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A@lepaoetg

To nmawxvidt agiepovetatl otnv pvrpn t1ou Keovotaviivou Apaydrton I[TaAatoAoyou,
Baola twv EAAN)vev, 1ou emédee va peivel otnv aieviotnta negroviag padi pe myv
[16An kat €dwoe 10 €vauopa otoug aywvioteg Tou 21’ va nadéyouv ya v eAeubepia

Hag T€00eP1S A1WVEG HETA.



HMepiAnyn

ZKomog g rapovoag ITIUXIAKIG epyaociag rtav n dnuioupyia evog cofapou
naxvidlou yua xpnon ot 6waokadia g Bulavuvrig 1otopiag. EmAéxOnke 1)
dnpoupyia evog pikpou Hiod1dotatou nawxvidlou nave otn pnxavr) Unity 3D, rou cav
oKoro eixe va rpofdletl duo pdaxeg kata v nepiodo tou louotuviavou. Zinv apxr)
yivetat pia avadpopn ota nAexkrpovika nawxvidbia kat ota cofapd nawxvidia, plag rat
auto AaVvhKel 0g AUTV TV Katnyopia. Zuvexifovrag yivetatl AETIOPEPNS avag@opda OTig
0U0 10TOopP1IKEG PaXeg, 11 paxn g Adpag oty AvatoAia kat ) paxn tov Taywvov 1
Bouotayadlopwv otnv Itadikr xepoodvroo. Axodoubei avdduon tov epyaldeinv 1ou
Xprjowporo)Onkav ya ) dnpuioupyia tou nmawxvidlou, 1 neptypa@r) tov naxvidiov, ta
TEXVIKA XAPAKINPIOTIKA TOU KAl teAog 1 avaduon tou kedwka. O maiking €xetl 1
duvatonta va rnepinynBei endve otov XAPTN KAl va Urtepaotiiotel 0Aeg T1g H101KNTIKEG
nepipépeteg g Bulavtivrig autokpatopiag arno tig e10BoAég tov BapBdpwv. Malevoviag
novioug eprnelpiag avePaiver emineda, yiveratr 10XUpOTEPOG KAl AVIIPETOITI{EL OAO KAl
audavopevng duokoldiag paxeg. Me kdabe ertimedo nou avePaivel, éxel ieploocotepn (W
Kdl 10XUpOoTePOo 1050 ota Xepla tou. TeAd1kOg oToX0g Tou naiktn eivatl va @Tdoel apKeta
peydldo ertinedo £101 MOTE va €ival apKeTd Huvatog KAl va VIKIOEL KAl 011G dU0 PAXeG

rou 1ipofdAAet to maxvidt.

Abstract

The object of this thesis is a serious game that would be used to teach
Byzantine history. I opted for a small 2D game on the Unity 3D game engine, which
aimed to project two battles during the Justinian period. At the beginning an analysis
of electronic games and the subcategory of serious games, of which this game is a
part of, is presented. Subsequently, there is a detailed reference to the two historical
battles, the Battle of Dara in Anatolia and the Battle of the Tagines or Busta Gallorum
in the Italian peninsula. Finally, the tools used to create the game, the game
description, the technical characteristics and the code are presented. The player has
the ability to navigate on the map and defend all the administrative regions of the
Byzantine empire from invasions of the barbarians. By collecting experience points
(s)he levels up, becomes stronger and faces increasingly difficult battles. With each
level up, (s)he has more life and a stronger bow in his/her hands. The final goal of
the player is to reach a high enough level so that (s)he is strong enough to win both

battles that are featured the game.



IIpOoAoOyog KAl EUXAPLOTIEG

H mapovoa epyaocia pag eloayet oe pia @@EAn MAEUPA TV NAEKIPOVIKOV
naxvidwv Kabwg eprdoutifel Tg yvwoelg pag ndave ot wotopia g Bulavrivrg
Autokpatopiag péom tmg dnuioupyiag evog cofapou maxvidlou 1mou eKtudiooetatl ot
Od1dpkela tou autokpdtopa louotiviavou.

®a 18eda va euxaplotr)o® 0Aoug Toug Kabnynteg tou TUNpatdg pou, Imou Katd
v H1apKela 1@V ortoudwv pou, dwoave Tov KAAUTEPO £AUTO TOUG Yid VA PAG PETAPEPOUV
TS yvooelg 1oug. [8waitepwg v Kupia Zwtnportovdou rou kab’ OAn v diapkela

EKTIOVNONG AUTNG g epyaociag otabnke dirda pou kat pe kabodnyouoe.
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1) Ercaynyn

1.1) HAsKTpoViKA Maxvidia

Exouv nepdost Xpovia mAéov amo TS €MOXEG TOU Ol yoveig pag mnaifave otig
YEUOVIEG TRV XOPWV Kal Toug §popoug tov rodemv. Exoupe nepaoet ma oe pia emoxn
Iov ta rawxvidia £€xouv adAddet tedeing poper), £€xouv yivel nAekpovika Kat Bpiokovrat
€VIOG TOU OTItou pag. 'Evag nAeKipovikog Urodoyiotr)g, Hpia Kovooda naxvidiwv kat
€va Kvnto €XOoUV avIiKATAaoTroel TNV UIdAd, To Kuvnynto Kat ta nodndata. Mddpe
MAEOV y1ad T NAEKTPOVIKA ITaXvidia 1mou cupgava pe tov Zyda [1], kabnyntr) mpakukg
ETMOT NS UMOAOY0T®V, €ival €vag Mveupatkog Oiayeoviopog pe 1 PorBsia evog
UMOAOY10T1], TIAV® 0f CUYKEKPTHIEVOUG KAVOVEG KAl PE€ OKOTIO Tn dlaokedaon 1 I ViKY
oe éva otoixnpa. OAa ta ada otig pepeg pag naifouv nAekrpovikd rnawxvidia mou n
dnpotukotntd toug auldvetatl pépa pe tv pépa. Ia va naifel karnolog autd ta rmaxvidia
ouvrOwg xpeladetal mapardve arno pia cuokeueg. a 1o unodoyiotr) Kuping, Oa mpénet
va €XEl QPKETA TIEPIPEPEIARA KAl TTOAAEG eralpeieg KATAOKEUA{OUV TIEPIPEPEIAKRA
ouykekppéva ya gaming. O okKomog TV NAEKIPOVIKGOV MAxvidiwv eivat ouvr)fwg 1
01aor£daon XwPig va rpoo@epetal karowa 1daitepn ypuxayayia. To Pong Bewpeitat n
agetnpia g yévvnong tng Propnxaviag nAeKpovik®v rnaxvidiov. Hiav ouotactikd to
TMP®TO TTA1Xvidl e 1o omoio to Kowo 1pbe oe Apeon ena@r]. AkoAouBrjoav to Pac Man
rat 1o Tetris mou éywvav ta ouPPfolda tov NAEKTPOVIKOV TTaxvidinv. O1 TIp®OTEG KOVOOAEG
npBav I dekaetia tou 1960, eve ta Brvieontaxvidla pnrjkav ota rpwta orita ota peoa

¢ dexaetiag tou 1980.

1.2) Eidn rat Katnyopieg NAERKTPOVIRGOV NAIXVIS1OV

Me pia mpotn patd Ba priopovcape va ta xepiooupe os dUo peydAeg
ratnyopieg. Ta peadiouikd Katl ta AvVIAOTIKA rTaxvidia. Zinv npotn opdada eviacooviat
Ta rawxvidia nmpooopoinwong Kat ot devUtepn ta nawxvidia gaviaciag. Qotdco UrdpPXouV
APKETEG Urokatnyopieg meEpav aro auteg 1g Ovo. Exoupe mawxvidia pdong,
neputetelag, Polwv, otpatnykng, aBAnpdatev, ypipev, yveoos®v KAl ITOAAd dAAa.
[Tpoxepa nawxvidia pe oAU amdoug Kavoveg KAl OTOX0 TV Pyuxaynyida. Ala@npoukda
nawxvidia rmou ano to 6vopd toug @aiveratl Iou arookorouv. Exnaideutika nawxvidia
ya veapotepeg nAikieg kair E-Sport, mou eivat mawxvidia aviayoviotikd kat moAAov
xpnotwv. Tédog urdpxouv Katl ta coapd rmawxvidia pe otoxo v eknaidevon Kat v
e€AOKNON TOU TAiKI) O KAMO0 avilkeipevo, Omwg eivar Kat 1o rmawxvidt g

OUYKEKPIPEVNG EPYATiAG.



1.3) MIawxvidia kat paénon

H 61a8edopévn xpr)on 1@V NAEKTPOVIK®V UTTOAOY10T®V AAAASe TOV TPOITO0 HE TO
ortoio paBaivoupe mpdaypata. Ta nAekipovikd mawxvibia €xouv dnpioupynost vea
pabnolakd riepiPdAAovia Katl VEEG KOIVOVIKO-TIOATTIORIKEG KATAOTAOE1G. YIIAPXEL EVIOVO
EPEUVNTIKO evOla@EPOV yla ) PAOnon PEOK TRV NAEKTPOVIKOV MAXVIOI®OV KAl OUVEXELA
Kawvoupyleg SnNpootevoelg yupe arnod autr). Zupgava pe tov ®paocufoulo-Kavotavtivo
Towatoo [2]: “Ta nepyBaldovia Awabuktuov mou vnootnpifouv v ekntaibsvuikt) diadikaoia
n/kar ug upabnowaxég Opaotnpiotnteg ovoualoviar Exnaibsvtika IlepySdllovia
Awabiktuov”. Mexptl onpepa 1 eknatdeutike texvoloyia €xel xprotpornondet ya tv
unoPorBnon g ekmnaideuvong pe 10AAOUG Tpomoug. Ot Ilavayiwtaxkoroulog,
[Mepparéag & [Mvtedag ava@Epouv oploevoug arnd autoug, Orwg Xprjo1n epappoyev (a)
®S péoo mpoofaong oe padbnolakeg rnyes (Pnoraxeg Pi1PAodrkeg, Bdaoeig dedopevav,
[Taykooptiog Iotdg ITAnpogopiwv, k.Am.) kat () wg péco urnootrpng g didaockaldiag
KRat g pabnong (CAI - Computer Assisted Instruction) pe v a§lornoinon kataAAnAou
eknadeuTtikoU  Aoylopikou. To ekmadeutikd Aoylopiko 1ou Oa propouce va
KatnyoplornonOei wg e§ng:
Exnaideutiko Aoylopiko e§aornong. Ta Aoylopika auta Sivouv €pgaon ortn
ouotnpatikn e§A0KNON ToU Padntr) Katl urootnpi{ouv 10 CUPIIEPLPOPIOTIKO PNOVTEAO.
ExnaideutikO Aoylopiko emiduong npofAnpatwv. Bpiokel spappoyr) Kuping oe
BeTkég ermotnpeg Katl yia v urnofor0non g avartudng UrtoAoy10TIKIG OKEWPNG OTOUG
pabntég.
ERnaiSeuTikO AOY1OHIKO NMPOCOROLOOERV. XAPAKINPIOTIKO rapddetypa arnotedouv
01 MKPOKOOMO1 K1 1 YAwooa Logo. AAAo onpavuko napddetypa eivat ot pocoHOIWTES.
ERnaideutikO Aoylopikoé raBodnynong/6i8aoraldiag. Ipoxkeitatl yua Bondrpata
pabnong mou unootnpifouv 10 O1daKuKO poviédo. Zuvnbwg Paocifoviatr o€
OITIIKOAKOUOTIKA Péoa d1daokadiag 1) o a@rynorn ouvodeudpevn Ao v Iapouoiaon
EKTIA10EUTIKOU UAKOU.
AOY10P1KO ERMAISEUTIKOV MAXvidiov (serious games). Eva serious game eivat éva
nmawxvidlt oxedlaopévo e MPETAPXIKO OKOIMO, va eknaldeutel o Xprjoung oe pa
OUYKeRPIIEVL evvola 1) O6e§otnta, ouvdudloviag trn pabnon pe v Pyuxaywyid.
[Tapadeiypata eivat ta mawxvidia Volcanic Riddles kat OSGame rou €éxouv avarttuxOeti
oo Epyaotplo IloAupéowv tou Turpatog ITAnpogopikng tou ApiototeAeiou

[Taveruotnpiou ®sooadovikng. [2]

10



1.4) Zopapa nmawxvidia

Ta ocoPapd mawxvidia 6ev €xouv ®G MP®IO OKOMO T OStaokedaorn aAAd v
ekriadeutikn Xpron. Eivar ouvrfog mpooopoiwoelg mpaypatikov YeEyovolv Kat
rataotdoe®v, oxedlaopéveg pe oromno v erduon evog npofArnpatog. Mropouv va
ouvdudlouv kat dAAa otowxeia kat divouv ) duvatdtnta va Vikroelg KAtt, aAAd oe oxX£on
P ToV paypatiko kKoopo. H xprjon toug €xet oo apd IMAEOVEKTIPATA TTOU TA PETATPETTEL
oe 1oxupd epyaleia d1daokadiag, 6TIRG eival n avdrtudn NG OTPATNYIKAG OKEYNG, NG
dlanpaypdreuong, g ermKowveviag Kat tg ouvepyaociag. H mpwtn Xprjon tou 6pou
«ZoBapd TMawxvidvr pe vonua Kovid Ot OnUeEPLVI] TOU XPron @diverat va eivat to
«Serious Games», ¢va BipAio ypappévo aro tov KAapk Aurmt to 1970. O Aurt ftav
EPEUVITNG TIOU €PYAOINKE Of £PEUVNTIKO gpyaotrplo t@v HITA katd tn &idpkela tou
Yuxpou roAépou. Evag arnod 1oug otdXoug ToU NTav va XPIrolpoIiot)oet awxvidia yia
e€doKnon Kal eknaidevon. Zinv MPaAypatikOunIa oxXediaoe apKetd NAEKTIPOVIKA
nawxvida onwg 1o T.E.M.P.E.R. To mawxvidt autd xpnoipomnor)OnKe arno orpatdtkoug
adlwpatikoug yla va peAetroouv 1 ouykpouorn tou Wuxpou [loAépou oe maykoopia
rAipaka. Zro BipAio tou Opwg o Aprtt, rapexel KAMola rapadeiypata «pn Prnelakwvs
ZoBapav Iaxvidwv, 6ntowg maxvidia rmou oxetifovial pe ta padnpaukd ota oxoAeia.
O Aprt divel eriong évav oagr) opopod v "Zofapwv Haxvidiwv': «Ta mawxvidia
umopouv va maixrovv coflapa 1 yia daokédaon. Aoxolovuaote ue ooflapa maxvidia pe
v évvola Ot autld ta Taixvidia EXoUuv 0aQr KAl MPOOEKTIKA UEASTNUEVO eKTTAIOEUTIKO
oromo Kar 6ev mpoopilovtar va Taixtovv Kupiwg yia dtaockebaon. Auto bev onuaivet ot ta
oofapa mawxvidia bev gival, 1 bev mpenet va sivai, draokebaotkar. [3]

O1 gpeuvniég TV 0oPaAPOV NAEKIPOVIKAOV MAXVIOIOV ATIAOXOAOUVIAl HE TNV
nipoorttikn] €§eA€r)g toug. O James P. Gee Oigpotatal «[loag ownv mpaypaukotnta
paBaivouv o1 naikteg va naifouv nAekrpovikd nawxvidia; Mnnwg n dpactnplotnra tou
va naifel kaveig autd ta nawxvidia cuviotd €vav 1dlaitepa anoteAeopatikod oo ya va
opyavaovovial ot pabnotareg dpaotnplotneg; » [4]

H anavinon os autd 1o gpoinpa Ba priopovoe kKadAlota va o0ei péoa ano ta
oupnepaopata g ¢peuvag v A. T'avvortovAou kat X. ITavayiwtakormoudou pe titdo
«To nAektpoviko nawxvidt kat to nadi: Emdpdoeig kat poontikegy: [J]

«O uayikog €KoviKog KOOUog tou nAskipovikov mawxvidiov efedioostar pue odosva
Taxutepoug pubuoug. Xapaktnplotikd TV NAEKIpovIK@v taxvidiov, onwg n dtaokebaon,
n pavtaoia, n TPoKAnon, o avtaywviouog, n dwadpaon, n oUyKivnon moU TPoKalouv, o€
oxeon ue ug wpeg rtou 6tabsrovv ta taidia o€ autou tou giboug ta tawxvidia, Oa mpenet va
AngpOBouv moAv cofBapa umoywrn, 000 apopd THY EVOXUATOON AUTOV IOV XApaKInPloTKOU

oty uabnon. AAwote, n gunepia tou nAekipovikov mawxvidiou deixver va emnpealet tg
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mpooboKieg nadnong twv ntaidiwv, Ue Ty vvola 0Tt TPOoToUv 6paoctnploTnIes mov slvat
ypnyopsg, evepynuikee war Oiwepevvnukee upe moAdamda kar mapdlinda wavdlia
mAnpopopnong.»

Emurmdéov, n Tavvoriovdou kat o Ilavaywwtaxkornoudog 1pooHBetouv OTL OTg
YPUXOAOYIKEG EITIOTIIEG, O OUJMTNOn yid TV KOWVOVIKY KAl YVOOTIKL avAarntudn tou
naidlou, @aiverat Ot 1] evaoxXOAnon He 1a NAeKIpovika rnawxvidia sivair onpaviikog
TPOII0G yla va avarrtuxei n Sopikn okEWn, tautotnta aflov Kat Kavovev Tou radlou.

Tt rmotevouv OPWSG Ol POITNTEG yla Tr XP1jon Ttoug ot pabnolakrn diadikaoia;
Zupoeova pe to apbpo tav I'. Koutpopavou kat K. NikodortouAou yia 1o 10 Eknaidsutiko
ouvedpo «Evapén kat Xprjon tv TIIE otv eknaidevtkn Swadikaociar, pe titdo
«Exnaidevtika ynelaka nawxvidia: Tt rmotetouv ol @otntég ya T XPr)on Toug ot
pabnowakrn) dadikaoiar. [6] Eyive pa €épeuva yia 1) OTdon TOV @OTNT®V ATevavtl otd
ekrmadeutika Yyneuaka mnawxvidia. To 61,5% towv @oltntev/Ipldv Xprotporiolouy
YPneaka naxvidia yia mpoonItk) Xprnor, eve HoAg 1o 38,5% oxt. I[Iapauta oAot ot
POUINTEG €1XAV OXETIKA OETIKEG OTACEIS KAl OUNIEPIPOPIKEG TETOIO10E1G ATIEVAVTL OTr)
XPT)01] IOV PNelarev naxvidiev oty d1dackalia.

“H dnpoupyia evog ooPfapou nmaxvidiou arnattei oAU meplooOTEPO XPOVO ATIO
TNV avartudn evog arAou NAEKTPOVIKOU Iaxvidlov.”, oupgeva pe tov Zyda [1]

H &npioupyia kat xpron tov cofapmv rmaxvidiwv £xel ToAAd mmAsovektrpata
KRaBwg propouv va petatpartiouv oe duvatd epyaldeia 618aokaldiag mpodyoviag n
OTPATNYIKL) OKEWPIH, T OUVEPYAOoia, TNV ermkovevia, tov oxedlaopo, tg dediotnteg
dranpaypdreuong, ) dnpioupyia Kat mpowbnon g yvoong, aAAd Kat T CUPETOXT) O
opdadeg. Me 1 61a0e0n PIKPGOV OIKOVOUIK®V TIOP®V HUIOpouv va Onuioupynbouv
EQPAPNOYES ATTAEG OTNV XP10T), TTIoU Ba wOr)0ouUV TOoV XPI1)0Tr) 0TV ATTOKTN 01 YVOONG NECK
m¢s yuxaywoyiag. O orpatdg, etaipikoi opyaviopoi, eknatdeutikoi opyaviopoi xat
opyaviopoi uysiag €Xouv avakaAUuyel autd td TTAEOVEKTINHIATA KAl KAVOUV XPT1)0T] TOUG
0Ao kat o 1oAu. H avartudr) toug oto peAdov Bpioketal os Otk tpoxXid apkel va
UMAPXEL T0 0®OOTO UAIKO 10U Ba Sarmpaypateutouy, n ermAoyn KaAov eKnatdeutov Kat

n 616axr) aSloAoy®v avuKeEPEVOV.

1.5) Epyaocia

H mapovoa mtuxiakr) epyacia eixe wg O¢pa 1 Onuioupyia evog cofapou
nmawxvidlov yupe amno wmyv otopia tou Bulavtiou. Zav apxikr okEWn rjtav n dnuioupyia
evog mawxvidou First Person, omou o naiking Oa mepinyoutav otoug Spopoug tng
KovotavtivourioAng, 0a eékave didpopeg SouAeieg/tasks yia va padéypetl xprjpata Kat va

ayopdoet rtavoridia kat orAtopd kat Oa avePatve ertineda otav £naipve PEPOG 0TS NAXES
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pe tov otpato tou Bulavtiou. Mia deutepn okeéwn drapopetikoly rmawxvidilou mou eixa,
1)Tav o maiking va gixe €va Koppdt yng to ortoio Ba 1o ekpetaddeuotav kal Ba eixe tov
podo tou Akpita. Ava Swaotrjpata Ba tov KaAouos 0 aUTOKPATOPIKOS OTpatdg yia va
MAPEL PEPOG O KAITO1A PAXN TOoU Oa yivotave Kovid OtnVv IEPLoX1] Tou, KAl PE€oa aro
auteg Tig paxeg Ba enaipve ovioug eprelpiag 1) aAdiwg XP. Metd ano rnepetaip® okEWn
Ol®G arogaociotnke 01l KaAdutepo Ba rtav €va rnawxvidt xepig t0ooug TepirmAokoug
PNXaviopoug, PKPOTEPNS ITOAUTAOKOTNTAG TO oItoio Oa rjtav rmo €UKoAo va to mnaifet
péxpt kat éva pikpo natdi. KateAn§a Aourdv va aAdd§e tedeimg v Impoogyylor) P1ou Kat
va ermdexBeil éva duodidotato nawxvidtl tunou «Tower Defenser, 6nAadn éva mawxvidi
IOU O MAIKING ITPEIEL va UTIEPAOCITIOTEL TOV ITUPYO TOU. X1V 81K1d pag IMEPITI®OT] O
naikmng dev unepaorttifetal KAmoov mupyo, adda ug nepoxeg tou Bulavtiou. Ta va

Tap1adel o TitAog ToU MAXVid10U PE TO TEPIEXOPEVO TOU, ATTOMACIOTNKE va ovopaotet

«The Byzantine Quest»

Eucova 1 Loading Screen!

TeA1koOg 0TOX0G TOU MAXV1S10U £ival o MAIKING va VIKToel HUO ONAVIIKES PLAXEG
Kata v rnepiodo tou Iovotiviavou. EmAeéxOnke o maiktng va apxifel ounv akpn tov
TOTE OUVOP®V NG autokpatopiag oav «Level 1», ormou to 1050 toUu eival aduvapo kat n
(w1 tou nieproplopévy). O naiking propet va e10¢A0et o OAeg T1G H10IKNTIKEG TIEPUPEPELES
tou Bulavtiou kat va tig untepaortiotei ano tig ermbeoeig 1ov PapPapmv rmou Epxovial va
11§ kataAdBouv. Me kdBe vikn tou otig yupw repipeépeteg padeuet XP kat £tot avePaivet

olya-oya erineda. X1OXog eivat va @tacel oe apketd peydalo ertinedo €0l wote va

1 F'pagko aro tov Kevotavrivo [Tand Instagram.com /p/CeltXLTibPK/ [T.H.IT 22-9-2022]
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PITOPEOEL VA VIKTOel oT1g U0 paxeg, ol ortoieg eivat kat apretd SUokoAeg. O1 duo paxeg
IOU JITH)Kav oto raixvidt eivat :

1. H paxn g Aapag, orou to 530 p.X. ot Bufavtwvoi apiBpouocav toug 25.000
avdpeg pe otpatnyo tov Bediwodaplo, kat ot Il€poeg tng autokpatopiag tev
Zaooavidov apiBpouocav mepirntou toug 40.000 avdpeg pe orpatnyd tov
Iepodn. [7]

2. H paxn wv Taywev 1) Bouotayadlopav 1o 552 p.X., pe 25.000 Bulavuivoug

uro tov Napon evavtiov 15.000 Ootpoyotbwv urto tov facidia Tetida. [7]
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2) IoTop1KA OTOIXELA TOV PHAXQOV

Eppabuvoviag rieploodtepo ta 10Top1KA oTo1Xela 1oV paxev, Oa doupe availuuxkda
Tt €&yve evidg Tou mediou paxng ocupgeva pe tov John Haldon oto BiPAio tou «The

Byzantine Wars». [7]

2.1) Maxn tng Aapag

ZuvePn to 530 p.X. o Adpa, oto onuepwvo Oykoug tng Toupkiag, n oroia
xtiomke and tov Bulavtivd autokpdatopa Avaotdoio A’ tov Aikopo. Katd to tedeutaio
€106 ¢ Paoreiag tou autoxkpatopa louotivou A' (518 p.X. — 527 n.X.) eixe eonaoet
noAepog petau g auvtokpatopiag twv Zacocavidwv Ilepoav kat tng Bulavtivrg
autorpatopiag. Xtig apxeg tou Auyouotou tou 527 p.X. opwg, o louotivog o A' iéBave
KAl 0 véog autokpdtopag louotiviavog mirjpe 1 okUTdAn tou Opovou rpoteivoviag pia
ouvOnKkn epnvng pe toug Iepoeg. Ot [Iepoeg, avii va dranpaypateutouv, eoteldav eva
ONPAVIIKO TUIA TOU OTpatou toug pe peyebog riepirou 30.000 avdpeg, to ortoio viknoe
) Bulavtivr) gpoupa otnv noAn g Nioig kat katéorpeye ta kriopata. To 530 p.X.
o otpatnyog Bediodplog Silopiotnke ©g apXioTtpdtnyog TOU AVATOAIKOU OTpatou Kdl
otdAOnke ya va anokataotnoet ) Bulavtivr) kuplapxia ounv neploxn. O BeAlodpilog
Kat o avOurnaoruotr)g tou Eppoyévng eixav ouykevipmoet ouvodika repirtou 25.000
avdpeg. [npav B¢on £€m amd v oAn g Adpag yia va amnokKpoUoouVv TNV MEPTIKT)
erniBeorn). Ot [1époeg €oteldav pa duvapn KAN®G PeyaAutepr), TTOU PAAAOV £QTAVE TOUG
40.000 avdpeg. H vikn mou axkoloubnoe aroxkatéotnoe t) dranpaypateutikn duvapn
twv Bulavuvov.

H ouykpouon kpdinoe yia duo pépeg. O Bediodplog eixe mipostopaoetl pia 0¢on
HEPIKMOG BpaKkiopévn and pia oe1pd APUVIIKGOV TAPP®V ITOU 1NTAave OKAPHEVES KATA
PIKOG TOU KeVIPIKOU Spopou aro v Adpa 1pog ) Nioig. Amotedouviav amnd duo
HAaKRP1EG TMAEUPIKEG TAPPOUG KAl Ao Pia PIKPOTEPT OT0 KREVIPO, Alyo 1o miow amnod Tig
nAaivég. Ta peocaia tprpata 1@V MAAivVOV EVEOVOVIAV € TNV P1KPL KEVIPIKI) TAPPO, KAl
arno nave urrpxav rmoAudap1Bueg 6¢oeig H1€Asuong otpateupdtv. Ot ePoIkEG duvapelg
ouykpotOnkav oe 6U0 ypappeg, n pia rnioe anod v dAAn.

H apxikn @aon g Mepoikr)g ermibeong apxioe pe pa Katd PEIRIo £podo Tou
unKou, rpog v 6edia rmrépuya tou Bulavtiou. Ot duvapelg tng 6e€idg mrépuyag mou
fjtav uno tov Boudn, apxioav va uroxwpouv kabwg ot [Tépoeg kepdifave edaog. Tote o
Boulng £¢dwoe evioAr) yua pa Sagvikr) avieniBeon. Ot [Iépoeg armooupOnkav @ofoupevol
ot Oa xtunnBouve ano ta rmiaywa. Enetta, évag IIEpong otpatiwtng npokdieos 1oug

Bulavtivoug oe atopikr] povopaxia. ITapadofwg, tnv npoxkAnon dev tv avédafe €vag
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arAog otpatwtng, aAldd KAIolog pe to ovopa Avdpéag, IMPOOMITKOS QUAAKAG OTr
ouvodeia tou Bouln kat madaiotr)g oto entayyeAdpa. O Avdpeag prdopeoe ypriyopa va piget
TOV avtinalod Tou ano 1o AAoyo Kal ToV OKOTOOoE. AUTO £vioxuoe oAU 1o Bulavtivd n61ko.
O1 nepokég duvapelg @aivetal va eixav katappakmBel and avtr v atuxia, kat Kabwg

mAnoiade 10 coUPOUTIO, APX10AV VA AITOCUPOVIAL OTO OTPAT®VA TOUG OTov Apod10.

% - "1:1-(@\“ :
,# ByzantinelCavalry e T

Herulian Horsemen sinfantryandipersonalisuard

LA AV A4 V4 i

ol

Ewucéva 2 Iapdraln Suvausov Bulavivov kar Sacoavibov

Tnv enopevn pépa ot [Iépoeg edafav nepirou 10.000 evioxuvoelg. To peonuépt
Kal ot dvo mAeupeg dpxioav pla Papia emiBeon pe PeAn Katr UMECTNOAvV HEPIKEG
anoAeieg. Atyo peta ot Ilépoeg eSarméluocav pia yevikn emibeon oe OAn ) ypappn.
@aivetat 011 akoAoubnoe pla PIKPIN IMAuorn Katd tv oroia Kat ot dUo MAgUpEg
avaouykpotOnkav. Metd ano auvtr) v rtavorn o [Tepodng anogpaoioe va e§arnoAvoet tv
Kupta entibeor) tou evavtiov g 6e§iag Bulavtivrg mtepuyag. Eotelde piia peyddn duvapn
ouvodeuopevn aro TG €181KEG Povadeg Tpoepxopeveg aro toug ABdvatoug, ta eAit
otpatevpata v [epoov BaciAémv.

H 1oxupr) autny enibeon ot Bulavuvr) 6e§ia mepuya, avaykaoe 1ig povadeg
UUnKoU va UMOX®PI 00UV Kdl va arooupBouv dtakta. Amo t O€on tou oto KEVIPO,
®wotdoo, o BeAlodplog ocuveldnrornoinoe Tt ouveéPailve Kal £0TEIAE YPIyopd E€VIOXUOELS
neQikou Katl uuukou yua va Bonbroet. H Bulavtivr) avieniBeon gaivetat va rtav rmoAu
ATIOTEAEOPATIKT] ylati €Koye v exXOpikr) ypappr oe dUo avioa pepn. To peyadutepo
aro ta HU0 PEPN OUVEXIOE va IPOEAAUVEL PETA TNV UTTIOX®PN o1 Tou Bulaviivou trrmikou,
aAAd to PIKPOTEPO TUNHA €iXe MALOV ATOKOIEL TOOO0 amnod v KuUpld MEPOLKL YPAPH,

000 KA1 aro 1§ PosAauvouoeg IMePO1KEG povadeg Kat Bpednke anorAeiopévo. H onpaia
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TOU otpatnyou Bapeopdvn €neoe Kat oe auto To onpeio 1o KUPo 0mPd TV ITPomOnpevav
MEPOIKOV Povadwmv ouveldnronoinoe t ouveBawe. Ilepimou mévie x1Aadeg and ta
MEPOIKA OTPATEUHATA O AUTH] TV IEPLOXT] TNG PAXNG £reoav, Kal KaBwg ol IeEPOIKEG
povadeg draortaotnkav, 0AOKANEN 1 MEPOIKL YPAPHL) apXioe va dlaAvetatl, Kat TeAKA

KATEPPEUOE.

2.2) Maxn tov Taywvov 1 BouctayalAopov

O otpatog rou drowkovoe o Napor|g to 552 p.X. apiOpovoe nepirou 20.000-
25.000 avbpeg. Auto meplddpfave onpaviikd aplOpod CUPHAXIKQOV OTPATEUPATOV,
raBwg o AopPapdog Paoididg Audoivog eixe oteider pia duvapn oxedov 6.000 avbpav
yia va PBonOrjoel v autokpatopia. Yrujpxav ernutdéov nepirou 4.000 Epouvldot, ot
OIT0i01 CUUITANP®VAV TO TAKIIKO AUTOKPATOPIKO UTMTKO KAl MeQKO, alAdd KAl VEEG
povddeg Tou orpatodoyr|Onkav ano tr ®pdkn kat to IAAupko ard tov 1610 tov Napor).
I'vopifoviag ot1 o Tetidag Ba avaykalotav va tov avadnirost ya va tov H1get arno v
ermKpdateld tou, o Napor|g ano@daoios va Ul00eTr)oel plia apuviiKL O€0n Kat va TePEVvel
) FotBwkn enibeon. H B¢on tou nrav oe eAa@png avuyepevo £86a@og yupwm arod tnv
neb1ada ano orou Ba enpernte va mniepaocel 1 FotBikr) duvapn yia va tou ermtebei. Ot
ouppaxot AopPapdoi, EpovAot kat I'emideg maoave apuviikég B¢oeig otig 6Uo mepuyeg,
TortofetwVIag Ko arotedoupevo aro dUo otpatevupata ornitopéva pe tosa, Aoyxeg
rat erurtdgov 1.500 €pedpoug ureig.

O1 duvapelg tou Totida orpatorntedeucav oe pla toroBecia mepinmou eikoot
X1Aopetpa votwa, ot O¢on 1mou orjpepa ovopdaletatr Fossato (avapeifoda amd to
Aatviko fossatum, 1o otpatonedo). O Napor\g poortdBnoe va Ppet pa e1pnvikn Avorn,
®otooo o Totidag v anteppye. Tnv emopevn npépa ot FotBikeg duvapelg eBsdbnoav
va rmAnotdfouv tig Bulavtiveég B¢oetg. O1 I'otOo1 ékavav apketeg opodpeg ermbéoelg otn
Bulavtivr) 6¢on. O Totidag mpoordOnoe va kabuoteprjoel v €vapén ng paxng
Ravovtag pa ogpa emdeienv mmnaoiag. Emiong, nmponyrnBnke katl pia npdrAnon ya
ATOPKT povopaxia amod évav yotfo orpatiewtr], rmou KatéAnds otnv rjtra Kat 86avato tou,
pe arotédeopa ot I'otBotr va amooupBouv oto otpatornedo toug. Autr 1 KATAOTAOT
evBdappuve tov Napor) va e§anoAdvoet enibeon otoug I'6tBoug nou anoxwpovoav, aAAd
bev 10 €kave. Zupgwva pe tov [Ipokorto, ano v adAAn mieupd, o Teotidag HAmde ot 1
ernédaon v Bulaviivov Ba tou enéTperne va KAVEL Pl at@vidlaotiky) aviernifeon, addda
o Napor|g yvopile tv rmubavotnta kat ¢faie tov orpatd oe O¢on etopointag. O Teotidag
eixe aAdadel tov oxnpatiopod tou pe v eArnida ot to oxedd tou Ba Asttoupyouoe

OUYKEVTPWVOVTAG TO UTTIKO OTO KEVIPO KAl TO MeQIKO artod rmiom toug. O1 'otbot mpopavag
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OKOTIEUaV va earnoAvoouv pa padikn emnibeon oto kévipo, £tot o Napor|g €Bale toug
1080Teg OTA AKPA KAOE TITEPUYAG 1€ OKOITO VA TOUG IMTAAYIOKOTI|O0UV.

H paxn 6ev kpatnoe moAu. O Totidag eixe Siatdadel 0Aa ta orpatevpatd tou va
rmoAeprjoouv povo pe ) AoyxXn, KAt pe pia povo padikr) enibeon n yotOikr) ypappyr)
MEPAOE P0G Ta EUITPOG Katd Tou Bulavtivou kevrpou. Ot I'dt0ot patvopevika dev eixav
Kapia eukalpia av 10sAav va urmoxmprioouv yia va avacuviaxfouv. Kate amno v rieon
autrng TG YEVIKLG €O80oU apXioav va dtaduovial atakta. Avii va UITOX®P1j00UV IHow
arno v ac@alela Tou MeQIKoU Toug, £reoav Kateubeiav enave toug, IMPoKalmviag €10t
MEPATEP® BUpATA KAl MTAVIKO, PE aroteAeopd 0AOKANPOG 0 otpatog va H1aAubei os pa
avegeédeyktn pada. Zupeeva pe tov Ipokoro, okotwBnkav repirtou 6.000 avdpeg,
oupniepdapBavopévou tou 1d1ou tou I'6tOoU nyetn. Or Bulavtvol eixav metuxel pa
ONPAVUKY) Vikn.

Eva and ta 1mo onpavukd onpeia mou mporUITIouv ard IV a@iynor tou
[Tpoxortiou eivat n tagn kat n neBapxia rnou enedei§av ot Bulaviivég duvapelg. Auto
MAPAMPEVEL Y1 ONUAVIIKY) ITTUXT) TV Bulaviivov otpatioTik®V eTUXEPI|0e®V 08 OAO TOV
€KTO a1®va Kal Petd, ouxvd avurtapaaddopevn euvoikda X1 povo pe toug «Bappapougy
ex0poUg NG autokpatopiag aAAd Katl pe ekeivoug rmou eixXav rmoAu uynldotepo Padbpo
OTPATIDTIKYG §101KNONG Kat opydvmong, ornwg ot [1époeg.

Noses

Byzantine Cavalry
A A

Byzantine Cavalry Byzantine Cavalry,

| - Lombards, Heruls and Gepids

s | = <t o7l L Al Al Al dl

Archers

Ostrogoth Cavalry strogoth Infantry Ostrogoth Cavalry
A TR R

-

e
King Totila

Ewucova 3 Iaparaln Svvdausov Bulavuvov kat Ootpoydtdwov
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3) EpyaAceia

['a 1w dnpoupyia tou maxvidiou xprnopono|fnkav apketa epyaleia, yua tov
KQOO1KA, ya T1G £1KOVEG, yld TOUG 1)X0UG KAl yld TO OTIO1H0 T®V OKNVAV TOU IAiXvidiou.
Apxika 1o maxvidt ernédea va @raxtel enave oe pia €oyan pnxavr) naxvidiwv. H
pnxavr) g ermdoyng pou eivatl 1o Unity 3D, kaBag £ixa mponyoupevry eprneipia Kat

€iXa v aveon va 6oUALP® ot autr).

3.1) Unity 3D

To Unity (yvewoto kat wg Unity3D) eivalr pla pnxavr) nmaxvidiwv yia 1
dnuoupyia dradpactikiv peownv, ouvhBwg Prvteontaxvidiwv. Onwg eine o CEO 1ng
etaipiag, David Helgason, to Unity «givai éva ovvoldo gpyaleiov mov xpnowonoieital yia
v kataokeun naxcvidiov. Eivar n texvoloyia mou ektelel ta ypapucda, tov 1jxo, 1 QUOoLKT),
e adldndembpdosic kar t Oiktvworp. [8] To Unity @npiletat yia wg ypriyopeg
duvatomnteg Snuoupyiag MPROTOTUNOV NAXVIOIOV KAl yld TOv peyddo aplOpo
dnpooleupévev maxvidimv.

H npotn €ékdoon tou Unity (1.0.0) dnuioupyrOnke arod tpelg avOpmrioug, toug
ouvepyateg David Helgason, Nicholas Francis kat Joachim Ante ot Aavia. To apxiko
npoidov KuxkAogpopnoe oug 6 Ilouviou 2005. O otoxog nrav va OSnuioupynBei pa
OIKOVOUIKI] HPNXavi] MaxXvidiwv pPe  enmayyeAdpauxkd epyddeia  yla  €pactiEXVeg
npoypappatioteg nmawxvidiwv, eve 1apdAAnda va «ekdnpokpatiotel n  avamrtudn
naxvidiwwr. O1 Tpeig eprvevotnKav arnd Vv eUKOAD por| epyaociag, tnv arrn dienaer)
ooxeiwv peo® Drag and Drop tou mpoioviog Final Cut Pro tng Apple. Otav
RUKAOQOpnoe apxikd, 1o Unity nrav 6wabéompo povo yia Mac OS X kat ot
MPOYPAPHATIOTEG UIopoUcaV va avarttuiouv Ti§ £@APHOYEG TOUG HOVOo oOf Alyeg
nmAatpoppeg. H tpéxouoa exkdoon (2022.1.17) unootnpiletatl tooo o Windows, 000 kat
oe Mac OS xat Linux. Aivel i duvatointa va dnuioupynBolv ektedéopia apxeia ya

TOUAAX10TOV O¢KA TAATPOPHES. [8]

& unity

Ewucova 4 Noyotumo Unity
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3.2) Fpagira
Ma ta ypagkda Xpnowyornombnkav 8vo kKupiwg npoypdappata, to Adobe
Photoshop kat 1o Adobe Illustrator. ErmrmA¢ov kamnoia ano ta ypa@ikd, oreg ot exBpot

napbnrav amnod £€va avolkto Makero sprites yla nawxvidia 61a0eocipo oto iviepver?.

3.2.1) Illustrator

To Mlustrator eivat eva Aoylopiko ypa@ikav aro v etaipia Adobe rou divetr tnv
duvatomta dnpoupyiag HravuopaTIK®OV ypaPIKOV 0Toug Xprjoteg tou. KukAogpodpnoe yua
npwtn @opd 1o 1987 yia ouoreuég Apple Macintosh kat ftav éva ano ta kawvotdépa
npoiovta tng Adobe. Amo ta IO ONPAVIIKA XAPAKINPE1OTIKA TOU, NTav To epyaleio
KATAOKEUTG KAPITUA®V, YVROTO Kal @G pen tool. Méow autou tou gpyaleiou, o Xprjotng
HItopouoe €UKOAQ VA KATAOKEUAOEl KAWUITUAEG KAl va Onpioupyrjoel oxXnjpata Kat
ewkoveg uynAng avaduong. To 2003 éywve pepog tng Adobe Creative Suite, rou eivat
éva raketo epyaleinv yla ypagioteg kat oxediaotég. To 2013 n Adobe avaxkoiveoe g
1o [lustrator Ba eivar diabéopa povo péow pla ouvbpountikng uvrnnpeoiag. [9] To
Nlustrator xprnoyono)Bnke yia v dnuiloupyia tou mMaAiKin, XPNOIOIIOIROVIAS £vad
Koppdtt ano 1o sprite twv exBpwv katr oxedialoviag O0Ao TO UMOAOUTO €VIOG NG
epappoyng. Enetta yivave pepikeg Imepetaip® TPOIornourjoelg otov Iaiktn €viog Tou

Photoshop.

Ewucova 5 Noyotumo lllustrator

3.2.2) Photoshop

To Photoshop eivat Aoylopikd mmou Xpnowporoleitat ywa tnv enelepyacia
Ynewdotwv ypagikev. Avartuxbnke to 1987 anod duo Apepikavoug adedpoug, toug
Tomas kat John Knoll. Ot §uo toug roudnjoave v adeia dravopr)g tou, otnv Adobe 10
€tog 1988. To 2003 onwg kat pe to Mlustrator n Adobe ¢kave to Photoshop koppdat
S Adobe Creative Suite kat to 2013, &ywve kat autdo O6wbeopo peow piag

ouvdpopnukng vrnnpeoiag. [10] Me to Photoshop €ywve n mepiocotepn douAerd mou

2 www.gameart2d.com/the-knight-free-sprites.html [T.H.IT 22-9-2022]
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a@opouse 10 EPPAVIOIAKO Koppdtt tou nawxvidiou. Exet yivave ot onpaieg, ta banner

yla 1§ paxeg, ot 61agpopot oupavoi, 1 pridpa tou XP katl 6Aa ta Srapopetika edAQr).

Ewkova 6 & Ewxova 7 Aoyoturio Photoshop & Banner - udxn g Adpag

3.3) Azgaar’s Map Generator

To Azgaar’s Map Generator eivalr pia spappoyr] 61a61KACTIKIG TIAPAY®OYG
xapt®v. Andadr), apdyetl peow evog adyopibpou autopata €vav xXaptr, tov Xepifel oe
d1dpopeg meproxég-Paocidela kat toug Hivel €va tuxaio ovopa. Emiong propoupe va
MTAPAETPOTTIO|0OUHE TOV XAPTtr), 6ivovidg Tou oxXrjpa, Ovopad OTig TIEPIOXES KAl TTOAEIG
1) ertiong Propoupe va tov Kavoupe €5’ oAokAr)pou Xelpokivita. a ) dnpioupyia tou
XAPTn ToU mawxvidilou, XprnotpornowOnke ocav Bdon o xdping ms Evponng kat enave
TOoU onNpuelwbnKav 6Aeg o1 S1aPopPeTIKEG B101KNTIKEG TIEPLPEPELEG TOU Bulavtiou katd tnv
niepiodo tou Iouoctuiviavou. Emiong onpetwdnkav moAAég moAelg tng TOTE €MOXING, HE

Enpaon oug peyalutepeg g KAbe repipéperag. 3

(!

Eucova 8 Aoyotuno Azgaar's Map Generator

3.4) Visual Studio Code

Ia v dnpoupyia tou Kdka Xprnowporow)Onke oav text editor to Visual
Studio Code. To Visual Studio Code eivat eva eAagpu npoypappa dSnpioupyiag Kodika
priaypévo ano v Microsoft kat eivat faciopévo oto moAu peyadutepo IDE Visual
Studio. To VS Code, 6riwg ouxva avagepetatl, sivat oxedlaopévo va eivatl evag rapa

IMOAU ypr)yopog enedepyaotr)g rnyaiov Kodika. Exel v duvatotnta va urootnpiet

3 azgaar.github.io/Fantasy-Map-Generator [T.H.IT 22-9-2022]
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ekatovtadeg YyAwoosg rmpoypappatiopou. ‘Exet  epyaldeia mou  BonBave otov
MPOYPAPHATIONO OIS, autopdtn Hop@oroinon, ermornpavon ouvtadng, IoAAAIAn
€rMAOYI] YPAPH®V, OUVIOPEUOoElS MANKIpoAoyiou Kat rmoAAda daAda. Ilpoogépet ermiong
IMOAAEG eTIAOYEG TTPOCAPHIOYNS Peoa artd IToAAd Oépata, ypapAaTtooe1pEG KAl EMEKTAOCELG
rou propei va dnuioupynoet o kabévag. Tédog, o inyaiog kwdikag tou VS Code eival
avolKTtog yia va tov 8e1 o kabévag. Autd Oiver v duvatomnta oe 1oAAoug

TIPOYPAPHATIOTEG VA OUVEIOPEPOUV OTIV AVATTTUSH TOU pe H1dagopa XapaKIplotika.*

Eucova 9 NAoyoturo VS Code

IMa mv katavonon KAmoliwv KOPHATdV ToU Rwdika Xpnowporor|fnke to Stack
Overflow, ta Unity Docs kat apketd tutorials aro to YouTube. Ot r)xot ente§epyaocOnkav
yia va taiptafouv oto taxvidt pe to Audacity. Ot replooodtepot €€’ aut®v napbnrav aro
edeuBepa mpog xprion audio clips antd 1o YouTube eite énerta and abdsia ard tov
KaAAwexvn®. ErmumAéov mpooteéfnkav Kal KAMOleg§ £T01NES YPAPHUATOOEPEG, DOTE va
600¢i oto axvidt éva 1110 peocat®viko otid. O1 ypapatooelpeg Iou XP1olpoIio)fnKav
fitav 1 Morris Roman® kat n JSL Ancient?, kat tig §uo 1ig nijpa and to Dafont.com kat

etvat kat ot 6Uo eAevbepeg TIPOG XP1|0T).

4 code.visualstudio.com/docs/editor/whyvscode [T.H.IT 22-9-2022]
5 www.youtube.com /channel/Farya Faraji [T.H.IT 22-9-2022]

6 www.dafont.com/morris-roman.font [T.H.IT 22-9-2022]

7 www.dafont.com/jsl-ancient.font [T.H.IT 22-9-2022]
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4) IIeprypa@n nawxvidiou

To mawxvidt armoteAeitatl and 13 KUPLEG TEPIOXEG, OUYKEKPIPEVA : Spaniae, Italia
Annonaria, Italia Suburbicaria, Illyricum, Dacia, Macedonia, Quaestura Exercitus,

Thracia, Pontica, Asiana, Oriens, Aegyptus kat tédog Africa. Auteg eivat ot HS101KNTIKEG

MEPLOXEG KATA TNV Tepiodo mou autokpdatopag nrav o louotviavog.

Eucova 10 OAdxAnpog o xdptng tou maxvibiou

ZKOTOG pag eivatl va ViKrjooupe 0Ad ta PEtRrna Kat ot 13 rmeploxEg €101 ®MOote 0
naiking pag va avePet levels kat va yiver apketa duvatog. Me kaBe vikn pag os pia amno
Tg 13 meproxég palevoupe XP, otav eéxoupe @traocet €va peyddo level teAdikdg okorog tou
naxvidlou pag eivat va vikrjooupe tg 6Uo paxeg. Ot HUo paxeg eivar peyaiutepng
duokoliag oe oxéon pe ta unolouta petwmna otg 13 droknukeg reploxeg. Ex tov duo
paxev, n paxn wmg Adpag eivat n mo 8UoKoAn kai €ivar n paxn rou diver toug
eploootepo novioug epnetpiag (XP). Meta ano ) vikn g kabe piag amno g duo paxeg
o aiking pag rnaipvet oav bonus v anootaon v oroia propei va @traoest va piet to
1080 Tou. ZUYKEKPPEVA, av VIKINOoEL T pia and tg 6Uo paxeg TOTE 1 AITOOTACT TTdeEl
+10%, eve av vikrjoel Kat TG dvo nast +20% tng apxikng arnootaong. Metd ) vikn tou
Kal otn devtepn paxr), xepig va npoodiopifetal n oelpd, 1o TTAXvidl £Xel TEAE1WOEL KAl
o naiking Bewpeital vikng! Topa Oa exet ) duvatotnta edv €Xel AQr)oel KATOWA Ao

TIG TIEPIPEPELIEG AVUTIEPAOTILOT] VA PITEL VA TNV UTIEPACTTOTEL Pe eva ravioduvapo toso.
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5) Gameplay

To mawxvidt apxiel ano v IBnpikr) Xepodvnoo, ot S101KNTIKI TIEPIOXT] Spaniae

ot onuepwvr) lontavia, nmave and tig HpdxkAesieg otrAeg.

Press; Space. 1o jorn Spanize

Life : 100 , 1 arrow per second

Ewucova 11 Apxr) tov maixvibiov

Exei eivatl mou Ba mpernetl va urepaoInotel o naiking yia mpotn @opd ta edagn
s Bulavtiviig autoxkpatopiag. Ot exBpoi otv Iomtavia eivat ot mo eukoAot oe 6Ao to
nawxvidl, 0Aeg o1 IePloxXEG Exouv otnBet £€tol wote va eival au§avopevng duokodiag. To
nawxvidt €xel oxedraotel emitndeg €101 ®ote va kateuBuvetl Tov naikn va naifel mpwta
otnv lortavia, va nmpoxwpr|oet pog 1a avatoAikd peon tov Bailkaviov otnv Avatodia
Kal petenetta va naifel otmv Agpkavikr nriepo. Av o rnaiktng akoloudrjoet avtr) v
nopeia kat apxioet arno v lonavia, petd naigel v dve kat kate Itadia kat peta
rateuBbuvOei ipog ta BaAkavia Ba propéoet va paleyet apketd XP Xopig va xaoet, €101
wote va avePer levels kat va priopeoet va viknoet g dUo paxeg. Av rmapodo 1ou to
nawxvidt apxifel otnv neploxt) ing lornaviag, o nmaiktng arno@aociost va repdoet oe AAAeg
MEPLOXEG TIPWTA, TOTE KaAtd Taca rmbavomnta 6ev Ba propéoetl va g Kepdioel. O1
dloknukeg reploxég twv Badkavinv etvat rmo duokoleg ano v lontavia kat v [tadia,
o1 exBpoi epxoviat pe peyadutepo pubpo kat oe peyadutepa voupepa. Me 1o 1610 potifo,
01 IeP10XEG NG AvatoAiag eivat rmo dUokoAeg arnod autég twv BaAdkaviov kat tng AQPikng
o1 S5UOKOAOTEPES.

Zuv apxikn 00ovn propei o naiking va de1 1a Bacikad XApaKINPElOTIKA TOU
naiktn tou. O maiking apxifelr Level 1 pe ) duvatdwnua va pixvel éva Pélog to

deutepoAertto kat 100 movioug {wr)g. ‘000 0 MaiKing KAta@ePvel KAl VIKAEL OT1G H1a@Qopeg
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MEPLOXEG EMAV® OTO XApTn Kat padevetl XP 1600 avePaiver n {wr) Tou Kat to fire rate tou

t6Sou tou.

To Fire Rate kat n {1 tou naiktn drapoppavoviatl &g 8rg ava Level :

ITivaxag 1 Fire Rate ka1 Zor ava emninebo waiktn

Level 1 2 3 4 5 6 7 8 9 10
Life 100 110 120 130 150 170 200 230 270 310
F.R. 1 1.05 1.1 1.2 1.25 | 1.35 1.5 1.8 2 3.5

Iiife : 120 1.1 arrowWs per's ot

Ewxcova 12 Stauouka naixt (Zor, Eninebo, XP, Fire Rate)

O naiking Kiveitalt otov apXikKo XAPTn M€ Td KAAOIKA TANKIPA yla Kivnon
“WASD”. Mrnopel ertiong va xpnotpornotrost Kat ta Beddkia adda dev evéeikvutat ylati
etval paxkpla ano to apiotepo Shift kat to Space. 'a va augroet Atyo v taxutntd 10U
Kadl va tpegel propei va xprnowponotr)oet 1o aplotepo Shift. Otav o naiking eloepxetat
EVIOG TV 0Pi®V P1ag TEPLOXT)G, OTO MAVK HEPOG NG 08ovng, Byaivel éva prjvupa rou
TOU Agel va matr)oel Space yia va Jret va naigel oty neploxt). Edv o nmaiking €xetl 116n
nai§el Katl €Xel VIKIOEL OV IMEPLOXT] aAUTr) TOTE To Prjvupa alddadet, Tou Agel IOG €Xel
1nén vikroel Kat eivat pe npdowva ypappata. Eav ano v aAAn éxet nai§er adda dev
KATAPEPE VA VIKLOEL TOTE TO PIVUPA Tapapievel to 1610 pe to apxiko «Press Space to

Join “Name”»
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Tress Space to jorn Italia Suburbicaria

Eucova 13 Mnvvuata meploxrg
Otav o mnaiking €pxetat evidg TV opiwv plag paxng Pyaiver éva mnapopolo
Hnvupa oe KOKKIva ypappatd, dAdd autr) v @opd Pyaivel kat éva banner mmou pag
Aéel pe moloug £yve 1 MPAYHATIKY PAxXn Kat ) duvapn g kabe meupdg. EmeAe§a va
KAVE KOKKIVA TA ypAppatd T@V 6U0 ONpavikev HaxXov yla va eivat epgavrg n dtagopa

TOUG arto TS ATTAEG TTEPIOXEG TOU MAXVIH10U.

Ostrogoths
15.000 Men

F

25.000Men

Byzantines

Ewucova 14 Mnviuata uaxev

Otav o naiktng pret ywa va rnaiet oe pia and g rneploxeg 1o mp®to rmou PAErnet
etvat o kaprmog art’ orou Ba gpxoviat ot £x0poi, 0 oupavog o oroiog eival H1aPoPETIKOG
avaloya pe 10 PEPOoG IoU PIMKE va IIPOOTATEWPEL 0 MAiKING Kat ta ouvvepa. AKOUn o
naiking BAEnet évav rmpdotvo KUKAO yUp® arto 1o IOVIiKL ToU, 0 o1toiog Asttoupyei oav
Oelktng mou perpdasl oV XPOVo ITOU XPELAETal yia va PIopeost To to§o va pigel Sava.
Ermiong PBA¢met toug exBpoug va €pxoviatl oya — otya ano tr) 6edia rmieupd g 00ovng
Kdal Tov raiktn rou xepifetat otnv apiotepr). TéAdog, PAenet éva Wave Counter oto KAt
pépog TV 00ovng oOrou Oeixvel oe Mo KUpA TV £XBpwv eipacte kat mooa esivat

OUVOALKA.
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Wave 1 of 3
Ewucova 15 Sknurj paxng
KaBe popd mou kdavetl o maiktng kAR, pixvel éva BEAog rpog 1o onpeio 1ou eivat
1o Tovtikt Tou. To PBélog ernpeddetal and ) Paputnta Kat akoAouBel pia Kapruln
nopeia. Zav e urtdpxetl pia AoTiprn ypappr) va akoAdouBei 1o fEAdog péxpt va reoet KAT®
1] og RATO10V A1to toug £xBpoug. Me 10 Tou @UYyel 0 BeAog arod 1o 1680 tou Taikn,
apxioet 1o cooldown kat avddoya 1o level rmou €xel o aiking propet va §avapidetr otav

TEAEIWOEL.

Eucova 16 Bgdog kar Cool Down / Fire Indicator

To kaBe BéAog xturmdet yia 25 novioug {wr)g Toug exBpoug, ot exBpoi ¢éxouv 100
novioug {wr)g, dpa o Kabe exBpodg mpemnel va xtunnBei 4 gopeg yia va rebdvetl. Me tov
TPOI0 TTOU €X® @TIAgel toug exBpoug oe éva onpeio toug evavovial 2 Colliders xkat
OUVETIRG €AV 0 MAIKING Katagepel va piget ekel 1o BEAog tou kavel {nuia yia SO0 rtovioug

(25 + 25). Autr) n duvatotnta §ekivnoe oav bug, adAd arno@doioa va v Kpatro.
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Ewcova 17 Xwunnua sx6pouv

KdaBe @popd rou €va BeAdog retuxaivetl Evav ex0po, aipata Byaivouv rpog ta mmiocwm
KA1l yepifouv 1o KAPIo. X1o 1eAog Kabe Kupatog eX0pwv 0 PEIPTIS OT0 KAT® PEPOG TNS
000vng auddvetal KAtd €va Kat otav TeAe1®oel Kal To TeAeutaio KUpa onuaivel ot o
Maiktng €Xel KATAQPEPEL va Uepaoriotel pe ermruxia v neptoxn! Av o naiking dev
HITOPEOEL VA OKOTMOEL OAOUG ToUug £xBpoug katl mebdavetl, tote onpaivel Ot exaoe Kat dev
RATA@eps va urepaoruotel v mnieploxr). Kait otig dvo meputtooelg, oto t€Aog 1tou
nmawxvidlou Pyaivel €va privupa oto Kevipo g oBovng yia va Kavel {ekdabapo otov
MAIKT av €XEl VIKIOE1 1] av €Xel XAoel. XV Mepinmeon g vikng, PByaivel éva prvupa
ouU P& mpdotva ypappata ypaget Victory kat otnv mnepirmwoon g nrrag Pyaivel pe

KOKK1va ypappata kat ypaget You Died.

L Fictory)

Eucova 18 Mrjvuua vikng / ftag

Edv o naiking Kata@epet va VIKoel OtnV IEPLOXT], TOTE ETNIOTPEPEL OTOV KEVIPIKO
xdaptn kat tou npootibeviatl XP wote va avePet level, kat n rieploxr) mAéov Bewpeital 1160
Viknpevn kat dev propei va pret Sava. Av o maiking Xaoet kat nebdvel, tote arnia
YUPVAEL OTOV APX1KO XAPTn X®pig va rdpetl kabodou XP kat propet va nai§el Sava ava

aoa otypn Vv 161a rmeploxn Mote va Kata@epel va v Kepdioet.
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1.1 arrows)per’ sécond

Ewucova 19 Emiotpo@r) 0tov apxucod xdotn
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6) Texvira

210 Unity éxouv otnBei 6Aa ot d1kid toug oknvr, SnAadr) o apXikog xAptng eivat
pila oknvn and povog tou, ot 13 meploxég ornou naifel o naiking eivat kar avteg 13
dlagopetikég okNVEG Kat 1€Aog o1 HUO PAXeg eival KAl AUTEG PTIAYIEVEG OTIG O1KEG TOUG
01a(POPETIKEG OKNVEG. LTV APXIKL) OKNVI] TOU XAptr), éxoupe 10 Objects rmou 1o kabsva
naifel tov podo tou. Apxika exet dnuioupynBei evag Game Manager, o ortoiog €xet
enAve tou 1o Script ywa to Level System, dnAadn xepifetal 1o eminedo tou naikrn.
Eniong entdve oto Game Manager €xetl tortofetnBei kat 1o Audio Source rou raiet 1o
apx1kd Soundtrack tou nmawxvidiou. Metd €éxoupe v KAPEPA TOU MAXVIO0U, IAVE
otnV oroia UTtdpXxet 1o Script Mmou TV KAVEL va aKoAoubel évav otoxo. L1V MEPITOOon
pag akodouBel tov aiktn. Emiong, to Script éxel mapaperpoug yia to 1ooo naveo-KATe-
0eSld-apilotepd propei va mdet np Kapepa Kat ndéoo opaidd va kiveitat. Meta eéxoupe to
Object tou naiktr), 1o 011010 £€XE1 EMAVE TOU To Script rmou eivatl urtevBuvo yia v Kivnor)
tou. To Script autd Kavetl Tov aiktn va nepratdet, va tpEXel Kat eivat ureubuvo ya va
eAéyxel eav eival péoa oe kanola rneploxr). Tnv akpiPn ene{rjynon tou g doudevel Oa
v 6oUpe og emOpevo Ke@aAdio. Metd, €Xoupe Tov XAPTN TMOU OUCLAOTIKA gival eva
Sprite oto oroio €xetl agpaipebei omoadniote ouprtieon ya va €xetl ) peylotn duvartr)
nolotnta. Enave tou o xdaping éxet toug colliders mou otapatdve tov naiktn ano 1o va
Byet amtd ta dépra Tou xApTn Kal va neprnatdel endave otnv Oddacoa. 'Enetta éxoupe pa
Alota avukelpévev Iou €Xouv O0Ad enave toug €vav collider, autov tng kAOe 1EPLOXNG
KAl paxng rou propei va naiel o nmaikmng. Zinv ouvexela uriapxetl to Object tou
Canvas kat tou Event System rmou eivat kat ta 6Uo ywa va Aettoupyeil to HUD. Endave
ToU 0 KapPag €xel €va script to oroio eivatl urteubuvo va aAAddel ta ravia endve oty
000vn tou naiktn. Zuykekpipéva adddadet to XP, 1o Life, to Level, to Fire Rate, deixvet
endAve aplotepd tg HU0 paxeg, av tig £xel kepdioetl o maiking Kat t¢dog eivat uneuBuvo
yla va 8eixvel erdve To Prvupa yua va JIet o naiking otg rneploxeg. Tedeutaieg eivat
Ol €1KOVEG TTIOU UMdpxouv ®¢ Banners 6irmla amnod tig 6Uo pdxeg kat dimda and v
KovotavtivourioArn. AUTEG 01 £1KOVEG €XOUV ETTAVE TOUG £€va oAU PNKpo Script 1o oroio

T1G KAvel va Kivouviat de§la-apiotepa.
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@ Byaantine - MainGome - WebGL- Unity 2021331 Pesonat® <DX11> - 8 x
Fle Edit Asses GameObject Component Job: Window _Help

Ewucova 20 Apxikt) oxnurj oto Editor tou Unity

O1 13 oxknveg TV MEPLOXV KAl o1 2 TRV paxwv eivat oxedov 161eg petadu toug.
Zto yndotepo onueio g lepapxiag vridpxet kat rnait evag Game Manager, o ortoiog
€xel enave tou duo Scripts. To €va eivat to Wave Spawner, 10 01010 — OTi®G A€l KAt To
ovouda tou — givat urteuBbuvo yia va Byddlel ta kupata v exBpwv. Avdloya v reploxr),
€Xouv pubpiotel o1 tapaperpotl tou Wave Spawner €101 @OTE va £pXovidl 000l exBpot
ermbupoupe Kat 600 Kovid o €vag otov dAAo xpetadetat yia va ermteuxBei n ermbupntn)
duokoldia. To d@AAo Script maifer eéva tuxaio Soundtrack amo pia pkpr) Aiota.
AxolouBel otnv epapxia n KApepa, n oroia Mapapevel otabepr| yla TG OKNVEG TV
paxev kat dev €xel karoto Script enave ng. ITo kate otn epapxia, vriapxet to Prefab
Tou naiktn pag. Kabag ot 1610tnteg tou naiktn eivatl ot id1eg oe OAEG TIG OKNVEG ITOU
yivovtat ot paxeg, ermAexOnke va eivat Prefab. Auto onpaivet 6t 0,11 adAayeg yivouv oto
Prefab tou naiktn epappoloviatl autopdimng oe 0Aeg Tig oknveg. 1o Object tou naikn
unapxet éva Script mou @povtifel KATola OTatioTika Tou: UroAoyilel moon {wn €Xet
avadoya pe 1o Level oto omoio eivatl kat roorn {npia tou £€xouv KAavet ot £x0poti, deixvel
TV Prdpa endve Tou, yid va @aivetatl Kat ypa@ikd 1 {@r) Tou maikir), KOtdel av €Xouv
TeEAE10EL 01 £X0PpOoi yia va TeEAE1DOoeL 1] PAXT KAl TEAOG eAEyXel €AV 1) {®1) TOU Maiktn ivat
pndév 1 Awyotepn kat apa éxetl nebBavet. Katw arno 1o Object tou naiktn kpufoviat
oplopéva axkopn Objects, ta Aeyopeva naidia tou. Eva ano ta §vo naidia tou givat €vag
Canvas oOr1ou €xe1 ta Sprites g pridpag {wrg tou maiktn Kat to aAdo eivatl to onpeio
arno 1o oroio yupvdael o naiking ywa va piget ta BEAn tou. To onpeio mou yupvdaet o
naikmg, to Rotation Point, ¢éxe1 éva Script 1o oroio eivat Kuping urnevBuvo ya v

Aettoupyia tou t0dou. Yrodoyilel 1o Fire Rate avdaloya pe 1o Level tou maiktn,
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duvapn tou 10dou, avdloya av £xel Kepdioel KAola PAXI O MAIKTING, KAVEL TO TOS0 va
KOITAEL OTOV KEPOOPA KAl PUOIKA va pixvel eva Belog otav o naiking kavet KA. ITo
KAT® OtV lepapxia g oknvng pag eivatl o kuping Canvas tng oknvr)g padi pe 1o Event
System tou. Autog, €xel oav radid Tou Tov oupavo, v rmiayid, to Text rtou Aget mooa
rupata exBpov €xouv peivet, 1o Text rmou ypaget Victory 11 You Died oto téAog €xetl tov
KUKAO 11 aAMwg Fire Indicator, rou deixvel kat onttika av to 168o eival 61a0éopo ya va
pigel to ermopevo Bedog. OAa auta ektog twv duo Texts eivatl Sprites. Exet entdve tou €va
Script rou eivat unteuBbuvo ya to tedikd Text g paxng, to oroio deixvel av o aiking
Viknoe 1] €Xaoe, 1 OUVAPINOrN TOU OIToU KAvel Tov KUKAo tou Fire Indicator va
axoAouBel Tov KEPoopda TOU MOVTIKIOU KAl T0 PEIPHA TOV KUPATOV TV £X0p®V 010 KAT®
pépog tnv 008ovng. ITo kAt otnv epapxia vrdpxet éva kevo Object, o oroio €xetl 1o
Collider tou ebdagoug. Tédog, £éXoupe ta ouvvepa ta oroia eival éva otatkd Sprite kat
€X0oUV endve toug éva Script, to oroio, ounv apxr g oKnvrg, toug divel pia tuxaia
TaxUTnTa €ite mPog ta aplotepd eite rpog ta dedid.

@ Byanine - Spanise - WebGL - Uniy 20211511 Personal <DX11> - 8 x

File Edit Assets GameObject Component Jobs Window Help

Waves X of ¥

»oe
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Eucova 21 Zknur uaxng oto Editor tou Unity
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7) Sprites

7.1) Sprites apxikou xapty

Apxika untdpxet o aiking, o oroiog dnuioupynOnke oto Photoshop maipvoviag
TO MPOOWITO TTOU €XEL O TAIKING £VIOG TV Paxav Kat Bdafovidg 1o erndve oe pia onpaia
tou Bulavtiou mou eixa @uiddel povog pou. O xdptng eivatl puaypevog pe to Fantasy
Map Maker? 1o omoio eivat 6 1a6¢o1po online kat éxouv onpewOel enave tou pia-pia ot
MePLOXEG Kal ot noAelg. [lepvaviag topa otg onuaieg, n onpaia tou Bulavtiou mou
unapxetl dimda ano v KevotavivournoArn exel guaxtei oto Photoshop kat eivat ) idwa
ITOU XPIOIPoTIoEiTAl WG POVIo otov raiktn. H onpaia tov Zacoavidov eivat drabsomn
oto internet® onwg Kat auvlt)] wWwv OotpoydtBwvi0. Autég tg OUo onuaieg
Xprnotporoufnkav Kat oto mave aplotepo pepog ya va deiouv Ot 0 maiking €xet
ViIkr)oel TG paxeg. Tédog ta Sprites mou deixvouv 1o erinedo 1Tou naikin eivatl tpia, to
niowm Sprite rmou eival aoTipoaupPo, To PITPOOTA TToU £Xe1 1o Xpwpa «<Mw tou Bulavtiou»

Kadl arod prpootd aro auvtd ta 6uo Bpioketat to niepiypappa. Kat ot ipeig auteg eikoveg

eéxouv dnuioupynBei e§ oAorAnpou oto Photoshop.

Ewcova 22 Sprites apxikoU xdptn

7.2) Sprites evtog paxaov

IMa apxn éxoupe 1o Sprite tou naiktn. To Sprite éxer dnuioupynOel naipvoviag
€T01H0 TO KePAAL ard 10 MAKET0 Hpe toug £xOpoug kat {wypagifoviag 1o oopa oto
[Mlustrator. I'a va eivatl o maiktng Atyo H1a@opetikog arno toug eXOPoug £xel H1a@OPETIKO

XpOPa pauev Kat Xpopa nepike@alaiag. Meta €xoupe toug exOpoug ot oroiot

8 azgaar.github.io/Fantasy-Map-Generator [T.H.IT 22-9-2022]
9 wikipedia.com/Sassanid-Empire-flag.png [T.H.IT 22-9-2022]
10 Reddit.com/Old-Kingdom-Flags.png [T.H.IT 22-9-2022]
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https://upload.wikimedia.org/wikipedia/commons/thumb/f/fc/Derafsh_Kaviani_flag_of_the_late_Sassanid_Empire.svg/1080px-Derafsh_Kaviani_flag_of_the_late_Sassanid_Empire.svg.png
https://i.redd.it/ukgis8fwmql41.png

TIPOEPXOVIAL AITO £€va £I0THO0 TTAKEIO AVOIKIQV Sprites!! yia xprjon oe nawxvidia. To
Sprite tou Cool Down Counter, eivat €vag amdog AOIPOG KUKAOG O OItoiog
dnpoupyrnOnke oto Photoshop kat xpeopartifetal mpdoivog 1] KOKKIVOG avaloya He 1o
av propet va pigel o naiking péow kKwdwka oto Unity.

AnpoupynOnkav t€ooeplg drapopetikoi oupavol Katl €Xouv Xeplotel pe v e§ng
oe1pd: o1 eploxeg Spaniae, Italia Annonaria, Italia Suburbicaria, Illyricum kat Dacia
€X0oUuv 1oV Ipwto, yaddadio oupavo. Ot neploxeg Macedonia, Quaestura Exercitus,
Thracia, Pontica kat Asiana €¢xouv 1o deUtepo oupavo, £vav oupavo Iou Teivel IPog 1o
yaladoripdoivo. LG tedeutaieg Tpeig rmeploxeg ermAEXOnKe éva H1a@opeTIKO XpOpa Kat
€tol o1 mieploxeg Africa, Aegyptus kat Oriens €xouv €vav moptokadi oupavo yua va
6ivouv v aioBnon ot €xoupe @uyel and Euponn kat mAéov eipaocte otnv eyyug
AvatoAr) kat v Agpikr). Tédog o1 o paxeg va Sadpapatifovral oe Evav GKOUpPo POVIo,
e ToV TEAeUTaio oupavo va €Xel T0 XPOHA TOU AVOlKIoU PR KAl Ipog ta Iave va teivet

P0G TO KOKKIVO.

Eucova 23 Aapopetucol ovpavol

Ta ouvvepa eival pia otatikn n oroia kavet loop yupw-yupe yia va divel pia
aioBnon ot unapxet avepog. Kabe gopd mou o naiking praivel va naiel o eva ano
Ta PEIEITA UTTAPXEL Pl OUVAPTNOT TTOU KAVEL TA OUVVEQA vad Klvouvtdl Tuxdid 1pog ta

6ed1a 1 pog ta aplotepd.

11 gameart2d.com/the-knight-free-sprites.html [T.H.IT 22-9-2022]
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Ewcova 24 Zvvvspa

O1 kaurmot eivat dagopetikoi oe 6Aa ta nadia v paxev. Ixedlaotnrav €§
apxrg oto Photoshop kat pe ) BonBsia kanowwv brushes tornoBetr)Onke kat to ypaoidt.
‘Eywve npoontdBeta va eivat av§avopevng duokodiag, 65nAadr) 600 1o Epa IPoX®PAEL 0
naikmg oto rnawxvidl tooo 1o anotopot va givat. 'Etotl va eivat otadrakd mo duokodo
va TeTuxXel toug £x0Bpoug pag kat Ba eivat mo duokodo va npofAgyet v nopeia tou

B£Aoug ouvaptroel tng aAAayr)g Tou £dagpoug.

Eucova 25 ESapog
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8) Kmd1kag Kat oXoA1aopog Tou

Ze auto 1o kepalatlo Ba doupe avadutika nwg Souleuet 1o kabeva and ta Scripts
mou €xouv dnuoupynBel. Oa apxicoupe and ta Scripts ToUu apXKou XAptn KaAt
petenetta Oa epfabuvoupe oe autd evidg tov paxwv. Apxifoupe aro to Object Game
Manager evidg 10U apxikoU xdaptr. Méoa oto Game Manager unidpxet 1o Script
«LevelSystemby.

LevelSystems.cs

sing UnityEngine;
sing UnityEngine.UI;

public c LevelSystem : MonoBehaviour {
[ Header ( "Variables" ) ]
[ HideInInspector ] public int currentXp;
[ HideInInspector ] public int requiredXp;

public static int level;

private float lerpTimer;
private float delayTimer;

[ Header ( "UI" ) ]
[ SerializeField ] pr Image frontXpBar;
[ SerializeField ] pr te Image backXpBar;

public static int xpOnWin;

BA¢roupe otnv apXikr] ouvdaptnon Start(); nog tpéXoupe HEPIKEG OUVAPTNOEIG
napaxkatw. Katd oepd : n PlayerPrefChecker(); kottadetl otn pvrjpun edv o naiking £xet
Savarai§el 1o mawxvidlt. Av o naiking €xet naifel madadtepa, TOTE AU 1] CUVAPTNON
eivatl urteuBbuvn ya va iapet ano ) pvhpn to Level onwg kat to XP tou naiktn. Metd,
n CalculateRequiredXp(); eivalr unieuBuvn yia tov unoAoylopod tou XP rou xpetddetat
0 Maiking ywa va rdet oto enopevo erinedo. Xpnoporotel 1o Level rou eivatl topa o
naiking ya va pag yupioet €va anotédeopa. H SetXpFillAmount(); yia apxr) Kavel g
prdpeg tou XP va eivat tedeing ddeieg. H GainExperienceFlatRate (xpOnWin); civat
urevbuvn yla va au§avet 1o ertirnedo ToU Maikin PETd aro pid Vikn Tou o€ KATo10 arod
1a pewona. H xpOnWin cival pia kaBodikr) petaBAntn otnv oroia kKataxwpeitat pia
T avaloya pe to rota paxrn naifoupe. ‘Etot, 6tav o naiking yupvaet rait otov apxXiko

XApTr), autr) 1 ouvdaptnon tou auavet to XP.

private void Start ( ) {
PlayerPrefChecker ( );
CalculateRequiredXp ( );

SetXpFillAmount ( );
GainExperienceFlatRate ( xpOnWin );
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[Tapakdww, n ouvdapinon Update(); xkaldei tn ouvdapinon UpdateXpUI(); Autr) 1
ouvdaptnon yepiel oya-oya tig prapeg tou XP otav o naiking kepdifel. 'Exet priaxtet
£101 WOoTe va yePRilel mpata v IMiow, acrpopaupn e1Kova KateuBeiav kat petd arno pioo

deutepoAertto va yepifel Kat tv PIpoota e1KoOvda.

Update ( ) {
UpdateXpUI ( );

SetXpFillAmount ( ) {
frontXpBar.fillAmount = currentXp / requiredXp;
backXpBar.fillAmount = currentXp / requiredXp;

PlayerPrefChecker ( ) {
if ( PlayerPrefs.HasKey ( "xp" ) ==
currentXp = PlayerPrefs.GetInt( "
}
else {
currentXp = 0;

}
if ( PlayerPrefs.HasKey( "lvl" ) ==
level = PlayerPrefs.GetInt( "lv1" );
}
else {
level = 1;
}

UpdateXpUI ( ) {
xpFraction = ( ) currentXp / ( ) requiredXp;
FXP = frontXpBar.fillAmount;

if ( level < 10 ) {
if ( FXP < xpFraction ) {
delayTimer = delayTimer + Time.deltaTime;
backXpBar.fillAmount = XxpFraction;
if ( delayTimer > 0.5 )

lerpTimer = lerpTimer + Time.deltaTime;
percentComplete lerpTimer / 50;
frontXpBar.fillAmount = Mathf.Lerp ( FXP, backXpBar.fillAmount, percentComplete );

}
}
else {

frontXpBar.fillAmount = 1;
}

GainExperienceFlatRate ( xpGained ) {

currentXp = currentXp + xpGained;
XpOnWin = ©;
lerpTimer = of;
delayTimer = of;
PlayerPrefs.SetInt ( "xp", currentXp );
if ( currentXp >= requiredXp ) {

LevelUp ( );
}

H MAPAKAT® ouvAapINnon, LevelUp(); KaAeitat néoa aro mv
GainExperienceFlatRate(); otav o naiking gtdaoet 1) enepaoetl 1o XP rou xpetddetat

ya va avéPet erinedo.

LevelUp ( ) {

level++;
frontXpBar.fillAmount = of;
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backXpBar.fillAmount = of;
currentXp = Mathf.RoundToInt ( currentXp - requiredXp );
CalculateRequiredXp ( );

PlayerPrefs.SetInt ( "lvl", level );
PlayerPrefs.SetInt ( "xp", currentXp );

CalculateRequiredXp ( ) {
if ( level == 1) {
requiredXp = 25;

}
else if ( level == 2 ) {
requiredXp = 51;

else if ( level == 3 )
requiredXp = 73;

else if ( level == 4 )
requiredXp = 104;

}
else if ( level == 5 )
requiredXp = 131;

else if ( level == 6 )
requiredXp = 160;

else if ( level == 7 )
requiredXp = 189;

else if ( level == 8 )
requiredXp = 218;

}
else if ( level == 9 )
requiredXp = 249;
}
Else {
requiredXp = 267;

To Object Main Camera eivat 1 Kapepa toU maxvidlou pag Kal AV tng €Xel eva
Script pe ovopa «CameraScript».

CameraScript.cs

UnityEngine;

CameraScript : MonoBehaviour {
Header ( "References" ) ]
SerializeField ] Transform target;
SerializeField ] Rigidbody2D rb;

Header ( "Variables" ) ]

Range (1, 50 )]

SerializeField ] smoothing;
Tooltip ( "Bottom left" ) ]
SerializeField ] Vector2 minPos;
Space ( 15 ) ]

Tooltip( "Top right" ) ]

SerializeField ] Vector2 maxPos;

[Ma apxn 1o Script eAéyxel av o naiking €xel kKArowa anobnreupevn O€on enave otov
xAaptn. Av €xet tote Badetl v KAPEPA O AUTO TO ONpeio, aAA1®OG ITAEL OTO APXIKO ONHEio

ou apXifet to raxvidi.
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if ( PlayerPrefs.HasKey ( "X" ) == || PlayerPrefs.HasKey ( "Y" ) ==
transform.position = Vector3 ( PlayerPrefs.GetFloat ( "X" ), PlayerPrefs.GetFloat ( "Y" ), -10 );

}
Else {
transform.position = Vector3 ( -62f, -10f, -10 );

¥

Evtog ing FixedUpdate(); civatr o kodikag pe tov omoio 1 Kapepa pag akoAoubei tov
naiktn. 'Exoupe éva Reference oto Object tou naikin pag, 1o onoio akoAouBeital arno
Vv Kapepa, pExptl karnota onpeia. Evtog tou Editor oto Unity éxoupe 6moet T1g péyioteg
OUVTETAYHEVEG TTOU PITOPEL va TAEL 1] KAPePa. AUTO €ylve yia va pnv Byaivel eKtog XAaptn
000 KOVIA Kal va Idel o naiktng otnv akpn tou. Tédog, n Kivnon tng Kapepag yivetat
pe 1 Ponbsia plag peraPAntg pe ovopa «Smoothing». Auty 1 petaPBAnt)
XP1OHOTIOEITAL £T01 WOTE 1] KAPEPA PAG VA KAVEL ONAAEG KIVIOE1S KAl va U1V KOUVIETAl

artotopd.

FixedUpdate ( ) {
if ( transform.position != target.position ) {
Vector3 targetPos = Vector3 ( target.position.x, target.position.y, transform.position.z );

targetPos.x
targetPos.y

Mathf.Clamp ( targetPos.x, minPos.x, maxPos.x );
Mathf.Clamp ( targetPos.y, minPos.y, maxPos.y );

transform.position = Vector3.Lerp ( transform.position, targetPos, smoothing / 100 );

[Tepvape énetta oto Object Player rmou avtiotoixei otov rmaiktn KAt €Xel EMMAVE TOU €va
Script pe 6vopa «PlayerMovemento.

PlayerMovement.cs

UnityEngine;
UnityEngine.SceneManagement;

PlayerMovement : MonoBehaviour {
[ Header ( "Variables" ) ]
[ SerializeField] moveSpeed = 5f;

[ SerializeField] runSpeed = 8f;

location = H

Rigidbody2D rigidBody;

AudioSource declineSound;

Vector2 movement;
finalSpeed;

BAemoupe ot n apxikn ouvaptnon Start(); - n oroia kaleitat v npwtn @opd 1ou
Tpéxel 1o Script - KaAei pe ) oepd g dAdeg duo ouvaptrjoelg. Tnv LoadPosition();
kat v Initializations(); H LoadPosition(); kavel to 1610 npdaypa mou yivetat oto

Script tng kapepag oty apxr). Kottdet av unapxet anobnrkeupevn O€on tou naiktn ano
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IIPONYOUHEVH] (POPA TTOU €Xel IMaifel, Kal av urndapxetl tov nnyaivel exkel. E18dAAwg tov
petagepel otV apxikr) O¢on tou nawxvidiov. Enerta n Initializations(); kaAeital yua
KATI01eG apXikoror)oelg. Zuvdeoupe kamnota Components péoa oto Unity pe kdaroieg

PeTaPAnNtEg €101 WOTE va Ta XP1|O1OITO)COUME 0TI OUVEXELD.

private void Start ( ) {
LoadPosition ( );
Initializations ( );

¥

void Initializations ( ) {
GetComponent<TrailRenderer>().enabled = true;
rigidBody = GetComponent<Rigidbody2D>( );
declineSound = GetComponent<AudioSource>( );
finalSpeed = moveSpeed;

Evtog tng Update(); n omoia exktedeital oe kdBe kapé 1ou mawxvidiou pag, Kalouvrat
teooep1g ouvaptroelg dHrapkng. H MovementRead(); n oroia Siafadel ta kouprmd rou
natdel o naiking ya va petakivnBei nmaveo otov xaptrn. H LocationUpdate();n oroia
eA&yxXel av eipaote eviog KATIO1AG TIEPLOXTG, AV €XOUHE Taifel ratl dén vikroel otnv
MEP1OXT] Kal TeA0g eival ureubuvn yla va pag rdet oty eMOPEVT] OKN VY], TNV OKNVI] NG
paxng. H Run(); eivat n ouvaptnon n oroia av o mnaiking ratdetl 1o apiotepo Shift,
audavel v Taxuinta tou. Tédog, n Save(); anobnkrevel drapkag tr B£on tou maikin
pag, €101 @ote av KAeioel 1o maxvidi 1 pret o KATola paxn, 6tav avag@opt®oel 1 Kupla

OKIVI] 1€ TOV XAPTH Vad £MMIOTPEPEL oto 1610 onpeio.

private void Update ( ) {
MovementRead ( );
LocationUpdate ( );
Run ()3
Save ( );

¥

private void FixedUpdate ( ) {
rigidBody.velocity = new Vector2 ( movement.x * finalSpeed, movement.y * finalSpeed );
}

TéAog yla auto 1o Script, Xprnoyonor|Onkav ot £tolpeg ouvaptroelg tou Unity yua ta
Colliders, €tot wote va unapxet pia kaBoAikn petaPAntn location, n oroia naipvet to
ovopd NG MePLOXT|G Iov eivatl péoa o aiking. Xe ouvduaopo pe v LocationUpdate();
ITOU TIAPOUCIAOTNKE IIPONYOUHEV®S TOTIOOETOUV TOV TAiKTn Ot owotr] paxn. Emiong
otav o naikmng e§epxetatl anod karoto Collider meploxng, n petaBAnt location yivetat

null kat €tot o naiking dev praiver aBeAd Tou o€ TEP1OXEG TTOU UITOPEL va Pnv r)0eAe.

private void OnTriggerEnter2D ( Collider2D collider ) {
if ( collider.name == "Macedonia" ) {
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location = "Macedonia";

}

else if ( collider.name == "Thracia" ) {
location = "Thracia";

}

else if ( collider.name == "Dacia" ) {
location "Dacia";

}
else if ( collider.name == "Quaestura Exercitus" ) {
location "Quaestura Exercitus";

}
else if ( collider.name ==

location "Illyricum";

"Illyricum" ) {

else if ( collider.name == "Italia Annonaria" ) {
location "Italia Annonaria";

else if ( collider.name == "Italia Suburbicaria" ) {
location "Italia Suburbicaria";

}
else if ( collider.name ==
location = "Pontica";

"Pontica" ) {

}
else if ( collider.name ==
location = "Asiana";

"Asiana" ) {

}
else if ( collider.name ==
location "Oriens";

"Oriens" ) {

¥

else if ( collider.name
location "Aegyptus";

"Aegyptus" ) {

}
else if ( collider.name ==
location "Africa";

"Africa" ) {

else if ( collider.name ==
location "Spaniae";

"Spaniae" ) {

else if ( collider.name ==
location = "Dara";

"Dara" ) {

}
else if ( collider.name ==
location = "Taginae";

"Taginae" ) {

}
}

private void
location
}

OnTriggerExit2D (
null;

Collider2D collider ) {

private void
movement
movement

MovementRead ( ) {

.x = Input.GetAxis( "Horizontal" );
.y = Input.GetAxis( "Vertical" );

}

private void Run ( ) {
if ( Input.GetKeyUp ( KeyCode.LeftShift ) ) {
finalSpeed moveSpeed;

if ( Input.GetKeyDown ( KeyCode.LeftShift ) ) {
finalSpeed runSpeed;

¥
¥

private void LoadPosition ( ) {
if ( PlayerPrefs.HasKey( "X" ) == true || PlayerPrefs.HasKey( "Y
transform.position new Vector3 ( PlayerPrefs.GetFloat ( "X

}
else {
transform.position

new Vector3 ( -62f, -10f, 0 );
}
}

private void Save ( ) {
PlayerPrefs.SetFloat( "X", transform.position.x );
PlayerPrefs.SetFloat( "Y", transform.position.y );
}

private void LocationUpdate ( ) {
if ( Input.GetKey ( KeyCode.Space ) ) {
if ( location == "Spaniae" ) {
if ( MainMapCanvasScript.hasWonSpaniae ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
}

")
")

== true ) {
PlayerPrefs.GetFloat ( "Y" ), @ );




else {
SceneManager.LoadScene ( 1 );

¥

if ( location == "Italia Annonaria" ) {

if ( MainMapCanvasScript.hasWonItaliaAnnonaria ) {

if ( declineSound.isPlaying == false ) {
declineSound.Play ( );

}

}

else {
SceneManager.LoadScene ( 2 );

¥

if ( location == "Italia Suburbicaria" ) {
if ( MainMapCanvasScript.hasWonItaliaSuburbicaria ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
}
}

else {
SceneManager.LoadScene ( 3 );

}

if ( location == "Illyricum" ) {
if ( MainMapCanvasScript.hasWonIllyricum) {
if ( !declineSound.isPlaying) {
declineSound.Play ( );

}

}

else {
SceneManager.LoadScene ( 4 );

¥

if ( location == "Dacia" ) {
if ( MainMapCanvasScript.hasWonDacia ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );

¥
}else {
SceneManager.LoadScene ( 5 );

}

if ( location == "Macedonia" ) {
if ( MainMapCanvasScript.hasWonMacedonia ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
}

else {
SceneManager.LoadScene ( 6 );

¥

if ( location == "Quaestura Exercitus" ) {
if ( MainMapCanvasScript.hasWonQuaesturaExercitus ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
¥
}

else {
SceneManager.LoadScene ( 7 );
¥

if ( location == "Thracia" ) {
if ( MainMapCanvasScript.hasWonThracia ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
}
}

else {
SceneManager.LoadScene ( 8 );

¥

if ( location == "Pontica" ) {
if ( MainMapCanvasScript.hasWonPontica ) {
if ( declineSound.isPlaying == false ) {
declineSound.Play ( );
}
}

else {
SceneManager.LoadScene ( 9 );
}

if ( location == "Asiana" ) {




if ( MainMapCanvasScript.hasWonAsiana ) {
if ( declineSound.isPlaying == ) {
declineSound.Play ( );
}
}
else {
SceneManager.LoadScene ( 10 );

¥

( location == "Oriens" ) {
if ( MainMapCanvasScript.hasWonOriens ) {
if ( declineSound.isPlaying == ) {
declineSound.Play ( );
}
}
else {
SceneManager.LoadScene ( 11 );

¥

( location == "Aegyptus" ) {

if ( MainMapCanvasScript.hasWonAegyptus ) {
if ( declineSound.isPlaying == ) {

declineSound.Play ( );

}

}

else {
SceneManager.LoadScene ( 12 );

¥

( location == "Africa" ) {
if ( MainMapCanvasScript.hasWonAfrica ) {
if ( declineSound.isPlaying == ) {
declineSound.Play ( );
¥

else {
SceneManager.LoadScene ( 13 );

}

( location == "Dara" ) {

if ( MainMapCanvasScript.hasWonSassanids ) {
if ( declineSound.isPlaying == ) {

declineSound.Play ( );

}

}

else {
SceneManager.LoadScene ( 14 );

¥

( location == "Taginae" ) {

if ( MainMapCanvasScript.hasWonOstrogoths ) {
if ( declineSound.isPlaying == ) {

declineSound.Play ( );

¥

}

else {
SceneManager.LoadScene ( 15 );

}

Z1n ouveéxela rapouotadoviat ta duo Object rou exouv ernave toug ta Colliders yua tig

dvo paxeg. Kat ta 6vo autda Objects €éxouv endve Toug €va Script rmou napouotadetl to
Banner pe tig mAnpogopieg twv duvapenv g npaypatikng paxng. To Script Agyetat
«VSPopUp» kat eivat Atyotepo arno e1koot ypappES.

VSPopUp.cs

UnityEngine.UI;
UnityEngine;

VSPopUp : MonoBehaviour {
[ SerializeField ] Image image;




'Otav o naiktng rou éxet 1o Tag “Player” prnaivel eviog tou Collider, to Script epgavilet

Vv e1Kova Pe TG MAnpoopieg kat otav o naiking Pyaivel to Script v kpUPel TIAAL

OnTriggerEnter2D ( Collider2D other ) {
if ( other.CompareTag ( "Player" ) ) {
image.enabled = H

¥

OnTriggerExit2D ( Collider2D other ) {
if ( other.CompareTag ( "Player" ) ) {
image.enabled = 3

To Object tou kapPd €xel endve tou €va Script pe ovopa «MainMapCanvasScript» kat
etvat urteuBuvo ya 0Ao 1o text emdve otnVv ApX1Kr) OKNVr] T0U XAPTI).

MainMapCanvasScript.cs

UnityEngine;
UnityEngine.UI;

MainMapCanvasScript : MonoBehaviour {

O kdkag £xel TI0AAEG petaPAntég amnod Tig oroieg o1 P10eg eival ouvoeoelg eviog ToU
Unity pe dAAa avukeipeva kat ot urtodotirieg eivat Booleans rmou eAéyxouv eav o naiking

€XE1 VIKTOEL €va — €va OAd Ta PETTIA TTOU £XEL TTAIEEL.

Header ( "Refferences" ) ]
SerializeField ] LevelSystem GameManagerObj;
Space ( 10 ) ]

SerializeField xpText;
SerializeField levelText;
SerializeField lifeText;
SerializeField fireRateText;
SerializeField victoryText;

Space ( 10 ) ]
SerializeField ] Text joinFrontRateText;

Header ( "Images" ) ]
SerializeField ] GameObject sassanids;

SerializeField ] GameObject ostrogoths;
SerializeField ] GameObject sassanidsPositi
SerializeField ] GameObject ostrogothsPositions;

Header ( "Sounds" ) ]
SerializeField ] AudioClip image;

hasWonSassanids;
hasWonOstrogoths;

hasWonSpaniae;
hasWonItaliaAnnonaria;
hasWonItaliaSuburbicaria;
hasWonIllyricum;
hasWonDacia;
hasWonMacedonia;
hasWonQuaesturaExercitus;
hasWonThracia;
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hasWonAsiana;
hasWonPontica;
hasWonOriens;

hasWonAegyptus;
hasWonAfrica;

Zinv apxr) Tou Script n Start(); tpéxel v SetPlayerPrefs();. H SetPlayerPrefs();,
eAéyxel ot PVIIn edv o maiking €xel {avarnaifel kat éxel kepdioel karmowa arno 1g
MEPIOXEG. Le TEPITTIOOT ITOU UTTAPXEL KATTIO1A VIKNIEVT TTEPLOXT), TOTE TO avtiotowxo Bool

ou dnAwoape Ave yla autr)v v IEPLoXT) yivetatl true.

Start () {

SetPlayerPrefs ( );

Méoa g n Update(); kaAel apketég ouvaptr)oelg, 11§ ortoieg Ba Mapouoldcoupe otV

OUVEXELA AVAAUTIKA.

Update ( ) {
LevelText ( );
XPText ( );
LifeText ( );
FireRateText ( );
JoinFrontRateText ( );
ShowBattles ( );
ShowVictoryText ( );

SetPlayerPrefs ( ) {
hasWonSpaniae = ( PlayerPrefs.GetInt ( "hasWonSpaniae" ) !=0 );
hasWonItaliaAnnonaria = ( PlayerPrefs.GetInt ( "hasWonItaliaAnnonaria" ) != 0 );
hasWonItaliaSuburbicaria = ( PlayerPrefs.GetInt ( "hasWonItaliaSuburbicaria" ) !=0 );
hasWonIllyricum = ( PlayerPrefs.GetInt ( "hasWonIllyricum" ) != 0 );
hasWonDacia = ( PlayerPrefs.GetInt ( "hasWonDacia" ) != 0 );
hasWonMacedonia = ( PlayerPrefs.GetInt ( "hasWonMacedonia" ) != 0 );
hasWonThracia = ( PlayerPrefs.GetInt ( "hasWonThracia" ) !=0 );
hasWonQuaesturaExercitus = ( PlayerPrefs.GetInt ( "hasWonQuaesturaExercitus" ) !=0 );
hasWonPontica = ( PlayerPrefs.GetInt ( "hasWonPontica" ) !=0 );
hasWonAsiana = ( PlayerPrefs.GetInt ( "hasWonAsiana" ) != 5
hasWonAegyptus = ( PlayerPrefs.GetInt ( "hasWonAegyptus" ) 0 );
hasWonAfrica = ( PlayerPrefs.GetInt ( "hasWonAfrica" ) !=0 );
hasWonOstrogoths = ( PlayerPrefs.GetInt ( "hasWonOstrogoths" ) != 0 );
hasWonSassanids = ( PlayerPrefs.GetInt ( "hasWonSassanids" ) != 0 );

H LevelText(); cival pia artAn) ouvdaptnon unieuBuvn yia va deixvel to Level tou naikn,

OTO KEVIPO KAT® XAPnAd otnyv o0ovr.

LevelText ( ) {
if ( LevelSystem.level < 10 ) {
levelText.text = "Level " + LevelSystem.level;

}

else {
levelText.text = "Level 10 (Max)";

¥
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H XPText(); Scixver kAt amno 1o Level to XP rou éxet paleyetl o naiking.

XPText ( ) {
if ( LevelSystem.level < 10 ) {
xpText.text = GameManagerObj.currentXp + " of " + GameManagerObj.requiredXp;

}
else {

xpText.text = "Max XP";
}

H ouvdptnon ShowBattles(); £éxe1 priaxtei yia va deixvel mave aplotepd otn yovia g

0006vng T1g e1KOVEG A0 T1§ Pdxeg ITou €xel Kepdioetl o nairing.

ShowBattles ( ) {
if ( hasWonOstrogoths ) {
ostrogoths.SetActive (

if ( hasWonSassanids ) {
sassanids.SetActive (

¥

Ot ouvaptjoelg ShowSassanidsPositions(); xat ShowOstrogothsPositions();
Oeixvouv g B¢oelg Twv Bulaviivav kal tov avurnddev toug ot duo pdaxeg. Otav o
MAIKTING VIKIOE1 KATIO1d Artd T1§ PAXEG KAl ITAVE aplotepd otnv 000vn Tou ep@aviotel n
onpaia g PAxng rmou €Xel ViKroel, priopet fafoviag to Imoviiki tou endve g va det
g Owtalelg g paxng. Ov  ouvaptnoslg  HideSassanidsPositions(); kat

HideOstrogothsPositions(); kpUfouve autég TG e1KOVEG.

ShowSassanidsPositions ( ) {
sassanidsPositions.SetActive( 5

if( !GetComponent<AudioSource>( ).isPlaying ) {
GetComponent<AudioSource>( ).PlayOneShot( image );
}

HideSassanidsPositions( ){
sassanidsPositions.SetActive( D

ShowOstrogothsPositions( ){
ostrogothsPositions.SetActive( DB
if( !GetComponent<AudioSource>( ).isPlaying ) {
GetComponent<AudioSource>( ).PlayOneShot( image );
}

hideOstrogothsPositions(){
ostrogothsPositions.SetActive( DB

[MTapakdte éxoupe dUoO OUVAPTIOELS, Ol OIOieg BEIXVOUV 10 TEAKO KelPeEVO OTO KEVIPO
¢S 080vng otav vikaet o naiking. ‘Otav éxel kepdioel Kat 11g HUO PAXEG O MAIKTING, TOTE

n ouvaptnon ShowVictoryText(); epgavifer to prjvupa «Victoryh oto Kévipo tng
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APXIKNG OKNVIG ToU XAaptr. Metd and 3 deutepolernta, kaleite n HideVictoryText(); n

oroia To arokpuItet.

ShowVictoryText (){
if(victoryText && hasWonSassanids && hasWonOstrogoths){
victoryText.enabled = H
Invoke("HidedVictoryText", 3);

HidedVictoryText(){
Destroy(victoryText);

H LifeText(); civar urnievBuvn yua va deixvel roon {wr] €xel o naiking avdloya pe 10

Level tou.

LifeText ( ) {

if ( LevelSystem.level == 1 ) {
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life :

else if ( LevelSystem.level
lifeText.text = "Life :

else if ( LevelSystem.level
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life : 3

}

else if ( LevelSystem.level
lifeText.text = "Life :

}

else if ( LevelSystem.level
lifeText.text = "Life : 650 (Max)";

}

H FireRateText(); civat urtieuBuvn yia va deixvel moéoa BeAn propei va pietl o maiking

ava deutepoAertto pe Baorn to Level tou.

FireRateText ( ) {
if ( LevelSystem.level == 1 ) {
fireRateText.text = "1 arrow per second";

else if ( LevelSystem.level == 2 ) {
fireRateText.text = "1.05 arrows per second";

3
else if ( LevelSystem.level == 3 ) {
fireRateText.text = "1.1 arrows per second";

}
else if ( LevelSystem.level == 4 ) {
fireRateText.text = "1.2 arrows per second";
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else if ( LevelSystem.

fireRateText.text

else if ( LevelSystem.

fireRateText.text
}

else if ( LevelSystem.

fireRateText.text
}
else if ( LevelSystem
fireRateText.text

¥

else if ( LevelSystem.

fireRateText.text
}

else if ( LevelSystem.

level == 5 ) {

= "1.25 arrows per second";

level == 6 ) {

= "1.35 arrows per second";

level == 7 ) {
= "1.5 arrows per second";

.level == 8 ) {

= "1.8 arrows per second";

level == 9 ) {
= "2 arrows per second";

level >= 10 ) {

fireRateText.text = "3.5 arrows per second (Max)";

¥

Me 1 ouvaptnon JoinFrontRateText();rtapouoialoupie 1o prjvupa oto Iave PEPog tng
0006vng 0tav o TaikINg e10£pXETAL EVIOG TOV Opinv Piag repiloxr)g. Edv o maiking propei
va pret va raiget, ta ypdppata eival Aeukd, eve eAv €Xel 1)01] VIKI|OE1 0T OUYKEKPIHIEVT)
MEPIOXT Ta ypappata eivatl mpaotva Kat 1o prjvupa dtagopetiko. Eav eivat pia and tg
OU0 pdxeg ou o Maiking eivail evidg TV opiwv, TOTE Ta ypdppata £ivat KOKKiva avti

yla AgUKA otV apxi).

JoinFrontRateText ( ) {
if ( PlayerMovement.location == ) {
joinFrontRateText.text = "
joinFrontRateText.color = Color.white;

else if ( PlayerMovement.location =

if ( hasWonMacedonia == ) {

joinFrontRateText.text = "Already won Macedonia";
joinFrontRateText.color = Color.green;

= "Macedonia" ) {

else {
joinFrontRateText.text = "Press Space to join Macedonia”;
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location == "Thracia" ) {
if ( hasWonThracia == ) {
joinFrontRateText.text = "Already won Thracia";
joinFrontRateText.color = Color.green;

else {
joinFrontRateText.text = "Press Space to join Thracia";
joinFrontRateText.color = Color.white;

}

else if ( PlayerMovement.location
if ( hasWonDacia == ) {
joinFrontRateText.text = "Already won Dacia”;
joinFrontRateText.color = Color.green;

3

else {
joinFrontRateText.text =
joinFrontRateText.color = Color.white;

"Press Space to join

¥

else if ( PlayerMovement.location "Quaestura Exercitus" ) {

if ( hasWonQuaesturaExercitu ) {
joinFrontRateText.text = lready won Quaestura Exercitus";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Quaestura Exercitus";
joinFrontRateText.color = Color.white;
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else if ( PlayerMovement.location == "Illyricum" ) {
if ( hasWonIllyricum == true ) {
joinFrontRateText.text = "Already won Illyricum";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Illyricum";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location == "Italia Annonaria" ) {

if ( hasWonItaliaAnnonaria == true ) {
joinFrontRateText.text = "Already won Italia Annonaria";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Italia Annonaria";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location == "Italia Suburbicaria" ) {

if ( hasWonItaliaSuburbicaria == true ) {
joinFrontRateText.text = "Already won Italia Suburbicaria";
joinFrontRateText.color Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Italia Suburbicaria";
joinFrontRateText.color = Color.white;

}

else if ( PlayerMovement.location == "Pontica" ) {

if ( hasWonPontica == true ) {
joinFrontRateText.text = "Already won Pontica";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Pontica";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location == "Asiana" ) {

if ( hasWonAsiana == true ) {
joinFrontRateText.text = "Already won Asiana";
joinFrontRateText.color Color.green;

}

else {
joinFrontRateText.text = "Press Space to join Asiana";
joinFrontRateText.color Color.white;

}

else if ( PlayerMovement.location == "Oriens" ) {
if( hasWonOriens == true ) {

joinFrontRateText.text = "Already won Oriens";
joinFrontRateText.color = Color.green;

else {
joinFrontRateText.text = "Press Space to join Oriens";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location =
if ( hasWonAegyptus == true ) {

joinFrontRateText.text = "Already won Aegyptus";
joinFrontRateText.color = Color.green;

= "Aegyptus" ) {

else {
joinFrontRateText.text = "Press Space to join Aegyptus";
joinFrontRateText.color = Color.white;

}

else if ( PlayerMovement.location == "Africa" ) {
if ( hasWonAfrica == true ) {

joinFrontRateText.text = "Already won Africa";
joinFrontRateText.color = Color.green;

3

else {
joinFrontRateText.text = "Press Space to join Africa";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location == "Spaniae" ) {
if ( hasWonSpaniae == true ) {
joinFrontRateText.text = "Already won Spaniae";
joinFrontRateText.color = Color.green;




}

else {
joinFrontRateText.text = "Press Space to join Spaniae";
joinFrontRateText.color = Color.white;

¥

else if ( PlayerMovement.location
if ( hasWonSassanids ==
joinFrontRateText.text = "Already won Battle of Dara";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join the Battle of Dara";
joinFrontRateText.color = Color.red;

¥

else if ( PlayerMovement.location == "Taginae" ) {

if ( hasWonOstrogoths == ) {
joinFrontRateText.text = "Already won Battle of Taginae";
joinFrontRateText.color = Color.green;

}

else {
joinFrontRateText.text = "Press Space to join the Battle of Taginae";
joinFrontRateText.color = Color.red;

TéAog yla v apX1Kr) OKNvn Pe Tov Xaptr, exoupe tpia Objects, ta Objects tov onpaimv.
Kat ta tpia €xouv endave toug éva MPKpO Script mou ta kKdAvel va Kouviouvtdal
naAwdpopikd.

BannerScript.cs

UnityEngine;

BannerScript : MonoBehaviour {
flag = 8
Update ( ) {
if ( transform.rotation.x < 0.05 && flag ==
transform.Rotate ( 5f * Time.deltaTime, 5f * Time.deltaTime, 5f * Time.deltaTime );
}
else {
flag = 8
transform.Rotate ( -5f * Time.deltaTime, -5f * Time.deltaTime, -5f * Time.deltaTime );

}

if ( transform.rotation.x < -0.05 ) {
flag = 3

O ouyrekp1pévog Kadikag kavel Rotate 1 onpaia péxpt £€va onpeio Kat rmiowo mdAt.

Me 1o Script autd oAorAnpwvetat 1 APXIKI] OKNVI] TOU XAptn. X1 ouvexelwa Oa
APOUOIACOUPE TOV KOOIKA TOV paxev. Oa mdapoupe yla rnapddetypa t OKnvi g
paxng g Adpag. Kat €do unapxet 1o Object Game Manager pe 6Uo Scripts: to
«WaveSpanwer» kat 1o «GameManager». ®a mapouolacoupe apxikd to WaveSpawner.

WaveSpawner.cs

System.Collections;
UnityEngine;

WaveSpawner : MonoBehaviour {

SpawnState { SPAWNING, WAITING, COUNTING };
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System.Serializable ]
SerializeField ]
name;
Transform enemy;
count;
rate;

SerializeField ] Wave [ ] waves;

SerializeField ] Transform spawnPoint;
SerializeField ] timeBetweenWaves = 2f;
HideInInspector ] waveCount;

wavesFinished = 8

nextWave = @;
waveCountdown;
searchCountdown = 1f;
SpawnState state = SpawnState.COUNTING;

[Ma va eival enektdaopo 1o axvidl 1o ke Wave exBpov arnoteAeital ano pia kAdon.
['a eukoAia kat eukoAotepo Hiafaocpia tou kMd1KaA 10 KABe KUpa exXBpwv €Xel £€va ovopa.
Madi pe 1o ovopa unidpxet pia petaPAnt) yua to Prefab tou exBpou rnou BéAdoupe, amno
KAT® 10 TANO0G TV exBpwv 1ou Ba €xel 1o KUupa kat tédog pe 1 pubpd Ba kavouv
Spawn. OAeg auteg ol petaPAnteg pubpiloviar ava Wave evtog tou Unity. Tédog, 1€ 10
System.Serializable piropoupe raAt eviog tou Unity va puBpicoupe nooa Oa B6¢Aape
Waves va £xel 1 Kabe mep1oxr) Kat paxn.

[Mapakatw oty Start(); yivoviar KAmoleg APXIKOIIOUOElG, OUYKERPIHEVA
Bdaloupe oe pia petaPAntr) mooa Waves €Xoupe Katl 1001 apd a@ou HIEL 0 MAIKING OtV

rieploxn Ba apxicouv va €pxovial ot exOpoi.

Start () {
waveCount = waves.Length;
waveCountdown = timeBetweenWaves;

Evtog tng Update(); edéyxoupe oe mola katdotaon eivat to nawxvidt pag. Eav dev
undpxouv {wvravoi exBOpoi, ektedsital n WaveCompleted(); kal autn pe v osipd g
eA&yxel eav €xel teAe1noel 1o mawxvidl, dndadr) av dev urntdpxel aAdo Wave va Byey, 1)
dlagopetikd naet oto ertopevo Wave. Eav eéxet epaoet o Xpovog avdapeoa arno ta Waves,

TOTE apXifel To EMOPEVO KUPA eXOpwV va €pXetal.

Update ( ) {
if ( state == SpawnState.WAITING ) {

if ( EnemyIsAlive ( ) == ) {

waveCount = waveCount - 1;

WaveCompleted ( );
return;

}
else {
return;

¥
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if ( waveCountdown <= @ ) {
if ( state != SpawnState.SPAWNING ) {
StartCoroutine ( SpawnWave ( waves [ nextWave ] ) );

¥

}
else {
waveCountdown = waveCountdown - Time.deltaTime;

¥

WaveCompleted ( ) {
state = SpawnState.COUNTING;
waveCountdown = timeBetweenWaves;

if ( nextWave + 1 > waves.Length - 1) {
nextWave = @;
wavesFinished = g
state = SpawnState.COUNTING;
}
else {
nextWave++;

¥

Eviog tng EnemylsAlive(); eAéyxoupe kdBe €va Seutepolderto edv urapxetl 1] OXt
Karotog £x0pog {wvtavog. O Adyog 1ou exktedeital kabe eva deutepoAertto eival yua va
repdiooupe emdooelg oe oxéon pe 1o va ektedeitat KABe @opd Tou exteAeitatl 1)

Update();.

EnemyIsAlive ( ) {
searchCountdown = searchCountdown - Time.deltaTime;
if ( searchCountdown <= 0 ) {
searchCountdown = 1f;
if ( GameObject.FindGameObjectWithTag ( "Enemy" ) ==
return 3
}
}
return

¥

IEnumerator SpawnWave( Wave _wave ) {
state = SpawnState.SPAWNING;

for ( i =0; i< _wave.count; i++ ) {
SpawnEnemy ( _wave.enemy );
yield return WaitForSeconds( 1f / _wave.rate );

state = SpawnState.WAITING;
yield break;

SpawnEnemy ( Transform _enemy ) {
Instantiate ( _enemy, spawnPoint.position, spawnPoint.rotation );

To 6evtepo Script tou Game Manager, 1o «GameManagerScript eivat urteubuvo yua
HOUOIKY) TI0U Taiel pe 1o Tou apxioet ) oknvr). 'Exet éva Array arno pouoikeg kat raidet
pia tuxaia otnv apxr Tou maixvidiou.

GameManagerScript.cs

UnityEngine;

GameManagerScript : MonoBehaviour {
AudioSource soundtrack;
[ SerializeField ] AudioClip [ ] audioClips;
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Start () {
soundtrack = GetComponent<AudioSource>( );

soundtrack.clip = audioClips [ Random.Range ( ©, audioClips.Length ) ];
soundtrack.Play( );

Aeutepo oto Hierarchy tou Unity eivat to Prefab tou maiktn pe 1o Script pe 6vopa
«PlayerScript». Emtiong, éva and ta naidid tou otnv tepapxia, eivatr vrevbBuvo ya in
Aettoupyeia tou t08ou pe €va Script pe ovopa «Bow». ®a napouotacoupe ta 6o script.

PlayerScript.cs

UnityEngine;
UnityEngine.UI;
UnityEngine.SceneManagement;

PlayerScript : MonoBehaviour {
Header ( "References" ) ]
SerializeField ] Image healthBar;
SerializeField ] GameObject rotationPoint;
SerializeField ] AudioSource audioSource;
SerializeField ] AudioClip [ ] playerPainSounds;
Space ( 10 ) ]

wonTheGame;
endTheGame;

[Header("Variables")]
damage = 5;
life;
maxLife;
GameObject [ ] enemys;

Apxika oto Script éxoupe v Start(); n oroia ekteAei v SetPlayerLife();, n oroia
eivatl urteuBuvn yla va dwoel otov raiktn oon w1 rpernet avaloya pe 1o Level rou éxet

(PTAOoEL.

Start () {
SetPlayerLife ( );

maxLife = life;

Eneita éxoupe v Update();, n oroia ektedel oe kaBe frame tpeig ouvaptroelg. H
GameFinished(); sAéyxel pia kaboAwkr) petaPAnt) eviog tou Game Manager 1ou
eibape mponyoupevog 1 oroia €Agyxel eav €xouv tedewwoel ta Waves. MOAg autr 1)
petaPAntn yiver true, kadet pe ) oepd g v XpWon(); kat tyv MainMenu();. H
XpWon(); divetr otov aiktn XP avaloya oe rota reptloxn) eivat kat peta  MainMenu();
ToV Inyaivel otov apXiko xaptn. Xtn ovvexela ) HealthRenderer(); civat urteubuvn yua
TO ypa@npa €nave arno tov rnaiktn rnou deixvel tv {wr) tou. Tédog, n Death(); eAeyxet

eav o naikmng exetr xdoet OAn tou Vv (@1 Kat kadei kat auvt) v MainMenu();.

53



Tautoxpova otapatdael VAoug Toug aviurtadoug kat toug Padet oe Idle animation.

MainMenu(); 61iog deixvel Katl 1o Ovopa, arAd KAAEl v OKNvr] ToU apX1KoU XAPTD.

Update ( ) {
GameFinished ( );
HealthRender ( );
Death ( );

HealthRender ( ) {
if ( healthBar != )
healthBar.fillAmount

{
= Mathf.Lerp ( healthBar.fillAmount, ( ) life / maxLife, 0.05f );
}

SetPlayerLife ( ) {
if ( LevelSystem.level == 1 ) {
life = 100;

else if ( LevelSystem.level ==
life = 110;

else if ( LevelSystem.level
life = 120;

else if ( LevelSystem.
life = 130;

else if ( LevelSystem.
life = 150;

else if ( LevelSystem.
life = 180;

else if ( LevelSystem.
life = 230;

else if ( LevelSystem.
life = 310;

}

else if ( LevelSystem.
life = 440;

else if ( LevelSystem.
life = 650;
}

H TakeDamage(int dmg); xaleitat eviog tou Script tou exBpou otav o mnaiking

XTUTTIETAL ATTO TOV £XOPO KAl €XE1 0AV OKOTIO VA APAIPE0EL Eva KOPPATt TG {wng.

TakeDamage ( dmg ) {
audioSource.PlayOneShot ( playerPainSounds [ Random.Range ( ©, playerPainSounds.Length ) ] );
life = life - dmg;

GameFinished( ) {
if ( WaveSpawner.wavesFinished ==
WaveSpawner.wavesFinished =
endTheGame H
wonTheGame 3
XpWon ()3
Invoke ( "MainMenu", 2f );

XpWon () {
if ( SceneManager.GetActiveScene( ).name == "Spaniae" ) {
LevelSystem.xpOnWin = 20;
MainMapCanvasScript.hasWonSpaniae = 3
PlayerPrefs.SetInt ( "hasWonSpaniae", ( MainMapCanvasScript.hasWonSpaniae ? 1 : @ ) );




else if ( SceneManager.GetActiveScene( ).name == "Italia Annonaria" ) {
LevelSystem.xpOnWin = 25;
MainMapCanvasScript.hasWonItaliaAnnonaria = true;
PlayerPrefs.SetInt ( "hasWonItaliaAnnonaria", ( MainMapCanvasScript.hasWonItaliaAnnonaria ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Italia Suburbicaria” ) {
LevelSystem.xpOnWin = 32;
MainMapCanvasScript.hasWonItaliaSuburbicaria = true;
PlayerPrefs.SetInt ( "hasWonItaliaSuburbicaria", ( MainMapCanvasScript.hasWonItaliaSuburbicaria ? 1 : @ )

}
else if ( SceneManager.GetActiveScene( ).name == "Illyricum" ) {
LevelSystem.xpOnWin = 40;
MainMapCanvasScript.hasWonIllyricum = true;
PlayerPrefs.SetInt ( "hasWonIllyricum", ( MainMapCanvasScript.hasWonIllyricum ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Dacia" ) {
LevelSystem.xpOnWin = 50;
MainMapCanvasScript.hasWonDacia = true;
PlayerPrefs.SetInt ( "hasWonDacia", ( MainMapCanvasScript.hasWonDacia ? 1 : 0 ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Macedonia" ) {
LevelSystem.xpOnWin = 65;
MainMapCanvasScript.hasWonMacedonia = true;
PlayerPrefs.SetInt ( "hasWonMacedonia", ( MainMapCanvasScript.hasWonMacedonia ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Thracia" ) {
LevelSystem.xpOnWin = 75;
MainMapCanvasScript.hasWonThracia = true;
PlayerPrefs.SetInt ( "hasWonThracia", ( MainMapCanvasScript.hasWonThracia ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Quaestura Exercitus" ) {
LevelSystem.xpOnWin = 80;
MainMapCanvasScript.hasWonQuaesturakExercitus = true;
PlayerPrefs.SetInt ( "hasWonQuaesturaExercitus", ( MainMapCanvasScript.hasWonQuaesturaExercitus ? 1 : @ )

}
else if ( SceneManager.GetActiveScene( ).name == "Pontica" ) {
LevelSystem.xpOnWin = 83;
MainMapCanvasScript.hasWonPontica = true;
PlayerPrefs.SetInt ( "hasWonPontica", ( MainMapCanvasScript.hasWonPontica ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Asiana" ) {
LevelSystem.xpOnWin = 85;
MainMapCanvasScript.hasWonAsiana = true;
PlayerPrefs.SetInt ( "hasWonAsiana", ( MainMapCanvasScript.hasWonAsiana ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Oriens" ) {
LevelSystem.xpOnWin = 90;
MainMapCanvasScript.hasWonOriens = true;
PlayerPrefs.SetInt ( "hasWonOriens", ( MainMapCanvasScript.hasWonOriens ? 1 : @ ) );
}
else if ( SceneManager.GetActiveScene( ).name == "Aegyptus" ) {
LevelSystem.xpOnWin = 100;
MainMapCanvasScript.hasWonAegyptus = true;
PlayerPrefs.SetInt ( "hasWonAegyptus", ( MainMapCanvasScript.hasWonAegyptus ? 1 : @ ) );

}

else if ( SceneManager.GetActiveScene( ).name == "Africa" ) {
LevelSystem.xpOnWin = 120;
MainMapCanvasScript.hasWonAfrica = true;
PlayerPrefs.SetInt ( "hasWonAfrica", ( MainMapCanvasScript.hasWonAfrica ? 1 : 0 ) );

}

else if ( SceneManager.GetActiveScene( ).name == "Taginae" ) {
MainMapCanvasScript.hasWonOstrogoths = true;
PlayerPrefs.SetInt ( "hasWonOstrogoths", ( MainMapCanvasScript.hasWonOstrogoths ? 1 : @ ) );
LevelSystem.xpOnWin = 110;

}

else if ( SceneManager.GetActiveScene( ).name == "Dara" ) {
MainMapCanvasScript.hasWonSassanids = true;
PlayerPrefs.SetInt ( "hasWonSassanids", ( MainMapCanvasScript.hasWonSassanids ? 1 : @ ) );
LevelSystem.xpOnWin = 150;

¥

private void MainMenu ( ) {
SceneManager.LoadScene ( 0 );

¥

private void Death ) {
if ( life <=0 {
endTheGame true;
wonTheGame false;

rotationPoint.GetComponent<Bow>( ).enabled




enemys = GameObject.FindGameObjectsWithTag ( "Enemy" );
foreach ( GameObject enemy in enemys ) {
enemy .GetComponent<Animator>( ).SetBool( "EnemyIsStill",
enemy .GetComponent<Animator>( ).SetBool( "EnemyAttacks",
enemy .GetComponent<Enemy>( ).enabled = H

Invoke ( "MainMenu", 2f );

Zinv ouvexela rtapouotaloupe 1o Script tou togou.

Bow.cs

UnityEngine;
Bow : MonoBehaviour {

Header ( "References" ) ]

SerializeField ] GameObject arrow;
SerializeField ] Transform shotPoint;
SerializeField ] AudioSource shotSource;

Header ( "Variables" ) ]
HideInInspector ] fireRate;
HideInInspector ] canFire =
launchForce;
nextFire = of;
zRotation;

IMa apxn péoa otnv Awake(); kat otnv Start(); apxikorou)tat to fire rate tou t6§ou rou
eivat avadoyo pe 1o erirnedo mou €xel o aiking kat n duvapn rnou pixvel ta BEAn, mou

eivat avadoyn pe to av £éxel kepdioel karowa anod g dHvo paxeg.

Awake ( ) {
SetFireRate ( );

Start () {
SetLaunchForce ( );

Enetta, péoa owv Update(); éxoupe 1pelg ouvaptroeslg, tnv MouseLook();, tnv
ClampRotation(); kati tnv Fire();. H MouseLook(); civat urteuBuvn yia va kavet 1o 1o§o
va yupvdel otov deiktn tou novuikiou. H ClampRotation(); srmtpérnet otov naiktn va
propet va yupioet péxpl pepikeg PHoipeg MmAave Kat KAtw. Xopig autt) ) ouvdaptnorn o
naiktng Ba propouoe va yupioet 1o oopa tou 180 poipeg kat va pigel rpog ta rmiow. Kat
tedog 1 Fire(); eivat urteuBuvn yia va pixvet éva BEdog Kabe @opd mou 0 Maiking KAvel

aplotePO KAKK Kat €xel riepaocet to Cool Down.

Update ( ) {
MouseLook ( );

ClampRotation ( );
Fire ( );
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private void SetLaunchForce ( ) {
if ( MainMapCanvasScript.hasWonOstrogoths && MainMapCanvasScript.hasWonSassanids ) {
launchForce = 13f;

else if ( MainMapCanvasScript.hasWonOstrogoths || MainMapCanvasScript.hasWonSassanids ) {
launchForce = 11.5f;
}
else {
launchForce = 10f;
}
}

private void SetFireRate ( ) {

if ( LevelSystem.level == 1) {
fireRate = 1f;

}

else if ( LevelSystem.level ==
fireRate = 1.05f;

}

else if ( LevelSystem.level
fireRate = 1.1f;

else if ( LevelSystem.
fireRate = 1.2f;

}

else if ( LevelSystem.
fireRate = 1.25f;

}

else if ( LevelSystem.
fireRate = 1.35f;

}

else if ( LevelSystem.
fireRate = 1.5f;

}

else if ( LevelSystem.
fireRate = 1.8f;

}

else if ( LevelSystem.
fireRate = 2f;

else if ( LevelSystem.
fireRate = 3.5f;
}
}

private void Fire ( ) {

if ( canFire == false && Time.time >= nextFire ) {
canFire = true;

if ( canFire == true ) {
if ( Input.GetMouseButtonDown ( © ) ) {
canFire = false;
nextFire = Time.time + 1f / fireRate;
Shoot ( );

private void MouselLook ( ) {
Vector2 bowPosition = transform.position;
Vector2 mousePosition = Camera.main.ScreenToWorldPoint ( Input.mousePosition );
Vector2 direction = mousePosition - bowPosition;
transform.right = direction;

}

private void ClampRotation ( ) {
zRotation = transform.eulerAngles.z;
if ( transform.eulerAngles.z > 50f && zRotation < 180f ) {
zRotation = 49.9f;

}
else if ( zRotation < 310f && zRotation > 180f ) {
zRotation = 310.1f;

}

transform.eulerAngles = new Vector3 ( transform.eulerAngles.x, transform.eulerAngles.y, zRotation );

¥

private void Shoot ( ) {
GetComponentInChildren<Animator>( ).Play ( "Player_Shoot", @, of );
shotSource.pitch = Random.Range( 0.9f, 1.1f );
shotSource.Play( );
GameObject newArrow = Instantiate( arrow, shotPoint.position, shotPoint.rotation );
newArrow.GetComponent<Rigidbody2D>( ).velocity = transform.right * launchForce;




Metd éxoupe to Script tou kappa. Me auto to Script gaivetat pe Text oto Katw pPEPog
oe oo Wave eipaote, 10 teAko prjvupa Victory 1) You Died kat emiong pe autd 1o
Script kavoupe 1o Cool Down Indicator yUpwm amnod tov k€poopa va douAevet.

CanvasScript.cs

UnityEngine;
UnityEngine.UI;

CanvasScript : MonoBehaviour {
Header ( "References" ) ]
SerializeField ] GameObject player;
SerializeField ] GameObject rotationPoint;
SerializeField ] GameObject GameManager;
Space ( 10 ) ]
SerializeField ] Text text;
SerializeField ] Text wavesText;
SerializeField ] Image crosshair;
Space ( 10 ) ]

fireRate;
count;
Canvas myCanvas;

Start( ) {
GetComponent<Canvas>( );
rotationPoint.GetComponent<Bow>( ).fireRate;

myCanvas
fireRate

M¢é¢oa oty Update(); kadoupe v TextUpdater(); n oroia epgavifel 1o teAdko prjvupa
0oto0 KREVTPO G 000vng Otav TeAe1®oel To Ta1xvidl KAl Viknoet 1) xdoet o naiking. Meta
raloupe v CrosshairFollowMouse(); n ortoia eivat urteuBuvn yua va ravet to Fire
Rate Indicator, 6nAadr) tov KUKA0 yUp® aro 1o Iovtikt va akoAouBei to rovtikt. Enetta
n FireIndicator(); sival urteubuvn yua toug pabnpatikoug UoAoy1lopoUg TTIoU KAVOUv
10 Cool Down Indicator va douleuet. Tédog, éxoupe v WaveCountDisplay(); n oroia

deixvel oto KAT® PEPOG g 000vng oe oo ard Wave eipaote.

Update ( ) {
TextUpdater ( );
CrosshairFollowMouse ( );
FireIndicator ( );
WaveCountDisplay ( );

TextUpdater ( ) {
if ( player.GetComponent<PlayerScript>( ).endTheGame == ) {
if ( player.GetComponent<PlayerScript>( ).wonTheGame == ) {
text.text = "Victory!";
text.color = Color ( @.36f, 0.88f, @0.42f, 1f );

}
else {
text.color = Color ( ©.88f, 0.36f, @©.42f, 1f );

¥

CrosshairFollowMouse ( ) {
Vector2 pos;
RectTransformUtility.ScreenPointTolLocalPointInRectangle ( myCanvas.transform RectTransform,
Input.mousePosition, myCanvas.worldCamera, pos );
crosshair.transform.position = myCanvas.transform.TransformPoint ( pos );

¥

FireIndicator ( ) {
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if ( rotationPoint.GetComponent<Bow>( ).canFire == || crosshair.fillAmount <= @f ) {
count = 1f / fireRate;
crosshair.color = Color.green;
crosshair.fillAmount = 1f;

}

if ( rotationPoint.GetComponent<Bow>( ).canFire ==
count = count - Time.deltaTime;
crosshair.color = Color.red;
crosshair.fillAmount = count / ( 1f / fireRate

WaveCountDisplay ( ) {
if ( GameManager.GetComponent<WaveSpawner>( ).waveCount == 1 ) {
wavesText.text = "Last wave";

else if ( GameManager.GetComponent<WaveSpawner>( ).waveCount == 2 ) {
wavesText.text = "Wave 2 of 3";

else if ( GameManager.GetComponent<WaveSpawner>( ).waveCount == 3 ) {
wavesText.text = "Wave 1 of 3";

Metd ¢éxoupe 1g §uo onpaieg, tou Bulavtiou kat tng anévavt mAsupdg. Kat o1 dUo autég
onpaieg éxouv erndve toug 1o BannerScript(); rou nmapouotaotnKe IIPONyoUHEVROG KAt

OTOV apX1KO XAPTn ya va toug divel pia madwvdpopikn Kivnon 6e€id — apiotepd.

UnityEngine;

BannerScript : MonoBehaviour {
flag = 3
Update ( ) {
if ( transform.rotation.x < 0.05 && flag ==
transform.Rotate ( 5f * Time.deltaTime, 5f * Time.deltaTime, 5f * Time.deltaTime );
}
else {
flag = 3
transform.Rotate ( -5f * Time.deltaTime, -5f * Time.deltaTime, -5f * Time.deltaTime );

¥

if ( transform.rotation.x < -0.05 ) {
flag = 3

TéAog, 1o Object pe to Sprite arnd ta oUvvepa €xel €EMAVO TOU To Script pe dvopa
CloudScroller();. O ouyrekp1IEvog ROd1KAG TAipvel v 1Kova Katl va tng divel pia
tuxaia katevBuvon Katda v apxr) tou rtaxvidiou. Exoviag pubpioet tnv e1kova péoa
aro 1o Unity va kavet loop autr) ouvexifel va kdavel KUKAoUG Kat divel v aiobnorn otov

TTAIKTN OT1 TIEPVAVE CUVVEPA ATIO TTAVR.

UnityEngine;

CloudScroller : MonoBehaviour {
scrollSpeed;
offset;
Material mat;

Start () {
scrollSpeed = Random.Range( ©.3f, ©.7f ) * ( Random.Range ( @, 2 ) * 2 - 1 );
mat = GetComponent<Renderer>().material;
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Update ( ) {
offset = offset + ( Time.deltaTime * scrollSpeed ) / 10f;

mat.SetTextureOffset ( "_MainTex", Vector2 ( offset, 0 ) );

[Tape 1¢dog oe dUo Scripts rou dev ocuvdéovratl pe karnoto Object e§apxng adAd pe ta
Prefabs rou xpnopomnolovpe katd v didprela tou nnaxvidiou. To Prefab tou exBpou
EXEL eva eKTeVEG Script rmou rmapéxet Tig Aettoupyieg tou. ®a IMapouctdcouUpE IPAOTA TO
Script pe 6vopa «Enemyp.

Enemy.cs

UnityEngine;
UnityEngine.UI;

Enemy : MonoBehaviour {

Apxika mepiExel ta Reference mou XprnowporoloUpe otn OUVEXEWd, HE TPOIA Td
references oe dAAa Objects kat Components €viog g OKNvIrGg KAl Ot OUVEXED TA
references oe components tou i01ou tOoU exBpou, Onwg kat oe layers 10U

xprnowportoouviat ota Colliders ot ocuvéxeta.

Header ( "References" ) ]
SerializeField ] Transform groundCheck;
SerializeField LayerMask groundLayer;
SerializeField LayerMask enemylayer;
SerializeField Image healthBar;
[ SerializeField GameObject bloodEffect;
Rigidbody2D rb;
Animator anim;

Z1n ouvexela napouoialoviat ta references 1oV NxeV Katl twv Components mou raifouv

autoug TOUG 11X0UG.

Header ( "Audio References" ) 1]

SerializeField AudioSource deathAudioSource;
SerializeField AudioClip [ ] painSounds;

Space ( 5 ) 1]

SerializeField AudioSource swordHitAudioSource;
SerializeField AudioClip [ ] swordHitSounds;

Zinv ouvexewa yiverat 1 6nNAwon KAMowwv petaPAntov pe ta Pacikd otatiotkda Tou
ex0Opou. Me 1o Attribute [ SerializedField ] priopoupe va toug divoupe tipeg eviog tou

Editor xopig va ta kavoupe KaBoAkeg petaPAnteg.

[ Header ( "Variables" ) ]

[ SerializeField ]
[ SerializeField ]
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[ SerializeField ]

maxLife;

Zto niedio pe titdo «Circle» untapxouv References ta omnoia Xpnowpornow)Onkav ya €va
npoPAnpa rou avupewwrtioape. ‘Otav ot exBpoi €ptavav pripootda otov Taiktn Oev
otapatovuocav. Auteg ot petaPAntég katr ta References eivatr yia tov kodika r1ou

avanuxOnke yla va {erepaotei 1o ouykerpipévo npoBAnnua.

Header ( "Circle" ) ]

SerializeField ] Transform stopCheckUpper;
SerializeField ] Transform stopCheckMiddle;
SerializeField ] length;
HideInInspector ] isStoped;

Collider2D enemyColliderA;

Collider2D enemyColliderB;

GameObject target;
isGrounded;
isFighting;

Zinv apxikr) ouvdptnon Start();, apxikonolovpe ta References yia ta Components tou
Animator mou Xpnowporioloupe yia ta animations, xkat tou Rigidbody2D mou
XPTOTHOTIO0ULE yld va Kivrjooupe tov ex0po. Ermiong apxifoupe 1o mpwto Animation,
orou o exBpog repratdel POG TV aploteptr] MAsUpd tng 006vng pag arod €va tuxaio

onueio.

Start () {
maxLife = life;
anim = GetComponent<Animator>( );
rb = GetComponent<Rigidbody2D>( );
anim.Play( "Enemy_Walking", -1, Random.Range ( @.0f, 1.0f ) );

Eviog tng Update(); tpéxouv oe kaBe Kape mevie H1a@QOPETIKEG CUVAPTIOEIG TIG OTT0ieg

0a mapouc1acToUV TIAPAKAT® AVAAUTIKOTEPA.

Update ( ) {
GroundCheck ( );
Walk ( );

CheckForEnemy ( );
Death ( );
HealthRender ( );

Méoa otnv OnTriggerEnter2D(); eA¢yxoupe H1apK®G £Gv KATTIO10 BEA0OG €XEL TTETUXEL TOV
ex0p0o. Auto yivetat otav €va PBeAog pe tag Arrow prnet eviog tou Collider tou exOpou.
Me 1o mou xturirjoet 1o BEAog tov £x0po, Ppiokoupe otnv oknvn pag oto Unity tov

MAIKTN KAl a@alpoUpe aro tov exOpd 6oo Damage kavet.
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OnTriggerEnter2D ( Collider2D other ) {
if ( other.gameObject.tag.Equals ( "Arrow" ) ) {
life = life - GameObject.FindGameObjectWithTag( "Player" ).GetComponent<PlayerScript>( ).damage;
Instantiate ( bloodEffect, Vector3 ( transform.position.x, other.transform.position.y ),

other.transform.rotation );
deathAudioSource.PlayOneShot ( painSounds [ Random.Range ( @, painSounds.Length ) ] );

Evtog tng OnCollisionEnter2D(); sAéyxoupe rote 0 ex0podg Oa aKOUNIOE! ETTAVE OTOV
naiktn. MoAg yivel autd, apxilel va naifel 1o Animation tng eniBeong kai repvape

RAroleg petaBAnteg.

OnCollisionEnter2D ( Collision2D other ) {
if ( other.gameObject.tag.Equals ( "Player" ) ) {
anim.SetBool ( "EnemyAttacks", 5
target = other.gameObject;
isFighting = 8
isStoped = H

Méoa otnv OnCollisionExit2D(); kavoupe tov naiktn va Byet arno 1o Idle animation

0€ TIEPITIMOT] TTOU 1TAV OTAPATHEVOG.

OnCollisionExit2D ( Collision2D other ) {
if ( other.gameObject.tag.Equals ( "Enemy" ) ) {
anim.SetBool ( "EnemyIsStill", );
}

H HealthRenderer(); yep1idel trv prapa emave aro 1o KeQPAAL Tou eXOpoU 1€ 10 TT0000TO

{®1)G TTOU TO ATtOPEVEL.

HealthRender ( ) {
if ( healthBar !=

)
healthBar.fillAmount = Mathf.Lerp ( healthBar.fillAmount, ( ) life / maxLife, ©.05f );

}

Zin ovvexela 1 GroundCheck(); sivatl unteuBbuvn ya va pubpilet 1o fapog tou exOpou.
YrupSe eva pikpod npoPAnpa otav o exOpog aveéPaive anotopeg avn@opeg 1 Katefatve
AroTopeg Katn@opeg, eite dev prmopouoce va avePetr eite metovoe avtiotowxa. To
npoAnpa AUBnke auiavovtag 1 pewwvoviag ) Baputnta avaloya Pe To €av o eX0pog
akoupriouoe oto €da@og. Oco o exBpodg arkoupriasl eivatl «eAa@pPugy, POAG mdel va

«rietaen avddvetatl n Baputnta Kat tov KoAAdel Kat rdAt otov £€6agog.
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GroundCheck ( ) {
if ( groundCheck != ) {
isGrounded = Physics2D.OverlapCircle ( groundCheck.position, ©.1f, groundLayer );
if ( isGrounded ) {
rb.gravityScale = 1f;

}
else {
rb.gravityScale 8f;

Eviog tng Walk(); eAéyxoupe edv o exBpodg eival otapatnpevog rmiow and KArnoiov adAAo
ex0po. Av Ox1 t0Tte apxifel va Kiveital Ipog ta apilotepd. Av vati, TOTE TOV AQI)VOUME

axkivnro.

Walk () {
if ( isStoped == ) {
rb.velocity = Vector2 ( -speed, 0 );
}
else {
rb.velocity = Vector2.zero;
rb.gravityScale = of;

H napakdme ouvdaptnon CheckForEnemy(); OnpioupynOnke yia va 610p0w0el 10
npoPAnpa ot o exBpog dev otapatouoe otav Nrav rioe® arnod addo exBpod. Aouldeuet
KAvovtag evav ardo €Aeyxo oe pia Pikpr) anootacn PIipootd arod tov eX0po yia 1o eav
undpxel dAdo Object pe tag Enemy. Edv untdpxet 10te exktedeital to Idle animation kat
B¢1e1 1o Boolean IsStoped oe true. Me 1o rou @uUyel 0 eX0pOg Ao PIrpootd, ortapatdet

10 Idle animation kat 6¢tel kat tdAtl to Boolean IsStoped oe false.

CheckForEnemy ( ) {
if ( life > 0 ) {

enemyColliderA = Physics2D.OverlapCircle ( stopCheckUpper.position, length, enemyLayer );
enemyColliderB = Physics2D.OverlapCircle ( stopCheckMiddle.position, length, enemyLayer );

if ( enemyColliderA && enemyColliderA.tag.Equals ( "Enemy" ) ) {
if ( enemyColliderA.GetComponent<Enemy>( ).isStoped == ) {
anim.SetBool ( "EnemyIsStill", )3
isStoped = 8
3

}

else if ( isFighting == ) {
anim.SetBool ( "EnemyIsStill",
isStoped = H

if ( enemyColliderB && enemyColliderB.tag.Equals ( "Enemy" ) ) {
if ( enemyColliderB.GetComponent<Enemy>( ).isStoped == ) {
anim.SetBool ( "EnemyIsStill", 3
isStoped = H
}

else if(isFighting == ) {
anim.SetBool ( "EnemyIsStill",
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H AttackEnable(); kaAeital péoo tou Animator tou Unity. kadBe popd 1ou o exOpog

@Tavel oe onpeio Tou animation tou, 61ou 1o onabi eival enave otov naiktn pag. Eivat
ureuOuvn yia 1o aipa rou Byddet o maiking yia va 8eifel 0Tt Exaoe {@r) Kat yia va PeE1noet
10 aipa tou naikin. Emiong naifel kat 1o nXnukoO £@€ 10U orablou mou XTurdetl Tov

naixt.

AttackEnable ( ) {
Instantiate ( bloodEffect, Vector3 ( target.transform.position.x + 0.4f, target.transform.position.y ),
Quaternion.Euler ( ©f, of, 180ef ) );

target.GetComponent<PlayerScript>( ).TakeDamage ( damage );
swordHitAudioSource.PlayOneShot ( swordHitSounds [ Random.Range ( @, swordHitSounds.Length ) ] );

TéAog, evidog tng Death(); sAéyxoupe edv o exBpog éxel mebavel. Edv n {wr) tou éxet
(PTAOEL 1] €XE1 TTE0ET KAT® A0 1o UNdev, toTe ortapatdet, anevepyortotouviatl ta Colliders
TOU Yyld va HUITOPOUV 01 EMTOHEVOL va TepdoouV Kat raifet to Death animation. Metd ano
Alyotepo eva deutepodAertto tov Hlraypd@oupe aro Tov XAPTn ylid va Jpnv evoxAeil tov

naixu.

Death ( ) {
if ( life <=0 ) {
rb.velocity = Vector2 ( of, of );
GetComponent<CapsuleCollider2D>( ).enabled
GetComponent<CircleCollider2D>( ).enabled =
anim.SetBool( "EnemyIsDead", )
rb.gravityScale = 0;

foreach ( Transform child in transform ) {
if ( child.name != "Canvas" ) {
Destroy ( child.gameObject );

else {
Destroy ( child.gameObject, ©.09f );

}
}
Destroy ( gameObject, 1f );

OnDrawGizmosSelected ( ) {
Gizmos.DrawWireSphere ( stopCheckUpper.position, length );
Gizmos.DrawWireSphere ( stopCheckMiddle.position, length );
Gizmos.DrawWireSphere ( groundCheck.position, 0.1f );

To tedeutaio Script tou nmawxvibiou nou Ba rapouoctacoupe eivatl to Script tou BEAoug,
10 oroio eivat urteuBuvo yia va aAAddel to Sprite tou BEAoug Otav MEPTEL KATW 1) XTUTTAEL
KArolov €x0pd, va KAVEL TV TEPIOTPOPI] OMWG TTEPTEL A0 TOV OUPAVO KAl TEAOG va

oPrvel ano tov xdptn 1o BEA0g yia va pnyv eVoxAei.

64



Arrow.cs

UnityEngine;

Arrow : MonoBehaviour {
[ Header ( "References" ) ]

[ SerializeField ] Sprite HittSprite;
[ SerializeField ] GameObject trail;
Rigidbody2D rb;
hasHit;

Ma apxn, napandve unapxouv karola References kat pepikeg petaPAntég. Zin
ouvexelwa otnv Start(); apxikonoovpe to Rigidbody2D mou to xpnowpomnolovpe ya va

Kouvrjooupe 1o 3¢Aog pag.

Start () {
rb = GetComponent<Rigidbody2D>();

Evtog tng Update();, eav 1o fédog pag eivat akopa otov agpa, tote urtoAoyifoupe 1

Y®OVvia ITou ITPETIEL va €XEL O OXEOT] € TO £6a@og.

Update ( ) {

if ( hasHit == ) {
angle = Mathf.Atan2( rb.velocity.y, rb.velocity.x ) * Mathf.Rad2Deg;
transform.rotation = Quaternion.AngleAxis( angle, Vector3.forward );

Meta peoa oty OnTriggerEnter2D();, n oroia kaleitat 6tav 1o PEAog €xel XTUIOEL
KATovu yivoviat ta e§ng: aAdadetl to Sprite oe autd oto 011010 €ival KPUPHEVO TO PNITPOooTd
pépog tou PBeAoug, ofrjvel To AoTpo YPa@IKO mou Pyaivel mio® aro 1o Belog, maifet o
1)X0G yla 1o £€8a@og av To €Xel XTUIroel Kal 1€Aog tou arevepyortolouvial ta Colliders
Kal 1o BeAog KoAAdeEL emtave og 0,11 XTurinoe. Metd anod eikoot deutepoAertta, ofir)vetl Kat

auto Aro Tov XAPTN.

OnTriggerEnter2D ( Collider2D other ) {
GetComponent<SpriteRenderer>( ).sprite = HittSprite;
Destroy ( trail, @.1f );
if ( other.gameObject.tag.Equals ( "Ground" ) ) {
GetComponent<AudioSource>( ).pitch = Random.Range( ©.85f, 1.15f );
GetComponent<AudioSource>( ).Play( );

}

transform.parent = other.transform;
GetComponent<CircleCollider2D>( ).enabled =
hasHit = 3

rb.velocity = Vector2.zero;

rb.isKinematic = 3

Destroy( gameObject, 20.0f );
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9) 'Awooapt — Ene§nynoeig

Audio Clips

Koppdma rjxou

Banner [Tavo

Brusher Bouptoeg

Canvas Kappag, 10 pépog g 000ovng orou
epgavifovial orowxeia

CEO Ateubuvev Zuppfoulog

Colliders ESaptnpa tou Unity mou mnpoogépet

avixveuorn ouykpouong

Drag and drop

ZUpe katl evanobeoe

E-Sport

HAektpovikd ottop

Event System

ESaptnpa tou Unity nou eivat urteuBuvo

yld TOV XEPIOP0 oUPPaviav tou kapfa

Fire Rate

Pubpog sxktdSeuong PBedoug

Game Manager

Avuikeipevo mou €xel mAvVE TOU KOOKaA

unevbuvo  yla TV KATAOTAon — ToU

nawxvidlou
Gameplay Tpormog naxvidilou
HUD MeBob0og TipofoAr|g TTANPOPOPIOV OTTTIKA
P0G TOV TTAIKT
IDE OAoxAnpwpevo rieptBdAdov avarmtuing
Level Entirtedo

Level System

Zuompa mou pubpilel to eminedo toOU

naiktn
Life Zon
Loop Bpoyxog
Mac OS X / Windows / Linux A£TOUPYIKA ouCTATA UTIOAOY10TT)
Objects Avukeipeva
Prefab Enavaxpnopormnotloupeva avukeipeva

Rotation Point

Znpeio eplotpoPng

Script Apxeio kwdka

Soundtrack MouO1Kr) KOPHATL yia UTIOKPOUOT)
Sprite Ewova / Tpagpiko

Text Keipevo
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Tutorials

Zepwdpla / Bonbrnpata

Wave counter

Metpntr)g Kupdtev (ex0pnv)

XP

Experience Points / ITovtol epmnieipiag
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