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Evyoprotieg

®a ndela va gvyoplotcm Tov vtevhuvo Kabnynt, K. [oyovidkn Iodvvn, Yo v vrootpien
OV POV Topeiye, ko’ OAn TN S1dpKeln EKTOVIONG TNG TOPOVGAS TTLYLOKNG epyaciog. Emiong
£va, LEYOAO EVYXAPLOTO, OPEIA® GTNV OIKOYEVELD LoV OV HE oTNPiEe Kot pe otnpilel oe KAOe
KOOMUOTKO LoV Pripa.



Hepiinqyn

H napodoa ntuylokn epyasio, Tapovctdlel Tov oyxedocpod Kot Ty vAomoinon evog Turn-
Based RPG, ypnoyomowwvrtag ) Unity3D Game Engine.

H dwdwascio oyediacpov Oo emkevipmbel, otn onpiovpyion EVOG 1GOPPOTNUEVOL Kot
EAKVOTIKOD GUOTNUOTOG HAYNG, Olotnpovtog mopdAinia g aicOnon g 1oTopiag Tov
eovtaoTikov. O oyedlaopnog meptiapPavel Pacikd dopkd otoyeio, OmTmg M eEEMEN TV
YOPOKTNP®V KATE TN OPKELD TOV LoDV, OGOV APOPA T GTATIGTIKA TOVG, 1| XOp1Kkn TEXVNTY
VONUOGLVT KoL 1) OLETOPT| TOV XPNOTH. ZTotKEin To ooio cuvovAlovTol e TETOW0 TPOTO, MOTE
va Byet éva ApTio omoTEAEC L.

H dwdwacioc viomoinong Oa avaivBel oe téooepo péPM, YOPOKTAPEG KOl TO
YOPOKTNPIOTIKE TOVG, OYEOWOUOG TOL  TOLYVIOOV, VAOTOINGN KMOKa, KoOdg Kot
Beltiotomoinomn g anddoons. ['a toug yapaktnpeg Ba avaivBolv ol evépyeleg mov pmopoHv
Vo KAvouy KaTd T 01dpKeLd TOV TTay Voo Koddg Kot T0 EKACTOTE TPIGOAGTATO LOVTELD TOVC.
[Ma tov oyedoopd, Ba meptypa@ovv avoAvTIKG OAEC Ol dlad1Kacieg, amd Tn dnuovpyio g
SlEmaPNS xpNoTn, HEXPL KoL TO TG £xel dnuovpyndei n kdbe oxnvn and o unodév. Ocov apopd
NV VAoToiNon KMo, TePtypdpovtal To. onueion exeiva, ta omoio AmoTEAOVV OMNUAVTIKA
TPOYPUUUATIOTIKE UEPT, HE XPNON POTOYPUPIDV TOL KMOIKA, UECH GTOV OTOioV LITAPYOLV
avOAVTIKA oyOAla. TéNog 10 oot eAEYYXETOl KOl PEATIOTOMOLEITON, YPTCLLOTOIDVTOGC
ddpopeg petpnoelc omoddoong tng Unity otov Profiler, 6nwg ta FPS kot 1 xpiion ¢ pviung.
Ta amoteléopoto amd avToL ToL EAEYYXOV TTapovotdlovton pall He TIG ETITTOCELS TOVG Y10l TO
ovomnua. Télog, mapovcidlovtal o1 SVOKOAIEG OV AVTIETOTIoTNKAY, KOODG Kot TOOVES
UEALOVTIKEC PEATIDCELS KO ETEKTAGELS.

To teMkd amoTéAecpO TNG TOPOVOOS TTVYWKNG epyaciog, o eivor éva TANpwg
AertovpyKo oy viot, 6mov Bo TapEyel GTOV ¥PNOTN Uio EAKVOTIKT Kol TAVTOYPOVA KAOMAMTIKNA
eumepio.



Abstract

This thesis, presents the design and implementation of a Turn-Based RPG, using the
Unity 3D Game Engine.

The design process, will focus on creating a balanced and engaging battle system, while
maintaining the feeling of the fictional story in a fantasy world. The design includes basic
structural blocks, such as , character progression during battles, in terms of their stats, enemy
Artificial Intelligence and user interface. Elements which are combined in such a way, to have
an excellent result come out.

The implementation process will be broken down into four parts, characters and their
features, game design, code implementation and performance optimization. For the characters,
the actions they can perform, during the game, will be analyzed , as well as their 3D model.
For the design, all the processes will be described in detail, from the creation of the user
interface, to how each scene is created from scratch. Regarding the code implementation, the
important programming parts, are described, using snippets of the code, in which there are
detailed comments. Then, the system is tested and optimized, using various Unity performance
metrics in the Profiler tool, such as FPS and CPU usage. The results, from this audit, are
presented, along with their implications for the system. Finally, the difficulties encountered
along the way, they are presented , as well as the possible future improvements and extensions.

The result of this thesis, will be a fully functional game, which will provide the user, an
attractive and at the same time, immersive experience.
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1. Ewayoym

1.1 epiinyn Tov Hoyvidrov

To 3D Turn-Based Battle “Corrupted Lands”, eivatr éva moryvidt otpatnykng Kot
eavtociog, To omoio pmopet va morytel o€ kivntd. O ypnotng Oa maipvel ™ cepd Tov, Kot
LLE YVOUOVO, TNV GTPATNYIKT, Oa oyedidlet TIg KIVRoELg TG Opuddag TOL, Le GKOTO TV NTTO
™G OVTITOANG OHASOC, TTOL OTNV TPOKEWEVT TEPIMTTMOOT B0l AVTITPOGMTELETAL OO TOV
VTOAOYLOTH).

To maryvidol SwdpapatileTor 6T LEGOLMVIKT ETOYN LE OTOLYEIN EVOC LOy1KOD KOGLOV.
Ta Aeyoueva, mAéov, “Corrupted Lands”, eivar éva paxpwvod Pocidelo, to omoio
KOTOTPOTTAOONKE TPV TOAAL YpoOvViaL amd TépaTa TOL apyaiov KOGpov. Ot Tpel NPEG,
YPNOOTOIDOVTAS TNV TOAELKT TOVG IKAVOTNTO, KAODS Kol TN paryeio Tov €xouv HEGO TG,
TPooTaovV Vo, AVTPOGOVV TIC TPELS EVOTOUEIVAVTEG TEPLOYES, DOTE VO EMAVOPEPOLV TO
Baciielo otn d0E TOVL.

1.2 Kivntpo ywo ™ Awe€ayoyn ™g Epyaciog

To kivnTpo Yy ™ deEaywyn e mopovcaG TTUYIOKNG EPYACIOG, TPOEPYETAL OO TNV
aydmm Tov £ Yo To T vIo Kot 11TEPMS Y10 TO YPOPIOTIKO KOpATL Tovg. Kdbe popd
mov ol éva moyvidl, mhvta Bovpdlm to TEPIPAALOV KOt TNV EUPACT] OTN AETTOUEPELD
ké0e oxmvig. [apdiinia amotédece Adyo Ko 1 BEANON va dOnpiovpynom Eva oty viot ard
™mv apyn, €Yovtag po Wén kol cuvOLALOVTAG TNV HE TO OMUOVPYIKO KOUUATL TOL
YOPOKTAPO OV, OCTE VO PYEL £VOL APTIO OTTOTELEGLOL.

1.3 Xkondog kan X16)0¢ ™5 Epyaciog

O oKomOG TNG TOPOVCOC TTVYIKNG EPYACIAG, Elval 0 oXedCUOG Kot 1) VAOTOINGM €VOG
3D Turn-Based mayvidl porwv, oe YAOGo Tpoypouuaticpod CH#, ypnoponoidvog v
naryvidounyavn thg Unity. Eniong ywa t dnuovpyio tov Animations, ypnoiomombnke
10 Mixamo. To mayvidt etidytnke €€ OAOKANPOL amd TV apyn, eotidlovtag TepocdTEPO
OTO YPOPLIOTIKO-GYEINAGTIKO KOUUATL TOV, TO omoio Ba avaAivBel mapaKdTo.

210)0G TOL ALY VIS0V, Eival 1 EMTVYNG OAOKANPOGCT OA®V TOV ETTEIMV Y10 TNV TEAKT
vikn. Ze kdOe enimedo 1 opdda TOL ¥PNOTN, Ba EPETaL AVTILETONN LE d1APOopOovG £XOPOVG.
O k60 maikng g, éxel dwbéoyleg kamoteg evépyetec, Kob’ OAN T ddpKelo TNG KAYNGS,
T1G omoieg pmopel va ypnoomotet 6tav £pBet n oepd tov. Ot evépyeteg awtég pmopel va
€Youv va Kavouv gite pe embécelg Tpog Toug avTimdlovs-ex0poic, ite pe ) Bepdmevon
70V 1010V TV TaikTN 1) cvumaiktn Tov. [lapodpoteg evépyeteg £xovv Kot ot £xBpoti, ot omoiot
Ta{pvoLuV TN GEPA TOVG LOALG dpAcEL Kot 0 TEAELTAIOC TAIKTNG NG OUAOOS TOV YPNOTH.
Boaowdg otoOy0g Aomdy, tvar var ypMGILOTOMGEL O YPNOTNG TNV CTPATNYIKY TOV COGTA,
EMAEYOVTOG TIG COGTES KIVIOELS TNG OULAO0G TOV, OOTE va. eEADEL vik).
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2. 'Evvoieg kan Teyvolroyieg

2.1 T givor n Avartoén HMoayvidwov (Game Development)

To Game Development, sivar 1 dwadikacio dSnuovpyiag ToyVidldV G€ TOIKIAEG
TATEOPUES. EeKvael amd TNV 10£0. Kol KATOANYEL 6TV KVKAOQOpioL £vOG Ty vidiov,
TEPVOVTAG TA GTASLO TOV OYESIOGHOD, TPOYPAUUOTIGHOD, SOKIUNG Kot Topaymyng tov. H
dwdkacio ot puropel vo dtopkécet amd Alyec efOOUAOES, £MC Kot apKETA XPOVIQ, YEYOVOC
mov e€aptdral amd 1o £100¢ TOL ALY VIOV, TNV TOAVTAOKOTNTA TOV KOONDS Kot 0md T0 TOGH
dropo amaptilovy v oudda avamrtuéne.[1]

Ot opddeg avamTLENG TOUYVIOIDV, ATOTEAOVVTAL GLVNO®G, Omd TPOYPOUUATIGTES,
oYeOTES, cVYYpaels kot koAATEYvec. To péyeBog ko n obvBeom pog T€Toog Opadag,
Ba mowciAdel avaroya pe to ekdotote maryviol. A&ilel va onuemBel Tog apkeTd Taryviow
Eyovv avartuyel and £va dropo 1 oA pKkpég opadec, Toug Aeyopevoug Indie Developers.
Ot Indie Developers, otnv ovoia, gival aVTOXPNUOTOSOTOVUEVO. ATOUO KOl OEV £XOVV TNV
vooTNPIEN €VOC €KOOTN N oG eTopeiag. Xvvnbmg dabétovy tar Toyvidl Tovg o€
TAateopueg 6nmg to Play/Apple Store, Steam ko to Itch.io.

2.2 T givor n Zyediaon Horyviovdv (Game Design)

To Game Design, givat 1 dadikacio oyediacpod oy vidiov, 6mov neptlapupdvel tnv
avamtuén piog 10€ac, T ONUIOLPYIC AETTOUEPDOV TPOILULYPAPDV Y10l TOVG UNYOVIGLLOVE, TOV
OTTIKO OYESIGUO, TOV MYNTIKO GYeOoHO, KaOMG Kol TOV TPOYPUUUATIGHO Tovg. O
oyediootng (Game Designer), givatl o vrebBvvoc, yio. TNV GLVOAMKN 1GOPPOTI0. Kot TH POT
TOV TTOLYVIO10V.

O oxondc v Game Designers, givol va dnpovpyodV S106KESUOTIKES, OL0OPACTIKES
Kol EAKVOTIKEG eumelpieg Yoo Tovg ypnotes. Ipémel va eivon oe Béon va avarbovv v
amdO0GN TOL TLYVIO0V Kol VO KAVOLV TPOCAPLOYEG, OOV YPEldleTaL, Y10 Vo KPUTOVV TOLG
YPNOTES OPOGLOUEVOVS KO VO, S10GPOALOVV OTL TO Toy VIOl EKTANPOVEL TIG TPOCIOKIES Kol
TOVG GTOYOVS TOVG.

2.2.1 Boaowég Apyéc Xyediaong [ayvidrov

Orav mpdrettan o oyedioon maryvioudv, ivotl ToAD OUGKOAO VO 0PIGTOVY KOVOVES Kot
00Myiec mov VA 1oYVLOLV Yol OA TO TTALY VIO, O10TL T TToyvida ivol H10POPETIKA HETAED
tovG. Xpedleton pio Bdon Aowdv, ondte TapakdTm Teptypapovtar 7 Pactkés apyEs Yo T
oyedioom mayvididv. [5]

o Xtoyoc. IIpémer va mpoodopiotel mow0g givol 0 6TOXOS TOL TALYVIOIOD, DGTE VA
EEpet ko 0 YpNoTNg oL BEAEL Vo pTACEL

e Ilpoxinoceic. ITohd onuavtiko givor 1o eninedo SvGKOANG TOL TOLYVIO0D, PG Kot
Bo KpATNGEL TOV YPNOTN APOGIOUEVO KOl TAPAKIVIUEVO GTO VO, cuve)ioeL vo Tailet.

o IIpdodog. O ypnotg mpémet va €xet pio aichnon mpodoov, EMTPEMOVTAG TOL VL
Eexhedmaoet OeE10TNTEG, AVTIKEILEVA KO ETIMESA, OGO TPOYMPAEL GTO TOLYVIOL.

o IlpocPacdmra. To maryvidl mpémetl vo dtatnpeiton KOTOvonTo Kot amAd, o0TmG
MGTE 01 YPNOTES VO UTOPOLV VO TO OTOAAIGOVV aveEOPTNTMG EUTELPIOG.
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e Iotopia. Xvvictaton va vapyet kat pia wotopio Tiocw and to mayvidl, émov pécm
LG anynong, otvetat £va factkd TANIGLO Y10 TIG EVEPYELES TOV YPNOTN.

o Awokédaon. IIpénet o moyvidl vo TOPAUEVEL EVXAPIGTO, JUCKEIOCTIKO OAAG
TaVTOYPOVa IE o aicOnon TpdkAnong.

o Aldpkelo. ENHovtikd eivor to moyvidl vo €xel apketd mepleyOuevo Kot atio
EMOVAANYNG, DOTE O TOIKTNG VO, TOPAUEIVEL APOGIOUEVOS Y10 LEYAAO YPOVIKO dLAGTNLLOL.

Aoppavovtog vdyn to Topamdve, 1 oxedlaon TOV Toy VISV gival Vg apKETA
ATOLTNTIKOG TOpENS, Omov 1 dlathpnon TS tooppomiag eivar Pacikn TpobmdOeon yio v
EMTLYNIEVN dNovpYia TOVG.

2.3 Tveivan Turn-Based RPG

Ta Turn-Based Role Playing Games, ivatl évag tomog maryvidiov porwv, 6mov ot
naikteg evalddooovtal, 6tav aAANAoemTdpovv pe To moryviol Ileptloppdvel yapaxktnpeg
OV EAEYYEL O XPNOTNG KO TIG EVEPYEIEG TOVG LE BALOVG YOPOAKTIPES TOV TOLYVIOIOV. ZVYVEL
dwdpapatiCovtal oe KOGUOLG EMGTNUOVIKNAG (QOVTIOGIOG KOl TEPLEYOLV UAXES Kol
OLYKPOVGES OV TPEMEL VAL EMAVGEL O YPNOTING. XTOXOG €ivar 1 OAOKANPOON oG
QIIOGTOANG 1} TO VO PTAGOVV O1 XOPAKTNPES G€ £va. oplopévo eninedo (level).

Mepikd mopadeiypoto Turn-Based RPGs, eivar ta Final Fantasy, Dragon Quest,
Darkest Dungeon, Pokémon kot ToAAG okoun.

Searmid : Cecil
Skullna ) i Tellah
: - [ alom
I© arom

Ewova 1: Final Fantasy IV — Z0otpo Mdyng
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2.4 T givon o Moyyvidounyavi) (Game Engine)

‘Eva. Game Engine, eivot pio mhateoppo Aoyiopukov, 1 oroio mapéyet To epyareion Kot
NV vrodoun Tov xpetdleTar Yo T dnuovpyia Prvteomaryvidimv. AToteAovvTol GUVHBWE
amod o, GEPA SIUPOPETIKOV oToLyElmVY, OTtmg To rendering, 1 YAdooa oevapimv, 1 unyavn
(QLGIKT, 1] TEXVNTH VONUOGVVT, 1| LNYXOVT YOV, Ta. KIVOOUEVA 6Y£d1a, Kot 1 diktvmon. [1]

To Rendering, mpokerton yioo T dadikacio dnpovpyiog pag dodidotatng (2D) 7
tpodidotatng (3D) ewovag. Xpnouonoleitat yio Ty mapoyn YPUPIK®V, OT®S POTIoUO
KOl VQEG.

H I'oooa Zevapiov (Scripting Language), sivar pio yAdooo Tpoypappoticon mwon
xpnowomoteitor ywu TN Oomuovpyiot TG AOYIKNG TOL TOLVIOOD, TOV EAEYYO TMOV
OVTIKEWEVOV TOV Kot TNV OAANAemidpacn pe 10 mepiBdAiov Tov moryvidov. Mepikd
napadeiyuata Scripting Languages, eivon or C#, C++, JavaScript, Python ko dAAeg.

H Mnyov ®voiwkrg (Physics Engine), givat 0 kddkag Tov 6Ty ovcio TPOGOUOIOVEL
TIG QLOIKEG 1010TNTEC TOL TEPIPAAAOVTOC TOL TOVIOWL, Omwg M PoapvTnTa KOl 1M
oVYKPOLON. AVTO emUTPEMEL OTA OVTIKEIHEVO Vo aAANAoemdpohv peTald TOLG UE
PEAAICTIKOVG TPOTOVG.

H Teyvnm Nonuoovvn (Artificial Intelligence — Al), givat 0 k®dkog Tov emttpénet o€
yapoxtpec mov dev eivon maikteg (Non Player Characters — NPCs), va counepipépovtat
ue a&lomotovg Tpomovs. To Al ypnowomoteitan yia va kével to. NPCs, va avtidpodv oTig
EVEPYELEG TOV TTOUKTY e PAoEL TNV AOYIKT TTOL TOLG £XEL O00EL TPOYPAUUATIOTIKE, KOl £TGL
va, AapBavouy Tig avarloyeg OmoQACELS.

H Mnyavi 'Hyov (Sound Engine), xeipiletat tov 7o kot meplapfaver ta nymrikd seé
KOl T LOVGIKT] TOV oy V1o100.

Ta Kwovueva oyédior (Animations), ivor 1 drodikacio dnpovpyiog kivnong og éva
mayviol. Xpnouomoteitat Yo vo CovTavEYEL YOPUKTPES, VO ONUIOVPYNOCEL EOIKA EPE KO
o€ éva yevikd mAiG10, Y10 va. TPocHEGEL peoMGIO TOV KOGUO TOL TTALYVISL0V.

H Awtdwon (Networking), eivot o k®d1kag Tov eTTpENEl GTOVE YPNHOTEC VUL GLVOEOVTOL
kol vo wailovv peTagd tovg pHEcm OIKTVLOV. XPNOIUOTOLEITOL KLPimg 6€ Tatyvidlo Yo
nolhovg maikteg (Multiplayer).

Yrdpyovv morrég drapopetikég [aryvidounyovic dabéoiueg onuepa, n kobepio pe Tig
dwég g dvvorotnte. Amd TG mo Onpoeuieic, opmg sivar m Unity, m omoia
YPNOWOTOMONKE Y10 TOV GYEOIAGLO Kol TNV VAOTOINGN TG TOPOVGAG TTVYLOKNG EPYOGIOC.

& unity

Ewdva 5: Unity Logo
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2.5 T givor n Moyvidopunyaviy Unity

H Unity eivon po Moyvidounyovh mov dnuovpyndnke and v Unity Technologies
Kol vrootnpilel mepiocdTepeg and 27 mAateopueg omd v KukAogopia tg to 2005.
Xpnowonoteitor yoo T Onuovpyio Pvteomoryvidudy, TPOGOUOIDCEMY Kol GAALOL
TPIGOLICTATOD KOl O10OIU0TOTOV JLOOPAGTIKOD TEPLEYOUEVOL, GE VTOAOYIOTES, KIVNTEG
OLOKEVEC, KOVoOAeG Kot GAlec mpoobnkec. A&iler va onuewbei mog m  Unity,
¥pNowonoteital emiong o€ KAAOOLG OTMG 1 OPYITEKTOVIKY, O KIWNUATOYPAPOS, M
avtoKwvnToftopnyavio Kot 1 unyavikn. [2]

H Unity, eivar ypappévn og yhdooeg C# kar C++, kot meptlopfavet pio obokAnpmpévn
oelpa epyoreiov v v avdmtuén evog matyvidlov, kamow and to omoio e&nynnkav
napandve, onmg to Al, kot to Physics Engine. ‘Evvoieg ko pepikd akdun epyoleio, to
omoia. ypnowomomOnkav oIV TOPOVCO TTLYNKN epyacio, eEnyodviar evoelen
TOPOKATO.

2.5.1  Epyaieio g Unity mov ypnoipomon)Onkayv

To Unity Asset Store, givoil pio mAekTpovikny ayopd, yio HOVTELQ, LANPEGIEG KoL
gpyaieio, mov oyetiCovrar ue ) Unity. Iopéyel otoug mpoypoppatiotés, tpécPacn oe pio
TEPAOTIO TOIKIMO oV TepthouBavel 2D kar 3D poviéla, veég (textures), nyove, onTika
epé (VFX), scripts kou moAAovg dAlovg Tomovg mepleyopévon. Ano to Unity Asset Store,
ayopaotnkov To 3D makéta Yo Tovg YopaKTPES Kot TIC oKNVES Kal Ta 2D maxkéta yo 1o
Graphic User Interface tov mayvidio0 g mapovoag Truylakng epyaciog. Emiong ot fyot
v ta Sound Effects kot tn povoikn. Ontikd €pE yia Tig VEPYEIEG TV TOUKTOV (emBEcELC,
Bepamevon) kat TEAOG VEEG kot SKyboxes yio Tig avaykeg tng kébe oxnvig. [3]

O Profiler, givon évo mépo TOAD oNUAVTIKO Kot 16XVPO EPYOLEID TOV EMITPENEL GTOVG
TPOYPULUUATIOTEG VO KOTAVONGOVY KOADTEPO TNV AOS0CT) TOL ToyVId1o0 ToVG. Mmopet va
YPNOOTOMOEL Y10 TOV EVTOTIGUO S10QOP®V TPOPANUATOV OT®G S10pPOEG VUG, oNUeia
CLLEOPNONG OTOV KMIKa, Ko avenopkng Pertiotonoinon. Eniong o Profiler, fonBdet
OTNV GLYKPITIKY] 0EI0AOYNOT| OLUPOPETIKMY EKOOGEMV EVOC TTALY VIS0V Kol Y10l TN CLYKPIoN
™G amdO0oNG LETOED OUPOPETIKAOV TAUTPOPLAOV KOl GUGKELMV.

To ProBuilder, givor éva npodcbeto gpyodeio g Unity, 1o omoio emitpémel 6T0UG
YPNOTEG VA OMpovpynoovy gvkoia kot ypnyopa, 3D emimeda, amevbeiog péoa oto
nepiPariov g Unity. Zvvovaler wa omtikr diemaen (Visual Interface) pe epyaieio
eneEepyaciog Yo ToV YEWPIGUO OVTIKEWEVOV, CUUTEPIAOUBOVOLEVOD TOV YPOUATIGHLOD
kopvoav (Vertex Coloring) ot omdowo avtikewévov (Object Snapping). IToiv
onuavtikd gpyodeio tov ProBuilder, sivar kou to UV Mapping, to omoio mapéyst évov
TPOTO  XOPTOYPAPNONG TMOV GUVIETAYUEVAOV €VOC TPIGOAGTATOV OVTIKEWEVOL Yol TN
dnpovpyia xopT®dV VENG KoL POTOC.

To Particle System, sivaw éva yapaktnpiotikd tng Unity, mov ypnowyonotgitol yo
onuovpyia €9é, Om®g POTIL, vePO, Kamvo kot GAa. Ot TPOYPAUUOTIGTEG Umopohv va
YEPOYOYNOOVY TIS TOPOAUETPOLS OV Otvel 1o cOOTNHA aVTO, O Tto0 PEYeBog TV
ocOUOTVOIOV, TO YPOUL, 1 TOCOTNTO KOl 1 TOLTNTA TOVG, Yo VO SNUIOVPYNGOLV TO.
KATOAANAQ OTLTIKA £QE TTOL YPEALOVTOL GTNV EKAGTOTE TEPITTOON.
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2mv napodoo TTuylokn epyacio, Oo emenyndel ota endueva KEQAAOLO 1] XPTOT TOV
TOPOTAVE® EPYOAEI®V KOl TO ATOTEAEGILOTE TOVC.

2.5.2  Game Objects

Ta Game Objects givar To o onuavtikd dopukd otoryeio tng Unity. Avtirpocwrebovv
oA o oTOKElDL TOV GUVOETOLV €va oY VidL, OTWC YOPOKTNPES, OVTIKEILEVA, CKNVIKA,
KAUEPES, PMTA, MYO0VS Kot ToAAA aAAa. Kabe Game Object éyetl otoyeio (Components) mov
YPNOLOTOOVVTAL Y0 VoL OPIGOVV TNV EUPAVION, TNV CLUTEPIPOPE KOl TIG WOLOTNTEG TOV
avTikelévov. Avtd ta otoryeio pmopovv va mpooteBovv, va  apapebovv kol va

eneEepyastohv avaloya Le TO £100¢ TOVE. TNV 0vGio OAN TO OVTIKEILEVA GTO TTayvidt etvar
Game Objects. [3]

2.5.3 Prefabs

Ta Prefabs, eivar emavaypnoyomoodpeva Game Objects, mov amotedovvtal omd
otoyEio OM®MG UOVTEAQ, OMOCTAGUHOTO TXOL, SCripts kot GAla, Kou pmopodv vo
xpPNooTomBodv Yo T Ypryopn onpovpyio ToAAOV avtypdemy, pog kot 0o popaloviat
T1G 101€C 1010TNTEG TOV EKACTOTE TPOTLTTWV. [3]

2.5.4  Scriptable Objects

‘Eva. Scriptable Object, sivor évag tomog otoryeiov tng Unity, mov emrpénel v
amofnkevon  dedouévv KOl TNV TOAD €VKOAN TPOMOTMOINGN TOVLG OMO  TOVG
TPOYPAUUATIOTEG. MTOopovV va amodnkeutovv Kot v emavoypnoipomomfody, yopic va
amotteiton wapéuPacn Eoavd amd Sscripts — kmdiko. H dadkacio owth éxel kavel ta
Scriptable Objects, tov mo dadedopévo Kot ypryopo tpodmo amobnkevons d60UEVOV Kot
eneepyaciog Tov TiHdV Tous. [3]

2.5.5 Mortipa Hpoypappatiopod (Programming Patterns)

Programming Patterns ovopdalovtal ot AVGELS 6€ KOG TPOPANUATA TOV APOPOVY THV
avantuoén kodwa. Ta Patterns ovtd etvor emavaypnoipomomoo, oAAd dev  glvan
ocvykekpipévol aiyopiBuot. Tlapéyovv pa yeviky mpocéyywon yww v emilvorm evog
TpoPALaTOC KabmG emiong Kavouy Tov Kmdka 1o aveEaptnto kat apbpmtd (modular).
Etvor moAd onuoviikd ot kddikes, ite a@opovv moryvidw, eite GAAeS ePapULoyES, va
yopilovial og SEOPETIKO KOUUATIL TO. Omoio. Vo UIopovv vo. ypnoiponomBodv Kot
apydtepa. oty ovamtuén evog dAlov Aoyopkov. Tétoww Programming Patterns
noapovclalovon mopakdato. [4]

To Singleton Pattern, dioo@aAiler 611 dnpovpyeitar pHovo £va ovtikeipevo piog
GLYKEKPIUEVNC KAAONG, TapExovTag Eva Lovo orpeio mpdcPaons oe avtd.

To Factory Pattern, mapéyst évav opyoavouévo kot dounuévo tpdémo dmuovpyiog
AVTIKEWEVOV, YOPIG TOV aKpIPn TPOGIOPIGUO THTOV TOL AVTIKEIUEVOD.

To Observer Pattern, emitpémel 6To AVTIKEILEVO VO LTOPOVY VO EYYPOPOVV Yol VO,
gomomBovv dtav cvpPaivel Eva yeyovog.
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To Model-View-Controller (MVC) Pattern, ypnoionoteitor 0tav LVIApYEL OvVAyKN
S OPIGLOV TOV dEFOUEVMV KOl TNG AOYIKNG MO EQAPUOYNG OO TN SIETAPT| YPNOTH TNG.

2.6 Mixamo

To Mixamo, givat po nAektpovikn vanpeoio 3D kivnong yapaktipmv, n omoia Tapéyet
OTOVG YPNOTES EVaV YPNYOPO KOl EDKOAO TPOTTO dMpovpyiog animation vyning Todtroc.
Me to Mixamo, ot ypNoTeEG UMOPOLV VO TPOGOPUOCGOVY TOVG YOPOKTHPES, VO TOVG
Covtavéyovv pe pio BrpAodnkn kvicemv Kot va toug e£dyovv yuo d1kn tovg ypron. H
vanpecio avtn ypnoomomdnke pe Tpomo wov Ba eENyndel mapakdTo yio YopoaKIMpeS, ot
omoiot dgv giyav Ta amartovpeva animations wov ypeidlovtay yio to moaryviot. [6]

sssees

Ewova 6: Tlepipariiov g Unity

E3 mixamo

Ewcova 7: Tepipdrrov Tov Mixamo
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3. Me0Bodoroyia Yromoinong
3.1 Ponj Epyaciog (Workflow)

To onuavtikdtepo mov yperdletar n dnuovpyio evog mayvidlon, oOTOE MOTE Vo
vAomombel cGTA KOl HECH GTO ATOTOVUEVO XPOVIKE TAaicLa, givol por KaAn opydvoon
a6 HEPOVG TV OMOLPYDV. IdouTépmc av 0 dnovpyds Tov givat £va ATopo, 6oV TPETEL
va avarapet o koupdtt tov Design alAd kon tov Development, tote 1 opydvmon, givat to
AAlpa kot o Quéya.

[Ma v opydveon g mapovcas TTUYINKNG EPYACING, XPNOLOTOMONKE TO TPOYPOLLLL
Fork. Eivar éva dmpedv katl avorytov kmdko mpoypappo Git Client. TIpooeépet o
SIEMAPN Y10 TOVG YPNOTEC, OTOL UTOPOLV Vo dtyelplotovy evkolo ta Git Repositories
myoiov kddwa. Avtd to Repositories, copneptilappdvoov Oleg I aAlayéc mov Eyvay
OTOV KMOKa, 6TAd10, Ko decuevoelc aarayov (Stage and Commit Changes), dtakAaddoelg
Yo SWYOPIGHO TV 6TAdI®mV Kol GAAN TTOAAG yopakTnploTikd. Me amhd Adylo, emTpénel
GTOVG YPNOTES VO, OPYOVMDVOLY TOV KOOIKO KoL T1 SOVAELL TOVG, TOV £XOVV GLVOEGEL HECEH
GitHub, ka1 va 6ovAevovv o ac@aleic, evvomdviag Tmg av cLUPEl KAmolo Aabog, pmopei
TOAD €0KOAQ VO O10ypOPOVY Ol OAAXYEG TTOV TO TPOKAAEGOV YWOPIG KATOWL ETPPOT| GTO
Baowd pdtlext. A&iler va onuewwbei 611 o Fork, ypnoonoteiton teptocdtepo petald
opdd®V oV d0VAEVOLV pall, DoTE Vo, GLVOEETOL TO KAOE HEPOC TNG OOVAELAS TOVG GE £val,
€0UKOAO, OPYOVOUIEVO KOl YPYOPOL.

Ewova 8: Tepipdirov tov Fork

Mo v avantuén g epyaciog vIPYAY APKETA GTASLN, 0OVTMOG MOTE VO OAOKANPmOEL.
2thdw OTMS, 1 KOTOypaen NG 10éag, To prototype mayvidl, n onpovpyio Tov Poactkod
Ty vid1o0, To ypoeiko nepipdirov ypnotn (Graphic User Interface — GUI), to Tt povtéia
xpeWLovVTay yio TG OKNVEG, MOt Kol emmALoV €€, Kol TEAOG 1 cOvdeon Tov prototype
oy Voo 6to Paciko, pall pe Tov EVIOTIGUO GPUAUAT®V Kot TN BeATioTomolNn o).

Apywd othoo, OTmG Ko o€ Oha To mayvioww, sivor n katoypaer] g Wéas. Eyd
Katéypoya TV 10£0 LoV Yol TO TToyVidl 6€ €va XapTi, OTOL Kol Glyd GLyd £Ypapo TOVG
KOVOVEG KOl TO GUGTNHOL LLayns. MOALS giya 6Ao To gameplay oto xépia pov, oképtnka pio
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Baokn otopia Yo va GUVOEETOL LE TO GTLA TOL T VIS0V, omd ¥ Eekivdel o maikTg,
OV TIPEMEL VO TEAEUDGEL KO Y1LTi, OVTMG MOTE VO, EYEL VO KIVITPO VoL GUVEYIOEL.

Emedn 1o moyvidt autd, givot kot To Tp®TO TOV OTIYVE €€ 0OAOKANPOL amd TV apyN,
onuovpynoa €va prototype mayvidt. ‘Eva prototype, sivatr oty ovcia 10 moyvidt otnyv
TOAD OmAY] €K300T TOV, TO OMOi0 TEPLEYEL LOVO TOVG Pacikohg pNyoviopovs, Ywpig
yopaxktpes kor €pé. Exel ytiommke 10 HEYOAVTEPO TPOYPUUUATIGTIKO KOUUATL TNG
epyaoiag. O Adyog dnuovpyiag tov, NTav 0 evtomicuds AaBdV 6Tov Pactkd KOSKO TOV
Ty VIO10V, YOPIg va emevovbel xpOVOG 68 GKNVEG, LOVTEAL, POTIGUOVG Kot GAAN YPOPLKH
oTotelo. ZUVENMC, OTAV 0L GKNVECS, Ol YOPAKTNPES KoL TO YPAPIKO TePPAALov NTav ETolua,
to1E Eyve M Evaon tov prototype oto Pacikd mpdTlekT.

-
-
-
-
-
=
-
-
-
-
-
o
"
Pack

Eucova 9: To Prototype TIpotlext

2 oLVEKELN, TPOYDOPNOO OTN dNUovpyion Tov Pacikod TPOTleKT, 0VTOE MOTE Va
oTorytel M OlEMOPY] TOL YPNOTH, CUUTEPILOUPAVOUEVOV TOV EMTEOWV TOL TOLYVIOLOV.
Aol oyedidotnke M pon TOv peEVOV, 1 omoio Ba avaAvbel moapakdtw, oryd oryd
onuovpynnkav Kot to eminedo Tov ToVIOOL. e avTO TO onpeio avétpego otnv
NAEKTPOVIKY ayopd tng UNity yio Tig ayopéc TV omattoOUEV®Y LOVTEAMY KOl VITNPEGIDOV.

Ao o Unity Asset Store, tpoun0evtnka 6Aa ta 3D mokéta mov peldoTnikay yio. T
onpovpyia TV oknvav, Toug 3D yapaxtipeg yio to maryvidl kot ta 2D otoyeia yo ™)
demapn tov ypnotn. Eniong kdmowa Particle Systems yio ta €€, xovg cvotipoTog Kot
povokn kot téAog SKyboxes kat vepég, 0mov vanpye EMAEWYN. AVOADTIKG TO. LOVTELD TTOV
ayopdotnkav Bpickovtar 6t PiAtoypagiky] onpeinwon 6to T€A0g TG avapopig.
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Ewova 10: H niektpovikn ayopd Unity Asset Store

[TAéov pe TiIg TeAIKEG OKNVEG €TOLES, Kot a@ol £ym KATOANEEL GTO 7Ol HOVTEAQ
avVOAOYOHV GTOVS YUPUKTNPES TOL TTALY VIS0V, KOOGS Kot TO TEMKO Ypapikd TEPPAALOV Y1
) dlemapn xpNot, NPOe N otryun yo va cuvdebei to prototype mpdtlekt pe to focikd g
TeMKNG epyoaoioc. H petapopd OAmv Tmv SCripts kot tomv unyavicp®V, amottonos 1010itepn
TPOGOYN KOl AETTOUEPELD, OVTMG MOTE Vo, Un Yobel kavéva apyeio.

Télog vyio TV OAOKANP®OTN 1TNG €PYACiaG, mPayHaTomomOnke Mo Olodtkaciol
OTOGPUALATOONG Kot BEATIOTONTOINONG TOV UNYAVICU®Y TOL TOLVIO0D, 0VTMOG MOTE Vo,
dwbétel T peyaAvtepn dvvor arddoon. H dwdikacio avthy Oa avadvbel ota mopoakdtm
KEQAAoUOL.

3.2 Awaypappata Porg Ateraging

H mopovca mruyoxn epyacio, Paciletor oe ceviplo mov pmopel vo akolovdncel o
xpNoTNG, YW T omoio &yovv ypnmowomonbel Swypdupoata pong. To moapaxdTm
SWyPALLOTO OTEKOVILOVY TO TG 0 XPNOTNG LITOPEL VO AAANAOETOPACEL UE TIG OIETAPES
Kot 11 akoAovBieg Tov oy Vd1oL KaTd TN ddpKela TAoNynong Tov. Ta daypdppata ovtd
dnpovpynOnKay L T ¥pNon Tov niektpovikol epyaieiov SmartDraw [10].
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Panel PuBpioswy Borfeiag | 'Egobog |
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T Avorypa

Action Guide; - >

[ACTION GUIDE BUTTGN]l NAI
[BACK BUTTON]

Avoiyel To Action
Guide Panel

Ewéva 11: Adypoppo Porig yio tnv mAonynon tov ypnotn ot demagpn (Mépog A)

O xpnotg avoiyel To Toyvidl, Kol LOVo TNV TPMTN GOPA NG eKKivnong, eppovileTo
N EIG0YOYIKN OKNVY Yo TV o ynon g otopioc. MOAG TEAEUDGEL 1) E10aYWYN AOUTOV,
avolyel To KEVIPIKO HEVOD. XTO KEVIPIKO HEVOD, 0 ¥pNoTNng umopel va mhonynbei oto
oy viol pe téoogpa kovumd, v ekkivinon (START), tig emhoyéc (OPTIONS), v
BonOeia (HELP) ko tnv é€0do (QUIT).

H exkivnon Ba avaivOel mopaxkdto. Ocov apopd 10 Kovuni emAoyndv, Oa avoilet
otov ypnot évo panel, oto omoio, av embopel, pmopei va aArGéel TV modTNTO TOV
ToLVIO00, KAODS Kot TNV £VIOGT TV NY®OV GUGTHLOTOG Kol TG LOLGIKNS. TEéAog, pe to
kovumni kKheioyo (CLOSE), umopei va Ppebdei Eava 6To KEVIPIKO HEVOD.

Me to kovumi g Porbeiac, avoiyer éva panel pe kavoveg war tips yoo tnv
GTPATNYIKN TOL Umopel 0 ¥pNoTNG v akoAovBnoetl oto mayviol. EmmAéov exel, Ppioketan
Kot €voL KOUUTE-001YOC, oL ep@avilel Toleg KIVIOELS £xEl OOEGILES, O KADE YOPUKTIPOG
™G OpAdag Tov, KaBmG eniong kot TV meptypaen Tovs. Onwg Kot Topamdve pmopel va
mAonynBei Eavd 610 KEVTIPIKO pevoy pe 1o kovuni kKAgioyo (CLOSE) N micow (BACK),
avaloya moto panel givor avoiytd g gkeivo to onpeio.

Télog Y10 T0 KeVTIPIKO pevol vrapyet kot 1 £€0do¢ (QUIT), yua v omoio epwtdtot o
xPNOTNG av givar olyovpog 1 dyL, Yo T0 KAEIGILO TOV Tty VidLoD.
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Ewova 12: Atdypoppo Pofig yio tnv mhorynon tov xpfiotn ot demapr (Mépog B)

Ortav 0 xpHoTNG TOTNGEL TO KOLUTE EKkivnomng, 0o tov eppaviotel Evo panel, pe ta
dwbéoa emineda mov pumopet va maigel. And mpoemhoyn eivarl EexAewdopévo pdvo to
TPMOTO EMNEDO, Kol OTAV TO OAOKANPDOCEL pe emruyia Eekiedmvetotl To emdpuevo. Avtd
yiveton péypt va @tdost 6to teEMKO. A@ov, Aomdv, o xpnotg avoitel éva eminedo, ta
dwBéoya User Interface kovpmid mov givar diobéoipa, €ivar T0 KOLUTE Yo TO KEVTPIKO
puevov (HOME BUTTON), to xovuni wicw ywo ta enineda (BACK BUTTON) kot to
Kovumi g mavong (PAUSE).

Av o ypnomg emAéel eite va miel miocw ot EMiMEdA, £iTe GTO KEVIPIKO LEVOD,
enooaviCetar éva avaroyo panel emPefainong yo mv kdbe nepintwon. Edv dumg matnoet
TNV OGN, TOTE EXEL TPELS EMAOYEC TAONyNoNG. Mmopei, vo totioet v Pondewo (HELP),
OV AVAPEPOLE TOPATAV®, 1| oToia PpickeTol cov S10BEG1HO KOLVUTT Kot EKTOG KEVTPLKOD
pevov. Mropei va kdvetl erovagopd (RESTART), kot va apyicet to mayvidt amd v opyn,
Ko €iong va cuveyicel To mayvidt amd kel mov Ppiokodtav pe to kovpni (RESUME).
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Ewova 13: Atdypoppo Pofig yio tnv mhorynon tov xpriotn ot demat (Mépog I)

EmumAéov panels, epgavilovtar 6tov ypnotn Kot avaAoyo He T0 amoTéEAECUO TOV KAOE
emmEdov. Av vtapéet vikn, aAAd To eminedo dev etvar 10 teEAevtaio, TOTE gpEaviletan Eva
panel pe to avovempévo, GTATIOTIKG TOV YOPOKTAP®V TG OUAdAS TOv, KaOdS Kot £va,
kovuni ouvéyelag (CONTINUE), mov Ba tov odnyfoet micw oto enineda. Av 1o eninedo
etvat 1o televtaio, GTav 0 ¥PNoTNG VIKNGEL Ba TOV ELEAVIGTOVY GuYYapn TP AoYLa, pali
e to kovumi kAgioyo (CLOSE) kot to kovpmi yio véo matyvidl, 0mov Olo to dedopéva Kot
10 OTATIOTIKG StoypdpovTor Kot apyilovv amd v apyn, 1e kKiewopéva to level. Aro v
GAAN av vapéel Nrta, aveopmTong emmédov, eppovifetat To panel g NTtag pe to Kovurmi
v emavanpoonddein (TRY AGAIN), 6mov 10 eninedo @optmdveTal Eava Kot TO KOV
KAgiowo (CLOSE), 6mov yupvaet Tov ypnotn Tiom o710, ETIneda.
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4. Game Design

4.1 Aemtapn Xpnotn (User Interface — Ul)

INo ™ dnuovpyia g demapng tov ypnot (Ul), ypnowonomdnke o Unity Editor. O
CLUVOVOCUOG TV EPYOAEIMV KOl TOV YOPOKTINPIOTIKOV TOV, OT®G KOVUMLA, EKOVEG,
KapPades, kelpevo Kot moAAA GAlo Bondnoav 6To Vo PTIoYTOVV OAEG Ol OKNVEG KOl TO
HEeVOL, 6oTA Kot opyovouéva. H eppdvion kot n aistntikn tailovy modd onpoavtikd poro
Yl TO0 OGO EAKVOTIKO pmopet va yiver éva mayviot. [opaxdtw Oo avarvBel d1e£odkd 1
ddkacio oyedioons OAMV TOV GTOXEIMV SIETOPNG Hia TPOG piaL.

411  Zknvii Eweoyeymg

Mo eloayoyik] oknvi, mopeyel Evav eEAPETIKO TPOTO Yia va ponbel o xpnotng oto
mayviol. Anpiovpyet v 1otopia Kot TNV ausOnTikn Tov Toyvidlov kot fondd Tovg ypnoTeg
VO, KOTOVONGOVV TOVG 6TOYoVG. Atvel, emiong, pio yebon yuo Ta YpoPikd, Toug NYovsg Kot
NV aTUOCOOPE. TOL TOYVIOWD Kol KATO GCULVETEW ONUIOLPYEL TPOGHOVH Yo TO
enepyOUEVO ETITESN KO TO TEPIEXOUEVO.

IMa 10 mayvidr g mapodoag TTVYKNAG, 1| OKNVH E100Y®YNS, TEPAAUPAVEL oAl
otoyEio OTMG, M TEPYPOAPN TNG 10TOPIOG HECH O OLPTYNONG KEWWEVOD HE VTTOTITAOVG,
GUVOOELOUEVT OO LOVGIKT LITOKPOLGT TOL TAPIALEL GTNV ALCONTIKY.

THE PEOPLE LIVED HAPPILY AND PEACEFULLY. UNTIL ONE DAY. AN
ANCIENT RACE OF MONSTERS INVADED!

Ewova 15: Zxnvic Eloaymyng (Ztrypotono 1)

THAT'S WHEN A BRAVE TEAM OF WARRIORS STEPPED FORWARD.

Ewova 16: Zxnvic Ewoaymyng (Ztypotomo 2)
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Mo v OSwdoyky eUEAVION TV  VIOTITA®V OvOAOYo HE TNV  a@NyNnom,
ypnoonomnke to epyaieio Timeline tov Unity Editor. To Timeline, ivot éva epyodeio
ONUIOVPYLOG KIVIUATOYPOPIKOD TEPLEYOUEVOL KOl OKOAOLOIDOV TTayvididv, To omoio Palet
o€ o ypovikn ypoupu game objects, e@é, fxovc, animations kot moAAda dAla. [7]

© Animation  E Timeline
a4 » Mo [p] O

N E £

Ewova 17: To Timeline tng Txknvig Eloaymyng

210 6e&1d TopaTnPoHVTOL TO KOUUATIO TWV VTOTITA®VY, 1| ETOUEVN GKNVI oL Ha
@opTmHEL pe TO TEPAG TNG EIGAYMOYIKNG, KOOGS Kot 1 apnynon poli pe v Hovotkn. X1o
YPOVOSLAypOULO KEVIPIKG, ¢oivetal Tmg ot vrotitAor (Actives), éxovv tomobetnOsei
Baoer tng aenynong (Intro) kou g povowkrg (IntroMusic). H dwdikacio avty frav
OPKETA OTOLTNTIKY, APOV ETPETE VO UMV LIAPYOLVY KABVOTEPNOELS Kol VO TOPLAEEL O
0MOTOC LILOTITAOG GTO OVTIOTOUYO APNYNUOTIKO KOUUATL, PAETOVTAG TO. OEVTEPOLETTOL
GTO TAV® UEPOC.

Ocov agopd v aenynon, ypnowonomdnke to tpdypaupa Replica. Eivor pio
TAUTQOPUa, Omov pe TN Ponfeta TG TEYVNTAG VONUOGUVIG, EMITPETEL TNV TOPAYWYN
QLOIKOV MOV Kol apNyYNoE®V. XNV ovcio £xel pio Moto omd nbomolove pwvng, Kot
aKOVYOVTOG €va. OElYHO. 0P yNoNg TOVG, EMAEYEIS TOV KOTAAANAO Yo va. apnynbel To
Keipevo mov Ba ypayelc. Mrmopeig va dtahéEelc 1o €100¢ Kl TO GTLA NG APYNONG, YO
€V0L L0 PEAMOTIKO OTTOTEAEGLA, OVOADYMG TV ATUOGPOIPA TTOL OEAELS VO TPOGPEPELS.

Al Voice Actors

Q;w} Akin (Beta)  Young Adult (18 - 34)  Nigerian

Qm Alex (Beta) Adult (18 - 34) | A

Ewcova 18: Replica — Keipevo og Opuhia
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412 Xyediaon tov Mevoo

"o v oyedioon Tov pevoy Tov Toyvidlon, ypnoyomomdnke éva makéto g Unity
[14], ywo ™ demaen], mov meplapPdver ewdveg ya kovumid, backgrounds, input fields,
neptypaupoto Ko dAlo. Emiong, ewdveg ya ta levels, Bynkov petd t onpovpyio tov
K@0e emmédov, pe 6KOmd 0 YPNOTNG Va. £XEL Lo 10£0 TOL TG EVOL 1 ATUOGPALPO TNG LAYNG
nov el va Eekvnoetl. EmmAgov ewovidia yio o pevon fonfetog mov apopodv TIC KIVAGELS
TOV €KAGTOTE TaiKTY, UKo omd dAlo makéto tng Unity [21], mov mepiéyet udvo tétota
ewoviown pavtaciog (PA. Ewova 22).

o mv ypappatooepd, onuovpyndnkav Color Gradients by 4 Corners, ®ote va
dMOOLVV PEYAAVTEPT EUPOOT OTO Kelevo, kabmG Kot Yo vo eVioyHGOoVV TNV aTUOCPUPa
TOV oY VIO100. XTNV 0vaGia, ivot po 6TadKN OVAUEIEN HETOED TECTAPOV YPOUATOV, GE
onTIKA dlakpitég evotnres. [To ovykekpuéva to ykpt color gradient, ypnowyomomOnke yio.
TNV KEVIPIKN YPOpUaTooelpd tov moyvidod (PA. Ewodva 20), to ypvcod gradient, yio ta
otatotikd Tov Level Up kot tov panel vikng (BA. Ewova 34), evd 10 KOKKIVO-Lodpo yio,
1o panel Nttac (PA. Ewova 37).

Four Corners Gradient
2 #FFBEOOFF
X #FF7A00FF

Ewova 19: Dark Fantasy GUI Ewova 20: Color Gradients tov keiuévov

[Mopoxdtom eoivovtar to. panel dlwv twv pevod tov mayvidlv, Eekvavtag amd To
KEVIPIKO LEVOD, KOl TEPVOVTOG OTASIOKE amd OA Tar kKovpumid kot ta panel wov épyovtat
apov Toatnfovv.

C Y7 NDDTTIDTTITITYT A NTTINCO

START
OPTIONS

HFIP

OInT

Ewova 21: Kevipikd Mevon
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HELP HELP

ACTIONS GUIDE / ACTIONS GUIDE /

£ THE GOAL IS TO FIIMINATE THF F / THROUGHOUT THF I FVFIS &

PLAYER “TIONS TYPE X ESCRIPTION

q MFLEE ATTACK
(1

! - HEAT HEAT SPETT
Y]

RARNFT

£ TS YOUR TFAMS TURN FIRST AND THFN THF FNFMY'S &

£ CHOOSFE YOUR STRATFEGY TO ATTACK THF ENEMY OF YOUIR PREFFR ENCFE OR TO HFAL FITHFR &
" YOURSFIFOR A TFAM MATE

TRIKF RANGFDSPFIT

£ KEFP IN MIND THAT YOUR ENFMY OFTEN CHOOSES TO ATTACK THE WEAKEST ONF OF YOUR &

TFAM TAB

£ EACH PIAYFR CHAR ACTER TEVFIS 1P RY 100 HP. FACH TIME HE GAINS 70 XP & = HEAL

¥ SPLATTFR
£ ASYOU TEVEL UP, YOUR TEAM AND THF ENFMTES ARF GETTING STRONGFR &
2 SLASH MEIFE ATTACK

STABR MEIFE ATTACK

STAY STRONG TO REACH THE LAST LEVEL AND ELIMINATE EVIL
ONCE AND FOR ALL

HEAT H PRI T

KNIVES 3 ANGED SPEIT

' CIOSE ¢

Ewoéva 22: Mevod Bonbeiag — Kavoveg kot Tips Ewova 23: Mevod Bonbelag — Odnyieg Kivncewmv

OPTIONS

MUSIC
ARF YOU SURE YOU WANT TO

QUIT? SYSTEM SOUNDS

QUALITY

I CLOSE *

Ewova, 24: EmPepainon EE6d0ov Ewova 25: Emloyéc Ioyvidion

Eppabivovtoag oty vAomomon Tov Hevov, vanpye apketn enegepyacia Yo To TEMKO
QOTEAEG O, TTOV (QOIVETOL TOPOTAV®. APYIKA VO ETICNUAVOVUE TOE TO Topomave panel,
EQATTOVTOL TAVM OTO KEVTPIKO UEVOD, Kol eUPOvIlOVTOl LE TO TATNUO TOL OVAAOYOL
kovumiov. To kabe panel, £ywve pe cuvdvacud dvo ewdvov. H Bacikr, eivar pio podpn
ewova yo o backgound, e evepyomomuévn ) dopdvelo g v, ELAYIOTO TOGOOTO, TOGO
wote va eoivetol ové 6To eOVTo T0 KeVTpKd pevov. H devtepn ewcova £xel va KAVEL Le
10 ecmTEPIKO panel mov kpatd Tig TANpoPopies yio kabe pevov, eite awTod givarl KOLUTMIE,
elte amAo keipevo.

Extoc tov keévov, dhlo ototyeia mov cuvtélecav otn oyediaon avutn givor
Kovumid, dropdowns yio, v emtloyn motdtrTag Tov Toryvidwov, kat sliders yio v éviaon
NG LOVGIKNG Kot TV NY®V cvotnpotoc. Edd a&ilet va onpelmbel 6Tt o1 emloyég 610 pevov
emAoy®v amodnkevovrot ko’ oOAn T dipKeln TOL TOLYVIOLOD.

H petépoon ota emdpevo pevod ko enineda yiverar pe  xpron fade in ko fade
out animation, to omoio Oa e&nyndei extevéotepa mapakdtm. T v petdfacn ovt
emiong ypnolonoEital po acOyxpovn TeEXVIKN TG eoptwong g oknvng (Loading), n
omoia. BonBder otn péwwon ypdvov avapovig TV YpNoT®dv petoEd Tov oknvov. H
achyypovn Aettovpyia avt, otV ovcia, eivor pio dwdikacio ¢ omolag 1 ekTéAeon
UTOpEL va Tpoy®pNoEL aveEApTnTa 1 6TO TAPAcKNVIo. Xe cuvovacud e to fade in ko fade
out animation, n texvikn EOPTOONG QOIVETAL TAPUKAT®, otV e€Rynon Tov Scripts (BA.
Ewova 72).
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LOADING...

Ewéva 26: Panel ®optwong Zxnvnig
4.1.3 Xyediaon tov Gameplay Ul

Otav poptmbein endpevn oknvn LETE TO TATN O TOV KOLUTOV eKKivnomng, epeavifeTon
GTO XPNOTN TO HEVOD TV eMEO®V. Ed® mapatnpeiton g pévo 10 mpdto eminedo eival
dwbéopo, pe ta vrworlowmo V0 va eivor KAEWopEVO. EeKAEd0OVOVTAL, HUOVO oV TO
wponyobuevo eminedo tovg keponbel. I'a va moapapeivovy KAEW®UEVO, TA KOVUTIE TOV
EKAOTOTE EMMEOOL €lval amevepyomomuéva, Kabdg Kol otny €kova Tovg Ppioketor pio
emmAéov gwova kAewaplac. Eniong kdto de&ud vdpyet éva kovumi, OTOV LE TO TATNLLOL
TOL 0 YPNOTNG Uopel va el TG 6To KEVIPIKO HEVOD.

IR AVAM ESN

-

FI ATVAILF i MISTALI VIMM

Ewova 27: Mevod Emutédmv

IMa 11c ewcdveg Tov KEOE emmESoL, TpaPnyTNKOV GTIYUIOTLTTO LEGH OO TO O VidL, omd
SPOPETIKEG YMVIES TV GKNVAV. AvTr| 1] dodikacio TpaypaTonomdnke, TepliocdTEPO e
oKkomd v Pertioomn g acONTIKNG, KaBMG Kot Yo TNV TPOETOLAGIO TOV YPTOTH Y10 TO T1
Oa cvvavnoel oty kabe TEPLOYN.

Ou ovopacieg Flatvale, Mistall kot Vimm, expdkeito ywor TG Tpelg evomopeivavteg
TEPLOYES, GTNV 10TOPI0 TOV TOLYVIOOV, TOV EUEWVAV Yo TNV amelevBipman tov Paciieion
amd To TEPUTAL.
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Eucova 28: Etrypidtona yio to Mevod Emmédov

Emniéov otrypudtoma, tpoafrytnkav pe olapopetikd pEyebog ewdvag, MOTE v
xpnooromBodv ot POPT®ON TOL £KACTOTE EMMEOOV. Ta amoteAéopaTo PAivovTol GTIC
TOPUKAT® EIKOVEG.

Ewéva 29: Ztrypudtona yio ) Odptwon tov Emmédmv

LOADING... LOADING...

LOADING...

Eucoveg 30,31,32: Panel ®6ptwong Emmédmv Flatvale, Mistall, Vimm
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YvveyiCovtag pe TN SlEmaP TOV YPNOTNH KATA TN OAPKEW TNG WAYMS, LIApPYEL £val
otafepd Ul, og 6Aa ta emineda. o v meptypaer] g demaenc evtog tov gameplay,
YPNOWOTOEITOl G TAPAdEYUD TO TPMTO emimedo Tov moryvidwY. H oyediaon tov
TEPIPAAALOVTOG TOV TPLOV EMTES®V, AVOADETOL O1EE0OTKA TOPAKATM.

120 /7 120 i AZHUG

SHURR
DY -
1S / 115

120 /120

F

&

Ewova 33: Aenaen tov Gameplay

Bdoet g apiBunong mov PAémovpe ommv Ewdva 33, Ymdpyovv cuvoAikd mévie
KOLUTTIA Y10 TV TAONYNOT TOL ¥PNoTn Kot puOpicelg cuotiuatog. AALY, Tpion KOLUTIA
BAETOVE OTO KATO Kot KEVTPIKO KOUUATL TNG oKNVAS.[23] AVTE T0 KOVUTLA, VTTOINADVOVY
TIG KIVNGELG TOL KABe moiktn kot oAAALoVV, 6& GLVOAMKO aplOUd Kot ELPAVIOT), AVALOY®G
TOV YOPOKTHPO TNG OUASNG TOL YPNOTN, TOV Elval 1 GEPE TOL EKELV TN OTLyUn vo ToiEet.

Ooov apopd To VTOAOITH KOVUTIE TAOYNONG,.

1.

w

Kovuni EEO6d0v, Yoo tqv mAofynon micw o610 KeEVIPIKO HEVOD, APOD TPAOTO
enpaviotei kot to panel emiPefaiovong (BA. Ewova 34).

Kovpuni Ziyaong, yio Tovg (100G GLGTNUATOC.

Kovuni Ziyaong, yo Tnv povok.

Kovpunri ITavong, 6mov pe 10 maINUo. T0L, TO Toryvidl GTOUOTE TPOCOPVE Kot
epoaviCeton éva panel pe emoyég mhonynong-kovpmid (BA. Ewodva 35). Ot
emA0YEg etvan 1o dvorypa Tov pevov Bondetag (PA. Ewdva 22,23), | emavekkivnon
oV oy vdlov pe emPePaionon and tov ypnom (PA. Ewodva 36) kot 1€hog m
GLVEYIOT TOL TTOYVISIOV 010V amA®G e&apaviletatl to panel Twv emAoydv ovtoV.
To tekevtaio kovumi ivar ovtd TG €£600V amd T0 TOYVIOL, TIG® GTO PEVOL TV
EMMES®V. Z0VA [LE TO TATNIO TOV KoLV, eppovifetar panel emPefainonc, o
TePIMTOGN TOL 0 XPNOTNG TO TATNOE YWPIS va To BEAEL (BA. Eucova 37).

O\a to panel mov avaeépnkay, dnpovpyndnkav pe tov id10 TpdTO TOL TEPLEYPAPNKE
OTNV TPONYOVUEVT VTLOEVOTNTA. AVO €1KOVES e Alyn SLOQAVELD GTO YPMULO Y10, TO EPE TOV
fade, ®ote va aiveton akdpo Ticw 1 GKNVY.
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A&oonueioto givat, 0TI 1 po1| NG TAONYNONG T®V HEVOV, TaUlEL TOAD oNUAVTIKO pOAO
oe éva oy vidl, pag Kot o xpnotg Ba mpémel va umopei va puOuiletl kot vo otapatd pe
OTO10ONTOTE TPOTO TN POT] TOL TOLYVISOV, OTOTE EKEIVOG EMOVIEL.

SE
RETURN TO THE MAIN MENU? PAUSED

U RESTART

RESUME

Ewoéva 34: Panel Emotpoenc oto Kevipikd Mevon Ewéva 35: Panel TTpocwpivig Iavong TTayvidiod

ARE YOU SURE YOU WANT TO ARE YOU SURE YOU WANT TO
RESTART? QUIT FLATVALE?

Ewova 36: Panel Eravekkivnong Enuédon Ewova 37: Panel EE6dov and to Eninedo

Amo ta tedevtaio panels mov PAémovpe Katd T didpKeEL TOV TALVISIOD, Eivol ekEival
TOV OOTEAEONOTOG KAOE emmédov, pe Alyo Aoy ta panel vikng kot rtac. Avtd Aoutov,
&xovv onpovpynOei, e cuVOVACUO KEWEVOD, EQE, EIKOVOV, KOl KOVUTIDV.

To panel vikng, ota 600 mpmta emineda (PA. Ewova 38), spupaviCel ta avaveopévo
OTOTIOTIKA TOV YOPUKTHPOV NG opddas, avdioya TS KIVAGES Toug o6to matyviot. [T
GLYKEKPLUEVA, ELOAVIEL TO OVOLLO, TV EIKOVO TOV, TIC KIVIGELG — EVEPYELES TOVL SLoBETOVV,
nali pe ta ovvorkd Health Points (HP), ta cuvolkd Experience Points (XP), to Level Up
keipevo kat ta XP mov kepdnOnkav katd  dwdpketa tng payns. To televtaio eppaviCeton
uNndév, GTNV TEPITTOON MOV O YAPOKTHPAS OV emElncEe KOTA TN dgpKeEw TG Hayns. Oa
d0VE KOl OTNV EMOUEVT VTOEVOTNTA, TMOG TO KAOE €100¢ evépyelng Tov KAOe yapaktnpa,
T0V divel Experience Points, kot g yivetar to level up.

Emm\éov to kovuni Continue, amofnkedel OAQ TO OVOVEDUEVO GTATIGTIKA, YO THV
LETAPOPA TOVG OTO EMOUEVO EMMEDO, KOL EMOGTPEPEL GTOV YPNOTN Tow 610 Mevol
Emmédov.
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VICTORY

RARNFT DHIIRR \ AVERFET
A ‘
LEVEL UP v /‘\ LEVEL UP Ry, LEVEL UP

+ 33 XP + 25 XP + 20 XP
TOTAL: 220 HP, 91 XP TOTAL: 220 HP, 83 XP TOTAL: 240 HP, 80 XP

RE2Q g7 (BIVA

\ CONTINIIE ¢

Ewova 38: Panel Nikng Emnédwov

Amd v GAAn, to panel vikng tov teAevtaiov emmédov SlapEPEL Amd TO
Tponyovueva enimeda. AvTo yiveTal, Log Kot 0 ¥potng £xEl TEAEIMGEL OAO TO Tty vidL Kot
€101 Tov gpaviletal cvyyapntipro unvopa. AEILeL va TapatnpcovUE TOS TO POHVTO TOV
panel avtov givar apketd drapopetikd ce ypdua and ta vrorowo (PA. Ewova 38). Avty
elval pio Aemtopépela, mov mPootédnke yoo vo avadeiEel mwg 10 moyviol oryd otyd
TEAEIDOVEL Kol PE Pdon TV 10Topio TOV, TOG GTASIOKAE ATEAELOEPDOVOVTAL O1 TEAEVTOIES
TePLOYEG TOV Pactieiov.

EmnpocHétmc vdpyovv 600 dopopeTikd KOLUTIA G€ vt TV Ttepintwon. To kovpi
Close, mnyaivelr tov ypnotn wicow oto Mevod Emmédov, evd 1o kovuni New Game,
oypdpel OA0 o 0€dOUEVO TTOL OOONKEVTNKOV KATA TN OPKELD TOL TOLYVIOOD Ko
mlonyel tov ypnot micw oto Kevipikd Mevov. Xav dedopévo mov amodnkedtnkay,
EVVOOUVTOL TO GTATICTIKA TOV TOIKTMV, TO ENIMESO OV glyav EeKAedwOel, kabmg Kol N
2xnvi Ewoaymyng (PA. Ewova 15,16) umopel va mpofindel Eavd.

CONGRATULATIONS!

YOUR BRAVE TEAM BANISHED THE MONSTERS FROM THE KINGDOM:!

YOU HAVE SUCCESSFULLY COMPLETED THE GAME OF CORRUPTED LANDS

CI1.OSF A & " NNJFW GAMEF "}

Ewcova 39: Panel Nikng 6Aov tov TTayyvidion
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Téhog, o panel fttog, eppaviletar o OAa ta emineda, av dev enéAbet vikn. Avto
gtvor To povo panel, mov ypnoonoteiton to koéxkivo Color Gradient by 4 (BA. Ewova 20),
Y10, VO VTOOMADGCEL TNV KATAAANAT OTHOCOOIPO, LLOG KOt Ol YopakTipes dev emélnoav. Edd
BAémovpe to kovpmi Try Again, 1o omoio dev amobNKeVEL GTATIOTIKA Y10, TOVG YOPUKTNPES
Ko EeKva To mayvidt Eava yia tov xpnotn. Télog to kovumni Close, emavageépet Tov ypnot
010 Mevoy Emmédmv.

TRY AGAIN

CTOSF

Ewcova 40: Panel Hrtog Emnédov

IMa v mopandveo viomoinon ™¢ pong OANG TG SETAPNS TOV YPNOTH, YPELACTNKE
EKTETOUEVOG EAEYYOG KO GYESAYPALUATO, DOTE VO VILAPYEL o AOYIKT) GHVOEST] OADV TV
otoyeiov tov Ul. Avth eivon kot n vmoypémon evog Game Designer, n oyediaon tov
TOLVIOL0D LE TOV MO PEATIOTO TPOTO, GTOXEVOVTINS GTNV KOADTEPT EUTELPIN TOV YPNOTH.

4.2 XapokTpeg

O1 yapakTApeg TOL TaVISI00, elcdydnkav and éva mokéto g Unity [18], o omoio
nephopPaver ta 3D povtéda, pe materials kot veéc, kabdg kat To animations mov dabétet
10 KGOg €va.

421 Ep@eavion kot XopoKTnpioTiKa

To kBe Tp16d186TATO HOVTEAD YOPOKTNPA, UTOPEL VO TPOCUPUOGTEL e OLOUPOPETIKA
poOya kou agecovdp, mov va topralel oty aentikn tov moaryvidov. ‘Exovtoag v
KOTAAANAN cLALOYN SoBéoiun péca 6To maKETo, 1 ELPAVION TOV KAOE YOpOuKTHPa TEPLEYEL
XOPAKTNPLOTIKA LayNG, OTwg OTA, TavomAies kat povytoid, To onoia eivar tomobeTnpéva
e T€T010 TPOTO MAV® 670 KABE HOVTELD 0VTMOG (DoTE KOTd TN dtdpKelo, Tov animation, va
VILAPYEL £VaL AOYIKO OMOTEAEGLO, LLE TNV KIVNON TOV pOLY®V KOl TOV OTAMV V. akoAoVOE]
v Kivnon tov ikt (BA. Ewdva 41).
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Ewova 41: Tlapaderypo — Apytkd LOVTELO KEVIPIKOD YOPAKTHPO, VS, TEMKO

Me v TpocOnkmn ToL POVYIGHOV, TAEOV O YUPOUKTHPOS TOPLALEL TEPIGGOTEPO GTNV
awoOntik] tov @ovtaotikod koécpov. H idw dwdwacia €ywve yio OAOLG TOVG
YOPOKTAPES TOL TOLYVIOOV, KEVIPIKOVS Kol €XOpKovg, HE TO OMOTEAECUOTO VO
eaivovrtal Tapakato (BA. Ewkova 42,43).

< Front

| B

<Front
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422 Ul Xapoxktpov

H demapn ypnotn Yo Toug ¥ apoaKTipes, mepthappdvetl évav kopBd o oroiog eivat TuTOL
world space, pog kot ot kappadeg eivar Tpokabopiopévol oty emhoyn Screen Space.
"Evag world space xapfag, etnpedletor omd Tov @oTIoud Kot Ty KApepa, Tpayuo To 0moio
ypewlopaote, 510t BELovE 0 KOUPAS va gival TPOGKOAANUEVOG GTOV YapOKTHPO Kb’ OAN
™ S14pKELD TOV TOLYVISIOV.

O xopPac, mepiéyel To dvopa Tov kKabe yopaktnpa, Kabmg kot Eva TAaiclo YOpw tov,
10 omoio Ba epeaviCetanr otav &xer €pbet n oepd tov. Emiong, po undpa vysiog mov
AVTITPOCMOTEVEL TNV KOTdoTaon vyeiag Tov yapaktipo (health points), to omoia peidvovtot
o€ mepintmon mov 0éxetal emiBeon Kot avEdvovion 6€ TEPITTMOT TOL BEpaTEVETAL.

Ao éva otorgeio demapng, mov dtakpivovpe mapakdto oty Ewova 44, sivon éva
mpdcivo emimedo otn  Pacn tov  yopoktypa. To eminedo owtd, eivor TAvTO
OmEVEPYOTTOMUEVO, Ko eRPovileTon povo Otav o Yapoktnpog emheyel yioo v ypnon
KATO10G EVEPYELNG ATTO TOVG KEVIPIKOVS YOPAUKTIPES.

% Warrior

Ewova 44: Zrorgeio Ul Xapaktipa

‘Eva axdun otoygeio diemapng, sivan o panel pe tig evépyeteg, mov éxovv dwbéoiueg ol
KEVTIPIKOL YapaKTHPES Katd T didpketo g payme. To panel avtd, epeoviletar 610 KAT®
pépog g kabe oknvig (BA. Ewdva 33) ko emrpénel otov xpnotm, vo emiééel petald
dapopetikmdv gvepyeidv pudyng (battle actions), énwg emniBeon, Oepdmevon kar yprion
LOYIKOV 1KOVOTHTOV. AVIUTPOCOTEVOVTOL OO EIKOVES, TOL OLIEVKOAVVOLV TOV YPNOTH VO
avayvopicel ebkoAa 10 kdbe €100¢, 6e GLVOLAGUO e TO LeEVOD PonBetlag, Tov TEPLYPAPEL
™mv kabe evépyeia Egympiotd. A&ilel va onuembei nog ta battle actions, doueépovy amd
YOPOKTNPO GE YOPOKTNPA, OGOV 0@opd TOV GLVOAKO aplBud, T0o €1d0g Ko Ta
XOPOKTNPLOTIKA.
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4.2.3  Animations Xapaktipov

H «xivnon mov omodidetal 6tovg yopaktipes, 1 aAldc to Animation, mailer woAd
ONUOVTIKO pOLO Yo éva oy vidl, pog Kot eivar Eva and ta Pacikd otoryeio mov divovv
évav Tovo pong kat v aicnon {ong oto mepifdiiov. Bonbovv 6to va yivel to moryviot
70 EAKVOTIKO OTTIKA, SNUOVPYADVTOS L0l GUVOPTOCTIKY EUTEPIO GTOV XPNOTN.

Ymipyov moAld animations 5100£o1ua 610 TaKETO YOPAKTHPMVY OV XPNGILOTOMONKE,
OLLMG OKTM NTOV 0VTA TOV YpealovTay yio To oy vidl, o omoia sivor To e&ng.

e Idle, mov eivan to mpokabopiopuévo animation, 6tav o YopPaKTHPOG OV EVEPYEL
HE TO TEPIPAALOV Ko ATAMS GTEKETAL LE pia pukpr| kivnon, cuvinBmg avamvon.

e Run, to animation mov evepyomoteitol 0tov emdeydei n evépyela enibeong oe
KOVTIVI] 0dGTACT), OOTE O YOPOKTNPOS TPEXEL TPOG TO GTOYO TOV.

e Run Back, yw v emiotpoen tov yapaxtpa ot 0éon tov petd omd pio
emifeon KOVTIVIG AmOGTACTG.

e Melee Attack, to animation mov o yopoxtipag TpavuatiCel Tov avtinolo oe
KovTvn omdoTaoT).

e Range Attack, yio tv enifeon oe pokpwvr eupéietn, OOV O YOPOKTHPAG
TapapEVeL 6Tt B€om Tov Kot exteAEl Eva EOpKL.

e Got Hit, mov &ivon o animation mov deiyvel Tov yapaktipo va tpovpatileTol.

e Healing, to animation yia t 6gpdnevon TV YapoKTHp®V.

e Kot to Die, mov eivar to tehkd animation apod Otav evepyomoleitol, O
YOPOAKTAPOG ELPOVILETOL VO TEPTEL GTO TATMUO VEKPOG.

Edd a&iler va onueimBel mwg kdmolol amd Tovg YOpaKTAPES, Ogv giyov OAo TO
animations nov ypeidlovtav yio tn pudyn, ocvykekpuévo to Run Back. I'a va Moo owtd
10 TPOPAN O Ypnoiporoinoa to tpdypoupa Mixamo (Bi. Keo. 2.6).

Apyka Aowmdv, tepinyndnkoe oto Mixamo, mote va fpebdei to katdAinio animation yio
10 Run Back. "Yotepa, tomofBetnOnke 1o Mesh tov yapaxtmpa, oto mepiBdiiov
avanapdotacng animation péca oto TpoOypappe, Kot Hetd and Alya Aentd eneepyoociog
TOV HOVTEAOV, KATAPEPE VO YIVEL 1] GOVOEST TV 0POPDOGEMY TOV YOPUKTPAU TAV®D GTO VEO
animation.

‘Exovtac Aowtov, 6Aa too animations yio Tovg yapoKkTipes, EMPEne va Yivel 1 chvoeon
petalld Toug, MOTE va eREavifovTol ot KATAAANAEG KIVIGELS TNV KOTOAANAN OTLYUn, LE TN
BonOsia tov Animator Controller.

O Animator Controller, givat évo Todd xpHoyo Kot 1oyvpo EPYAAEIO, TOV ETTPEREL TOV
ENEYYO TNG CLUTEPLPOPAS VOGS YAUPOKTNPO 1| OVTIKEWWEVOL GTO T viol. Amobnkevetl )
Aoyn mov TiETON 0O TOV TPOYPALUOTIOTH, TO, aNimations, tnv avtomokpion oto dobsica
dedopéva kot Tnv oAnieniopaon pe GAia animated poviéda. Mg ) ypnotn petafintov
Ko transitions peta&b tov animations, o TPOyPAUUATIOTNG VO, LTOPEl, EOKOA KoL Ypiyopa,
va ghéyEet Evav 1 Kot TOAAOVG YopaKkTpeg pécw evog povo Animator Controller.

Me avtdv tov Tpdmo, Yoo OAOVS TOVS YOPAKTNPES YPNOLULOTOMONKE 0 1010¢ TOTOC
Controller, pog kot 6hot giyav Tig id1eg TEpUTTOGEIS Kiviicemv. Onmg paivetar otnv Ewdva
45, o KOLTAKIO AVTITPOGMAEVOVY TO, OKTM JOPOPETIKG animation-katactdoels, evod ta
Beldxio vrodewkvvovv to transitions, tig petapdoeig dNAadn, OmO KOTAGTOON GE
KOTAGTAOT).
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Entry

Got Hit

Ranged Attack

Heal-Shout Run Back

Melee Attack

Ewova 45: O Animator Controller tov Xapaktipov

4.3 Anpuovpyia Heprpairovrog Maryviorov (Game Environment)

H dnuovpyia evdg mepifaiiovioc matyvidov, givor pio 00okoAn kot ypovoBopa
dwadikacio, Tov amatel cmoTO oYEdCHO, opyavwon Kot okéyn. Ot game designers,
TPEMEL VO GLVOVACOVY TNV 10TOPI0, TOVS YOPOKTNPES, TO OVTIKEIPUEVO KOl TO (PLGIKO
nepPdAiov, OTOL CAANAOETIOPOVV Ol YPNOTES, KOTA Tr OdpKeEwW Tov Tayvidwov. O
OYEOICOC, TPoUTOBETEL TPOGOYN KOl OAANAOVYID TOV TOPATAV®D GTOEI®VY, Yoo £val
EVIVITOGLOKO OTTOTEAEGLAL.

43.1 Iotopio tov Ioyyviorwov

To mpdto Prpa 610 GYEdCUO TOVL TEPPAAAOVTOG, £ival N dnuovpyia pog 1oTopiog.
H 1otopia, mpémel va mapéyet, 6Tov ¥potr, TANPOPOPIES Y10 TOV KOGLO, TOVG XOPAUKTIPES
Kot T kivnTpd toug. Avti, givor o Bepédio Tov mePPAALOVTOG TOL ALY VIO00, KOOMG Kot
amotelel TNV BAoN Yo TV TOPAYDYN TOL PLGIKOV KOGLLOV.

2mv mopovoa mTuyokn gpyacia, 1 e&lotdpnon, yivetor otnv oKV €16AY®OYNS, N
omoio. epgaviCetor poVOo pe TO TPMOTO Avolypo Tov moayvdov (PA. Keo. 4.1.1).
Eppaddvovtag omv otopia, avapépetal oe éva Pacilelo Tov @aviocTikod KOGHOL, TO
omoio katoKTONKE amd TEPOTA KO EKOVOV TOVG KOTOIKOVS VL QUYOLV pokpld. Metd and
POV pio opado morepiotov, e€eyépnkay evavtiov TOV TEPATOV, TOAEUMOVTAS Y10 TNV
avaktmon tov Ateebapuévov Ieproxov (“Corrupted Lands”). ‘Exovtag avty thv otopia,
onpovpyNnOnkay ta tpio ETIMESQ TOV AVTITPOGMOTEVOVV TIG TPELS EVOTOUEIVAVTESG TEPLOYES
10V Boctieiov.

To npmdro eminedo pe dvopo Flatvale, avtimpocwnevet Eva amd To yopid Tov Pacireiov,
Ta KateoTpoppléva OTiTIL Kot 1) KOTESTPAUUEVT eKkKANGia oV mAateia, KoBmG Kot To
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JoTOPTO SIHAVUEVE AVTIKEILEVA GE GLVOVACUO e TOAAG veEKpE aToryeia phong (dévtpa,
Bapvoug, Koprovg), TPochETOVY Evav AmOKOGHOo TOVO Kot TV aictnon g epeimwonc.

Ewova 46: 1° Eninedo - Flatvale

To devtepo eminedo, Mistall, avtikatontpilel to kbotpo tov Pactreiov, To omoio
Bpioketol oe peydAo vOUETPO, avAESH GE Yloviopéva Bouvd. Ot Tpelg Topyor pe v
KEVIPIKY] AN, Kabdg Ko kaAvPeg pe Eexaouéva, amd Toug KaToikovg, aVTIKEIIEVA,
&xovv Tomofetn et pe tét010 TPOTO, MOTE TO TEPPAAALOV VA LOALEL EYKATAAEAEUUEVO.

To tekevtaio eminedo, Vimm, avomaplotd v tehevtaio pdymn, otn oanAld tov
TepdTOV. AQPOV KATAPEPE VO KEPONOEL TO TPONYOVEVO EMIMEDO, UETAPEPOLACTE GTNV
mmyn amd 6mov mponAbav ta tépata. H pdyn eéedicoetar oe KAEIGTO YMPO, Yo THV
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TPOcHNKN TS SPOPETIKOTNTOS OO TIC GAAeS dVO Teployés. XToyyein payeiog e ypnon
kpvotdAiov kot VFX, oe cuvdvacud pe éva andkocpo Bpayddec meptBdilov, cuvhETov
pio €x0pikn aTHOGPALPO, TOL AVTITPOSMTEVEL CLVNOMG Eva TEAKO eminedo.

Ewcodva 48: 2° Eninedo - Mistall

432 ZImtmypora Xyeorwacpov Heprfpdariovrog

Koatd ) onmovpyia tov mepipdArovtog tov mouyviowov. Ilpérel va AnpBovv vdym
HEPIKE GNUOVTIKA GTOYEIDL OYESIOGLOV, TOL OTTO10 ATOVTAOVTOL AUESH. AVTA €ival TO GTLA
TOV oY VIO10V, TO PEYEDOG TOL YAPTN Y1 TO TEPPAALOV KO TO TOGO YDPO KATAAUUBEVOLY
Ol YOPOKTNPESG KO Ta aVTIKEIEVA, PACEL aLVTOV.

To ol mov emAéybnke Yy tov oyedlacud tov “Corrupted Lands”, eivar evog
QOVTOOTIKOV KOGHOV, pe TNV emAoyn Ypoeik®v tomov AA. Ta ypagpwkd AA, eivarl po
TeXviIKn anti-aliasing, mov ypnoionoteitol Yo T SNUIOLPYIO TO OUOADY GKUOV KOl 7TO
PEAMOTIKOV EIKOVOV ALY VIS0V,

To péyebog tov ydptn mepfdriovtog, dev ypedlovtav va givar apketd peydo, pog
Kot T0 €100¢ Tov oy vidov dgv givor eEgpevvnong aAld otpatnyne. Me v Kdauepa
Aowmdv, otabepn| o€ Eva onpeio, 1 TOTOBETNON TOV AVTIKEWWEVDV, £YvE UE PACT TO OTTTIKO
™ medlo, €yoviog ®G omotéAecpo Evov  pIKpO oxeTikd xdptn. Ot yopoKTipeg
tonofetovvtal 6 éva xdpo 15 X 151., umpootd oty Kapepa, e TOV VITOAOITO YMOPO TNG
oKnvNig va givat yopw oto 100 pétpa, tov omoio KataAapPavouy to VIO AVTIKEIEVOL
nov Ppickovior 6Tov EOVTO.
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101)

Ewova 49 : Katoyn 1°° Emuédon

EmévaSl : Kdaroyn 3°° Emnédov (EEmtepikd koppdtt 6mmAtdg)

4.3.3 Xrtoysio ko Prefabs mov ypnoypomonOnkay

H onpovpyia tov puoikov mepifdrioviog tov kébe emmédov, mepthappdvetl otoyeia,
6mmg 3D povtéda, £dapog [20] kar skyboxes [19]. H tonobétnon tov aviikewévov, pénet
va yivel pe T€To0 TPOTO, OCTE VO £XEL VONUA PE TO GYXEOOGUO KOl TV 10TOPiol TOV
TOLVIO0V, CAAA KoL TOVTOYPOVA Vo, EVIGYVEL TNV gumepia Tov maik. Ta otoyeio owtd,
ayopdotmkoav and to Unity Asset Store kot avopEpovTol avVaALTIKG TOpUKATO.

4.3.3.1 Prefabs lIpatov Emaédov

101)

INa 10 puowod mepPdirov ToL emmédov ypnowonomnkav prefabs amd dHo
drapopetikd Tokéta tov Asset Store [16] [17]. Tlepiéyet omitia, dévipa, Bpdyovg Kot TOAAG
Ao Mepikd amd avtd mov ypnoorombnkay eaivovrotl otnv Ewova 52.
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Cathedral Beta_ModeLA

ek Backaround_Pla ock_1A2 Back ind_Platform_Rock_1A4
Previewing 12 of 12 Objects

Ewova 52: Mepikd, and to, Prefabs yua ) oxnvi Flatvale

4.3.3.2 Prefabs Agotepov Emumédov

IMa ™ dnpovpyia Tov 2°° emmédov, Eva TOKETO NTOV AVTO TOL YPTCLOTOWONKE Ao
10 Asset Store [15]. TTepiéyel évo OAOKANPO KAGTPO WE TOPYOLS Kol KTHPLOL, UECOIOVIK
avTIKEipEVA EMOYNG, OTMG TETPIVOVS POVPVOLGS, Tpaméllo Kol KaAvPeS, kabmg Kot fouva
v To eOvTo. Mepikd amd avtd gaivovtal oty Ewkdva 53.

wallouter_10m Kitchen_prop_f wood_loas barrel_broken_b

chimney_kitchen Buildina01 wheelbarrow Building02 mountain_a fireplace

woodhut_a viocodhut_b pro od_ weaponholder Building04

torture_gear_f val_outer_10m_angle_: val_outer_10m_anale_t wall_outer_1 "

wall_outer_10m_up

Ewova 53: Mepwd and ta Prefabs yw t oxnvi Mistall
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4.3.3.3 Prefabs Tpitov Emzmédov

Téhog, Yo 10 televTaio eminedo, ypnoponomdnkav tpio mokéta amd to Asset Store
[17] [22] [28]. Tlepihapupdvovv Ppoxdoelg em@Aveleg Kol YKPEUOVS, KPVOTOALOVC,
aAvcideg, kabmg kot 2 materials. To éva material avamapiotd o vepd mov vadpyel 6N
oKNVN, EVO TO deVTEPO, TO £00.POG TN OTINALAS. Evdektikd @aivovtot pepikd otnv Ewova
54 mapokdTo.

Previewin: g 12 of 12 Objects

Ewova 54: Mepwkd and ta Prefabs yio t oxnv Vimm

4.4 doTiopdg

To cvomua poticpod ¢ Unity, emtpénet T dnuovpyio peoMOTIKOV Kol SUVOUK®OV
epé ewtoc. TlepthauPavel ) ypnon mnydv eotiopov, dmwg Point Lights, Spot Lights,
Directional Lights and Ambient Lights. To c0otnpa avtd, ENTPETEL GTOV TPOYPOLLOTIOT,
va gAEyyeL TNV €vtaon tov KdBe pmTOg, TV EUPEAELD TOVG, TO YPOUO Kot TOAAL GAAQ.
I'evikdtepa TOoV TPOTO pe TOV 0010 AAANAOETIOPOVY TOL PMTO TG GKNVIG, LE LOVTELD Kol
avtikeipeva mov Ppickovtan Héca Ge oVt V.

Yndapyovv d0o emhoyéc potiopov, real-time lighting kot baked lighting. O real-time,
INAAdN POTIGHOG GE TPAYUATIKO YpOvo, €ivor avtdg mov mpokabopiler n Unity, ko
oNuaivel Tov VITOAOYIGUO TOV PMOTOG KAbE Kapé. Amd Tnv GAAN TAgvpd, o baked pwtiondc,
voAoYileTOn OO TOV TPOYPOLUATIOTY, TPV KOV 0 ¥PNOTNG TaiEEL TO oy vidl. ZTnv ovoia
kavel bake to textures, dmuiovpymvtag lightmaps, ta omoio givor yépteg emTOS TOL
EPATTOVTOL TTAV® OO OAOL T OVTIKEILEVA TNG GKNVIG, AmoONKeELOVTAG £TGL OO TTPLV, TTMG
OAANAOETOPA TO KAOE AVTIKEILEVO e AVTO TO £100C POTIGLOV.

O potiopog mov eméydnke yuo To moyvidl, ivor o baked, piog kot n amwoddoon Tov
oy VIO, €tval TOAD KAADTEPY GE GYECT UE TOV QOTIOUO GE TPOUYUATIKO YPpOVO.
[Tep1ocoTEpeg AemTOUEPEEG YOO TNV OOJ00T| pHE PACT TOV QOTIGHO, TEPLYPAPOVTIOL
nopakdto (BA. Keo. 5.2).[3]
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IMa T1c oKNVES TG TTLYLOKNG EpYOTiaG, Ta 10T TNY®OV E®TOG OV TomoeTHONKaY, givol
ta Directional Lights kot ta Point Lights. Directional Lights, 1 oaAldg ¢dta
KATELOVVOEWMC, OVTITPOCMTEVOLY IO HOKPWVY YN @OTOS, OTmg o0 MAloc. [lapdyovv,
ONAadn, TapdAinies aktives, Tov tagdevovy Tpog pio Katehhvven Kot ¥PNeUYLOTOIOVVTOL
Y. TNV TPOGOUOI®GCT QUOIKOD QmTIopov. Xe avtifeon pe to Point Lights, ta omoia
EKTEUTOVY QMG OO EVa LEV ONUETLD, OAAG TPOG OAEC TIG KaTEVLOVVOELS. XPNGIUOTO0VVTOL
TEPLOGOTEPO, Y10 TNV TPOGOUOI®GT POTOC amrd Adumec. [3]

4.5 Ontwka E@é (Visual Effects -VFX)

Ta Visual Effects, givar e1dikd @€, 0nmg couatiown ko trails, yo thv avorapdotacn
PEOAMOTIK®OV eKpNEE®V, POTIES, VEPD, OUiYAT, KOTVOLS, Hoyikd EOpKIo Kot TOAAN akou.
XpNoomooHvtol ot TEPICCOTEPA  TOLYVIOL TAEOV, HIOG KOl OMUovpyovv €va
kaOnhotikd mepBdiiov, 10 omoio PeAtudvel TV ooHNTIKN Ko ONTIKN TAELPE TOV
mayviowv. Emiong evioyvouvv v avtiinym tov xdpov Kot Tov ¥pdvov, Kol UropovV vo,
OMUOVPYNGOLY GTIYUES oL eRPadvvovy 6To GuvaicOnua Tov xpPHoT.

IMa mapaderypa, av og Eva maryvior copPel pa Expnén, Kot o xdpog kaAveOel e poTIA,
0 ypnotg Bo ayywbei, BEAovtag vo eoyel and ekeivo 10 onueio, aArd mapdiinio o
exBapPwbel mopampdvtag TOV TPOTO pHE TOV OMOi0 avamapioTavtol TETOWL €00VG
oknvika and VFX. Onote 660 kaldtepn eival 1 1o10TnT0 TOLG 0O TAELPA YPUPIKDV, TOGO
O EAKVOTIKO €1val Kol TO Ty viol GTOV YPHoT.

I'o to “Corrupted Lands”, ypnowonomnkav VFX, and dbo mokéta tng Unity Asset
Store [24] [25], yia Tig evépyeteg paymge, KobmG Kot GALO Eva, yio TN SIETOPT TOL XPHOTN
o1 Vikn TV oy Vo100 Kot 6To KeVTpko pevov [13].

Ta VEX, vy T1c evépyeleg payme, ovomapiotodv Tic emBEcES omd amdoTaot, onAadn
To poytkd EOpKLa, oL KAVOLV Ol YOPOKTIPES LEGO OTN oKNVY|, KaBdg kot tn Bepdmevon
Tovc. Mepikd mapadeiypota Tov epé mov ypnoipomomonkay, eaivovrol wapakdto (PA.
Ewodveg 55,56,57,58).

Ta €@€ yio TNV vikn Tov oy vidlov Kol T0 KEVIPIKO HEVOD, EQOUPUOGTNKOY TAV®D GTOV
eKaotote KopuPd mov kpatovoe avtd To dVo otoryeia demapns. Eivor tomobetnuéva
UTPOOTA amd TOug KOUPAdeS, pog Kot av Ppiockovtov micm, dev Ba @atvoviovcay otV
Képepa katd ™ dpkela Tov moryviowv. (BA. Ewova 21, 39).

Ewova 55: Epé Ogpdmevong Ewova 56: Epé Mepovopévov Xapaktnpa
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Ewdéva 57: Epé Mepovaopévov Xapoaktpa Ewova 58: Epé Mepovouévou Xapaxtpa
4.6 Movown koaw Hymtika E@é (Sound Effects — SFX)

H ypnon g HOVGIKNG Kot TV MYNTIKOV €QE, €ivol GNUOVTIKOL TOPAYOVTES Yo TN
dnovpyia evog Toyvidorov, aeov fonbdodv otnyv dTnpnomn ™S KOTAAANANG ATLOGEAIPOG
KoL TOPEYOVV OCNUOVTIKES eVOEiEelg oTov ypriotn 660 Tailel.

H povowm, ypnoyonoleiton yio va d®ceL ToV TOVO TOV TTouyvidoloD, oAAG Kol Yio Vo
OMUOVPYNGEL TNV KATAAANAN cuvausONUATIKY atpoceaipa, ite avtn) ivol aymviag, site
evBovoiacpov. Bonbd oty aicOnon tpoddov 610 mayvidl, OTmG yio Tapdosty Lo 6TV Vikn
eVOG EMUTEOOV, OOV 1 LOLGIKT Bl elvar NPIKTY, G GYECN LE TNV NTTO TOV ENUTEIOV, OTOV
1 LOVOIKT yiveTal dpapatikr. AKpiog avtd £xm kataeépet kat oto Corrupted Lands.

o v povoikn ypnowonoinca £va mokéto tov Unity Asset Store [27], to omoio
TEPAAUPAVEL SPOPOV EWOMV HOVCIKEG EVOG PAVTIAOTIKOV KOGHov. [ kdbe oxmvn
YPNOLOTOEITOL KOt OILPOPETIKT] LOVGTKT], EVD Y10l TNV TEPMYNOT GTO KEVIPIKO LEVOD KOl
0710, EMIMESD £YIVE YPNON TOV 1310V HOVGIKOD KOUUATION, LOG KOl aroTeAE TO Main score
tov “Corrupted Lands”. A&ilel va onuewmbei g, yioo v vikn Kot v ftta tov kéoe
EMITEAOV, AKOVYOVTOL OLPOPETIKES LOVGIKES, O1 0TToiEC Ol oVV TAV® ad TO KOUUATL TNG
€KAOTOTE OKMNVIC.

Ta mymrtikd epé and v GAAY, xpnoiporolovvTal cuyva Yo vo dwcovv feedback otov
YPNOTN, CYETIKA e TIC EVEPYELES TOV, OTMG ATV YTLTAEL Evav €xOpd, dtav Bepameveral,
otav maipvet éva aviikeipevo. BonBovv oty aicnon g éviaong kot evBovuolacpov tov
YPNOTN, UE amoTEAESLA T fUOIOT TOL GTOV KOGLO TOV ALY VIO0V.

' to “Corrupted Lands”, ypnopomomfnke éva makéto and to Unity Asset Store [26].
Térowa nynTKd £@é ypnoponmomOnkav yuo to £id0n evepyeldv pdyns Katd T O1dpKELD TOL
TOLYVIOL0V, Y10 TECOEPIS OLUPOPETIKES TEPMTOSELS. TV emiBeom 6g KOvIvh omdcTaG, OE
LoKpVY] amocTact, TV Bepdnevon, Kot Tov Bdvato tov yapoktypwv. Etiong, tpeig nyot
YPNOWOTOMON KAV Y10 TN SETOPN TOV ¥PNOTN UETE TO TATNUA SPOP®V KOLUTIDV. 'Evog
YL TO TATNUO PACIKOV KOLUTUDV TOL KEVIPIKOV HEVOL KOl T®V TOVEL OV peovilovtay
(6mwg Start, Help, Quit, Options). ‘Evog yia ta d1abéo1pio Kovpumid-epyaieio Tov el 6T
duaBeon tov o ypnomg (Kovuni wicw, Ziyaon Nywv), kabdg kot £vag Nyos yuo. TV mAoyn
EMMESOV.

Ev xataxAeidt, n xpnon povowkng kot sound effects, tpoceiicvovv tovg yprotes, dote
va petvouv a@osiopévol, dtvovtag Tovg vav Adyo va mtailovv 1o oy vidt yuo peyaivtepn
YPOVIKY| O1APKELD, OPEADVTOS £TGL KO TOV ONUIOVPYO.
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5. Game Development
5.1 Yhomoinon Kodowka
5.1.1 Character
5.1.1.1 Character Script

‘Evag yopaxtipoag, eivor pio ovtomnta mov pmopel va mpokoiécser (nud (Damage
Attack), va Oepanevoet (Heal) kot va xataotpagei (Die). EASyyeton gite amd tov maiktn
(Player), gite and 10 gxbpwcd Al (Enemy). Kabe pdyn amoteieiton amd tov TaikTn Ko Tov
ex0po, 6mov draAéyovy evépyeleg payng (Battle Actions). Olot avtoi ot yapaktinpeg Aowdv,
YPNOOTO0VV TO 1010 SCript, To omoio pag enttpénel va Tpocbécovpe 1 va apapécove
Aertovpyleg mOAD €0KOAM Y OAOVG TOVG YOPOKTNPES. XTNV Oovsia eivar amd To TO
ONUOVTIKG Koppdtio kddiko g epyacioc. (BA. [apdptmua 1)

s Warrior
ag Untagged * Layer Character
Transform

~ Character (Script)

Battle Actions

Element O

le Prefab W Heal

B Warrior (Animation Controllers)

Character Effects (Script)

Animation Controllers (Script)

acter Anim »Warrior (Animator)

-apsule Collider

Di |
Ewova 59: TTapdaderypa evog Prefab Xopaxtpa otov Inspector
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5.1.1.2 Character Data Script

Mo T dedopéva TV YOPUKTNP®OV TOL ATodNKELOVTOL KOl LETAPEPOVTOL OO GKNVY| GE
oknvn, dnuovpynnkav tpia pkpd scripts tomov Scriptable Object. To CharacterSet.cs,
emtpénel v amobfkevon ot xfpdv yua kébe paym. To PlayerPersistentData.cs, omov
€lval To OEGOUEVA TV TOKTMOV KO LETOPEPOVTOL LETAED TOV LoDV oV e&eMooovTot Kot
1o PlayerPersistentCharacter.cs, to omoio kpatd t1g mAnpogopieg mov ypetdletal va. ivar
amofnkevuéves. Avtd ta tpio SCripts givar kot 1 Baon tov level up tov maktodv, Tov Ha
SOVUE OVOALTIKA TOPOKATE.

UnityEngine;

etMenu(fileName = "Ch Set", menuName = '

itable0bject

UnityEngine;
tMenu(fileName = "P1

entData : iptableObject { //th

Ewova 61: PlayerPersistentData.cs
UnityEngine;
ializable]

PL

Ewcova 62: PlayerPersistentCharacter.cs
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5.1.1.3 Character Ul Script

To CharacterUl.cs, mepiéyet 1o dvopo tov yapaktpa kot ta health points tov.
2T0TIOTIKG, To OToia eumepikAgiovTal 6€ £vav d1d@avo Kopupd, 6mov mepIoTPEPETOL KATA
N S1apKEL TNG UAYNG, DOTE TAVTO VO KOLTAEL TNV KAUEPO, OKOMO KOL OV O YOPUKTPAG
etvar oto mAdt. Emiong eaivetor kot mwolog yapoktnpog €xel €pbel n oepd Tov, pe Eva
mAaic1o Tov epeavifeTon YOpw amd To dvopa Tov KAe popd.

UnityEngine;
UnityEngine.UI;

CharacterUI : MonoBehaviour {
THP_Text characterNameText;
mage healthSlider;
healthFill;

mage turnVisual;

THP_Text healthT

Era.maln.transtorm.position;

lpdateHealthBar( curHp, maxHp) {

(curHp = B8]
healthText.text " {0} {maxHp}”;

healthText.text = $"{curHp} / {maxHp}”;
healthFill.fillAmount = ( Euuer f [ E"apr;

characterNameTe
healthFill.enab
turn¥isual.enabled =
health3lider.enabled =

Ewcodva 63; CharacterUl.cs

48



5.1.2 Battle Actions

Ta Battle Actions, eivor 6Aec o1 evépyeleg oV UTopoHV 01 YOPOUKTHPES VO EKTEAEGOVV.
Eite avtd onuaiverl evépysia otov eantd tovg, €ite 6e AAAOLG, cuumaikTeg Ko €xOpovc.
Tétoleg evépyeieg eivan, embéoeig oe kovtiviy andotaon (Melee Attacks), emBéceig e
eupérern. (Ranged Attacks), Oepamevon (Heal), aAld kou epé (Effects) mov oty ovoia
npoépyovtal oamd Ranged Attacks.

To script BattleAction.cs, givat | fdon kot opilel v kown Asrtovpyio wov Oa £xovv
T SPOPETIKA avTd, €i0M evepyeidv. Ailel va onuelwbel twg n KAGon avtr, Hog Kot
givar  Paon OAwv, eivor apnpnuévn (Abstract). Avtd onuoaivel mog umopel vo
KAnpovoundei and dAleg kKhdoelg kot £Tot vo dnpovpynbodv tepurtmoeig (Instances), tomv
TEGOAP®V Un apnpnuévev kKAdoemv mov akolovbobv. Mg avtd Tov TpOTO, TO TOLYVIOL
umopel ToAd evkoro va yiver expandable, 6oov agopd tig evépyeieg Tov Touktdv. I'evikd n
ypron tov Scriptable Objects, 6nmg £xer avagepbel mopomdvm, Kdavel to. Toryvidl
neplocoTeEPo modular.

UnityEngine;

BattleAction : ptableObject

Ewova 64: BattleAction.cs
5.1.2.1 Melee Action Script

O1 embéoeig tomov coua pe coua (Melee Attack), ypnoipomolovvtal 6e payeg omod
KOVTE Kot TEPIAQUPAVOLV YTUTNUATO, OTMG UITOVVIEG, LOYOLPMOUOTE Kot GAAEG PLOIKEG

peddoovg emiBeong oe évav avtinalro.
UnityEngine;

menuName = "Ba

ter target)

Ewodva 66; MeleeAction.cs
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5.1.2.2 Heal Action Script

H 0Oepamevon (Heal), elvar pio evépysla mov mpaypotomoleiton  yioo TNV
amokatdotacn/Peltioon e vyeiog o€ Eva 6TdY0, ATONO 1) AVTIKEILEVO.

UnityEngine;

eAssetMenu(fileName = "Heal Action", menuName = "Battle Actions/Heal

HealAction : BattleAction

minHealAmount;

ter, Character target)

e(minHealAmount, maxHealAmount);

Ewova 65: Heal Action.cs
5.1.2.3 Ranged Action Script

M eniBeon epPérerng (Ranged Attack), eivar m emibeon, O6mov o YOPOKTHPOG
xpnoomolel Kamoo O6mAo N piyvel Kamolo EOpKL amd amdGTACT) TPOS TOV GTOYO TOV.
Téroleg embéoelg etvar Evag mupofolopdc, piyn BELwv, plyn poytkod Kot GAAS TOAAG.

UnityEngine;
[CreateAssetMenu(fileName = "Ranged Action”, menuName = "Battl
RangedAction : BattleAction

Gamelbject projectilePrefab;

(Character caster, Character target) {

ster.transform.position + Vector3( =0, 81, Quaternion.identity);

Ewova 67: RangedAction.cs
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5.1.2.3 Effect Action Script

H evépyelo evoc epé, oty ovcio Asrtovpyel 6mwe to Ranged Action, pe pepikég
dwpopéc. Etvar n plyn amokAelotikd evog poytkod E0pKiov Tpog Tov 6Tdy0, oA To EGpKL
TOPOUEVEL KO OTEVEPYOTOLEITAL HETA OO EVOL CUYKEKPIUEVO YPOVIKO dLAGTNLO TO OO0
0étetan oto script CharacterEffects.cs. To script avto, dwayepileton Olo ta €@é oV KAOE

YOPAKTNPO.

menuName =

EffectAction : BattleAction //an a

Ewovo 68; EffectAction.cs
1Behaviour

EF

character = omponent<Charact

= Instantiate(effect.activePrefab, transform);

e, damageEffectInstance.maxDamage];

ct, particleLifetime);

Ewcova 69; CharacterEffects.cs
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5.1.3 Controllers

5.1.3.1 Game Controller Script

To script tov Game Controller, eivar and T o onpoviikd Kot Oepedon Koppdtio
KOOIKO TOL O VISo0, Hog Kot vt vevbuvo yio va mopakolovdel TV KATAoTOCT TOV
KaOe yapaktpo Kot g pdyns. Emiong kpatd v minpogopia tov level up yio toug
YOPOKTNPES OALA KOL Y10L TO EMOUEVO €MIMESO TOV TTPoOKeETan va Eekdedwbel. EmmAéov
neptAapPavel ta exouevo tpia controllers yio tovg kevipikog yopaKTHPES, TOVE eXOPIKOVC,
Kabmg kat to controller yio tnv turn-based Loywr|. A&iler va onueimBei mwg, To script avto,
etvon pio Singleton kAdom, mov onuaiver 6Tt vEapyet pio. povo ovtdTTa TOL, drbéotun
a0 OTMOVONTOTE GE OAOKANPO TO MPOHTLeEKT, YeYovog mOAD ypnowo, pog ko to Game
Controller avaeépeton oe apkeTd drapopetikd Koppdtio kddwa. (BA. Tapdaptnuo 2)

+ GameController

g Untagged ¥ Layer Default

Transform

+ Game Controller (Script)

Components

Player Team Spawns
Element 0
Eler

Element 2

Enemy Team Spawns

Element 0

Victory Stats

Player Health
Element 0
Element 1

Element 2

Player XP

Element 2

Ewoéva 70: Game Controller Inspector
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rn Base Controller (Script)

a Battle Controller (Script)

Ewéva 70: Game Controller Inspector (Zvvéyeia)
5.1.3.2 Turn-Base Controller Script

To Turn-Base Controller script, givai veevBuvo yia va topoakorlovbei motag opddac Exet
épBel n oepd, Kot o ECGMOTEPIKA, TO0G YAPAKTPOS TNG KAOe opadag £xel oepd. Eivan
pokaBopIGEVO 1N GEPA TG OPAOOS TOV YPNOTN VO EEKIVAEL TPATY KOl GTI] GLVEYELN
eVOALAGoOVTOL 01 GEPEG TOV Taipvel 1 KAOe opdda, pe ™ Pondeta eAEyyoL Yo TO TTOLOL
oundda givar gvepyn ) dedouévn otryun. H kAdon oty givar Singleton, mov xabiotd v
povadikn tng ovrotnTa aviyvedoun omd oo to apyeio tov mpodtlext. (BA. [Tapdptmua 3)

5.1.3.3 Player Battle Controller Script

Avtd 10 SCript, aopd AmOKAEIGTIKA TO GUGTNLO LAXNG TOV KEVIPIKOV YOPOKTHPOV.
A@ov &yovpe PePfarwbel Tmg 0 yapakTpag Tov gival evepydc dev eivan xBpikog, 0 xpNoTNg
umopel va emAEEEL TNV EVEPYELD TOV.

H swdwacio etvor n e€ng, pe 1o mov £pbet n cepd tov kabe yapaxtpa, eppoviieTon
10 panel pe tig dabéoiueg evépyeteg mov £xet va kavel. H kabe evépyeta £xel éva flag yia
TOV 0T0Y0 oL Tpoopiletal. ' TaPAdELYLO O EVEPYOS YOPOKTNPAG, LTOPEL Vo ETAEEEL T
Bepdmevon yio TOV €0VTO TOL 1 KATO0V OO TNV OLLAdM TOV, OL®G Oyt Yo Tovg exBpovg. Ot
embéoelg eival avTég mov YivovTol AmOKAEIGTIKA KOl LOVO Yl xOpKovg yapaKTnpec. Me
10 ov emheyOel M evépyela, aALL Kot 0 6TOX0G 6TOV 0moio mpoopileTal, 0 YOPAKTPOG
exteAetl TV kivnon kot to oy vidl mpoywpd otov endpevo. (PA. [apdptua 4)

5.1.3.4 Enemy Battle Controller Script

O gxBpoi eléyyovtar amd 1o Al, ondte dAeg 01 AMOPACELS TOV TA{PVOLV YivovTol 6T
otiywy. o va oaivetor mo peadiotikd T0 cvotnue pdyNG TOLg, TPOooTEOMKAV
KaBLOTEPNOELS Y10l TIG AMOPAGELS oL Taipvouy. Ot evépyeleg Tov xBpav Ppickovtal o
pioo Moto €vTog TOL KMAKO, KPLEG 0md Tov ¥pnot, o€ ovtibeon pe to panel mov
en@aviCeTol 6TOVG KEVTIPIKOVS YOPOKTIPECS.

Ocov agopd T embeTiKég KIVAGELS, Ol 6TdYol TV gxfpdv dukpivoviar cg Vo
KOTNyopieg, Toug KEVTIPIKOLS Yopaktnpeg e To Aydtepa health points, aAld kot Toyoiovg
KeEVTPKoUS yopaktnpes. ['a tov tehkd otdy0, £xet 1ebel pia petafanty, omov katd Eva
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Heyaro mocootd o exfpog eméyet va. emtebel 6TOV KEVTIPIKO YOpOKTHPO LE TN AlydTEPT
vyeia, eved 10 VIOAOTO TOGOGTH KAVEL TOV €X0pd va emdéEel va emtebel og Evav tuyaio
YOPAKTNPA.

Ocov agopd v Bepdmevon, N dadikacio eivar 1 10 OTMOG KOl GTOVE KEVIPIKOVG
YOPOKTNPES, UE TN HOVY Slopopd OTL yiveTtol oTov 1010 1 6€ KATOOV O TNV OUAd0 TOL
Baoer evog Curve. To Curves, eivar epyadeio g Unity, mov emrpénovy 6Ttovg
TPOYPOUUUATIOTEG VO, OpiGOVV pio GEPE amd TYES Yo TOV EAEYYO TNG CLUTEPLUPOPAS EVOG
QVTIKEWWEVOL UE TNV Thpodo Tov ypovov. ‘Etotl kot g avt v nepintmon to Heal Curve,
Bpiokel v mbavotTa Ogpdnevong yo ta health points omolovdnmote yopaktipo oTnv
opada tov gxbpov.(PA. [opdaptnuo 5)

514 ZEqpavtika Ul Scripts

5.1.4.1 Battle Action Ul Script

To script avtd, avtikatomTpilel TIC EVEPYELES TTOV £XOVV O XOPUKTNPES KATE TN SLAPKELDL
TOV TOLYVIO0V. XPNOUOTOEITOL LOVO Y10 TIG EVEPYEIEC TOV YPNOTI), LIOG KO OL EVEPYELES
tov gxBpov dev gppaviCovrol otn demaen. Avaroyao, AOuTdV TOV YOPAKTNPO, TOV Eivor 1
GEPA TOV VAL KAVEL KATOw OG0 dlopKel 1 pdym, epeaviCeton o avaAoyog aptOpdc Kivicewv
7oV £xel dbEcES, Le TN HOPPN KOLUTIDV. ME TO TATNO TOVS, TO KOLUTIA EKEVOL TOL
YOPOKTAPO OTEVEPYOTOLOVVTOL Kol EUPAVILOVTOL 01 EVEPYEIEG-KOVUTLE TOL ETOUEVOL, GE
GEPB, KEVIPIKOD YOPUKTNPOL.

panel

ton[] buttons;

oller.Instance.onNewTurn += OnNewTurn;

e.onNewTurn -= OnNewTurn;

tCurrentTurnCharacter().team == Character.Teanm.Player){

troller.Instance.GetCurrentTurnCharacter(l);

battleActions[i]);

panel.s

Ewova 71; BattleActionsUI.cs
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5.1.4.2 Loading Scenes Script

To Loading Scenes script, epapuoletot yio ™) petdfoon and oknvi 6 6Knvy e pia
umapo eopTmoNg, M omoiol yepilel pe T xpnorn acvyypovng oladikaciog HECH GE
IEnumerator, péow ¢ podnupatikng cvvaptnong Mathf.ClampOl. H cvvéptnon ovtn
epovtilel n emoTpe@OueV) TIUN ™S va unv Pyaivel ktoc tov opiov 0 ko 1. Eniong, pe
™mv eopTeCN ™G Kabe oknvig, evepyomoteiton to animation Fade In ko1 Fade Out, av
avotyel N KAetvel 1 oknv avtiotoya. 'Etol, ot petafdoeic dev gaivovtor ypryopes Kot
AOTOEG KO TOPEYETOAL OTOV XPNOT TO aicOnua tpoddov.[12]

UnityEngir
UnityEngir
UnityEngine

Loading

Mathf.Clamp@ eration.progres

dingBarFill.fillAmount = p

Ewcova 72: LoadingScenes.cs
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5.1.4.3 Level Selector Script

To Level Selector script, kaAeiton kdbe popd 610 TEAOG piog payng. Av éxel emélbet
vikn, 10T T0 €nOUEVO emimedo, amd ovtd mov PpiokeTon 0 ToikTNG eketvn TN oTIyun,
EeKAEOMVETAL, LLE TO OVTIGTOLYO KOVUTL Vo evepyomoteital kot va eEapavileTot To 1kovidlo
oV Aovkétov. H mAnpogopio amodnkevetar o pio petaPfAnt n omoia dtatnpeiton Ko’
OAN T S1dpKeln TOV oY VIS10V. AlaypdeeTot Lovo Otav o ¥pNotng emAégel va Eekivioet
amd v opyn OAo to emineda. [11]

UnityEngine;
UnityEngine.UI;

LevelSelector : MonoBehaviour

Image[] 1o
Button[]

LvlReached = "leve

prite[i].enabled =

Ewova 73; LevelSelector.cs

5.1.5 Audio Script

H Aettovpyia tov Audio Script, givar otnv ovoia va odlel Tnv TAnpoPopio mov maipvel
and ta dvo sliders yio v évtaon Tov fyov Tov oy vidd (BA. Ewdva 25). H tinpogopia
OTY), TOPOUEVEL amoBnKevEVN akOpa Kol LETA TNV €£000 amd TO oy vidl. AlypaeeTot
KO ETOVOPEPETAL OTIG TPOKOOOPIOUEVEG TIES, OTOV 0 YpNoTng emAEEEL VEO mayvidt. [9]
(BA. ITapdptnua 6)
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5.2 Beltietomoinon Anodoong (Performance Optimization)

H Pektiotomoinom g amddoong yevikd ota matyviowo eivotl 101aitepo GNUAVTIKY Yo
moAoVG Adyovg. Ol tor moyvidila, mpémet va Tpéyovv ouaAd, ovelaptritog hardware,
€0IKA 68 VAKA YoUNANG moldtntag Kot Kvntég cuokevés. H kakn amddoon, odnyel Tig
TAEIGTEG POPEC GE KOKT| EUTEPLOL YPNOTY], YEYOVOG TTOL EMNPEALEL 0PV TIKE TO Ty Vidt Ko
™V opdda dSnpovpyiag Tov. Exovtag oc mapddetypa tn oknvi and 1o de0tepo eminedo,
0o avolvbel n dwdKacion TOV TPAYLATOTOMONKE Yo VO EKTEAEITOL O OMOAL Kot
OMOTEAEGLLATIKA 1) POT] TOV TTOLYVIOLOV.

[Mapaxdatw (PA. Ewdva 73), eaivovior to GTOTIGTIKA TOV TTALXVIOWOL TNV OPO TOV
tpéxel. O mivakag avtdc g Unity Editor, mopéyel minpoopieg oyetikd pe v omddoon
TOV TOLYVIO0V, OVAAOYO TN oKNvi TTov TpEYeL eketvn v opa. Epeaviler ta kapé ava
devteporento (Frames Per Second — FPS), tov apiOuo Draw Calls, tov apiBud tov Batches,
Kot Tov apdud tov tprydvev (Tris). ITdve oe avtd to otoryeio Oa emkevipmbovue yio va
BehtiwBel n amddoon tov moyvidowov. A&ilel va onuelwbel, T ENEWN VITAPYOLV TPELS
OKNVEG EMMESMV, 1 OOIKAGTN LT EMOVOANPONKE TPES POPES Yo Vo PeAtioTomomBOel
OA0 TO oY VIOl OpOIOpOP@O pE TOV 1010 Tpomo.  Tlepuinmrikd, yio va Katavonbodv ta
napandve ototyeio, Oa avapepbodue otn Asttovpyio kot oporoyio tovg. [8]

Ta FPS, eivon pio pétpnon g mo0TNTOC TOV YPOQIKOV GE Eva ToyVidl 6€ Kapé

avd devtepdiento. Oco vymAd eivar ta FPS, 1660 opokd eivat To monyvidt.

Ta Draw Calls, givat o ap1Budg tawv eviohdv g KAPTOC YPOPIKOV, TOV TOV Aéve
va, oxedtdoel Eva avtikeipevo o pot 3D oxknvn. Eivon onpovtikd Aotmdv, ot eVIOAES auTég
va, EAaY10TOTOM 000UV OGO TO SLVATOV TEPIGTOTEPO.

Ta Batches, sugaviCovv tov apiBud tov Draw Calls ava koapé, kabng kot ta. Game
Obijects ue ta materials Tovg mov amodidovra.

Ta Tris, | aA Mg tpiyova, gival o Bacikd doukd otoryeio twv 3D poviéhmv ot
Unity. H tiuf awtr], vmodeikviel Tov 6uvolkd aplfud tovg pe Pdon to HOVTEAN TOL
VIAPYOLV EKEIVN TNV GTIYUN GTN GKNVN.

) casters: 1408

Ewodva 74: Zratioticd Hoyvidiod, evdetikd oto 20 Eninedo
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SVUTEPAIVOVLE TOC O TIVOKOG OTATICTIKOV £ivat ¥pNoog yio ) feAtictomoinon
™G omddooNS TOL TOYVIOWD, oG Kot Ponddel oTov EVIOMGUO TEPLOYDV OV
ypewdlovtar Bertimon. Opwmg to Paoikd epyareio e Unity, oe cuvdvacud e Tov Tivako
avtd, givaw o Profiler, agov pag deiyver akpiPmdg Tt givor owtd mov dnuovpyel To
TPOPANUA 6TV 0mdSooT).

[T ovykekpéva, avtd mTov divovpe TePIOCHTEPT TPOCOYN EIvVOL GTN YPHON TNG
CPU, omwg Prémovpe oto aplotepd kouupdrtt tov Profiler (BA. Ewova 75). Exei,
pumopovue vo. - dobpE, péow tov chart, akpiBmg tdcog povoc EodedtnKe o€ KAOE £160¢
task, Scripts, Rendering, Physics, Animation, GarbageCollector, VSync, Global
[llumination, Ul kot dAlo. BAémovtag to chart, mapatnpodue o to Rendering sival
oVTO TOV YOUNAMVEL TNV TOWOTNTO TNG 0tdoooNs. OTdTE GTO APLETEPO KOUUATL VTLAPYEL
éva profiler module aroxAeiotikd yio to Rendering. Me 1o matnpa epeoviCeton o Frame
Debugger oto kdt® pépoc, 0 omoiog oG mToPovotdlel, TOAD To OVOALTIKG omd TOV
TivVOKO OTOTIOTIK®OV 7OV €00UE TOPATOV®, TO TOL VEApxel mpoPinua. Edd Ha
emkevipobodue kob’ OAn 1t dibpkew Tov Optimization, yw wo ocToyELUEVT
Beltiotomoinom Kot £161 KAADTEPO ATOTEAECULATAL.

A o R e o i L i R D e

2y

i Bul

=% Buffer U
fer Up

Ewova 75: Profiler Window

H mpom xivinon ywe to Optimization, sivar n emdoyn Static Batching oe
avtikeipeva ot oknvi. Ta avtikeipeva ovtd, Opme, mpémel va mapapévouy otafepd ot
GKTMVT KOl Vo unv £xovv Kdmota Kivnon.

O Inspector

f:i-j +  Cube
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EmumAéov, évag moAd onuavtikdc mapdyovtog Tov GuUPaiel onyv omddoon givat o
eoticpog (PA. Kee. 4.4). Yrdapyovuv 600 Nnon ooticpumv, Real-Time Lighting ot
Baked Lighting. ExéAie&a tov Baked Lighting yio 0leg tig oknvég Tov manyvido, g
KoL YpNOYOTOLEiTal KOADTEPO LE CTATIKG OVTIKEIUEVOL.

Onote avtd 10 P, o cvvdvacud pe to mponyovuevo tov Static Batching
pog diver 10 amotédeopo mopakdte (PA. Ewdva 77). Onwg Prémovue to FPS,
dumhacidotnkoy, eved ta batches peiddnkov tapo woAd.

Statistics

n7.86ms render thr

Ewoéva 77: Zrotiotikd IToyvidiod (Metd ond to mpdro Optimization)

Yvveyiovtac to optimization tov moryvidov, yw to shaders twv materials,
emAéyxOnkav To mobile shaders, avti tov standard mov tav tpokabopiouéva. To mobile
shaders, moapéyovv koAOTEPT amOOOCT OTIC KWNTEC GULOKEVEG, TPOCPEPOVV
YAPOKTNPLOTIKA OTTmG KAADTEPO POTIGUO Kot kaAvtepo batching, onmg Aémovue otnv
Ewova 78 napaxdre. Ocov apopd ta materials, wo axoun onuavtiky fertiotonoinon
gywve and v TAevpd v vE®V (textures).

To textures, ypnNOYOTOWOVLVTIOL Y10, VO OMCOVV OTO OVTIKEIHEVO Mo OTTIKN
enpavion. Eeoppolovtor oe materials, yio. peyoaAdtepo peaAlopd Kol AETTOUEPELA.
Ynapyovv drapopetikd non 3D textures. To Base Color, tepiéyovv 1o Baotkd ypdpo Tov
avtikepévov, ta Normal Map, mov tepthapBavouy Tig AeTTopEPELE TNG KADE EMPAVELOG
TOV OVTIKEWEVOV, OTTmG eE0YKMOTO, YPATOOVVIEG Ko avdakdpata. Exiong, to Specular
kor  Metallic Textures, mov mapéyovv Evav TpOTO EAEYYOVL TNG OVTAVAKAOGNG HI0G
emeavelng opilovtog Tig LETOAAKES TYEG TNG. Me Aya Adyto OGO HETOAAKY Etvat avTn
1 EMPAVELQL.

Av16 ov gpapuootnke, pe Pdon ta textures, sivar n peioon tov peyebov OAmv
TV textures apysiov, pog kot ot Unity, anobnkedoviol g eicoveg pe tpokafopiopévo
uéyebog mepimov ota 2 pe 4 Giga Bytes. e pikpd avtikeipeva, peiooa o aviiotoyo
textures og 512 Mega Bytes, ywo ta Base Colors kot Normal Maps, evd yuwo ta Specular
kot Metallic Textures, peimoa to péyebog ota 256 Mega Bytes. And v GAln mhevpd,
o€ peyolvtepa avtikeipeva to péyebog peimbnke ota 1024 Mega Bytes yia ta Base Color
textures ko Normals, kot ywo ta Specular kot Metallic ota 256 Mega Bytes,
aveaptnTmg peyéBoug.

Mewwvovtag Aowmdv Kat' avtdv tov tpéno ta textures, katagépape KaAHTEPO
optimization, 6mwg @aivetoar oty Ewdva 78, kot ta ypagikd @aivetal va umv £xovv
aAraéel. Ta pikpotepa oe péyebog, textures, amortovv Aydtepn puviun, Ponbodv oto
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YPOVo QoOpTwoNG, Pertidvouy ta FPS, aAld kot tn ypnon pviung. EmmAéov fondd ot
peimon T0v cLVOAKoV peyéBovg mov €xel TOo apyelo TOL TALKVIOOD, EEOIKOVOUMVTOG
Kk6GTOG amobnKeELONC.

Statistics

CPU: main 6.6ms render thread &

5 761 ed by batching:

Ewoéva 78: Ztatiotikd IToarvidiod (Metd oo to devtepo Optimization)

EmumAéov optimization éywve otn oknvn Ko 670 OVTIKEILEVO TOV 110N PproKoTaV 6€
avt. [ToAAG amd avtd eiyav game objects mov otnv ovcia dev ypelaldtov Kot HTay
neptrtd, onmg LODS kot game objects pe povo otoyeio éva collider.

Ta LOD (Level of Detail) game objects, eivan 3D avrtikeipeva mov
xpnoomolovvtal yo T Pertioon g amddooNns, UEWMVOVTAG TNV TOGOTNTO NG
Aemtopuépelog o€ pio oknvr. XPNOILOTO0VVIOL Yoo TN Helmon 1ng moocoTNTog
TOAVYOVOV Kot textures, yio HOKPVE OVTIKEIHEVO, EMITPEMOVIOG 7O AETTOUEPN
avTIKeipeva o Kovta otnv kapepa. TEToov €idovg game objects, ypnoyomolodvtat o
Ty viowo, oTo 0moia 1) KAUEPQ EXEL KATOM KiVI|GT] GTO YMPO Kot avaAoyd TV omdoTao,
kavel render to avtiotoyo LOD. Ttnv nepintwon tov mapdvtog moryvidiod dume, amod
TNV GTIYUN| OV 1) KApepa eival amoAdtog otabept, dev ypeldlovion TETO0 aVTIKEILEVO.
Apxket povo éva, emléyoviog mdvio o KatdAAnAo, PAcel Tov TOGO KOVIA GTNV KAUEPQ
Bpioketat.

Svuminpopatikd, game objects wov giyav collider, g to povadikod otoryeio Tovg,
deypapnoav emiong, pog kot dgv ypealouaote colliders yw 1o moyvidt ota
avtikeipevao. Eivat kot o Aoyog mov o avrtikeipevo givor static. Aev aAAnloemidpodv pe
TOVG KIVOULEVOLG YOPAKTIPES KATA TN dtdpKeLa TNS Ldyngs, amhd Ppickoviat 6Tov eovTo,
®G HEPOG TNG 0EO10ONG TOV EKACTOTE EMTESOV.

Televtoio kot onuavtikd Prpa tov optimization Ntav kot 0 GLVSVACUOG TV
meshes.O ouvdvacpdg ovtdg pmopel va yivel, povo peta&d OVTIKEWWEVOV TTOL
potpdlovton o idto material kar mesh. Mg to Bpo avtd, HEIOVETOL SPAGTIKA O aplOpdg
tov draw calls, kot étotl Bedtidvetar | amddoon. Xty ovoia £ve cuvovacuévo mesh,
uetappaletor o¢ éva draw call omv kdpta ypaeikodv, yeyovog mov eKTIVAGGEL TO
optimization.

o vo kGveo avt) t dwdikacia, ypnoyonoinco éva epyaieio g Unity
Asset Store [29], 6mov, TOAD omAG EMAEYOLHE TO. QVTIKEIUEVA 7OV OEAovpe vo
OLUVOLAGOLLE KOl HE TO TATNUO €VOS KOLUMOD €YOLUE TAEOV £vol UELOVOUEVO
OVTIKEILEVO, amapTIcUEVO amd pukpdtepa idwa. 'Eva é€tpa Prpa og avtd 1o onpueio, nTav
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n eayoyn tov véov, mAéov, Mesh, ektdg NG okNvng, dote va unv yiveton baked oe
TPOYUATIKO YPOVO, LLE ATOTELECUA VO OPYEL 1] POPTMOT).

‘Exovtac olokinpmoel to optimization tov moyvidlod, £xovpe To TOPAKATEO
amoteAéopato otov Profiler kot otov mivaka otatioTik®v.

Statistics

TomoBetdvTag ToL OPYIKE ATOTEAEGLOTA GE GYEON LE TO TEAKA, £YOVUE TOV EENG TTIVOIKAL
oOyKploNg, TP Ko petd to optimization.

Amddoon FPS Batches Draw Calls Tris
IIpwv 68.8 1046 1.5 yh. 1.1 ex.
Mertd 190.9 591 895 976.8 yA.

[Tivaxkag 1: Zratiotikd Pertioong g amddoong

Youmepacpatikd, 1 Pertictomoinon g anddoons evog maryvidol, dpEPEL Ao
oy vidl o€ mayviol. Enuavtikd otoyeio ivar n ypron tov Profiler, pog kot og Bonda va
KOTOVONGELG TNV TNYTN TOL TPOPANLATOS, KAVOVTOG GTOYEVUEVESG KIVIGELS Y10 TV EMIAVOT|
tov. Emtiong onpavtikd givor kot 1 Katovonon Tov GTOYoL Yo TNV amrdd0G61 TOL TotyVidtov.
INa 10 dwcd pov Nrav yopw ota 200 FPS yia tov vmodoyiotet, 10 omoio  avtiotabuileton
pe 40 FPS, 6to kivnto, yeyovog mov enetevyon.
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6. Emiloyog

6.1 Zvprepaocpato

Metd 10 Tépag TG TaPoHGOS TTLYLOKNG Epyaciog, katavondnke e1g fabog 1 dwdikacio
dnuovpyiag evoc Toaryvidlov amd to undév. O oyedacpdg kat 1 vAoroinon tov “Corrupted
Lands”, édei&e 6t | moyyvidounyovn thg Unity givan po e&anpetikny mAat@oppa yio tnyv
avantuén Ty vidlOv OA®V TOV EWOV, gite givar Yio KvnTd, gite yio vroloylotés. H Unity
TapExeL IoYLPE epyaleia KAl G€ GLVOLOACUO UE TNV EDKOAN GE PN oM JETAPY], TNV KOOIGTA
TPOTN OTIG TPOTUNoEIS TV game developers kot designers. Méo g epapproyng cmoton
TPOYPULUUATIGHLOV KOl CYESOCTIKMY OTOKEIDV, OT®G N €EEMEN YopaKTNpOV, TO £XOp1KO
Al xou n opyavouévn demaen ypnotn, umopel vo onuovpyndel pio pHovodikn Kot
oAoKANpoUEVN gumepio moryvidlov. Emumiéov n ypnomn otoryeiov Ko epyareiov and 1o
Unity Asset Store, Bon0d otnv avantoén evog moyvidod, pe eAKVOTIKO TEPPAALoV,
YPOPIKA, LOVGIKT KOt EQE, TOV KAONAD®VOLV TOV Yp1NoTN.

6.2 Avokohigg

To “Corrupted Lands”, givor 1o mp®dTo moyvidl Tov QTIdyve € OAOKANPOL omd TNV
apyn. [Hap’ 6ha avtd 10 pEYIAVTEPO TPOPAN O, TOV OVTLETOTICN £V TEAEL, NTAV QVTO TNG
Beltiotomoinong g anddoons. Eivar £va dvokoro koppdrtt, to omoio omontel wdwaitepn
TPocoyn, Kab’ OAn 1N Odpkel dnuovpyiag tov moyvidlov. H moAvmiokdtnta tov,
TPOEPYETAL OO TOVG TOAAOVG TAPAYOVTEG KOl TIG UETAPANTEG OV TPEMEL v AnpOovv
VIOYN. Avtd pmopel va meptlapfaver meplopiopovg hardware, tov apud towv otoryeimv
OV TEPAAUPAVOVTOL GTIG GKNVES Ko TOAAG dAAa. H dadikacio tng BeAtiotonoinong etvat
pion e€arpetikd ypovoPopa  dwdikooio kot omoutel Pabid kotavonon g Unity,
TPOKEWEVOD Vo emtevyBovy ta embBopntd amoteAéopata. Metd, Aowmdv, amd apKeT
épevva kat dtaPaoua, 1 xpnon tov epyaieiov Profiler, ntav kol n Abon tov TpofAnuatoc,
EXOVTOC OC OMOTEAEGUO TNV OUOAN AETOVPYIOL TOL TOLYVIOOD Kol KOTO GUVETEWL Lo
EVYAPLOTN EUTEPIA YO0 TOV XPNOTN.

6.3 Melhovtikég Behtidoelg ko Entektdoselg

Yndpyovv apketéc BEATUOGES TOL pumopohv va, Yivouv HEAALOVTIKA, MGTE Vo Uopel To
oy Vidl Vo OTACEL GE KOTAGTAOT TALPOywYNG.

Mo mv PBertioon, N mTpocHNKN vEOV emMMESOV KOL YOPAKTPOV, Y10 TEPLGGOTEPES
péyec, etvar olyovpa to mpmto Prjna mov Ba ékava. Avtd Ba kdvelr to moryvidr mo
EVOLIPEPOV, JOKEDUCTIKO Ko pe dtdpketa. Tuydv PEATIOCELS GE NYNTIKA Kot OTLTIKE £QE
Ba NTav KAt emBounTo, PG Kot 0V VIAPYEL TOKIAIL GTNV TOPOVGH epyacio. AAAN pio
onuavtiky Pertiomon eivor n pdyn ooty kab’ ovtiv. Ilepiocdtepeg evépyeleg tav
YOPOKTNPOV, deE10TNTEG, KABMDG Kot Vo GUGTNHA SIAOYOL Yol TNV EMTAEOV SOCKESOON
0V Ypnot. Emmiéov o Bertioon mov Ba €xava, givar pio mov dgv vdpyel 6To mo viol
topa. 'Eva cvotua timer, yio va tpocbécer pio yevon é&tpa aymviag, 6mov pe tnv ARén
Tov timer, va eméA0el TTa 6TV OpLAdOL TOV YPNHOTN.

Mmnopet va vtapEovy epiocdtepeg PEATUOGES GTO ALY VIOl OUMG Ol TOPATdve gival
olyovpa o1 TPMOTES, OV Ba £Kava 6TO LEALOV.
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Hopaptipoata

Mapaptnuoe 1: Character Script

trollers animationCla

m<Character> onCharacterbDeath ;

Ewova 81: Character.cs (Mépog A
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OnEnablel) 1
TurnBaseComtroller. Instance . onNewTurn += OnNewTurn;

OnDisable() 4
TurnBaseComtroller. Instance . onNewTurn -= OnNewTurn;

OnNewTurn() 4

characterlUI. ToggleTurnVisual{TurnBaseController . Instance . GetCurrentTurnCharacter() ==

shake = Gamelbject.FindGemelbjectWithTag(screenShakeTag) . GetComponent<Shake=(];
gemeFlaySounds = GeameDbject.FindGamelbjectithTag(battleSoundsTag) . GetComponent<GemeFlaySovnds=();

'5t:'|F|$'_f|EPC"S-'_t'_C'F| = tP:'uﬁ'S-ft-P'l.FlC-'S-'_t'_C-ﬁ;

characterUI.SetCharacterNaneText (displayName] ;
characterlI. UpdatedealthBar (curHp, naxHp)

CastBattleAction(BattleAction battleAction, Character target =
(target ==

target =

battleAction. Cast( ,target);

gaindP += 10;

battleAction EffectAction battlefction RangedAction) 1

aninationllass. RangeAttackAnination();
gameFlaySounds . FlayRangeSound () ;

gainfP += 5;

[battleAction HeslAction

gainXP += B;
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Tahkelamage | damage) 1

chake . CamShake() ;
animationClass. otHit();

curlp -= damage;
characterUI . Updateleal thBar (curdp, maxHp) ;

{curHp <= B)
Diel)

Heall smount) 4
ganeflay5ounds . FlayHesl5ound( )

animgtionClass . HeglingAnimation(];

curlp += Emount;

[curHp > maxHp)

curlp = maxHp;

characterlI . UpdateHeal thBar (curdp, maxHp);

InstantiatehealParticlePrefab, transform);

Diel]

characterll.Deactivatell(]);
animationClass.characterAnin. 5etTrigger(diefAninTrigger) ;
ganeflay5ounds . FlayleadSound( )

onCharacterbeath . Invokel

Destroy(gamelbject,
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MoveToTarget(Character target, UnityAction<Character= arriveCallback]) {

StartCoroutine( HMeleeAttackAnimation());

IEnumerator MeleeAttackAnimation() 4

Quaternion current = transform.rotation;

transform. LookAt(target. transform) ;

(Vector3.Distancel = transform.position, target.transform.position) =

animationClass. WalkingAnination() ;

transform . position = Vector3. MoveTowsrds( transform. position, target. transform. position, 1BxTime deltaTime);

yield F

aningtionClass. characterAnin. ResetTrigger (walkingAninTrigger) ;

animationClass MeleeAttackAnimation();

yield WaitForSeconds(animationllass. characterAnin. GetCurrentininatorStateInfol B).length);
gameFlaySounds . FlayMeleeSound () ; L 1

arriveCallback? . Invoke(target);

yield WaitForSeconds(animationlless. characterAnin. GetCurrentAninatorStateInfol B) .normalizedTine + .2f);

aningtionClass.characterAnin. ResetTrigger (neleeAninTrigger);
(transform.position !'= standingPosition)
animationClass . WalkingBackAnimation();

transform.position = Vector3. MoveTowards( transform. position, standingPosition, E + Time.deltaTime);

yield i

animstionClass.characterAnin. ResetTrigger (walkBackAninTrigger) ;
animstionClass.characterAnin. ResetTrigger (gotHitAninTrigger];

aninationClass. IdleAnination(]);

transform_evlerAngles = current.evlerAngles;

ToggleSelectionVisual( toggle) 4

selectionVisusl. SetActive(toggle);
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po 2: Game Controller Script

System.Collections.Generic;
UnityEngine;
TMPro;

GameController : MonoBehaviour
CharacterSet curEnemySet;

Character[] playerTean;
Character[] enemyTeam;

List<Character> allCharacters = List<Character=();
[Header("Level Update") levelTolUnlock = 2;

[Header("Components") ]

rences of the spawn

Transform[] playerTeamSpawns;
Transform[] enemyTeamSpawns;

[Header("Data")]
PlayerPersistentData playerPersistentData;

CharacterSet defaultEnemySet;

[Header (Vi

GameObject victoryPanel;

GameObject defeatPanel;

[Header("Victory Stats")]
TMP_Text[] playerHealth;
THP_Text[] playerXP;
THP_Text[] totalPlayerXP;
THP_Text[] levellUP;

1 5CriptT

LlevellUpVar = 100;
levellUpCondition

15Tance 15

GameController Instance;
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OnEnable () {
Character.onCharacterDeath += OnCharacterKilled;

OnDisable () {
Character.onCharacterDeath -= OnCharacterKilled;

Awake () {
(Instance '= && Instance !'=
Destroy(game0bject);

Instance =

start() {
(curEnemySet == )
CreateCharacters(playerPersistentData, defaultEnemySet);

CreateCharacters(playerPersistentData, curEnemySet);

TurnBaseController.Instance.Begin();

j team to the new character array of the same length as

playerTeam Character[playerData.characters.Length];
enemyTeam Character[enemyTeamSet.characters.Lengthl;

e WO

playerSpawnIndex = @

( i = 8; i < playerData.characters.Length; i++) {
Character character = CreateCharacter(playerData.characters[i].characterPrefab, playerTeamSpawns[playerSpawnIndex]);

character.curHp = playerData.characters[i].health;
character.maxHp = playerData.characters[i].health;

playerTeam[i] = character;
playerSpawnIndex++;

( i = B; i < enemyTeamSet.characters.Length; i++) {
Character character = CreateCharacter(enemyTeamSet.characters[il, enemyTeamSpawns[il);
enemyTean[i] = character;

1Laye edal enemy Team

allCharacters.AddRange(playerTeam) ;
allCharacters.AddRange(enemyTean) ;
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Length; 1

ring(
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pa 3: Turn Base Controller Script

System.Collections.Generic;
UnityEngine;

UnityEngine.Events;

TurnBaseController : MonoBehaviour

List<Character> turnlrder = List<Character>();
curTurnOrderIndex;

Character curTurnCharacter;

TurnBaseController Instance;

Awake()
(Instance != E& Instance 1=

Destroy(gameObject);

Instance =

Begin() {
GenerateTurnOrder(Character.Team.Player);

NewTurn(turnOrder[B8]1);

GenerateTurnOrder(Character.Team startingTeam)
(startingTeam == Character.Team.Player) {
turnOrder.AddRange (GameController. Instance.playerTeam);

turnOrder. AddRange (GameController.Instance.enemyTeam) ;
(startingTeam == Character.Team.Enemy) {

turnOrder. AddRange (GameController. Instance.enemyTeam) ;

turnOrder.AddRange (GameController.Instance.playerTeam);
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EndTur

onNewTurn?. I

EndTu

rTurnOrde

NewTur J o derInd
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Mapaptnua 4: Player Battle Controller Script

UnityEngine;

UnityEngime.Inpu

Random = UnityEngime.Random;

onNewTurn += OnNewTurn;

OnDis

Turr t r.In onNewTurn -= OnNewTurn;

Ewova 93: PlayerBattleController.cs (Mépog A)

75



[Tur troller.Inst GetCurrentTurnCharacter().ga
EndTurn(];

(TurnBaseController.Instance.GetCurrentTurnCharacter().team == Character.Team.Player) {
EnablePlayerBattl

battleActionsUL.DisplayBat Controller.Instance.GetCurrentTurnCharacter()];

DisableP rBattle(];

ctionC
selectionCh
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tionVisual(

entTurnC

Range(1l
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EndTurn() {
TurnBaseController.Instance.EndTurn();

SelectCharacter(Character character) {
UnSelectCharacter(];

cur3electedCharacter = character;
curdelectedCharacter.ToggleSelectionVisval(

UnSelectCharacter() 1
[curSelectedCharacter ==

curSelectedCharacter.ToggleSelectionVisval(
curSelectedCharacter =

SetCurrentBattleAction(BattleAction battleAction) |
curSelectionBattleAction = battleAction;
canSelectSelf =

canSelectTeam =
can3electEnemy =

[ battleAction HeleeAction battleAction RengedAction]

can3electEnemy =

(battleAction HealAction) {
can3electSelf ]
canSelectTean

(battleAction EffectAction) {
canielectSelf = ((EffectAction)battleAction).canEffectSelf;
can3electTeam = ((EffectAction)battleAction).canEffectTeanm;
can3electEnemy = ((EffectAction)battleAction).canEffectEnemy;
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Mapaptnua 5: Enemy Battle Controller Script

UnityEngine;
em.Ling;
Random = UnityEngine.Random;

: MonoBehawviour

[Header(“AI"]]
minWaitTime

[Header("Att

[Header(“Chance Cur

Character curEnemy;

OnEnable() {
seController.Instance.onNewTurn += OnNewTurn;

OnDisable() o

TurnBaseController.Instance.onNewTurn -= OnNewTurn;

OnNewTur
(TurnB ) .team == Character.Team.Enemy)
curEne troller Cu terl();
Invoke(nameof(DecideBattleAction], Random.Range(minWaitTime , maxWaitTime) )
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(HasBattleActionDfTypel [HealAction})) o

Character weakestEnemy = GetWeakestCharacter(Character.Team.Enemy);
[(Random.value = healChanceCurve.Evaluatel GetHealthPercentage(weakestEnemy)])
CastBattleAction(GetHealBattleAction(), weakestEnemy);

Character playerToDamage;

[Random.wvalue < attackWeakestChance)
playerToDamage = GetWeakestCharacter(Character.Team.Player];

playerToDamage = GetRandomCharacter(Character.Team.Player];

(playerToDamage !=

[(HasBattleAction0fType( [HeleeAction)) HasBattleActionOfTypel [RangedAction))) {

CastBattleAction(GetDamageBattleAction(), playerToDamage];

1

Invoke(nameof(EndTurn], Random.Range (minWaitTime maxWaltTime]));

CastBattleAction(BattleAction battleAction, Character target) {
{curEnemy == ) 1
EndTurn(l;

curEnemy.CastBattleAction(battleAction, target];
Invoke(nameof(EndTurn], Random.Range (minWaitTime ,maxWaltTime));

EndTurn() o
TurnBaseController.Instance.EndTurn();
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[RangedActic

(ba ==

ba[Rando
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Character GetWeakestCharacter (Character.Team team) {
weakestHp = 999 Foul

Character[] characters = team == Character.Team.Player
? GameController.Instance.playerTeam
: GameController.Instance.enemyTeam;

[ i = 0; i < characters.Length; i++) {
(characters[i] ==

(characters[i].curHp < weakestHp) {
weakestHp = characters[i].curHp;
weakestIndex = i;

characters[weakestIndex];

Character GetRandomCharacter (Character.Team team) {
Character[] characters =

(team == Character.Team.Player)
characters = GameController.Instance.playerTeam.Where(x
(team == Character.Team.Enemy)

characters = GameController.Instance.enemyTeam.Where(x

characters[Random.Range (B, characters.Length)];
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UnityEngine;
UnityEngine.UI;

AvdioController : MonoBehaviour
FirstPlay
MusicPref =
SoundsPref

firstPlayInt;

Slider musicSlider;
Slider systemSoundsSlider;

musicFloat;
soundsFloat;

AvdioSource musicAmbience;
AudioSource[] systemSoundsAudio;
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Start()

I
L

firstPlayInt = PlayerPrefs.GetInt( FirstPlay);

[(firstPlayInt ==
musicFloat =

soundsFloat =

musicSlider.value = musicFloat;

systemSoundsSlider.val = soundsFloat;

PlayerPrefs.SetFloat(MusicPref, musicFloat);
PlayerPrefs.SetFloat(SoundsPref, soundsFloat);
PlayerPrefs.SetInt(FirstPlay, -1J;

J

L
musicFloat = PlayerPrefs.GetFloat( MusicPref);

musicSlider.value = musicFloat;

spundsFloat = PlayerPrefs.GetFloat( SoundsPref);

systemSoundsSlider.value = soundsFloat;

SaveSoundSettings() |
PlayerPrefs.SetFloat(MusicPref, musicSlider.value);

PlayerPrefs.SetFloat(SoundsPref, systemSoundsSlider.value);

OnfpplicationFocus( inFocus) {
(!inFocus)

SaveSoundSettings();

UpdateSound() |
musicAmbience.volume = music3lider.value;

[ i =08; i < systemSoundsAuvdio.Length; i++)

systemSoundsAudio[i].volume = systemSoundsSlider.value;
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