU KABE eTTITTédOU. OTTWG PTTOPOUUE va dOUUE OTO TTAPAKATW
script étav ouupei autd To SceneManager QOPTWVEI TNV ETTOPEVN TTIOTA OTTWGS BAETTOUNE
QVOAUTIK& OTO TTOPAKATW Script.

PlayerCaollision.cs Menu.cs mplete.cs R X Follow

- *gLevelComplete

er.LoadScene (SceneManager.GetActiveScene().buildIndex + 1);

30



TéNog 1o animation Tou Level Complete kavel aotrpn v 0646vn 6TAV O TTAIKTNG QPTACEI
oTOV TEPMUATIONO Kal gu@aviCel UOIKA TIG AéCeig “Level Complete!” kai oTn ouvéxela

QPOPTWVEI TO ETTOPEVO ETTITTEDO TTOU £XOUME BAAEI OTNV PnXavr).

Assets > Animation

LavelCamp..

Ta assets Quit kal Restart gival duo Buttons oto Canvas 1a otroia amroteAouvTal a1ro Ta
avTioTolxa texts kai 2 TToAU atrAd scripts. Otrwg gival Aoyikd, 1o Quit script Tepuartiel TNV

EQAPUOYN Kal TO restart script @opTwvel 10 id10 TTITTESO ATTO TNV APXN.

2TIC  TTAPOKATW  €IKOVEG  MPTTOpEiTE  va  Oc€ite  avaoAuTiIKd  TouGg  KWOIKEG.

@ Inspector 3 Lighting o= @ Inspector o= Lighting =
~ Quit Impart Settings *  Restart Impart Settings %,
. | ©pen.. || Execution Order.., | S | Open.. || Execution Order... |
Imported Object Lipei o Dlysel
. Restart @ #
Quit @ c# '
C#
Assembly Information
Assembly Information Filename fssembly-CSharp.dil
Filenarne Assembly-CSharp.dll using System Collzctions; .
using System.Collections; . 32:23 aﬁistz?;;;nﬂl,emms'Gene”ci
using SYFtem'CDHECJE'D"'S'GE"'B"'C? using UnityEngine.SceneManagement;
using UnityEngine;
public class Restart | MonoBehaviour
public class Quit : MonoBehaviour
public void dorestart()
public void doguit)
application Quit(): ISc:eneManager.LnadSc:ene(Sc:eneManager.GetAc‘cweScene().name]l
T
¥ }

Metétrermra €xoupe 10 Asset Game Manager 1o OTT0i0 TTapOAO TTOU OEV ATTOTEAEITAI ATTO

KATtrolo object 1} text To omoio YtTmopouue va doUpe, XPNnolpelel wg dlapecoAaBnTig
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METAEU TwV eTTTEdWV. Opilel dSnAadr av o TTaikTNG £Xaoe Kal TTPETTEI va KAvEl restart 1o
EMTTEdO | av O TTAIKTNG TEPUATIOE Kal TTpoxwpdsl yéow Tou Level Complete TToU

AVOAQPEPAUE TTAPATTAVW.

0 tnspecr PRI

= Hierarchy

= S |/ O [GameManager | [ static =
nager Tag | Untagged +| Layer | Default :
| Main Carmera ¥ _~ Transform FES
| Dirsctional Light Position %[0 v[o zo
L Ground Rotation ®0 ¥o zlo ]
UOESGE:E( , Seale %L Jv[1 B ]
iyl Obstacle (2
i Obstadle (3) ¥ Game Manager(Script) [t #%
Seript  GameManager o
Restart Delay [ |
Complete Level UL [ LevelComplete ]

i Obstacle (4)
i Obstacle (5)
\f Obstacle (6)
o Obstacle (3)
o Obstacle (3)
\ Obstacle (10)
» | Canvas
| EventSystem
i Player
i Obstacle (11)
\f Obstacle (12)
o Obstacle (13)

Add Component ]

VMV YY YV Yy

v v vy
7

ATtroTeAciTal atrd €va script To oTToio Kabopidel av To TraiXvidl TEAEIWoE £T01 WOTE PE Hia
KaBuoTépnon n OTToia OTNV TTEPITITWOT] MOG gival Eva OEUTEPOAETTITO VA ETTAVEKKIVACOEI TO
EMTEdO 1 va TTpoXwpnoel oto emmopevo péow Tou Level Complete Asset. Autd

ETMITUYXAVETAI JEOW Hiag true/false cuvBnKNG OTTWG PTTOPEITE Va BEITE TTAPAKATW.

© Inspector |GG
{l} GameManager & =

Assembly Information

Filemnarne Assembly-CSharp.dil

using UnityEngine;
using UnityEngine.SceneManagenment;

public class GameManager | MonoBehawviour

bool gameHasEnded = false;

public float restartDelay = 1f;

public GameQbject completelevelUl;
public void CompleteLevel()

completelevelUl. SetfActiveltrue);

public void EndGame()

if {(gameHasEnded == false)

gameHasEnded = true;
Debug.Log("GAME OWER");
Invoke("Restart", restartDelay);

b

void Restart()
i

SceneManager.LoadScene(SceneManager.GetActiveScenel).na
rmey;

}

32



Quoika dev Ba UTTOPOUCAUE VO TTPOXWPINCOUUE TE KATTOIO ETTITTEDO av eV UTTAPXE Kal
évag TepuaTiopds. To object END atroteAeital ammd évav adpato KUBo xwpig physics o
OTTOI0G OTAV £pOEI O€ ETTAQPN PE TOV TTAIKTN TEPUATICEI TO EKAOTOTE ETTITTEDO KAl POPTWVEI
TO €TOMEVO. OTTWG uTTopouE va douue TO Is Trigger otnv karnyopia Box Collider €ivai
EVEPYOTTOINKEVO YIa va eTTITEUXOEi auTd Kal QUOIKA dgv Ba PTTopouce va AgiTTel Eva script

1O oTT0i0 B oUVdEel To END object ye Tov GameManager.

# Scene € Game £ Asset Stare 8 Anirnator == O Inspector == Lighting -

Shaded - ® | - #o o - si — }
e . Ed —_— @ ™D [ ] Static *
Tag | Untagged 3| Layer | Default

F .~ Transform -':-' 3

# |- Cube {Mesh Filter) < 8
L\ » .. [_IMesh Renderer S
¥ ig #Box Collider -
- Edit Collider
Is Trigger W
Material Mone {Physic Material} (<]
Center X0 |0 Z|0
= Size %1 ¥ [1 z[1
¥ @  End Trigger (Script) S
Soript EndTrigger (<]
Game Manager W GameManager (GameManager) Q
T . Default-Material 2,
[ Shader | Standard =

To EndTrigger script ouciaoTIKG BAdel TRV TTOAU a1TA OUVORKN TTWGS AV O TTAIKTNG £PBEI
oe «ouykpouon» e To END Object 161 KaAei Tov GameManager kal OAOKANPwVEl TO

ETTITTEDO OTTWG PAIVETAI OTOV TTAPAKATW KWOIKA.

lowvement.cs PlayerCollision.cs fenu.cs evelComplete.cs FollowPlayer.cs EndTrigger.cs # X

Unity

sehaviour

Ao kel kal €mmeira, douAevovTag oav aAucida, Traifel To animation Kal QOPTWVEl TO

ETTOUEVO ETTITTEDO OTTWG AVAPEPAUE OE TTPONYOUNEVO OTADIO.

TéNOG utTdpxel €va adelo object, To EventSystem, 1o otroio opilel TNV O€Ipd e TNV OTToIa

yivovtal 6Aa Ta Tpoava@epBEVTa yeyovoTa KaBwG Kal Ta YeyovoTa auTd KaBeauTd.
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& Inspector = Lighting =

| | EwventSystem [ | Static =
v Tag | Untagged ¢ | Layer | Default s |
b .~ Transform i <
v =g [ Event System (Script) [ ' %,
Script Eventsystem o]
First Selected Mone [Garme Qhject) o]
Send Mavigation Events|«
Drag Threshaold 10
TLIHEtandalune Input Module {Script) @ =5 %
Script = standaloneInputModule (o]
Horizontal Axis Horizontal
Yertical Axis Yertical
Submit Button Submit
Cancel Button Cancel

Input Actions Per Seconl0

FRepeat Delay 0.5
Force Module ctive [

&dd Component

Quoikd dev Ba ptTopouce va gival €va oAOKANPwHEVO BIVIEOTTAIXVIOI XWpPIiC TO €va
apPXIKO pevou Kal TiTAoug TéEAoug. To pevou artroTeAcital amd éva oTatikd Canvas kail 2
Buttons, éva yia va &ekivioel o XprioTng TO TraiXvidl kal €va yia va Byer atmd Tnv

epapuoyn. Na aAAn pia eopd XpNoILOTTOINONKE N YpauuaTooeipd Roboto.
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File Edit Assets GameObject Component Window Help

(OB S = BE %] [cener [ Slocol | Ca [ &Collab - P[> | Aceaunt - | Layers « [ Layout - |
€ Game .=
Display 1 +| Free Azpect 2| Seale (m— | Magimize On Play | Mute Audic |WSync |Stats | Gizmes =

WELCOME TO

START

MapakdTw Ba Bpeite kKal To script TTou agopd To Start Button kaBwg 1o script yia 1o Quit
Button éxer avagepBei Adn. OuclaoTikd n public void tou Bdloupe Kalei Tov
SceneManager Kal QOopTwVEl TO €TTOUEVO €TTITTEDO, TO OTTOIO €ival Kal TO TTPWTO TOU
TTaxvidiou.

avernent.cs ; ision.cs Menu.cs & X LevelCormplete.cs

Ilaneous Files - ‘I;l'-.-'1r'-_ru_1
E| UnityEngine;
UnityEngine.SceneManagement;
Menu : MonoBehaviour

StartGame()

SceneManager . LoadScene (SceneManager. GetActiveScene( ) .buildIndex + 1);

AuTO QUOIKG TO opifouue euEic OTav £pBel N wpa va XTioouue To BivreoTTaixvidl. Av yia
TTapadelyya 1o Scene Tou Menu PTTeEl JETA TO Scene Tou TTPWTOU ETTITTEDOU TOTE AV O
TTQiKTNG TTATO€l TO KOUWTTI Start 8a peTa@epOei auToudTWG O0TO deUTEPO eTTiTTEdO. EXEI

va Kavel dnAadny aTToKAEIOTIKA PE TNV Oclpd TTou Ba emAéoupe gpeic oto build Tou
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TTaIxvIoIoU. MNapakdtw pTTopeite va deite OAa Ta Scenes atrd Ta OTTOIA ATTOTEAEITAI TO

TTapOV BIVTEOTTAIXVIDI.

Assets » Scenes

gEILLLL S

Credits Laweldl Leveldz Laveldz LevelOd Lewelds Leveld& Leweld?y Levelds
Levelds Levelln Levelli LevellZ Levells Menu

Quoikd n KATaokeun Tou £yive Pe TNV akoAouBbn oeipd. 1)Menu 2)Level0l 3)Level02
4)Level03 5)Level04 6)Level05 7)Level06 8)Level07 9)Level08 10)Level09 11)LevellO
12)Levelll 13)Levell2 14)Levell3 15)Credits. Me autdv TOV TPOTTO UTTAPXEl Mia

OUVEXNG por OTO TTaIXVidl Xwpig aTTpOoTITa OPAAUATA.

TéNog €xoupe 1o Credits Scene, Toug TiTAoug TEAOUG dNAadK Tou BIvTeOTTaIXVIDIOU, OTOUG
OTTOIoUG gu@avideTal éva EUXAPIOTAPIO PAVUPO OTOV TTaiKTh, TO dvoua Tou dnuioupyou

Kal VO KOUUTTI VIO VO KAEIOEI TNV €QapUOYH.

File Edit Mssets GameObject Component Window Help

S [ [ %] [=Center | SLocal ] > 1 Ip] (S coten - = K ccoent = Movers < I oot -
€ Game =
Display 1 #| | Free Aspect 3| Scale (— | Mazimize On Play | Mute Audia | WSync | Stats | Gizmos

MADE BY:
KONSTANTINOS
'SIPAS
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To Quit Button atroTteAcital Kal auto atrd €va Script TTou TEPPATICE TNV EQAPUOYH OTTWG
ava@épaue otnv oeAida 20.

Q¢ KA€ioIYO yIO TO TTPWTO project PTTOPEITE va OEiTE Eva preview 00ov a@opd TO TTWG

QaiveTal TTAPAKATW KABWG Kal Ba uttdpxouv Ta atrapaitnta links yia va 1o KateBAcETE.

¥l + EIEAIIICIEY

‘i= Hierarchy

Create 7| (Grall )
vohstacle (16)
gobstacle (1a)
vohstacle {19)
gobstacle {z0)
vohstacle (27)
gobstacle (23)
| END
vobstacle (24)
vohstacle (25)
vobstacle (26)
i Obstacle (27)
vobstacle (za)
i Obstacle (300
vobstacle (31)
vobstacle (34)
vobstacle [35)
vobstacle (36)
vobstacle (38)
vobstacle (39)
vobstacle {40y

L
| Display 1 || Free Aspect | scale O 1w | Masimize On Play |Mute Audio |WSync | Stats | Gizmos ~

WOV W WV

VMWV VWV WYV YW WY

Dropbox Link:

https://www.dropbox.com/sh/nck8fidgzc7hn9h/AACB9vXyVcWYmISzanMFESkloa?dI=0
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Project #2: Skillxagon

To Skillxagon civai éva 2D traixvidl. O XeipIoudg TTpayUaTOTTOIEITAI JE TA TTAAKTPA “a” yia
va KIvnOei o TTaiktng apiotepdoTpopa Kal “d” yia degidoTpoga. Eival pia pikpoepapuoyn
ylo GTOhO PE EAAEIPN CUYKEVTPWONG KAl CUVTOVIOUOU KAl AQOCIWVETAlI OTAV BEATIWON
TOou eye-to-hand coordination. ZKOTTOG TOU XPAOTN €ival va TTEPACEI TNV AEUKN] KOUKidQ
MEOQ aTTO TIG KEVEG TTAEUPEG TWV €CAYWVWY TTOU KAEIVOUV OUVEXWG TTPOG TO KEVTPO.
ATtroteAeital ammd éva povo eTTiTedo TO OTTOI0 Oev €XEl TEPUATIONO Kal OTTOIAONTTOTE
OTIYMR O XPNOTNG UTTOPEI VA TEPUATIOEI TNV EQAPHOYA ME TO KOUUTTI Quit TTou BpioKeTAl
otnv 004vn. INa dGAAn pia eopd 1o BIVTEOTTaIK VIOl QUTO avaTITUXONKE PE TNV BorBeia TNG

Unity Engine kai Tou Microsoft Visual Studio.

APXIKG PTTOPOUUE va BOUUE OTNV TTAPOAKATW EIKOVA Ta assets a1rd Ta OTroia atToTeAEITal
TO Bivreotraixvidl KaBw¢ Kal €va apxIkG oTAdIo avATITUENG Kal éva preview Tou

TTEPIBAANOVTOG TOU TTAIXVIBIOU.

File Edit Assets GameObject Component Window  Help

IR IE=TEA = PIES (> 11 ] L
= Hierarchy w = HiScens 5 Asset Store 8 Anirnator = & Same =

Shaded 20 || ® | | & - =0 | 3 | W | Gizmos || | Display 1 Free Aszpact +| Scale (e 1

| Create '| arall
v QSampleScene ~=

L/ Main Carnera
L/ New Sprite
L /Player
L Spawner

b Canvas
L EventSystem

B3 Project E Consale @ Anirnation - =
|Create'| (a |’.|‘|‘K|®11|
b{jFauorites Assets

G5 Scenes

B C# (C#| |c#

Scenes Hewagen Hewagon Player Guit Rotatar Spawner

» G Packages
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To TTpwTO Bripa ATAV va KOBOPIOTEI N TTPOOTITIKY TOU TTAIXVIOIOU PECW TNG KAUEPAG.
KaBwg Aormrév 1o Bivreotraixvidl €ival Tuttou 2D, a1mo@Aacica va Tou dWow Mid OTITIKN
TUTTOU soaring eagle, dnAadr o XproTng va €xel oTrmik ammd TTAvw (oav agTog). ‘ETol
AoItTév PTTAKAV TO ATTaPaiTTA assets yia TNV KAPEPa Kabwg Kal eTTIAEXONKE TO Xpwuad

Tou background OTTWG PTTOPEITE Va BEITE KAl TTAPAKATW OTA components TG KAPEPQG.

File Edit Assets GameOhbject Component  Window Help
I IR - IHIER s Center | @Local ul]lm | @callab - | [ & | [ account « | [ Layers - | [Layout - |
= Hierarchy W= HScene 1 Asset Store 78 Animatar = € Game == O Inspector | I Lighting =
| Create - | (G7AI Shaded NENE & |- ispla -
I [ Static ¥
v € SampleScene = ¥ ¥ [Main Camers [ static
Tag | MainCamera 4| Layer | Default =
| New Sprite ¥ .~ Transform @ &
Ly Player Position Y0 Z|-10
STy Rotation v D z[o
W Canvas Scale e 201
|| EventSystem
V& M camera @ s &
Clear Flags [ Salid Color +]
Background I
Culling Mask Everything [
Prajection | @rthagraphic |
Size 5
amera Previe Clipping Planes Near 0.3
] Far 1000
Viewport Rect %0 Y0
W1 H1
Depth -1
& 5 | © animati 5 Rendering Fath [ Use Graphics Settings ™
Project console Animstion = Target Texture Mone (Render Texture) @
| Greate -| [C YA
e = Occlusion Culling -
» o ;Favorites Assets
HDR | Use Graphics Settings ™
== Assets MEA4 | off al
5 Scenes Allow Dynamic Resolutid_|
Packages
rs o C# C# C# Target Display [ Display 1 il
Quit Rutator Spauner Target Eye [ Mane (Main Display) 4]
(¥ Audio Listener @ &
l Add Component I

MeTéTTEITa ETTPETTE va UTTAPXEl €va onueio ava@opds, yupw atmd To oTroio Ba
TTEPIOTPEPETAI O TTAIKTNG. MNa Tov Adyo autd pdoBeca éva 2D Circle Object 10 otroio
ovopaoa New Sprite, Tou dANaga TNV KAIJaKa yia va avTITTPOCOWTTEUEI TO ATTOTEAECUA
TTOU €mMBUPoUCca Kal QUOIKA Tou €dwoa material kal Xpwua. MNMapakdTw PTTopoUuE va

douue Ta components Tou avaAuTiKG péoa ato Unity.
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& Collab ~ ] [ Y ] [.ﬁ.n::n::clunt v ] [Layers v ] [Layrn:lut v ]

8 Inspector | 3= Lighting =
W Mew Sprite [ | Static =
Tag | Untagged ¢ | Laver | Default ¢ |
¥ .~ Transform - 8
Position = |0 T 0 Z 0
Fotation = |0 T 0 Z 0
Sroale 3.8 T 3.8 £ 1
v - |¥ Sprite Renderer 3%,
Sprite Elknob o]
color N
Flip -
Draw Mode | Simple :]
Mask Interaction | Mone :]
Sprite Sort Paoint | Center :]
Material L Sprites-Default o]
¥ sdditional Settings
Sorting Layer | Default :]
Order in Layer 1]
Sprites-Default 2
-| b Shader | Sprites/Default =

2T CUVEXEIQ TTPAYHMOTOTTOINONKE N avaTrTugn Tou Traiktn. AttoteAeital atrd éva 2D Circle
Object kai Tou éxel d0B¢i n eTIkKETA Player yia TIG ava@opég yéoa oTta scripts. Tou €xouv
006¢i etriong Ta Rigidbody 2D kai to Circle Collider 2D yia Tnv ouutrepipopd TOU HUE TO
TEPIBAANOV TOU TTaIXVIBIOU Kal TNG OAANAETIOPAcEIC Je GAAA CwuaTa Kal QUOIKA T
physics. Agv 6a propolcape GPWG va EiXape TTAIKTN XWPIS va uttdpXel Kivnon, y1 autd
Tov Adyo OTa components uttapxel éva script ovoupalduevo Player oTo 0TT0i0

KaBopileTal N Kivnon Tou TTaiKTn. TNV TTOPAKATW €IKOVA UTTOPEITE va O€iTe avaAuTIKd

auTd TTOU avagépOnkav.
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& Inspector S Lighting - =

& Plaver [ ] Static «
Tag | Untagged t | Layer | Default 3|
b~  Transform @ =' #%.
b 5l o Sprite Renderer @ = #.
¥~ Rigidbody 2D @ =t =
Body Twpe | Kinematic s
Material Mone (Physics Material 200} o]
Simulated [
Use Full Kinermatic Cod_|
Collision Detection | Discrete t]
Sleeping Mode | Start Awake : |
Interpolate | MHane 4|
Constraints
b Info
v @ ¥ circle Collider 2D @ =' %,
Edit Collider
Material Mone (Physics Material Z0) o]
Is Trigger |
Used By Effector -
Offset X |0 o0
Radius 0.1
b Info
¥ o W Player (Script) ﬁ -
Script FPlayer @
Move Speed 600
Sprites-Default [ %=
> Shader | Spritess/Default =

[ Add Component l

210 C# script ovopalouevo Player apxikd BaAaue pia public float mou Ba kaBopilel Tnv
TaXUTNTA PE TNV OTToia Ba KIVEITAI O TTAIKTNG. 2TN CUVEXEIA BETOUPE TOV AEOVA O OTTOI0G
gival opICOVTIOC KAl APNECWG META TOV TPOTTO Kivnong O OTT0I0G gival TTEPIOTPOPIKOG YUPW
amdé 10 New Sprite TTou ava@épbnke TTapatravw. MNopw dnAadn atmmd 1o onueio (0,0).
TéNOG €Be0a pia ouvBrkn KaTd TV oTToia av o TTaikTNG £pBel o€ €TTAQPN PE KATTOIO GAAO
QVTIKEIUEVO, OTNV TTPOKEIYEVN TTEPITITWON TNG KAEIOTEG TTAEUPEG TOU £EAYWVOU, Va YiveTal

N €TTAvVEKKivnon Tou eMITTEdOU. MTTOPEITE Va BPEITE TOV KWAIKA OTNV TTAPAKATW EIKOVA.
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- qsphym

movement = @f;

Update ()

movement = Input.Ge

FixedUpdate()

transform.RotateAround(Vector3.zero, Vector3.forward, movement * Time.fixedDeltaTime * -moveSpeed);

OnTriggerEnter2D(Collider2D collision)

eScene(}.buildIndex);

Map’ 6Aa autd dpwg dev apKei auTd To Script yia TNV TTEPICTPOPH TOU TTAIKTN. 2Ta assets
Aoirrév dnuioupyoupe GAAo éva C# Script ovopalduevo Rotator. Me tnv Bori@sia autou
TOu script n private void FixedUpdate() otnv TTapatmdvw €IKOva TTAEOV €ival CUVTAKTIKA
OWOTA Kal YTTopEi va SOUAEWEI Kal TTAEOV O TTAIKTNG MTTOPEI va TTEPIOTPAPET yUPW aTTO TO

onueio (0,0).

Rotatorcs & X Cuit.cs Player.cs EXAQON.C3
cellaneowus Files ~ *% Rotatar

: MonoBehaviour

Start()

Update()

transform.Rotate(Vector3.forward, Time.deltaTime * 3@f);
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Ag doupe SPwGg Ta «EPTTOdIO» TOU TTaIXVIOIOU, Ta €EAywva OTTWG TTPOAVOPEPAUE. TO
Hexagon Object atmoteAeital ammo €va 2D Line Object 1o o1roio aANAG{ovTag TIG KAIMOKEG
TOU KATEANEE OTNV TEAIKN) TOU POPQr], £va £¢aywvo dnAadr ue pia avoixTtr TTAeupd. Tou
000nke Aeukd xpwpa Kal TTpogavwg 1o component Rigidbody 2D yia va ptropei va
aAANAeTIOPA pe AANa objects. 2Tn ouvéxela €yive n ouvtagn evog C# script ovopalouevo
Hexagon vyia 10 Trapdv avTikeievo Kal TEAOG €yive prefab yia va ptropei va
XPNoIYoTToINBEi auTouIo O¢ KABE TTEPITITWON XWPIG va XPEIAZeTal va dnUIoUPYHOOUUE
GA\a Objects. MapakdTw PTTOPOUHE va OOUMPE MIO TTPOETTIOKATTNON Twyv components

aTTO TO OTTOIa aTTOTEAEITAl TO Hexagon Object.

© Inspector 3= Lighting o
L

':._[;' Open Prefab for full editing support,

Root in Prefab Asset
o Hexagon || Static =
Tag | Untagged il Layer | Default Eal
F .~ Transform @ = %
»+ ¥ Line Renderer @ = %,
v+ Rigidbody 2D @ = %
Body Type | Kinematic 4|
Material Maone (Physics Material 20D) o]
Sirnulated [
Use Full Kinematic Cd_|
Collision Detection | Discrete al
Sleeping Mode | Start Awake al
Interpolate | Mane 4|
Constraints
b Info
¥ o« [ Hexagon {Script) [ = %,
Script Hexagon @
Rb = Hexagon (Rigidbody 2D} @
Shrink Speed 3
Default-Line & %
> Shader | Legacy Shaders/Particles/alpha Blended Premultr
[ &dd Component ]

210 Hexagon script Eekivnoa pe pia public yia o Rigidbody 2D component €101 WOTE TO
Hexagon va avayvwpiel 0Tav EpXETAl OE ETTAPN ME KATTOIO AANO QVTIKEIMEVO WE TO idIO

component. 2Tn cuvéxeia pe TNV PonBdeia yiag public float é6eca 1o puBPOG Cuppikvwong
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TOU €gaywvou KaBwg autd Ba kAgivel TTpog Tov TTaikTn, dnAadn yupw at1rd TO OnuEio
(0,0). ‘ETreira mrpoypauudTioa TO £EAYWVO TIPIV EEKIVAOEI VA KAEIVEI TTPOG TOV TTAIKTN, va
TTePIOTPEPETAI TUXaia peTagu O kal 360 poipeg, €101 KABE @OpPA N avolxTH TTAEUpd Tou
eCaywvou Ba eival oe dIAQOPETIKO onueio. Tou d6BNKe O0Tn CUVEXEID KAIJOKA KOl O€
ouvduaoud e Tov pubud cuppikvwong €6eca Tnv ouvlbnkn Twg Otav 1o £EAYWVO
OUpPPIKVWOEI TOOO WOTE va QPTACEl OTO KEVTPIKO ONUEIO TOTE TO OUYKEKPIPEVO Object va
KaraoTpagei kabwg Ba pag civar TAéov dxpnoTo. [lopakdtw pTTopEiTE va OEiTe

avaAuTiKé Tov Kwdika oto Microsoft Visual Studio.
Rotator.cs Quit.cs Player.cs

eneric;

: MoncBehaviour

rb.rotation = Random.Ran
transform.localscale

Update()

transform.localScale -= Vector3.one * shrinkSpeed * Time.deltaTime;

if (transform.localScale.x <= .@85f)

meObject);

AG unv &exvaue map’ 6Aa autd OTI OAa Ta TTapaTTdvw TTou agopouv To Hexagon Object
agopouv éva Kal povo €va Object. Na autdv Aoimrdév Tov Adyo apxikd 1o kavaue prefab,
yla va JTTOPEl va XpnoiuoTroinBei TTOANEC PopEC auToUOoIo PE OAa T components Tou Kal
oTnv ouvéxela dnuioupyrnoaue éva Empty Object, avTikeiyevo 10 0TT0I0 UTTAPXEI AAAG

Oev @aiveTal, ovopalduevo Spawner yia va PTTOPOUNE YECW auTou va ONUIOUPYOUE
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eCdywva ouvexws. To Spawner Object OTTwWG PTTOPOUYE VO OOUME  TTAPOKATW

atroTeAgiTal yovo atro éva C# script ovopalouevo Spawner.

& Inspector 52 Lighting " =
[ Spawner [ | Static =
Tag | Untagged | Layer | Default % |
.~  Transform @ =
¥ o W Spawner {Script) @ 3
Soript Spawner @
Spawn Rate 1
Hexagon Prefab I Hexagon (o]
&dd Component

Ag douue OuwWG avaAuTIKG atrd TI atToTeAEiTal TO v Adyw script. ApXIKG B€ToupE TOV
PUBUO PE TOV OTToI0 Ba dnuioupyoUuvTal KAIVOUPYIO QVTIKEIMEVA KAl OTN CUVEXEIQ TTOIA
avTIKeiyeva Ba gival autd. Mpo@avwg oTnv TTEPITTTWON Pag gival To Hexagon Object 10
OTTOI0 PE TOV KWAIKA TTOU CUVTAEQUE TTPpoNyoupévwes Ba KAegivel TTpog Tov TTaikTn. ‘ETTema
ME TNV BonBeia piag private float, n otoia cival kpu@r Kal dev PTTOPOUPE va TV dOUUE
oto Unity O0Tmwg TIGC GAAeG 2, BEToupE Tov TeAeuTaio Opo O OTToiog eival To TTOTE Ba
onuioupynBei 10 €TOPEVO €CAYWVO Kal PEOW MIOG OUVORKNG BETOUPE OUCIAOTIKA TOV
XPOVO va gival éva OeUTEPOAETTTO OTTWG PTTOPEITE va BEITE TOV KWAIKA OTNV TTAPAKATW

€IKOVva.
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= af;

id Update()

if(Time.time »>= nextTimeToSpawn)

r
L

Instantiate(hexagonPrefab, Vector3.zerc
nextTimeToSpawn = Time.time + 1f ,

Evvoeitalr emmiong Twg yia va Asiroupyolv OAd owoTd HE TNV KABE oOKNvA Kal TIG
ouvapTNoEIg, £xoupe BAAEI yia GAAN pia eopd €va Event System yia va pag ponBdroel o
auTo.

@ Inspectar == Lighting =
[ |EventSystem [ Static =
T Tag | Untagged | Layer | Default s
P .~  Transform @ = %,
v=5 [« Event System (Script) @ = %
Script EventSyster @
First Selected Mone (Game Cbject) @
Send Mavigation Events |«
Drag Threshald 10
T&Hstandalnne Input Module {Script) @ = %
Script StandaloneInputModule ]
Horizontal Axis Horizontal
Vertical Axis Vertical
Subrmit Button Subrmit
Cancel Button Cancel
Input Actions Per Seconld
Repeat Delay 0.5

Force Module Active [

Add Component

46



Kai T€Aog dev Ba ptropouce va Acitrel éva Canvas o1o otroio utrdpxel éva Button Object
ovopalouevo Quit To oTToio Ba ETITPETTEI OTOV XPAOTN VA KAEIVEI TNV €QAPPOYH OTTOTE

ETTIOUNNOEL

O+ S| = fol ] [ @callab - | [ | [nccount - | [Layers -] [Layaut - |

= Hierarchy &-= HiScene @ Asset Store 98 Animator € Game s= | ©Inspector | 55 Lighting a-=
| create +| (EFAN Shaded MEYEAEDEIE
v & 5ampleScene = L ¥ [Canvas (] static
[, Main Camera Tag [Untagaed +) Layer (U1 :
| New Sprite ¥.© RectTransform @ =
(gplayer [some us lues driven by Canvas, ]
| Spawner
Pos ® Pos ¥ Pos 2
k 168.5 1635 0
v Quit
“"Q)Tm width Height
| EventSystem 337 327
» anchors
Pivat ®05  v[0s
Ratation %0 v o
Scale R[L [T
v[[¥canvas
Render Mode
Pixel Perfect -
Sort Order o ]
Target Display Display 1 :
Additional Shader Chanl_Mothing :
B project | ElConsale @ Animation &=
| crests | & (4% * B v[Z @ canvas scaler (Script) FEES
» | 7 Favorites | Assets UI Scale Mode
Scals Factor 1 ]
5 Scenes Referance Pixels Per U 100 ]
» 5 Packages C# C# C# C# ¥ i ¥ Graphic Raycaster (Script) [FEE
Seript GraphicRaycaster o
Player Quit Rotator Spawner Ianare Reversed Graphid
Blocking objects [ Mone b
Blocking Mask [ Everything b

Add Component

MapakdTw MPTTOPEITE VO PPEITE Pia TTPOETTIOKOTTNON TOU BIVTEOTTAIXVIOIOU QUTOU KABWG

Kal To avaAoyo link yia va To KaTeRACETE.

File Edit Assets GameObject Componert Window Help

Displar L+l |Freedspecs  slsclel———————— s Marinu=OnPlsy Hute Audio|vSync St | Glames -

Dropbox link:

https://www.dropbox.com/sh/aerhlkse6rimad7/AABKZm6YoCdboQHFgKjd8kxRa?dIl=0
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Project #3: Memory Puzzle Game

To Memory Puzzle Game cgival éva 2D traixvidl pyviung. O XeIpIopdg TTpayUaTOTIOIEITAl
ME TO TTOVTIKI KAI TO ApIOTEPO KAIK TOU TTOVTIKIOU. O TTaiKTNG TTPOoTTaBEi va Bpel Ta Kova
Ceuydpla KapPTWV Ol OTToieg €ival Kpuupéves. OTav o TTaiktng Bpel éva Ceuydpl, auto
eCagavicetal evw av dgv Bpel To KoIvo Ceuydpl ol KapTeg EavakAeivouv. Otav Bpel OAa Ta
Ceuyapla kepdiCel. Eival pia e@apuoyn yia droua e vonTiKEG TTABROEIG TTOU AQOPOUV TNV
ENEIPN  POKPOXPOVIOG KAl Bpaxuxpoviog  pvAung.  To  Pivreotraixvidl  autd
TTpaypaToTToINOnke pe TNV BorBeia Tou Unity Engine kai Tou Microsoft Visual Studio.

APXIKG UTTOPOUUE OTNV TTAPAKATW €IKOVA va OOUNE Ta assets a1Trd Ta OTToia atToTEAEITAI
TO BivreoTraixvidl. Autd eivar: H kUpia kduepa, o KauBAag otov oTroio UTTAPXEl Kal TO
puzzle field dnAadry 10 TTEPIBAANOV MPOG KOl T KOUMPTTIA TNG €§OOOU Kal TNG
ETTAVEKKiVNONG quit Kal restart avTioToixa, TO OUCTNUO YEYOVOTWV KAl QUOIKA n

Aeiroupyia Tou TTaIXVISIOU.

File Edit Assets GameObject Cormponent Window Help

BIEIEF G
= Hierarchy # Scene
| create -| (@rall O || | shaded : Bl - Gizmos -
v € SampleScene =
| Main Camera
¥ [ Canvas
| Puzzle Field
v Guit
| Text
¥ | Restart
[ g Text

 EventSystemn

2 Project
|Create'| @ |4|‘|*|¢11|

» i Favorites | assets
» 55 Resources - C# C#

&5 Scenes

ﬁScripts Prefabs Resources Scenes Scripts Quit Restart
» 55 Packages

&5 Prefabs
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Mo GAAN pia @opd n OTITIKA TNG KAPEPAS €ival soaring eagle TUTTU €101 WOTE O TTAIKTNG
va PTTopei va BAETTEI OAO TO TAPTTAG KaI OTNV TTPOKEIMEVN TTEPITITWON N OTITIKY Ogv Ba
MTTOpOUCE va eival TiTTote GAAO TTapd autd. Me autriiv Tnv AoyiKh €TTIAEXBnKav ol
aTTaPAITNTEG PUBNIcEIC KOBWGS Kal TO Xpwua Tou background OTTwg pTTOPEITE VA OEiTE

TTAPOKATW.

File Edit Assets GameObject Component Window Help

' @ [Main Camera | Ol static ~
Mai — Tag [MainCamera 4] Layer [Defaule &

b1, Canwas ¥ .~ Transform R
| EventSystem Fusition ®o  |ro |zl |
|/ Game Contraller Rotation %0 v o Jz[0 ]
Scale %[ Jr 1 lz[1 ]
T camera o
Clear Flags [SelidColor +]
Background EE—
Culling Mask [Everything ]

Projection Orthegraphic

iz S

ize
Clipping Flanes Near [0.3
Far [1000

Viewport Rect

Rendering Path .
Target Texturs None (Render Texture) o
Occlusion Culling

Assets > Scripts 4 g
HDR. | Use Graphics Settings m
MSAA | off n

Allow Dynamic Resalutic_|

Target Display | Cizplay 1 i)
AddButtens  GameCantr.. Target Eve [ None (Main Display) 4]
() audio Listener -

[ Add Component ]

2TN OUVEXEID PTTOPOUNE va OOUPE HIa TTPOETTIOKOTINON Tou Canvas object péoa oTto
oTroio uttdpxel 10 Puzzle Field object To otroio ogeiAeTal yia Tnv diappuBPIon Kal TV

KATOVOWN TWV KAPTWY OTO TAPTTAG KaBwWG Kal Ta KOUPTTIA Quit kal Restart.
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File Edit Assets GameObject Component Window Help

IR

@ [Canvas | [ Static =
-
. Main Camera Tag [Unrsgged 4] Layer [UI |
G ¥.o RectTransform R
L Puzzle Field [Some va lues driven by Canvas, ]
> uit
_8§E5tm Fos ¥ Pos ¥ FosZ
& Eresmem [—(——
Garme Contrallar L L
Y 1437306 | 641,1994
®[05 ¥ [05
Rotation %0 v [0 z[o
scale ¥ 0015585 Y 0.015595|Z 0.015595
v[[|#canvas EE
Render Mode | Screen Space - Camera ™
Pixel Perfect -
Render Camera & Main Camera (Camera) [}
Plane Distance 100
£ Project Sorting Layer [Defaule ¢
| create -| Order in Layer 0
» | Favorites Assets > Scripts Additional Shader Chan| Nothing D)
v Assets v[E ¥ canvas Scaler (Script) R
S5 Prefabs Ul Scale Mode Scale With Screen Size #
» &5 Resourcss C# C# Reference Resolution % (1280 | [720
(&5 Scenes Py — Screen Match Mode | Match Width Or Height +]
= Scripts AddButtons  GameContr. Mateh
» &3 Packages Width He\ght-
Reference Pixels Per Ur100 ]
v 5 ¥ Graphic Raycaster (Script I &,
Seript & GraphicRaycaster o
Ignore Reversed Graphl¥
Blocking Objects [Nona 2]
—— Blnclina Macl (Eommuhy =1

To Puzzle Field object 6mTw¢ avaeépbnke, @povTifel yia To layout Twv KAPTWV OTO
mepIBAANov. Ta Tov Adyo autd xpnolgotroirBnke 1o asset Grid Layout Group Trou
MTTOPOUNE va dOUME OTNV TTOPAKATW €IKOVA TO OTTOI0 KAVEI AKPIBWS QUTO Kal HE TIG
atmmapaitnteg pubuioeig To OIKG pag layout eival 4x3. AtroteAeital dnAad amd €vav
TTivaka amd 12 k&pTeg o1 otroieg eival 4 opidvTia Kal 3 kKaBeta. Ta kouumd Quit kai
Restart oTn ouvéxela TOTTOBETABNKAV XElpoKivnTa oOTO KATW OpIoTEPO MEPOG TNG
EPapUOYNG.
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8 Inspector
I |FPuzzle Field | LI Static =

Tag | Untagged  #|layer (U1 ¢]

Default UI Material

Zhader u

2Tn OUVEXEId UTTOPOUME va doUuE Mia TTpoemoKOTINONn Tou Event System object 10
OTT0i0 PUBWICel TNV OEIPA yeyovoTwY PEOa OTa Scripts oe C# Ta otroia dnuioupyrnénkav

yla TNV TTapouca £pappoyn Kal 6a doUPE 0TV CUVEXEIQ.
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File Edit Mssets GameObject Component Window Help

'J ¥ [EventSystem | [ Static ¥
-

| Main Camera Tag [ Untagged #| Layer [ Default i)

v Canvas ¥ .~ Transform S

| Puzzle Field Position ®o Ivjo Jzo ]

¥ Quit Rotation %o M zlo ]

'Uléz::; Scale %1 RaE I3 ]

. ¥ =5 ¥ Event System (Script) S

W Ev Seript =ZEventSystem )

 Ga First Selected [Nane [Game Object) ]
Send Mavigation Events|¥

Drag Threshald 10 |

v dal Input Module {Script) @ = e
=]

Script L StandalonelnputModule

Horizontal Axis Horizantal

Wertical Axis Wertical

Subrmit Buttan Subrmit

Cancel Button Camcel
Input Actions Per Secori10

Repeat Delay 0.5

Force Module Active [

b | Favorites Assets > Scripts

= Add Component
v 5 Assets
e

(& Prefabs

AKOun €va TToAU onuavTiké object yia Tnv epapuoyr auTth cival To Puzzle Button object
TO OTT0I0 OEV PTTOPOUNE vVa TO BOUUE OTNV TTPOETTIOKATTNON YIaTi TO NETETPEWa o€ prefab
ylo UTTOpEi va XpnoiyoTroinBei TTOAAEG QOPEC XwpPIG va XpelddeTal va YEUIOOUPE TO
TTePIBAANOV ue GAAa object kavovTag €101 Kal Ta script TTOAU TTI0 EUKOAQ O0TnV ouvTaén.
MapakdTw PTTOPOUME va doUue Ta assets atrd Ta otroia arroTeAsital To Puzzle Button
object prefab. OuciaoTikd, auté TO avTikeEipevo Ba cival n kKAeioti kdpta TTou Ba
BpiokeTal oTOo TAPTTAG Kal PE Ta Scripts Ta otmroia Ba avaAUCOUpE OTNV CUVEXEID Ba
MTTOpEéCcOUNE va douue TTWG Ba aAdlel n eikdva OTo ApIoTEPO KAIK TOU TTOVTIKIOU KABWG

Kal Ba opioTouv Ta {eUyn KOPTWV.
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8 Inspectar

Static =

Tag | PuzzleButton ¢ |layer [UI  #]

on Click ()
List is Empty




Quoikd autod To BivreoTTaixvidl dev Ba uTTOPOUCE va Yivel TTPAYUATIKOTNTA av OEV UTTAPXE
T0 Game Controller object To otroi0 oTnv oucia e€ival éva Kevd QVTIKEIUEVO OTO
TePIBAAOV TOou Unity, Xwpig utroéoTtaocn aAAd, OTTwg PTTOPOUPE va OOUPE OTnv
TTOPOKATW €IKOVA, atToTeAEiTal atro 2 scripts oe C#. To Add Buttons script kai To Game
Controller script Ta otroia 8a doUPE TTIO AVAAUTIKA OTAV OUVEXEID KABWG €ival n apxr Kai

TO TEAOG TOU TTAPOV BIVTEOTTAIXVIOIOU.

File Edit Assets GameObject Componert Mindow Help

@ Collab - | [ & || account -
© Inspactor

| [Gamne Contraller | ] Static +
Tag [ Untagged ¢ Layer [ Default |

¥ .~ Transform ]
Position ¥ -0.651493 ¥ [0.0677553|2 -0.360654
Rotation w0 Ivlo zlo |
Scale w1 Jv (1 |
¥« Add Buttons (Script) Q= %
Seript - AddButtons

Puzzle Fisld “Puzzle Field (Rect Transfarm)

Btn [Puzzle Button |
¥ = [¥ Game Controller (Script) [+

Seript - GameController

9 Image
¥ Puzzles

Size o

¥ Game Puzzles
Size
¥ Bins
Size o |

oo 00

[o ]

| creare -
» [ Favorites Assets > Scripts Add Camponent

¥ & Assets

(& Prefabs

(=]t s
-

= g AddButtons  GameContr..
» & Packages

TéNog oTa assets éxouue Ta sprites, TIG €Ikdveg dnAadr TTou Ba BpiokovTal OTO TTAVW
MEPOG Kal OTO KATW PEPOG TwV KAPTWV. OTTwG YTTOPEITE va BEITE OTIC TTAPAKATW EIKOVEG
Yl TO TTAVW PEPOG TWV KAPTWYV ETTEAEEA TO AEUKO OEVTPO WE TO PAUPO POVTO Kal YIa TO
KATW PEPOG TWV KAPTWYV Kal HEOW TNG BorBeiag evog script TTou Ba doUue OTN CUVEXEIQ,
EMAEXONKE €va sheet atrd TTOAAG Kal SIAQOPETIKA Sprites Ta OTToia ETTIAEYOVTaI TUXAIO O€
KABe TTaIyVvidl Kal epooov Exoupe 12 KApPTEG Ba XpelaoToUUE 6 sprites OUVOAIKG €pOCOV
Ba éxouv éva koivo Ceuydpl. Me Ttnv emiAoyn split TTou divel To Unity yia .png €IKOVEG,
Xwpiocaue 10 sprite sheet oe TTOAG UIKPG BIAQPOPETIKA Sprites Ta OTToia PTTOPOUV va

XpPnoiuotroinbouv 10 Kabéva EexwpioTd.
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NIE IR = IES = Center | @Local I | @coliab - | [ & | [ Account - | [Layers - | [Layout -

J
= Hierarchy &= cHgcene € Game £ Asset Store 98 Animator ~= @ Inspector | 3 Lighting a-=
| C:E ;L“‘;‘:!S[E“e E Fhad=d =20 || @ [t =] W0 EEE—— pngguru.com Import Settings E‘v

| Main Carmera ool
v Canvas Texture Type [ Sprite (20 and UT)
¥ Rzl FlE Texture Shape 20

¥ Quit

[ Text Sprite Mods [ Multiple ™
¥ |, Restart Pixels Per Unit 100 ]

[ Text Mesh Type [ Tight i)
| EventSystem

Extruds Edass  ~Cre (1
Generate Physics S

| Game Controller

Sprite Editar
» Advanced

Wrap Mode (Glemp ]

Filter Mode gilinar =

Aniso Level e

Defaule [ESE ER-REN

Max Size (1024 :
@ project | [l Console Animation = Resize Algorithm Micchell =
el 2 IR TRy e [ Autematic l
| 7 Favorites Assets > Resources > Sprites Comnpression [ Normal Qualicy ™|
v 5 Assets Use Crunch Compressid_|

&t
Prefab: 4 s P
&5 Prefabs ‘,( ) % i © [ Revert |[ Apnly |
2 A-Aw e ——
rites 4
-

Only tawturas with widthheight being multiple of 4 can ba
wHrumd:  (CORETETED < rica-piel [ compressed w DHTS formar

» i Packages

Sprite
[prggurucom0 |
Position H 79 504
i —C—
B Border C—

0

Doeeeo
BOGHE®EE

Pivot (Centar 3]
Pivot Unit Mode

Custom Pivot

‘ExovTag yivel OAa T TTaPATTAVW EXOUME MIO OPXIKN €IKOVA yia TO TTWS Ba eival 1o

Bivreotraixvidl. Map’ 6Aa autd dev pTToPEi va yivel Kauia aAAnAeTTidpacon

" autdv Tov Adyo ETTpETTE va ypagouv 2 scripts oe C#. To éva atmd autd Ba €dive Tnv
ouvatdTnTa aAANAETTidOpaONG PE TIC KAPTEG OTO TAUTTIAG Kal To GAAo Ba Opile Toug
Kavoves Kal TIC ouvlnkeg Tou Traixvidiou. Av dnAadry duo eikdveg eival idieg va

eCagavifovtal, av cival dIaPOPETIKEG va avakAgivouv, TTola €ikéva Ba BpiokeTal KATW

aTTO TTOIO KAPTA KATT.
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To mpwTo script ovopaldpevo AddButtons uloTroiei To Puzzle Field pe diaotdoelg 4x3.
2Tn ouvéxela kavel Ta prefabs Puzzle Button va pmropouv va aAANAETTIOPOUV Kal TOUG

oivel TautoTnTa. MNMaPaKA&TW UTTOPEITE VO OEITE TOV KWAIKA AUTOUCIO.

GameCaontroller.cs AddButtons.cs
fliscellaneous Files - ‘I‘,’. AddButtans

em. Collecti
UnityEngine;

AddButtons : MonoBehaviour
[SerializeField]
Transform puzzleField;

[SerializeField]
GameObject btnj

; 1 < 125 J++)

= Instantiate(btn};

Parent(puzzleField,

2TN OUVEXEIO €XOUME TO WEYAAUTEPO Script TTou ouvtdyxBnke kKal atmmoé Ta 3 projects, 10
script GameController. Ag douue apxIka Ti KAvel OTITIKA auto To script. MNpwTa Badel Tnv
€IKOVa TToU BEAOUPE OTO TTAVW PEPOG TNG KAPTAG VIO OAES TIG KAPTEG. 2Tr OUVEXEIQ ATTO
TO sprite sheet TTou €idape TTapaTTdvw TTaipvEl 6 sprites aTmd 2 QopES To KaBéva Kal Ta
TOTTOOETEI TUXaiO KATW aTTd TIC KAPTEG. MeTéTTeITa TTPETTEl va BEC0OUNE TIGC OUVONKEG.
Ortav dnAadn yivetal apiotepd KAIK o€ €va Puzzle Button va pmmopouue va doUue Tnv
eiIkOva TTou BpiokeTal attd KATW Kal OTI AQUTA N €IKOva Ba TTapauEivel avoixTh JEXPI va
EMAEEOUPE AAAN pia. Av oI €IKOVEG gival idIEC TOTE TTEPIUEVEI Eva MIKPO XPOVIKO didoTnua
kair diaypdgovrtal Ta Puzzle Buttons. Av Ox1 TOTE TTAAI TTEPIMEVEI Eva PIKPO XPOVIKO

O1IdoTNUa Kal n KAPTa «KAEIVE» Kal €XOUUE TNV €IKOVA TTOU BETAUE yIa TO TTAVW PEPOG
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NG KAPTAG. O XPOVOG TTOU BETOUE YIA VA TTEPIPEVEI TTPIV EEAPAVIOTOUV O KAPTEG A TTPIV
CavakKAEioouv €xel OKOTTO O TTAIKTNG va €XEl APKETO XPOVO va OTTOUVNUOVEUOEl ThV
Kpuppévn €ikova. Otav o Traiktng Bpel OAa Ta Ceuydpia €xouue PAAEl ocuvlnkn va
TEAEIWVEI TO TTAIXVIOI KAl OTN CUVEXEID UTTOPEI va TTAIgEl Lava TTOTWVTOG TO KOUUTTI
Restart ] va KAgioel TNV e@apuoyr] TTaTwvTag To KOUTT Quit. O1 EIKOVEG OTO KATW PEPOG
TWV KOPTWV ToTTo0ETOUVTAI TUXaia. AUuTO onuaivel 0TI oxedov TToTE TO £€va Puzzle Ba
gival id10 pe K&tTolo AAAO. Z€ auTd TO onuEio va ava@epBouue 0TI dev UTTAPXEl TTAVW Kal
KATW MEPOG KAPTWYV, ATTAd TO ava@Epoupe £T01 yia TNV dIEUKOAUVON OTnV €TTECAYNON.
Autd TTOoU cupfaivel oTNV TTPAYUOTIKOTNTA €ival OTI N €IKOVA TTOU €XOUME OTO «TTAVW
MEPOG TNG KAPTAG» OAAACEl OTO sprite TO OTTOI0 TOTTOBETHONKE TUXAia PE TNV QPXI TOU
TTaixvidiou. OAa T1a TTapatmdvw yivovtal mrpaydatikdétnTa pe TIg void Awake(), void
Start(), void GetButtons(), void AddPuzzles(), void AddListeners(), public void
PickAPuzzle(), IEnumerator ChecklfThePuzzlesMatch(), void
ChecklfTheGamelsFinished() kair void Shuffle() TTou pTTopeiTe va Oeite TTAPAKATW

AVAAUTIKA.

AddButtons.cs

~ *% GameContraller

List<Button> btns = List<Button>();
firstGues secondGuess;
counth
countCorrectl
gameGu
firstGuessIndex, secondGuessIndex;
firstQuessPuzzle, secondGuessPuzzle;
Awake()

puzzles = Resources.loadAll
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GameController.cs A X AddButtons.cs
[e#] tiscellaneous Files

1
J

Start()

GetButtons();
AddListeners();
AddGamePuzzles(};
Shuffle(gamePuzzles);

gameGuesses = gamePuzzles.Count / 23

GetButtons()
GameObject[] objects =

for (
1

i =8; i < objects.Length; i++)

btns[i].image.sprite = bgImage;

GameContraller.cs B X AddButtons.cs

Bdiscellaneous Files

|l
El

AddGamePuzzles()

looper =
index =

btns.Count;
a;

for (int i =
1

@; i <looper; i++)

if(index ==

1

looper / 2)

index = @;

}
gamePuzzles.Add(puzzles[index]};

index++;

AddListeners()

foreach (Button

i

btn in btns)

1
J

btn.onClick.AddListener((} => PickAPuz

- qEGameCunﬂDHH

GameObject.FindGameObjectsWithTag( "PuzzleButton™);

btns.Add(objects[i].GetComponent<Button>(});

- ﬁ;GameDnUDHm

zle(}};




GarneContrallercs B 2 AddButtons.cs

Iiscellaneous Files
i

El

- ‘I; GameController
PickAPuzzle()

name = UnityEngine.EventSystems.EventSystem.current. currentSelectedGameObject. name;
if (!firstGuess)
firstGuess =
firstGuessIndex = .Parse (UnityEngine.EventSystems. EventSystem. current. currentSelectedGameObject. name) ;
firstGuessPuzzle = gamePuzzles[firstGuessIndex].name;

btns[firstGuessIndex].image.sprite = gamePuzzles[firstGuessIndex];
1

}
else if (!secondGuess)
{
secondGuess =
secondGuessIndex = .Parse(UnityEngine.EventSystems.EventSystem. current. currentSelectedGameObject.name);
secondGuessPuzzle = gamePuzzles[secondGuessIndex].name;
btns[secondGuessIndex].image.sprite = gamePuzzles[secondGuessIndex];

countGuesses++;

StartCoroutine(CheckIfThePuzzlesMatch());

GameControllercs ® X AddButtons.cs
[2#] hiscellaneous Files ‘I;GameControlIer

IEnumerator CheckIfThePuzzlesMatch()

{
yield return WaitForSeconds(1f);
if(firstGuessPuzzle == secondGuessPuzzle)
1

yield return WaitForSeconds(.5F);

btns[firstGuessIndex].interactable =
btns[secondGuessIndex].interactable =

btns[firstGuessIndex].image.color = Color(e, @, @, @);
btns[secondGuessIndex].image.color = Color(®, @, @, @);

CheckIfTheGameIsFinished();

else

1
yield return WaitForSeconds(.5F);
btns[firstGuessIndex].image.sprite = bgImage;
btns[secondGuessIndex].image.sprite = bgImage;

yield return WaitForSeconds(.5F);

firstGuess = secondGuess =




AddButtons.cs

CheckIfTheGameIsFinish

‘ExovTag TTpayhaTtotroifoel OAa Ta mapatrdvw BAPATA N apxIKh €IKOVA TOU TTaIXVIdIoU
€ival auTr) TToU QTTEIKOVICETAI TTAPAKATW.

File Edit Assets GameObject Component Window Help

Display 1 2| | Free Aspect B

MopakAaTw PTTOPOUNE VA DOUNE Eva TTAPADEIYUA UETA ATTO Hid CWOTH JAVTEWIA.
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File Edit Assets GameObject Component Window Help

Kal oTnv TeAeuTaia €lkOva PTTOpOoUUE va dOUUE TTWG aTTeikovifovTal Ta sprites otav o

TTaikTnNG Tratioel Tadvw oto Puzzle Button pe apioTepd KAIK.

File Edit Assets GameObject Component Window Help

Dropbox Link:

https://www.dropbox.com/sh/jchuvpgctjyh7cj/AADdY 3awvlYipWQoY5E4Fmlya?di=0
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https://www.dropbox.com/sh/jchuvpgctjyh7cj/AADdY3awvJYipWQoY5E4Fmlya?dl=0

MpwTtec EKOOOEIC

O1 TTapatrdvw eQapPUOYEG EQTacaV OTNV TEAIKA TOUG HOP@N META aTTO pia ocipd aAAaywv

Kal evnUEPWOEewWV. KaBopIoTIKoi TTapdyovTeG yia TIG AAAAYEG TOUG TaV:

e O avmidpdoeig Tou focus group
e Bugs kai glitches Twv epapuoywv
e H duokoAia Twv TTPWTWV EKOOTEWV

e H EAAEIWN ONUAVTIKWY XOPAKTNPIOTIKWY

H epapuoyr} Cubeathlon otnv TTpwTtn TNG HOPQN OV EiXE TIG ETTIAOYEG VIO ETTAVEKKIVNON
Kal KAEioIuO p€ow Twv KOoupTTIwY Restart kal Quit avriotoixa. O1 atrooTACEIG ETALU TWV
EUTTOdIWV ATAV TTOAU HIKPEG METAEU TOUG KABIOTWVTAG TO aduvaTo yia Xprion atrd To
focus group yi1 autd kai €dpaca eTi Tou BEPaTog KAvovTag To TTIo EUKOAO. O XEIPIOPOG
TOU TTAiKTN £YIVE TTIO OUMAAOG Kal OXI oTIBapog OTTwg ATAV 0TV apxn Kabwg Kal
aQaIPEBNKE N ETMITAXUVON TOU TTAIKTN ME TO TTEPACHA Twv €TITTEdWV. TEAog Ta 10

emimeda €yivav 13 divovrag tnv duvatdTNTa Vyia TTEQAITEPW €EVOOXOANON HE TNV

gpapuoyn.

H epapuoyn Skillxagon uttéotn TIG AiyoTEPEC aAAayéG. Aev TTpayuaToTroifOnke Kapia
aAAayn TTépa atrd TNV TTPOCOAKN TWV ETTIAOYWY TNG ETTAVEKKIVNONG KAl TEPUATIONOU TNG

EQPAPUOYNAG ME TNV €l0aywyn Twv KouuTtniwyv Restart kai Quit avtioToixa.

H epapuoyl Memory Puzzle Game utréoTtel coBapég aAAayEéG KaBWG uTTipxav TTOAAG
AGBN oTov KWAIKA KABIoTWVTAG TO adUvaTo yia XPron. TN ouvéxela utTTApEe TTpORANUa
ME TIG EIKOVEG TWV KAPTWV Kal ETTPETTE VO OOUAEUTEI aTT’ TNV apXn ME KAIVOUPYIESG EIKOVES
Kal sprite sheets. Quoikd yia AGAAN piIa @opd  TTPOOTEBNKAV O €TIAOYEG TNG
ETTAVEKKIVNONG TNG €QAPMOYNG Kal TO KAEIOIMO TNG ME TNV TTPOCOAKN TWV KOUUTTIWV
Restar kai Quit avrioToixa. Ta {elyn kapTwv ato 3 €yivav 6, dnAadn atrd 6 KAPTEG OTO
TauTmAG TTAéov uTtdpyxouv 12, aufdvovtag Aiyo Tnv OuokoAia aAA& divoviag Tnv
duvatéTnTa OTOV XPrOTN va acX0oAnOei TTepIcadTEPO PE TNV £apuoyr]. TEAOG 1B1aiTepn
TTPOoOXN 006nKe OTNV TUXAIOTATA TWV KAPTWV ME TNV évapén Tou TraixvidloUu. Zav

developer nBeAa kavéva Traixvidl va unv €ival idio Je To TTPONYOUPEVO Kal TTPAyUaATI Ol
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MOAVOTNTEG OAEG OI KAPTEG va BpiocKovTal OTO idI0 CNUEIO PE TO TTPONYOUMEVO TTaIXVidI

€ival atreIpoeAAXIOTEG.

MeAAovTikéc Bavéc AvaBaBuioeic

BeBaiwg n avattuén evog BivreoTraixvidiou 1 diag epappoyAg TTavTa €xel TTepIBwpIa
BeAtiwong. Ze autiv Tnv utroevotnTa Aoimmov Ba doupe pepPIKG TTIBava oevdpia

QVATITUENG TWV project auTrng TG Epyaciag yia To KaBéva EeXxwPIoTA.

ZeKIVWVTAG JE TNV e@apuoyr Cubathlon. ‘Eva mBavéd oevdpio avarmtuéng Ba pmropouoe
va gival n ouloyr avTikeiyévwy (collectables) atmdé ouykekpipéveg diodoug TnG TTioTag
divovTag oTov TTaikTn TO AioBnua oAOKAApwWONG KaBWGS Kal TTPOCOETOVTAG Wia ETTIAEKTIKA
OUOKOAIQ, TTPOTPETTOVTIAG TOV VO OUVEXIOEI va QOXOAeiTal pe Tnv €@appoyr. Mia
TTPooBNKn Ba utTopouce £TTiong va gival évag pnxaviopog divovrag tnv 1810TnTa oTOV
XOPAKTAPQ TTOU XEIPICETAI O TTAIKTNG va avattndd yia va TTPOCTTEPACEl HEPIKA EUTTODIA
Ta oTroia yia TTapddelypa Ba ptropoucav va KAAUTITOUV OA0 TO TTAATOG TnG TTOTAG
divovTag Tou Kapia AAAn €tmIAoyr). ZT10 idIo TTAdioIo, Ba YTTopoUcE va UTTAPXEl augnuévn
OUOKOAia oTa eTTiTTEdA KAVOVTAG TOV XOAPOKTAPA VA KIVEITAI OAO Kal ypnyopoTeEpa o€
KA@Be etmitredo avaykadlovTtag Tov TTaikTn va dpa TTio ypriyopa. TEAog Ba utropoucav va
TTPOOTEBOUV TTEPICOOTEPEG TTIOTEG TTPOCPEPOVTAG WPES ATTAOXOANONG KABWG Kal n
ETTIAOY VA OWOEl O TTAKTNG TV TTPOOD0 TOU KAl VO CUVEXIOEI ATTO TO TPEXWV ETTITTEDO

OTO OTTOIO £PTOOE.

Oowv agopd Tnv epappoyn Skillxagon. Oa pytropoucav va TTPocTeBOUV TTOAAG eTTiTTEdQ
augavouevng duokoAiag. O TpoéTToC TTPOoGdoU TWV TTMTEOWY Ba YTTopoUCE KAAAIOTO va
gival Ta méoa €¢dywva o TTaiktng Ba ptropéoel va TTPOooTTEAACE! yia va PTTOPETEl va
Tpoxwpnoel. H atuénon tng duokoAiag Ba ptTopécel va emiTeuxBei ye Tnv avénon Tng
TaXUTNTAG TOU PUBUOU dnuioupyiag Twyv eEaywWVwWY. Z€ apXIKA ETTITTEDA YIa TTAPADEIYUO
Ta e€Aywva Ba ptropouaav va €XouV 2 TTAEUPES AVOIXTEG KAl O€ PETETTEITA ETTITTESQ HOVO

Mia. ‘Evag TeAeuTaiog TpOTTOG auénong duokoAiag Ba pTTopolce va eival n TTEPIOTPOPN
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NG KAuePag. Me autdv Tov TpOTTO augnong dUOKOAIag OPwg To PivreoTtralxvidl dsv Ba

ATav @IAIKS yia GTopa PE TANYIa.

TEéNOG yia TNV epappoyry Memory Puzzle Game 8a ptropoucav va TTpooTeBouv yia dAAn
Mia @opd TreplooOTEPA  eTiTTEdA ME augavouevn OUOKOAid. Oa pTTopoucE  Yia
Tapadelyya o TaikTNG va apxiCel ye 3 Ceuydpia KAPTEG OTO TTPWTO ETTITTEDO KAl va
QuUEAvETAl O APIBPOS Twv Ceuyaplwyv KATa 1 pe To KABe TTEpacpa etTTédou. 'Evag akoun
evola@épov TPOTTOG augnong OUOKOAIaG oTa TeAeutaia eTTiTreda Tou TraIXVIOIOU Oa
MTTOpOUCE va €ival OTIG 3 ATTOTUXNMUEVEG TTPOOTTABEIEG eUpEONG CeUYOUG, O KAPTES va

QVOKATEUOVTAI TUXAIO OTO TAUTTAOS.

2€ OAEG TIG €apPUOYEG €TTiIONG Ba UTTOPOUCE va TTPAYUATOTTOINGEI JIa cuvepyaoia pE
évav animator €1ol woTE va egival o Opop@es. 2Tnv e@apuoyry Cubeathlon yia
TTapadelyua Ba Prropoloe 0 KUPBOG TTOU €ival O TTAIKTNG va Yivel éva auTokivnTo, o1 KUBOo!I
TTOU €ival Ta €uTTOdIa VA YivOuv KWVol ] 08IKA @PAYHATA KAl TTPOQAVWS TO TEPUATIKO

MIOG TTIOTAG VA YIVEI JIA YPARKA aywVwy TaxuTnToG.
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KepdAaio 5: NMapouoioaon TWV £QAPUOYWYV € ATOUA UE NITIEC

VVWOTIKEC OIOTOPAYXEC

MeTd TNV OAOKANPWON TWV EQAPUOYWY OTIG TEAIKEG TOUG HOPYES TTPAYUATOTTOINBNKE N
TTapoucsiacn Toug o€ 2 ATOPA OpXIKA £TOI WOTE va PTITOpECOUV va diaTTIoTwOouv
arroTeAéopaTa yia TIG €V AOYyW e€@apuoyéG. To €va aTopo traoyel ammd dlayvwouévn
ENEIYN OUYKEVTPWONG Kal TO GAAO a1Trd avola. ApPXIKA Toug OOBnKe AETTTOUEPNS
TTEPIYPOAPT] HE TOUG KAVOVEG KaI TOV XEIPIOKO TWV EQAPPOYWV. TN CUVEXEIQ TOUG dOONKE
Mia TTepiodog TTpocappoyng oTo TTEPIBAANOV TNG KABE epappoyAg KaBwg utrépecav va
Ta douv otnv TPaén. Kal Ta 2 droua Arav 1diaitepa evBouoiwdn pe Tnv diddpacn Twv
BivreotTaixvidiwy. Mapatnpridnkav BeATIWOEIS oTov TPOTTO TTaAIXVIOIOU KAl OTA 2 GTOHA
atrd TNV OeUTEPN KIOAAG TTPOCTTABEI TOUG KABWG KABE @opd é@Tavav o€ PEYAAUTEPO
ETTITTEDO XWPIG va xaoouv. Ta dtopa oTn ouvéxela £d€iEav Tnv dIGBeon va cuvexioouv
va aoXoAouvTal pe autd Ta Bivreotraixvidia kal dev duocavaoxétnoav kad’ 6An Tnv
dladikaoia. MeTd 10 TEAOG TNG EvaOXOANONG TOUG ME TIG EQAPMOYES €O€IEaV 1IBIAITEPN

CwvTdavia Kal 01 adpavoTroinon.

210 TTAQICI0 TNG TITUXIOKAG Jou gpyaciag pe KdAeoav atrd Tnv ‘Evwon Kupiwv Apduag —
21TiT AvoixTig PIAogeviag va TTapw PEPOG O€ Mia nUEPIOA, YE OKTW ATOMA aTTd TNV TPITN
nAIKia pe apxég Alzheimer’s, pe agopun TNV TTaykOoUIa nuépa Katd tng vooou Tou
Alzheimer’s n oTtroia TTpayuaToToiNOnke oTig 25/9/2020 oT10 €pyacTrpl dnNUIOUPYIKAG
ypaeng 1nG ‘Evwong Kupiwv Apduag — ZriTt Avoixtrig PiAogeviag utrd tnv eTTifAswn Tou
oTeAéxoug, OAyag BAaxotroUAou.

2KOTTOG HOU ATAV VA TOUG TTAPOUCIAow TIG HEAETEG aTTd TO MNMavemoThpio Tou MovTpeaA
oAAG kal attd 10 TuApa Bioiatpikng Ttou AieBvég IvoTitoutou Emotnuwy ZwAg Tng
Ivdovnaoiag. Toug €€riynoa 1TTwe n evaoXOAnon PE TETOIOU €i0D0UG EQAPUOYEG UTTOPE va
Ocigel onuavTikG atroTeEAEOUATA OTTWG AVOPEPETAI Kl OTIG OUO €PEUVEG Kal OTI CUUPBAAAEI
oTnv OnuIoupyia @aIdg ouciag OTov E€YKEPAAO. 2T OUVEXEID, OTTWG KAl PE T
TTponyoupeva U0 ATOMQ, TOUG Trapoucdiaca Ta Pivreotraixvidia Kal Toug €Efynoa Tov

XEIPIOUO, TOV OKOTTO KOl TOUG KAvOveS. Ta atoua Tng Tpitng nAKKiag rnrav 1diaitepa
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evbouoiwdn Pe TNV OAn katdoTtacn 6tav cuveldnTotroinocav OTi Ba PTTopECOUV va Ta
douv oTnv TPAg¢n. ‘Evag évag Aommév kal TnpwvTtag Ta UETPA ac@aAegiag Adyw Tng
TTavonuiag Tou COVID-19, €maipvav 1o AQTITOTT Kal e TNV TTANPnN KaBodriynor Pou o€
KABe BrApa £raifav ta Bivreotraixvidia. Na akoun pia @opd Ta atopa £9e1gav BeATiwon
atro TNV OeUTEPN KAl TPITA KIOAAG TTPOCTTABEIO PTAVOVTAG O ONUEIO TTI0 HAKPIA aTTO TO
TTPONYOUNEVO KABWG Kal pia CwvTavia Kal BEANon va @TACOUV OE ETTOUEVO ETTITTEDO.
TooOo TToU OTO TEAOG PE PWTNOAV TTPOCWTTIKA AV TA £YYOVIA TOUG ITTOPOUV va TIG Bpouv
yld va PTTOpECOUV va aoXoAnBouv kal oto oTritl. H nuepida oTéEPOnKe pe atTOAUTN
EMITUXIO Kal Ta ATOPa TNG TPITNG NAIKIaG KaBwg kal Ta oTeAéXn NG ‘Evwong Kupiwv
Apdpag — ZmiTt Avoixtig PiAogeviag pe guxapiotnoav TTou PTTOpeca va dlabBéow Tov
XPOVO HOU YIa auTOVv ToV OKOTTO. [NapaKkATw UTTOPEITE va OEITE PWTOYPAPIKO UAIKO aTTd

TNV nuepida.
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Ta amroteAéoparta ATav TTOAU BeTIKA Kal atmd Ta dUo test audiences KABIOCTWVTAG AUTH

TNV MEAETN KAl TNV ONPIOUPYIa TWV €QAPUOYWYV ETTITUXAS KABWGS Ta dTopua €mBupoloav
va aoX0AnBouUV ETTITTAEOV PE QUTEG TIG EQAPUOYES OAAG KAl ATTOKTWVTAG Wia wvTavia pe
TNV EvaoXOANON TOUG PE QUTEG TNG EQAPPOYES. AKOPA KAl AUTOI TTOU ATAV ETTIYUACKTIKOI
oTnNV apxf OTn CUVEXEIA UTTAKAV OTO TTVEUPA KOBWG TOUG KEVTPIOAV TO EVOIOPEPOV Ol
EPAPUOYEG KOl O TPOTTOG TraIXVIOIOU aAAG Kal yvwpilovTtag OTI QuTEG Ol EQAPUOYEG

OUMBAAANOUV OTNV QVTIMETWTTION TWV VOOWYV TTOU QVTIMETWTTICOUV KaBnuEPIVA.
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KepdAaio 6: TEAIKA ZUUTTEPACUATO

KAgivovtag Tnv TITUXIOKN €pyacia TTPETTEl va ava@epBei yia AAAn pia @opd n
ONUAvTIKOTNTA Twv OU0 KAGdWwV padi aAAG Kal LexwploTd Kal 1o 1600 paydaia
ATTOTEAEOUATA PTTOPOUV VA ETTIPEPOUV OTAV ouvepydldovTal. Ava@EPoPal QUOIKA OThV
QVATITUEN €QAPUOYWY Kal oTnV BIOTTANPOQYOPIKr, OUO TOWEIG TTOU Ta TEAEUTaia Xpovia
EIBIKA €XOUV YVWPIoEI TTOAU onpavTikh avaTtTugn. Méoa amd auth Tnv TITUXIaoKA epyacia
MTTOPECA KI EYW VO AVAYVWPIoW OKOUN TTEPICCOTEPO TA ATTOTEAECUATA TTOU UTTOPOUV va
EMQPEPOUV N KABE pia emoTAUN a1md pévn TNG aAAG Kal o1 duo padi. H evaoxoAnon pe
EQPAPUOYEG OUYKEKPIMEVWY TTPOBIAYPAPWY, OTTWG Ol TTAPOUCEG EPAPUOYEG QUTAG TNG
epyaciag, yia dropa Pe ATTIA YVWOTIKG TTpoBARuaTa padi e Hiod CWOTA Kal OTOXEUMEVN
QPAPMAKEUTIKN) aywyr] TOoTeUw OTI Ba pytmopoucav va kKdvouv TepdoTia BApaTta oTnv
KatatmmoAéunon TEéTolwv vOowv Ponbwvtag Ta dropa 1A OTToid  UTTOQEPOUV. Ta
ATTOTEAEOUATA TWV EPEUVWV BIAPOPWY TTAVETTIOTAMIWY avd Tov KOOHOo aAAd Kal auTAg
NG epyaciag eival O€iKTNG TTwG TTPETTEI va a0XO0ANBoUUE TTEPICCAOTEPO HE AUTEG TIG

ETTIOTHMES KOl TEXVOAOYIEG.

TéNOG Ba avagepBouv PePIKEG TIBAVES KAAEG TTPOKTIKEG ATTO TNV AVAPEVOUEVN XPNon
QUTWV 1 TTOPOMOIWY EQPAPHOYWY KABWG Kal TNV KAIVOTOMIa TOug o0& oxéon ME
TTAAQIOTEPEG TTPAKTIKEG I TTPOKTIKEG TTOU €QAPUOLovTal auTn TNV OTIyur. Mia TTOAU KaAn
EQapUOYN TwWV projects Ba Tav oe 0iKoug uynpIiag yia GTOPA TTOU TTACXOUV OTTd ATTIEG
YVWOTIKES dlatapaxES. Katroia oTiyuf PMES TV PéEPa Ba PtTopoucav va aoXoAoUvTal HE
TIG EQAPPOYEG AUTEC OLUVOVTAG TIG AIOBAOEIS TOUG Kal TTapdyovTag TV @aid ouciag TTou
EXouv avaykn. Ta atroTeAéopata PTTOPEI v @avouv OUvTopa OAAG O€ TTOAAEG
TTEPITITWOEIC Ba @avouv apyoTepa oTnv TTopeia. To KAEIdI €ival n POvIUN Kal EVTOTIKA
evaoyoAnon €101 WOTE va UTTAPXEI EYPAYOPON Kal N UTTEKQUYN KATAoTaon ARGng Tou
eyke@aAou. TMoAAoi oikol guynpiag pEXPI KOl TwWPA XPNOIMOTTOIOUV OTAUPOAECa Kal
EMTPATTECIA, TA OTTOIA TTAP’ OAO TTOU OELiXVOUV KATTOIO ATTOTEAECHATA OEV TTPOCPEPOUV
TNV d1Gdpacn Kai TNV aiocbnon Tou Katopbwuatog Kal oAokAnpwaons. To apvnTiké ota
EMTPATTECIA EiVAI OTI TIG TTEPICTOTEPES POPES ATTAITOUVTAI 2 1] TTEPICCOTEPA ATOUA YIA VA

gival duvartr) n evaoxoAnon PE AUTA. 2TNV TTEPITITWON TWV EQAPPOYWY OEV u@ioTavTal
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TETOIO TTPORANUATA KABWG TO KABE ATOUO UTTOPEI va aoX0oAnBei pévo Tou KaBwg Kal va
onuioupynbouv TTivakeg HJE TNV KAAUTEPN €Tmidoon €701 WOTE va Toug wlroouv va
TTPOOTIABNCOoUV TTEPICCATEPO BONBWVTAG TOUG £AUTOUG TOUG PE auTdv Tov TpoTTo. Mia
OKOUN QVAPEVOUEVN TTPAKTIKI QUTWYV A TTAPOUOIWY EQAPPOYWV Eival n XpAon Toug o€
KAIVIKEG TTOU @povTiouv atoua e avola i Alzheimer’s kKaBwg gival SounuEVES £T01 WOTE
va €xouv KaAutepn Opdon Ot ATOpa TTOU TTAOXOUV OTTO QUTEG TIG VOOOUG KOl O€
ouvduaoud HE Hia OWOTH QAPUOKEUTIKA aywyrny Ba utropoucav va dgi¢ouv paydaia
BeTiIkG atroTeAéopata. EmmmpdoBera, dev Ba ATav atribavn n xpAon Twv £€QapUoywyV O€
OXOAcia yia TTaudId TTou TTAoyxouv atmd €AAEIPn OUuyKEVTPWONG OTO TTIAQICIO Twv

OIOAKTIKWY WPWV TNG TTANPOPOPIKAG ) TOU OAOHUEPOU.

Omwg mavra JIAGUE VIO €QAPPOYEG, E€QAPUOYEG Ol OTTOIEG MTTOPOUV HOVIMWG va
avaTrTuooovTal Kal va TTpocapudélovTal OTIG avAYKES MHiag ouddag avlBpwttwy 1 Tou
KaBe atépou Eexwpiotd. Or1 idIEC €QAPUOYEC TNG TTAPOUCAG TITUXIOKNG €PYOOiag
MTTOPOUV va €kd0BOUV Kal o€ Hop®r TTou va uttooTnpiovTal atd Aoyiouiké Android kai
IOS yia kivnTd TNAéPwva Kal Ox1 atrapaitnTa yia PC. Apa dUo TToAU BeTIKG oTOoIXEIO €ival
N ouvexng evnuépwon Kal avaTrTuén Twv e@appoywyv aAAd kal n TTpooBaciudtnTa o€
GA\eg ouokeuég (multiplatform). Etriong évag akoua kAGdog Tou Twpa  KAVEl Ta
Kalvoupia Tou Briparta gival n eraugnuévn TTpayhaTikOTNTa. AV Kal €TTIKIVOUVN YIa GTOPO
TTOU UTTOQEPOUV aTTO €MANTITIKG €TTEI06dIO, N €TaAuEnUévVn TTPAYUATIKOTATA €ival dia
TEXVOAOYIQ TTOU OTNV TTEPITTITWON PAg Ba PTTopouce va ouvduaoTei e TNV 3D epapuoyn
Cubeathlon kai va tpokuyel pia 3D epapuoyn emauénuévng TTPAYPATIKOTNTAG PE ThV
xprion Tou Oculus f Tou VR, Ta oTroia €ival eEQPTANOTA/CUCKEUES TTOU KAVOUV duvaTth
TNV XpAon TG emaugnuévng TrpayuaTikoTntag péow Tou PC 3 Sony Playstation
avTioToixa. To apvnTIKO €ival OTI AUTEG OI CUOKEUEG €ival apKETA aKPIBES Kal dev gival
TPOORACINES OTO €UPU KOIVO OKOPA, TO OTToi0 €ival Kal apvnTiIKO OTIC UTTOAOITTEG
TIPAKTIKEG TTOU QVOQEPAPE TTAPATTAVW, TO KOOTOG. oAAoi oikol euynpiag f KAIVIKEG
MTTOPEI va pnv €XOUv TNV OIKOVOUIKA duvaToTnNTa VA €TTEVOUCOUV O€ NAEKTPOVIKOUG
uTTOAOYIOTEC 1) tablets yia Tnv xprion Twv e@apuoywv. [ autév Tov AGYyO Kal Ol
EQPAPUOYEG €ival 600 KAAUTEPA BEATIOTOTTOINPEVEG YiVETAI £€T01 WOTE VA WNV ATTAITOUVTAI
aKpIBG& pnxaviuata Pe PHeYAAn pvriiun RAM, kapTta ypa@ikwyv KATT. Me éva TTOAU atTrAd

AGTITOTT O KOABEVAG UTTOPEI VO EKTEAEDEI ETTITUXWC QUTEC TIC EQAPMOYEC XWPIC Kavéva
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TTPORANUA. OTTWG PTTOPOUPE va dOUME BV UTTAPXEl TEPUATIKO OTAdIO O AUTOUG TOUG
TOMEIG, TO JOVO TTOU XPEIACETAI Eival EUPNPATIKOTNTA, WPES EPYATiag Kal TTA6og yia Tnv

eEvaoyoAnon atrd TOUG CUPHETEXOVTEG.

Mnyég

e Does Video Gaming Have Impacts on the Brain: Evidence from a Systematic
Review https://www.ncbi.nlm.nih.gov/pmc/articles/PMC6826942/

e Health Benefits of Digital Videogames for Older Adults: A Systematic Review of
the Literature https://www.liebertpub.com/doi/full/10.1089/q4h.2012.0046

e Videogames and Health Improvement: A Literature Review of Randomized
Controlled Trials

e Playing Video Games Could Help Prevent Alzheimer's
https://www.esquire.com/lifestyle/health/al4379049/video-games-prevent-
alzheimers/

e Microsoft Visual Studio
https://en.wikipedia.org/wiki/Microsoft Visual Studio

e Unity (Game Engine) https://en.wikipedia.org/wiki/Unity (game_engine)

e Early History of Video games
https://en.wikipedia.org/wiki/Early history of video games

e C Sharp
https://el.wikipedia.org/wiki/C Sharp

e Microsoft Visual Studio
https://visualstudio.microsoft.com/
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https://el.wikipedia.org/wiki/C_Sharp
https://visualstudio.microsoft.com/

Microsoft Visual Studio Tutorial
https://visualstudio.microsoft.com/vs/getting-started/

Microsoft Visual Studio: “Everything you need to know”
https://www.edureka.co/blog/visual-studio-tutorial/

Unity Engine
https://unity.com/

Unity Engine Tutorials
https://learn.unity.com/

Brakeys — Become a Developer
https://brackeys.com/

C Sharp Tutorial
https://www.w3schools.com/cs/

Unity Asset Store
https://store.unity.com/

Bioinformatics
https://en.wikipedia.org/wiki/Bioinformatics

Bioinformatics the application of computational tools to organize, analyze,
understand, visualize and store information associated with biological
macromolecules
https://www.sciencedirect.com/topics/biochemistry-genetics-and-
molecular-biology/bioinformatics

How to Write your Thesis
https://www.ldeo.columbia.edu/~martins/sen sem/thesis org.html

Creating and Managing a Computer Game Project
https://www.instructables.com/Creating-and-managing-a-computer-game-

project/
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e Learning Science Through Computer Games and Simulations
https://www.ics.uci.edu/~wscacchi/GamelLab/Recommended%20Readings/
Learning-Science-Games-2011.pdf
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