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Description

This thesis titled “Motion Detecting with Wearable Sensors” has as purpose of showing
the capabilities of wearable sensors. The project is a 2d platformer game made in the Unity
game engine. After some thinking | decided to go with an imitation of the classical Super
Mario Bros for the sole reason of being able to use many of the Myo armbands capabilities. In
the game, there will be the possibility of choosing between different accounts / players, save
progress of level completion and be on the high scores table with the use of your personal
account. The wearable sensor used is the Myo armband by Thalmic Labs, Myo armband is a
gesture recognition device worn on the forearm, which allows the user to control technology
wirelessly using hand motions. Myo uses Electromyographic sensors to read muscle activity.
With the use of gestures, accelerometer and its rotation the user will be able to play the game
completely with the use of the Myo armband.
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Ileprypagn

H epyacio avt) pe titho « Aviyvevon kivnong pe aiodnmmpeg mov tpocsapudlovral 6to
oOUa » EYEL 6oV OTOYO TNV EMOEE TOV SLVOTOTHTOV TOV 0eONTNPOV COUNTOS. XTNV
gpyacio avty Oo dnuovpynom éve 2D platformer moyvidt pe v yprion g Unxovig
Kataokevng Toryvidtov Unity. Oa sEnynoovue to Unity kot v gprion tov. Oa Ancovue
v 0 Myo, ta dedopéva oL TPOCEEPEL, TOVG TPOTOLG TOV YPNCUOTOLEiTAL KOt Yot
dapépet omd Tovg dAhovg acOntpeg kivnong. 'Enerta Oa yivel pio cvvtoun mapovcioon tov
CKNVOV TOV Toyvidlo0 Yo Vo KaTaAdPeL 0 avayvaotng Twg Agttovpyel. 1o t€hog yiveton n
avéivon Ko ene&ynon OAMV TV OKNVAV KOl TOV TO GNUOVTIKOV KOUUATIOV KOJKO TOU
€YOvUE ONUOVPYNGEL Y10 TNV EVKOADTEPT KOTAVONGN TS dNULOLPYING TOL Toy VoD OTTwg
emiong kot 1 eneENynon Tov kddwka mov apéyel to SDK tov Myo.
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ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

1 Evcoymyn

H mtoguokn elvor poe evkonpio yioo va aoyoAnbet o @oltntig pe mpayuoTo Tov ToV
eVOLIPEPOLY KOl 16m¢ Tov empépovy Ponbela oty gvpeon epyacioc. H mruylokn avt
vAoTOMONKE Y00 TNV KOTOVONGN TOV 0loONTpOV Kivnong Kot Tov Tpomo xp1iong Toug.

1.1 Hepiinyn

H gpyacio avt pe titho «Aviyvevon kivnong pe aontipeg mov tpocsapudlovial 6To
oOUa » EYEL 6oV OTOYO TNV EMOEEN TOV SLVOTOTHTOV TOV 0eONTNPOV COUNTOS. XTNV
gpyacio avty Oo dnuovpynom éva 2D platformer moyvidt pe v ypnion g UNxoaving
Katookevng mayvidtov Unity. H gmdoyn g dnpovpyiag £vog 166146TATOL T ViS00 UE
Baon to Super Mario Bros éywve émerta omd v eéakpifmon tov duvatomtov tov Myo
armband kot kotd moco Oo Nrav dvvatdv vo avtamneEéAfel og avtd mov (nrovvtal. XTo
oy vior avtd vdpyel N dvvaTdTNTO ETAOYNG HETAED XPNOTOV, AmTOONKELONG TOV EMTEOOV
oV €YEl PTAGEL O YPNOTNG Kot 1 Tapovsicon tov péyiotev PBadpoioyimv. O aicOnmpog
ohpatog mov Oa ypnotporombei ivar to mepiBpayiovio Myo g Thalmic Labs, to Myo eivau
L. GLGKELY] OVOYVAPLIONG YEPOVOLL®OY TO omoio goptétar oto mym ( M avtiPpdyo) ko
EMTPEMEL OTO  YPNOTN VO  EAEYYEL OWIPOPEC OLOKEVEC M EQOPUOYEG  ACLPUOTOL
YPNOCLOTOIDVTAG TIS KIVNGES TOov Yepov. To Myo ypnoiponotel MAEKTPOUVLOYPAPIKOVS
asOnpec v va dofdcel Ty dpactnpidtta Tov puedv. Me v xpnon XEPOovoULdY, TOL
EMTAYVVGIOUETPOL Kol TNV TeEPLoTPoPn] Tov Myo, o ypnotng OBa sivan oe Béon va mai&el o
moyvior povo pe to Myo to omoio ytav €vag amd Tovg 6TdYOLG.

1.2 Kivntpo ywo ™ AeEayoynq g Epyacioc

Y1 apyég tov 2013 eida v kapmdvia g etopiag Thalmic Labs yw to Myo oto
www.Kickstarter.com to omoio &ivor pio moykOGHIO TAOTEOPUO XPNUATOSOTNONG Ond TO
Kowo. Apéomg amopdoioa 0T Oa pe evolépepe va eEgpeuvnom avtdv tov Topéa. 'Enetta and
1 xpovo yprong tov Myo anopdoica 6t Oa Hfela v dSnovpyncm Ho Epapuoy” 1 omoio Oa
ypnowonotel to Myo. ‘Emeita and cvintioeig pe tov k. MoAdpo xatoAnSope oty
ONuovpyia VOGS TaLyvidloL yio TV peHva AAAOL £VOG TOpEN TTOV NBELD VO EPEVVIOW.

1.3 Xxomoc kon otoy0L TG Epyaociog

2xomog Ntav vo ocvpmepinebel to Myo oty dnuovpyic €vog moyvidlov Kot
TauTOYPOVA 1N GYESIOOTN EVOC OAOKANP®UEVOL TTatyvidlov 1o omoio Ba ypnoyonotel to Myo
avTi Y10 To TEPUPEPELOKE TOL NAEKTPOVIKOD VITOAOYIGTY.

1.4 Aopn} ¢ Epyoaociog

Ta kepdrota 2 Unity kot 3 Thalmic Myo 8a. fonbnocovv tov avayvmdotn vo KataAdfet
TO, OVTIKEIUEVOL TOV YPNOILOTOWGOUE YioL THY dnuovpyio ¢ €pappoyig owtig. Xto 4°
KeEQAAOLO yiveTal o eneENynon oty xpnodtTa Kabe GKNVIG KoL TOV TPOTO TOV aVTIOPAEL
otig evioléc tov ypriot. To 5° kepdlaio amotedel T0 Bacikd KOpUATL GVTHS TNG EPYOCiag TO
omoio delyvel avaAVTIKA £vo LEYOAO HEPOG TOL KMOKA TOV ¥pnolponoteitol kot e€nyel mmwg
Kot yloti yiveton 1 (p1omn auTov.
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, .
2 To Ipoypapupa Unity

To Unity eivor o unyoavy katookewng cross-platform moyyvididv mov avamtoydnke
amo v etaipio. Unity Technologies kot ypnoiponoteitat yio. tnv dnpovpyio Toryvididv yio
VIOAOYIOTEC, KOVOOAES, KivnTd Ko 1otooelides. To Unity éxel evoouatouévo IDE. To IDE
onuaivel Integrated Development Environment mov petappaletor g OlokAnpopévo
[epBarrov Avamtuéng : To Unity givor 1 évoon g unyovig mouyvidlod mov apnveL TovV
xPNOTN va TPEEEL TO TTayVidL TOL EYEL ONUIOVPYNOCEL, LIOG EPAPLOYNG TTOL OAC TO KKOLLLATIONY
OV TToyVIdoL tomofetovvtan pall yioo v dnuovpyic Tov T VISV Kol TOV ENEEEPYAOTN
Kkodko mov mapéyxer to Unity , MonoDevelop to omoio dev Oa ypnoyomomon Adym

& unity

Ewéva 1 : Aoyotomo Unity

2.1 Aopnj Tov Unity

Oa yivel pa ovvroun avaeopd otov Editor tov Unity kot oto MonoDevelop, to oroia
amoteloVV Pacikd oTotryela TG GLYKEKPIUEVNG Unyavng moyvidtwv. Eriong Ba avaeépovpe
t0 Mecanim.

2.1.1 O Unity Editor
O Unity Editor anotelei to Pacikd pépog tov Unity, apov pe t yprion owtov
onuovpyovvror to moryvidw. Mg v elcaymyr] tov assets tov moryvidoh pmopoldv vo
KOTAOKELOOTOOV d1dpopeg oknvéS Ommg Kot Oa avaddcovue 6to 5° kepdroto. Zvvdvalovtog
TNV GKNVY| LLE TOV KOOKO TOL Oa dOnovpyncovpe pog 6tvel To TeAKO oy viot.

Score 000

Ewdéva 2 : Unity Editor
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2.1.2 To MonoDevelop
To MonoDevelop eivar éva  mpdypoupo to omoio eEvmmpetel  toOV
TPOYPOLLOTIOTH) GTNV SNUIOVPYIO KOSIKA Y10 THV 6MOTH eKTéAEOT ToV TTaryvidov. To Unity
pali pe to MonoDevelop vrroopilovv Tpelg YAOGGES TPOYPUUUATICHOD Y10 TV OMtovpyio
TOLYVIOLADV.
e C# ( C Sharp) : AVTIKEPEVOGTPOUPNG YADOGO TPOYPOUUUOTICUOD, TNV oToio Kot Oa
YPTCLOTOO® Y10, TNV ONULOVPYIO ALTOV TOL TOLYVISLOV.
e JavaScript : Alepunvevpévn YAOGGo Tpoypapupatiopod exnpeacuévn and t C.
e Boo0 : Emnpeacuévn amd v Python, n Boo givot puo otatikn yevikoh okomod yAOeoo
TPOYPULLOTIGLOV.
To MonoDevelop éyet mapdpola yapaxtmpiotikd pe to Visual Studio to omoio 6Oa
YPNOCLOTO oW Y10, AOYOLG GLVIOELOG.

(§2) MonoDevelop

Ewoéva 3 : AoyoTvmo MonoDevelop

2.1.3 To Mecanim
To Unity éyet éva eehypévo cvotnua animation to onoio mopyet :

e Edkoln pvOuion tmv animations oe avOpmmoe1dég xapaktnpes Kat Oyt uovo.

e  Tnv kavotnta vo epapudcel animations oo £va ovTiKeipevo og Eva GALO.

e Awygipion moAdvmlokwv oAniemdpdoswv petagd animations pe tv ypnon &vog
onTIKoV gpyoreiov To 0moio Kot Bal ¥PNGYLOTOCO.

e H dnovpyia kiviong pécm animation oe d1Gpopo PEAN TOL GOWUOTOG ME YXPNoN
SLPOPETIKNG AOYIKNG Y1 TO KaBEva.

Ewoéva 4 : To Mecanim

11
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1 4
3 To Ieprppayrovio Myo
2115 apyég Tov 2013 to Myo ékave TV ELOAVION TOL GTO KOWO HEGH TNG KOUTAVIOG
™m¢ etopiog Thalmic Labs oto www.kickstarter.com. To Myo e&ivalr pie cvokevm
avayvVAOPIoNS XEWPOVOLLDV TO omoio @opiétal oto N ( N avTiPpdylo) Kol EMTPENEL GTO
YPNOTN VO EAEYYEL O1APOPEG GUOKEVEG N EPAPLOYES OCVPUATO XPTCLLOTOLDVTOGS TIG KIVIGELS
TOV YEPLOV.

Ewova 5 : Ileprfpayrovio Myo

3.1 Evepyomoinon

o mv gpron tov Myo oe Windows 1} Mac 1 dwodikacio Tov mpémnet va akohovOncel
0 xpnotng mapéyetol oto software mov ypeldleton vo katefdoet yloo v ¥pHON TOL UE TOV
voAoyloTh. Metd v gykatdotacn tov MyoConnect o ypnotng cvvdéet to Bluetooth dongle
kot T0 MYO GTovV VTOAOYIGTN, EVUEPDVEL TO AoYIGHIKO Tov MYO kot €netta givorl £Toyo va
@opebel. MOAG 0 ypfio¢ To TomoBETNOEL GTO YEPL TOL YpetdleTon va Kavel pa fadpovounon
( calibration ) ywo. tqv cwot Asttovpyia Tov.

B Myo Armband Manager *

My Myo STATUS DETAILS CALIBRATION

“ =
@ Connected / Primary Disconnect
Ping Myo | Ping |
Turn Myo Off | Turn Off |
Plug Myo in to turn it back on

+ - Mew firmware available

Ewova 6 : [péypappo Myo Connect

12
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[a v gpron tov og 10S 1 Android 1 dwdikacio givor ToAd o amky epdoov OAN M
dOVAELA YiveTar oV €@aploy pe To omoio Ba dovAevel to Myo. Apa o ypnotng yperaletal
vo, tonobetnogl o Myo 610 ¥épt Tov, Vo evepyomomoet to Bluetooth otnv kivnt) cvokevn
TOV KOl LEGM TNG EPaPLOYNS va cuvdedel ato Myo.

Choose a Myo SCAN
My Myo
Version: 1.1.4 .

Ewova 7 : Xovdeon Myo e€ Android

3.2 Tpomog Aevtovpyiog

To Myo amoteeitar amd 8 blocks 6nmg gaivetar oty gkova 5, kébe Eva amd ovtd
TEPEXEL MAEKTPOLLOYPOUOKOVS ouoONTpeg tatpwkol emmédov vy vo  owPaler v
dpacmpotntae  twv  pvwv. Emiong ypnowomoiel three-axis gyroscope, three-axis
accelerometer kou three-axis magnetometer ywo va pmopei va avigvedver v kivnorn og
omoladnmote katevOvvon. H puikn dpactnpiommra Kot 1 ovoyvapion yeipovopmy yelpiletan
amo éva eveouatopévo ARM Cortex M4 eneEepyaotn TOL ETKOVOVEL LE TIG GUOKEVEG LEGM
Bluetooth. T cvokevég mov dev dabétovv v Asttovpyia Bluetooth amd povec tovg,
nopéyetar éva dongle Bluetooth mov cuvdéetar oe omowadnmote Bvpa USB.

T[T
I P Y

Ewova 8 : Hiextpopvoypapikoi AvcOntipeg
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3.3 Awe@opéc ne arlovg areOnTpES

Ot tep1ocdTEPOL AUCONTHPEG AVAYVDPIONS YEPOVOLLDY OVIXVELOVV TNV Kivion HECH
UG KAUEPOS TO OO0 UTOpEl va, dSNUIOVPYNGEL TPOPANUO OTAV £YOVUE YOUNAO QOTICUO, T
amoOcTOoT OgV €lval 6O N VILAPYOLY eUmOdIo petalld eudg ko g kapepag. IMaipvovrog
TANpoopia Katevbeiay amd TOVG HVG TOL ¥EPLOV OvTl HEC® pog Kapepog To Myo Eemepvaet
OA0L QVTA TOL TPOPATLOLTAL.

3.4 Tpomor ypnoelg

H Thalmic Labs pe to mov Eekivnoav Ti¢ Tapadocelg twv Myo dvoi&ov kot to Myo
Market to omoio eivar pio 16TOGEAIDA e dWPEAV EPAPUOYES TTOV EXOVV SNULOVPYNGEL AVTOL
Kot €METO LE TOV Kopd UTOPOLGAV KOl Ol TPOYPOUUOTIOTEG VO LOIPAGTOVV TIG O1KES TOVG
epappoyés. To Myo oty apyn wmopoboe va ypnotpomombel yoo TOPOVCIAGES Kot
multimedia. Mg 1o mépacpo Tov ¥pOVoL UTopel KAvelg va ypnotporomoet o Myo yio tov
€\eyY0 TOL TOVTIKIOV, pourtdt, drones kot didpopa wayvidta. Tov televtaio ypdvo n Thalmic
Labs &yet kavel po onpovtiky tpoordbelo vo Barer 1o Myo g xprom yio mo GNUOVTIKG
Oépato Omwc o Eheyyog mPOGOETOV HEADY CAOUATOG, GTNV OTOKMIIKOTOINGT TNG VONIOTIKNG
YAOOOWG KOl 1) LOLTPIKT OTEKOVIOT] Yol XELPOVPYOVG.

S

;\ - e

Ewova 9 : Myo ko Teyvntad Méin Zopatog

3.5 TYmol oedopévamv
To Myo mapéyet 2 e10mV dedopéva G o EPOPLLOYT.
e Spatial Data ( dedopéva ydpov )
e Gestural Data ( dedopéva xelpovomy )

14
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Ta Spatial Data evnuep®vouyV TV EQAPUOYN Y10 TOV TPOGOUVATOAIGHO Kot THV Kivion
TOL ¥eplov. Avtd to dedopéva mpoépyovtol and to board 9-a&ovev adpavelakng HLovadag
uétpnong ( inertial measurement unit IMU ). To SDK tov Myo mapéyet 3 €ion spatial data :
1. Aedopéva mpooavatolopov ( orientation data ), ta omoia deiyvovv pe molo Tpdmo TO
Myo sivou meprotpapévo.
2. Awvvopatikd dedouéva  emtdyvvong ( Acceleration vector data ) to omoia
QVTITPOCHOTEVOVY TNV EMTAYVVOT OV d€XETAL TO MYO 001001 TOTE XPOVIKT GTLYUN.
3. Asgdopéva yoviakng tovtnrag ( Angular Velocity data ) ,ta onoia mopéyovtat omd 1o
YUPOGKOTIO.

Ta Gestural Data deiyvovuv oV €papuoyn Tt KAveL 0 YpoS 1e To ¥épla tov. To
SDK 1ov Myo0 mapéyet dedopéva XEWPOVOLLOV LLE TNV LOPOY| LG amd TIS TPOKAOOPIoUEVES
YEPOVOLES, Ol OTOlEG AVTUTPOCHOTEVOVY L0 WOLHTEPT] GTAOT TOL YEPLOL TOL YpNoth. Ta
dedopéva auTd TapEYOVTAL TO TOLG NAEKTPOUVOYPAPIKOVS OLGONTHPES.

To Myo SDK vrootnpiler Windows, Mac, 10S, Android aAld vrdpyovv opketd
gpyadreia @Tiaypévo amd v kowodtta tov Myo Developers Forum. Ezriong to Myo SDK
nepiéyel Eva Unity package yuo tig exdooeig tov Windows kot Mac.

Ewéva 10 : Roll, Pitch, Yaw

To Myo avt Vv otiyun mapéyel 5 TpokaboploUEVES XEIPOVOUIES, Ol TPOYPOUUUATIOTEG EYOVV
TNV OLVATOHTNTO VO, GLVOVAGOLV TIG 5 AVTEG YELPOVOUIES e Ta OEOOUEVA TTOV TTOIPVOLY Ao TO
board 9-aovev adpavelokng povadag pétpnone. Omdte Bo pmopovoope vo Palovue To
TPOYPOUIO LOG VO OVTIOPE OAADG Yo TV OTAN YEpovopia e Ypobldg kot OAAMMDS ov o
¥PNOoTNG €Kove Ypobid kot Tovtdypova glxe yupicel 10 xEpt Tov TovAdyiotov 90 poipec mpog
0gld. Apo €yovpe TV SLVATOTNTO VO YPNOLUOTOMGOVUE TOAAEG TOPOTAV® Ao TG S5
npokafopiouéveg xEPOVouLiES.

Fist Wave Left Wave Right Fingers Spread Double Tap

Ewova 11 : Xepovopieg oo Myo
15
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3.6 Xvurepaopata
To Myo katdpepe va Eemepdoel TIG TPOGOOKIEG OV OTAV TO TPMOTOTPO, GTO XEPLOL
pov, eivar €OkoAO0 OTNV YPNON KOl LIAPYEL UEYOAN YKAUK EPOPUOYDV TOL GCUVEXDC
peyoddvel. To design tov eivol EAaoTIKO pe amoTéleopa vo urmopel vo, popebel and dtoua pe
omotoonmote peyébovg avtiPpoayiov. Avtamoxkpiveton ypriyopa Kot eivar couPatd pe apKeTd
Aoylopikd onwg mpoavagépbnke. Ta apvntikd tov elvar Ot €Yel mEPLOPICUEVO €LPOG
YEPovomv to onoio PEPata pmopel va Eemepaotel kot 6TL | cwotn Pabuovounon umopel va
TAPEL APKETH MPO PLEYPL VO EMTEVYOEL TOL OKOUO KOL TOTE VIAPYEL TEPIMTOOT Vo UV givan
TEAELQL.
PROS
e ['pyopot Xpdvor Avtidopaong
e  Meydin I'kdpo Epappoyov
e Evkolo omnv Xpnon
e Elaotiko design

CONS

o Ileplopiopévoc ApBuog Xepovopimv
o Apketdg ypovoc yuo cwot Pabuovounon

16
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4 Emoxkonnon oy viowov

Xe ovtO TO KEPAAOO Oo avOADCOLUE TIC OKNVEG TOL TOLYVIOWD OGOV aPopa TNV
¥PNOM TOVG, Yoo TOV KOdka Ba yivel eme&nynon ot1o enduevo kediato. Ot oknvég givar ot
e€ng :

Emoyn [aiktn
Kevtpiké Mevod
Méyioteg Babpoloyieg
Odnyieg

Emioyn Emmédov
Enineda 1 -5

4.1 Xxnvn : Emaoyn laikty

2g OUTN TNV OKNVI 0 YPNOTNG £XEL TNV €MAOYN Vo SOAEEEL TOV AOYOPLOGUO GTOV
omoio Ba mailel. e mepintwon mov dev €xel VIAPEEL TPONYOVUEVOS TOIKTNG TOTE 1 OKNVN
avtn Topoleinete Kot dnuovpysitor avtopoto o “Player 17, and ekel ko €neito o€ KaOe
EMAVEVOPEN TOV TToy VooV gpeaviletal oty 006vn N emhoyn va taielg g £vag amd Tovg
VAPV TOUKTES 1} VO OTLOVPYNGELS VA VEO AOYAPLOGUO.

>

Play As Player 1

Ewova 12 : Zxknvij Emoyig Haikty

Onoc eatvetor kou omnv gwkova 12, o ypMomg pHe TNV XPNON TOV YXELPOVOULDV
Wave_In & Wave_Out pmopei va aArdéetl petald Aoyaprooumv. Otav TEAEIDCOVV 01 YPNOTES
oV Alota epeoviletan cav televtaio emloyn 1 onovpyio vog véov Aoyaptaciov. Otav o
xpNoE €xel dlahé€el tov Aoyaplacpd mov embuvuel pe v yewovouio Fingers_Spread
HeTOQEPETAL GTNV €MOpEVT] oknvn 10 “Kevipikd Mevov™.
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4.2 Yxnvn : Kevrpuko Megvoo

To Menu amoteieiton omd 7 eMAOYEG :

Choose Player : emiotpogn oty Tpdt 6EAId Y10, TV ETAOYT AOYAPLAGHOD
Instructions : pa celida pe odnyieg yio 10 TG SOLVAEVEL TO TOLYVIOL.

Exit : £é€060¢ amod to Toyvio

Levels : pia oelida mov emitpénel otov ypiot va dahééet ma miota Oo Tai&et, Yo va
umopéoel vo dloAégel o miota onuaivel 0Tl mpémel vo. €xel Kepdioel TNV
TPOTYOOLLEV).

e High Scores : pia 6eAida e ta. 5 kopveaio SCOre OAmV TV YPNoTOV

e Start Game : Egkvdet o 1° eninedo tov monyvidioo.

e Hard Reset : dtoypdaeet amd v Pviun Tov motyvidloh oA to SESOUEVA

H emoyn tov “Start Game” pnopei va emdeydei pe v yepovopia Fist, evd pmopei va
Kavel evolhoyf OA®vV Tov AoV emAoydv ektdog tov “Hard Reset” pe tig yeipovopieg
Wave_In & Wave_Out kot va tnv emiééer e to Fingers_Spread. Onmg npoavoeépbnke oto
2° kepdharo o téheto calibration dev givan gbkoho va emitevydei, omdte Yo Adyovg acpareiog
ywo. va. unv evepyomombei n emhoyn “Hard Reset” katd AdOog £xer mapaingbel omd Tig
emAoyég Tov Myo.

210 kbt pépoc ™ 006vng eaivetal molog ypnotng etvar evepydg oe avtn TV
obvdeon. Xty ewkoéva 13 eaiveton 0t1 evepydg og avth TV oknvn givar o “Player 17,

&r

Start Game

?

Instructions

Current Player : Player 1

Hard Reset

Ewova 13 : Tknviy Kevrpiké Mevov

4.3 Xxnvn : Méyrwotec BaOpoioyieg

Xe avt v ceAida epeavioviar ot 5 kopveaieg Pabuoroyieg mov £yovv emtevydet
amd TOLG YPNOTEG. 2& TMEPIMTOON 7OV OEV VIAPYOLV aPKETE omAd eugoavilovior 6ca
vdpyovv. LtV oceiida emiong vmapyovv 2 KOLUTE, &£V EMCTPEQPEL TOV YPNOTN OTO
“Kevtpuwcd Mevod” kot dAro éva 1o omoio dtaypdpet Tic PabuoAioyieg mov vdpyovv otnv
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Moto. To kovpmi avtd £xel v dtor Aoyikn pe to kovpri “Hard Reset” mov Bpioketar oto
“Kevtpwcd Mevod”. Ta va mepaotel n Pabporoyio evog ypnomn oty Aloto TPEmEL vo
TEAELDGEL TO T VidL Tov moiilel, ONAadN TPEMEL VoL PTACEL GTOV TEPUATIGUO OADV TOV TIGTOV
N va yacetl OAeg Tig Lmég Tov.

High Scores

: 1350 by Player 3
: 975 by Player 1

1 675 by Player 2

: 75 by Player 2

Reset HighScores

Ewova 14 : Zxnvii Méyweteg BaBpolroyieg

4.4 Yxknv1] : Oonyieg

2e auTn TV 6eMOa 0 ypNoTNG popel var del TG UIOPEl VoL LETAKIVEL TOV YOPOKTPOL
€VTOC moyvioloy. o v petokivnon tov yopoKTNpo UTPOG-Ticw O YPNOTNG MPEMEL Vo
aAAGlel To pitch omwg eaiveton oty gwkova 10, dpa pe T0 KaTEPOoUA TOL YEPLOV TPOG TA.
KOT® O YOPAKTPOG TAEL UTPOGTA KO [LE TO OVEPAGLLO. TOL YEPLOV TPOG TA TIGM O YOPAKTIPOG
mnyaivel Tpog to To®. Me TV TEPIGTPOPN TOL YEPLOV OEELOGTPOPX, O YOPAKTNPOS TTNOMEL
OTOV 0EPOL EVD UE TNV YPNoN NG Yepovouiag Fingers_Spread o yapaktipog Kavel ypriion tov
coAvov. Eniong pe mv yepovouioa Wave_In gvepyomoteitar to “Mevov Tlavong” 1o onoio
Ba avaAdcoLvE GE ETOUEVO KEPAAALO.

Instructions

While in Game

Wave In to Pause Game.

Rotate clockwise to jump.

Pan Up and Down to move.

Spread Fingers to Interact with objects
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Ewova 15 : Zxknviy Oonyieg

4.5 Xxknvn : Emioyn Emaéoov
Xe auTh TV oknvn 0 xpnotng pe v ypnon tov Wave_In & Wave_Out propet va
petaxwveiton petad Tov emmédmv mov £xel Eekieldmoet. [a va ekkivioel 1o eninedo mov

embopel Tpémel TPMOTO VO, TOTOOETNGEL TOV YAPAKTPO KAT® 0O TO KOVTL LLE TOV ap1Ouo Kot

émerta pe v yepovopia Fist petapépetor oto eninedo avtd. o va goyel amd ovtiv v
oknvn umopei pue v xepovopio Fingers_Spread va emotpéyel oto “Kevrpikd Mevon”. Ta,
enineda mov dev £yovv Eekdeldmbel akdpa £xouv £vo AOVKETO UTPOCTA Kot deV etvat
TpocPacipo.

Ewova 16 : Zxknviy Emdoyi Emutédov

4.6 Enineda 1 -5

210 emineda 1 €o¢ 5 0 pNog EXEL GOV GKOTO VO, TEPUATIGEL TIG TIOTES LE TN
peyoivtepn dvvatov fabuporoyio. H Babuoroyia tepvaet amd to 1 eninedo oto dALo yio va
vrdpyer po teMkn Paduroroyio 6to TEA0G TOL TOYVIO10V. [ TO TG peTakiveitol o
YopokIpag Exet avapepbel oto kKe@dAaro 4.4 e Tig 0d1yiec. Xta eminedo avTd VILAPYOLVV
O1apopal AVTIKEILEVO TTOV UTOPEL VO GUAAEEEL O YOPOKTIPOS TO OO EXOLV KOt AAAN
enidpaot. Avtd etvon :

e Pizza: npocOétel pia {on 6TOV YOPAKTHPO.

e Soda : an\dé mpocHétel mdvToug.

e  Milk : kdvet Tov yopaktipa peyoldvtepo o pEYebog Ko av Toyxov ytomnoel omd
KAmO10V ovTimalo ToV EMOTPEPEL 6TO apykd péyeog kot yio 1 devtepdiento dev
umopel va medavet.

e Alcohol : o yapaxtpoag maipvel Eva Tpacivo xpdpo Kot yio ta exopevo. 10
devtepOlenta dev pmopet vo xTumn el amd KATOoV OVTITOAO Kot LLE TO QY YUY O
avtimodog mebaivet.
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O)la ta avtikeipeva TpocsBétovy movTovg oty fabpoioyia tov yprotn n omoia GoiveTon 6TV
gwkovo 17 oy tave de&ld yovia.

v Thve aploTtept] Yovia aivovtol Tocec (mEg Exouy amopeivel GToV XpNoTI. 2TV
gwkova 17 emiong pmopovpe va dodue 4 avturdiovg Android mov givar évo amd to 5 Tpdrypoto
TOL UTOPOVV VO GKOTMGOLV TOV YOPaKTpo. AvTd givor :

e Poumot Android : vdpyovv to amid kot ta “Red” ta omoia ypeidletal va ytoanOovy

2 popég yia va mebdvouv.

o  Koapopud : vrdpyovv 2 €d®V kapPid, ovtd mov Pyaivouv amd opiopévoug COAVES Kot

TO QLT TTOL TEPLIOTPEPOVTOL GLVEXDG GE £VaL oTadEPS onpeio.

o Nuytepideg : £xovv v 1010 Aoyikn pe to. Pourdt Android pe v udévn dagopd 6t
avTi Vo LETOKIVOOVTOL GTO £00UPOG EVaL GTOV AéPaL.
o  Koavovi : dtav o yopaxtipog TAncldcstl apketd apyilel kot mopofolel Tov ypnotn, yio
va tebavet ypetdleton vo xtomnOei 3 popéc.
o Kevo : av o yopaktpag TEGEL 6TO KEVO glvar uGLoAoYIKO va mebaivet.
Otav 0 yapaktpog pog mebdvel emotpépet oto tehevtaio CheckPoint amd to omoio €xet
TEPAGEL.

Score

Ewova 17 : Tlailovrag To Ewinedo 1

Onwc mpoavaeépOnie otig 00nyieg 0 xpnotg umopel va Kavel Tadon tov toyviorod. Otav
yivel avtd otopatdve to movto Kot epeoviCetan évo Menu pe tig mopoakdto emA0YEG :
Resume : emotpépel 610 TOUYVIOL
Try Again : Eavapyilel To eninedo amd v apym.
Quit : emotpéeetl oto “Kevipikd Mevon”
Change Audio : n oiyaon kot 1 Kotdpynomn tng ciyoong Tov 1yov.
g TePImTOON TOL 0 XPNOTNG TEPUATIOEL TO £MinedO TOTE ERPAVIfETOL VOl TAPOUOLO HEVOD TO
omoio gpeavilel oTov YpNoTn To EMIMEDO TO OO0 TEPUATIOE, TNV Padporoyia mov £xel Kot TG
EMAOYEC !

e Continue : petaQépEL TOV YOPOUKTHPA GTO EMOUEVO EMITEDO.

e Quit : emotpépet oo “Kevrpikd Mevon”
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e Change Audio : n ciyaon Kol 1 Katdpynon g olyacng Tov nyov.

5 Avaivon IHaryviorov kol Koowka

e 0T TO KEPAANO apykd Ba avaADGOVE TOV KOJIKA Y10t OAEG TIC OKNVEG EKTOG
TOV EMTESMV Ko £ME1To O ovolOGovE OAN TO AVTIKEILEV TTOV PBpickovTon ot S enineda
oV ayvidoD. Eniong Oa yivel ene&nynon tov kddko mov mapéyetat amd to Myo Unity
Package kot Tov Tpomov xpnong Tov.

5.1 Avaivon Zxknvav

5.1.1 Emioyn Haiktn
Y& T TNV GKNVA VIAPYoVV pepikd avtikeipeva otov “edkero” City_Backgrounds

"Q PlayerSelection
P Hub - 1 Myo
Main Camera
b City_Backgrounds

SoundGameOhbject

ChoosePlayerManager

ta omoia gfvon TomoBeTnuévVa yror va unv givon kevi 1 oknvn. Emiong pmopodpe va dodue 6tL
ekT0g Ta avrtikeipeva tov background vrdpyovv to Hub — 1 Myo , n xéipepa, to
SoundGameObiject kot to ChoosePlayerManager mov mepiéyet to Pacikd script g oknvig.
I'a to Hub — 1 Myo Oa yiver avagopd oto 5.6 Myo Analysis.

static KeepSoundBetweenScenes instance = null;
public static KeepSoundBetweenScenes Instance

{
get { return instance; }
}
void Awake()
{
if (instance != null && instance != this)
{

Destroy(this.gameObject); return;
}else{
instance = this;

}
DontDestroyOnLoad(this.gameObject);
}
void OnApplicationQuit()
{

Application.CancelQuit();
System.Diagnostics.Process.GetCurrentProcess().Kill();

}
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To SoundGameObject mepiéyer 2 components ta onoia eival £va apyeio Myov Kot Eva
script to omoio dltnpel T0 OVTIKEIUEVO OWTO €VEPYO OTIS OAAAYEG TOV OKNVAOV Yo TNV
dlaTNPNo” TG LOVGIKNG Kot Yo TV aro@uyn crash tng epapproyng katd tnyv ££060 and avt.

Ytov KMok dimha gaivetal 6Tt LOMG EKKIVAGEL TO SCript eEAéyyovpe yio v vmopén
€VOG OTIYMOTLTTOV TOVL OVTIKEWWEVOL HOG KOl OV LTAPYEL KOTAGTPEPOLHE TO TOPOHV
aVTIKEIUEVO,  OAMIDG  dtnpovpe  ovtd  oav  oTypudtvmo.  Me 1oV KOOKA
DontDestroyOnLoad() diatnpovpe 10 avtikeipevo avtd evepyd peta&d tov oknvov. Emiong
&yo mpooBéoer v function OnApplicationQuit() n omoia evepyomoieitor 6tav o ¥pHoTNG
Kaver €£000 amd v epappoyn. To koppdrtt kodike avtd kotapyel v £€0d0 mov &xel
{ntoet 0 xpNoTNG KOl KATAGTPEPEL TV TPV dtepyacio. O AOYOG mov TO YpNCIULOTOUD Eivat
OTL 6TaV 0 XPNOTNG TPOOTAONGEL V. KAVEL KAVOVIKE ££000 TO TPOYPOULLLL KOALOVGE KOl gV
aVTIOPOVCE LE AMOTEAEGLO O LOVAIIKOG TPOTOG Y10, VO KAEIGEL TO TPAYPAULA NTAV LEGH TOV
“Task Manager” tov vmoAoyloTH.

if (PlayerPrefs.GetInt("NumOfPlayers") > 0)

{

currentPlayerNum = PlayerPrefs.GetInt("NumOfPlayers") + 1;
Yelse{

currentPlayerNum = 1;

CreateNewAndgoToMainMenu();
hY

K®dwog 2 : Emioy Xopoktipa, Start

Ytov KOOWKa 2 @aivetar évo kopudtt g Start() depyaciag to omoio kdvel Eleyyo
otov oképato “NumOfPlayers” o omoiog givar amofnkevpévog 6Ty PVAKY TOV VITOAOYIGTH
Loym tov “PlayerPrefs”, av o axképaiog eivar peyoldtepog tov undevog tote onuaivel 0Tt
vdpyovv NON maikteg ondte Palovpe otov TOPWVO YPNOTN TOV O0pBUd TOL GLVOAOL TV
moktov + 1. v mepintoon mov 0ev vapyel GAAOG TaikTnNG divovpe GTOV YPNOTN TOV
ap1Bpod 1 kar exkvovpe tnv diepyacio CreateNewAndgoToMainMenu() .

void CreateNewAndgoToMainMenu()

{
if (PlayerPrefs.GetInt("NumOfPlayers") > 0)
PlayerPrefs.SetInt("NumOfPlayers", currentPlayerNum);
else
PlayerPrefs.SetInt("NumOfPlayers", 1);

PlayerPrefs.SetInt("CurrentPlayer", currentPlayerNum);
ThalmicHub.Destroy(ThalmicHub.instance);

SceneManager.LoadScene("MainMenu");

}

K®dwog 3 : Anmuovpyia Maiktn

O K®owkag 3 Kkdvel Tov 1010 EAeyy0 TOL KAOWKA 2 Kol 0mobnkevel Tov véo aplOuod
nouktov oty petofAnty  “NumOfPlayers”. ‘Emeita omv petapinty “CurrentPlayer”
tonobetel Tov aplOpd TOV TOPIVOL TAIKTY, KOTUOTPEPOLLE TO GTiyoTVRo Tov ThalmicHub
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apoV oe kabe oknvn vdpyel Eva, Ba eEnynoovpe tov AOY® TOv Yivetol avtd G6TO KEQPAANLO
5.6 Myo Analysis, kot telMkd pe v yprion tov SceneManager petapepouacTte 6TNYV GKNVH
Tov “Kevrpikoh Mevov”.

void Update ()
{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>(); // set myo
if (thalmicMyo.pose != _lastPose)
{
_lastPose = thalmicMyo.pose;
if (thalmicMyo.pose == Pose.WaveOut)
if (counter <= PlayerPrefs.GetInt("NumOfPlayers"))
counter++;
if (thalmicMyo.pose == Pose.Waveln)
if (counter > 1)
counter--;
}
if (thalmicMyo.pose == Pose.FingersSpread)
PlayerChosenAndGoToMainMenu();
}

Kodwag 4 : Emloyf Maikty , Update()

Ytov k®dwKa 4 BAémovpe TV depyacio Update n omoia ektedeitar cuvéyela, o€ avty
dnAdvoupe 61t To thalmicMyo givar to script Tov Ppicketal 610 OVTIKEILEVO MYO TG GKNVAG
LG KO ETTELTOL KAVOLULE EAEYYO YO TIG YEWPOVOUiEG TOL KAveLl 0 xpnotng. Kavooue éleyyo yia
TO OV 0 YPNOTNG EXEL YPNOYLOTOMOEL VEQ XEpovopia, av €xel oAAAEEL TOTE TNV TTEPinTOON
g yepovopiog WaveOut mpocBétoope 1 povado otov counter eved oty mepintmon Tng
Waveln agapodpe. Av o ypnotng kaver thv yepovopio FingersSpread tote extedovpe tnv
depyaocio PlayerChosenAndGoToMainMenu.

void PlayerChosenAndGoToMainMenu()
{
PlayerPrefs.SetInt("CurrentPlayer", counter);
ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("MainMenu");
}

K®odwog 5 : Howktiig EmiéyOnke

H depyacio avt aAraler v petafint “CurrentPlayer” otov apOuo mov Bpioketon
otov counter o omoiog oAAGlel pe Paon tov k®@dwka 4 tng Update() kot émerto Ommg 1
dlepyacio. 6TOV KMOWKE 3 KOTUGTPEPOLE TO GTypdtuo Tov ThalmicHub kot anyaivovpe
oto MainMenu.

Ytov k@dka 6 sugaviCetar 1 OnGUI() mov dayepileton 10 ypapikd meptBAALOV.
‘Exm dnuovpynoet éva skin to omoio eivon pia cviloyn amd GUIStyles mov umopodv va
gpapuootovy oto, aviikeipeva tov GUI. TomoBetd oto background pio padpn ewdva mov
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naipvel OA0 1o péyebog tng 006vng kot TG yauniove to alpha ®ote vo gaivovtol To oTolyEsio
nov Ppiokoviol amd wicw. 'Eneito Tomobet®d tov TiITAO TOL Taryvidod Kot SNUovPYd HEPIKA

opBoydvio ota omoia B tomobetnow ypagkd. Otav o counter yivelr peyoaAdtepog amd

TO

GUVOAO TOV TOKTOV, TOTE epeaviletal otny 000vn éva Kovuni Tov evepyomnotel Tnv diepyacio

oL KOOWK 3. e avtifetn nepintmon evepyomoteitar 1) dlEPyacio TOL KOOKA S.

void OnGUI()
{
GUI.skin = skin;
GUI.color = new Color(1, 1, 1, 0.5f); // Lower Alpha to 0.5
GUI.DrawTexture(new Rect(®, @, Screen.width, Screen.height),
menuBackgroundTexture);
GUI.color = Color.white; // Get Alpha back up

GUI.Label(new Rect(Screen.width / 2 - 250, Screen.height / 2 - 350, 500,
200), "The Game"); // GAME TITLE

Rect secondRowlLeftRect
+ 50, 100, 100);

Rect secondRowTextRect
+ 150, 100, 50);

new Rect(Screen.width / 2 - 50, Screen.height / 2

new Rect(Screen.width / 2 - 50, Screen.height / 2

2 + 70, 60, 60);

80, 40, 40);
Rect rightGestureRect = new Rect(Screen.width / 2 + 220, Screen.height / 2
+ 80, 40, 40);

if(counter != PlayerPrefs.GetInt("NumOfPlayers") + 1)
{
if (GUI.Button(secondRowLeftRect, selectPlayerTexture))
PlayerChosenAndGoToMainMenu();
GUI.Label(secondRowTextRect, "Play As Player " + counter,
"MenuItems");
GUI.DrawTexture(secondRowGestureRect, gestureFingersSpread);

}

else
{
if (GUI.Button(secondRowLeftRect, selectPlayerTexture))
CreateNewAndgoToMainMenu();

GUI.Label(secondRowTextRect, "Create Player " +
currentPlayerNum.ToString(), "MenuItems");
GUI.DrawTexture(secondRowGestureRect, gestureFingersSpread);

}
GUI.color = new Color32(255, 255, 255, 150); // Lower Opacity
if(counter != 1)

GUI.DrawTexture(rightGestureRect, gestureWaveln);

if(counter != PlayerPrefs.GetInt("NumOfPlayers") + 1 && currentPlayerNum > 1)
GUI.DrawTexture(leftGestureRect, gestureWaveOut);

GUI.color = new Color32(255, 255, 255, 255); // Max opacity

Rect secondRowGestureRect = new Rect(Screen.width / 2 + 70, Screen.height /

Rect leftGestureRect = new Rect(Screen.width / 2 - 170, Screen.height / 2 +

K®owog 6 : I'paguké Iepipaiiov
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5.1.2 Kevrpiké Mevov

Avt 1 oknv amoteleitarl omd to background, tv kauepa, to Hub — 1 Myo ko to
MainMenuManager to omoio £yer Tov k®mdwke. MainMenu ka1 MainMenuHighScoreSet ta
omoia yepiCovton to Kevrpikd Mevod kat v tomoBétnon g véag Babporoyiog oty oknvn
TV Padporoyldv aviictotyd.

7@ [+ Main Menu (Script) B,
Script MainMenu @
Mya W Myo @
Skin _ Menuskin (GUISkI @
Button Play DPlay @
Button Exit CiClose =]
Button Instructions |} Question @
Button Levels CMenu @
Button High Scores &3 Trophy @
Button Create New F{Powerlp @
Gesture Fist (fist [}
Gesture Fingers Spri( fingers_spread @
Gesture Wave Right | wave_out @
Gesture Wave Left " wave_in @

@

Menu Background Te/llblackBackground

Y@ [« Main Menu High Score Set [5: #,
Script MainMenuHighSca @

Kadwag 7 : Kevrpiké Mevov, Update ()
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Ewodva 19 : EmOsdpnon Awoysipiotiy Kevrpucov Mevov

if (thalmicMyo.pose == Pose.Fist)
NewGame () ;
if (thalmicMyo.pose == Pose.FingersSpread)
{
switch (menuCounter)
{
case 0: LevelSelectionPage(); break;
case 1: HighScoresPage(); break;
case 2: InstructionsPage(); break;
case 3: CreateNewPlayerPage(); break;
case 4: ExitGame(); break;
default: ExitGame(); break;
}
}

O k®dwkag Tov MainMenu dovAevel pe Tov 1010 TPOTO TOL SOVAEVEL KO O KOSIKOS TNG
OKNVNG EMAOYNG XPNOTN, £0M TAAL e Eval COUNTEr KAVOLLLE TEPIGTPOPT) TOV AVTIKELLEVMV TOV
pevov pe v ypnon tov Waveln & WaveOut kot pe tmv ypnion tov FingersSpread yiveton n
EMAOYN Y vo TPEEEL 1 Olepyacio. Xe mepinTmon mov 0 ¥pNots Bélel va ekKvnoel véo
oy vior vLapyel LOVIL 1) ETAOYT oTNV 000VN Y100 EVKOALD.

Ot diepyncieg TOL KOOKE 7 LETAPEPOVY TOV YPNOTN OTIS GEMOES OV UTOPEL VoL pavel
Kot amd Tovg TitAovg Tov diepyactmv. Emxiong vrdpyel kot n emhoyr tov HardReset n omoia
unoevilel OAec T HETOPANTEG TOV AMOONKELOVTOL GTNV UV KOl LETOPEPEL TOV YPNOTN
otV oeAida emhoyng xprot N onoia BEPata Aoy® pn vapEng GALOL TaiKTN LG ETICTPEPEL
TdAL 6T0 MeNU aAld mg ypnotn 1.

5.1.3 Méyweteg BaOpoioyies kar Oonyieg

H oxnvi Méyioteg Babpoloyieg maipvetl ta “HighScoreX” ( X = apiBudg ) dedopéva,
and to PlayerPrefs kot av givar peyoaddtepo tov undevog tote to eppavilel otnv 006vn g
wa AMota pe péyioto 5 Babudv. Eniong vapyovv 2 xovumid and to ypoaeikd mepipdilov (
GUI ) amd ta omoia T0 €va EMGTPEPEL TOV ¥PNOTH GTO MENU pEe TV PO TNG XEPOVOLING
Fist kot to dAXo pe to mhtnpa Tov dtaypdeet Tovg fabuovg amd v Aioto.

H oxnvn Odnyieg amotedeiton povo amd ypapikd to omoia amid epeaviCovv oonyieg
Kol €KOveS oty 006vn. Eniong vdpyet éva kovpumi mov EMGTPEPEL TOV YPNOTN GTO KEVIPIKO
LEVOD [LE TO TATNO TOV 1) KE TNV (pNon TS xepovopiog WaveOut.

5.1.4 Emoyf Emumrédov
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Avti M oknvh amoteleitar omd to Hub, ta oknvikd oto background , to ypagikod
KOUUATL TOV YOPOKTNPO TOL TEPLEYEL TOV KAOJIKO TNG OKNVNIG KOl 5 OVTIKEIUEVO UE TOVG
aplBuovg TV emmédwv, emiong kabe aviikeipevo amd ovTA TEPLEXEL EVO AVTIKEIUEVO
KAewapld yio tov cVUPOMGHO OTL TO eMimedo elval KAEWO®UEVO.

public GameObject[] locks;
public bool[] levelUnlocked;

void Start()
{

for (int i = 1; i <=5; i++)

{
if(PlayerPrefs.GetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer") +
"Level™) < i)
levelUnlocked[i-1]
else
levelUnlocked[i-1] = true;

false;

if (levelUnlocked[i-1])
locks[i-1].SetActive(false);

}
positionSelector = PlayerPrefs.GetInt("Player" +

PlayerPrefs.GetInt("CurrentPlayer") + "Level") - 1;
transform.position = locks[positionSelector].transform.position + new
Vector3(@, distanceBelow, 0);

}

Kodwog 8 1 Awyaiprotig Emioyig Emmédov

Y10V KOdKa 8 apykomolovpe 2 Tivakeg TOLG 0moiovg otov inspector tov Unity Balovue 5
0éocic otov kabéva, otov mpdto Palovpe Ta Aovkéta kot Tov 2° Tov a@rivovpe kevd S10TL
aAAGlel péoa amd Tov KddKO. XNV cvvéyewn oe o loop cuykpivovpe tov apBud tov
TEAELTAIOV EMMESOL 7OV €xel TEPUATIoEL 0 YpNoe He tov oapBud ¢ loop yw va
UTOPEGOLLLE VO TOTOOETGOVIE To AOVKETO UTPOGTA OO TaL EMITED Q.

e éva petpnTr| TomobeTovpe Tov aplBud TOV EMITESOL TOV £XEL TEPUATIOEL O YPNOTNG
petov pr povada. O Adyog mov a@opoOpe pioe povado eivor 01t or mivakeg Tov
ypnowonoovpe Eekvave ond 1o 0 evd ta emimeda Eekivave omd to 1. Tty cuvéxswn
tomofgtovpe tov yopoktpa otnv B€om tov AovkéTov MOV PploKeTol O HETPNTAG KOt
nmpocOétovpe po amdotaon oTov Katakdpugo déova yio vo torofetnOei Ayo mo kdtm and
T0 AOVKETO KO oYL TAV® TOV.

transform.position = Vector3.MoveTowards(transform.position,
locks[positionSelector].transform.position + new Vector3(®, distanceBelow, 9),
moveSpeed*Time.deltaTime);

K®dwog 9 : Metakiviion apog véo TpoopLopno

H depyocia Update doviedel pe tov i610 tpoémo pe Tic 2 TPOoNyoOUEVES, ONANON
YPNOYLOTOIDVTOS £VOL LLETPNTN, EMIONG £XEL KO TOV KOOKA 9 péca and tov omoio KAveL TovV
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Yopaxtnpo vo petakwndel mpog to emduevo onueio. Me Pdon v oAhayn Ttov
positionSelector, n diepyacio MoveTowards mov maipvetl dedopéva (TOPIVEG GUVTETAYNEVES ,
GUVTETUYUEVES GTOYOV, PNROTIGNOS) LETOQEPEL TOV YOPUKTAPO WOC TPOC TNV EMOUEVT
tonofecio mov tov Eyovpe (nToet pe to Prjpa Tov Tov Exovpe PaAet.

5.2 Avalvon AVTIKEINEVOV
e avtd 10 KOppATL Oo avaAdGovpe OAC TO AVTIKEIHEVO [LE TO, OTTOT0. AAANAOETIOPE O
YOPOKTNPOGS.

5.2.1 Tvrré&ipa Avrikeipeva
Avta givor o avtikeipeva to onoio pmopel vor GUAAEEEL O XOPAKTPOS EQV TEPAGEL
amd v Toug. Kabe éva amd avtd Exetl kot Ao amotéleoa.
e Alcohol : AM\éaler tov yapaxtpo cg mpdovo yio 10 dgvtepdrenta Kol o€
TEPIMTOGN TTOV YTLTNGEL OVTITOAO TOV GKOTMVEL ATAG |LE TO TEPUGLOL TOV.
e Milk : Meyohmver to péyebog Tov Yopaktnpo Kol Tov divel SUTAN gvkKoupia,
oNAadn av Tov yTumnoEl avtimolog dev mebaivel apéows dnwc Oa yvdtav oe
AN TEPIMTOOT ALY TOV PN VEL VO GLVEYICEL TO TTOLYVIOL.
e Pizza: npocBétetl 1 {on 6TOV YOpAKTIPO.
e Soda: anAd TpooBitel TOVTOVG GTOV YOUPAKTIPO

Ewova 20 : ZoiréEipna Avrikeipevo,
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AudioSource source;
bool taken = false;

void Start()
{

}

void Update()

source = gameObject.GetComponent<AudioSource>();

if (taken)
{
if (!source.isPlaying)
Destroy(this.gameObject);

}
}
void OnTriggerEnter2D(Collider2D col)
{
if (col.transform.CompareTag("Player"))
{
source.Play();
Player.playerStatus = 2;
ScoreManager.AddPoints(75);
taken = true;
}
}

Kddwkag 10 : Avrikeipevo Alcohol

21ov K®owka 10 propovue va dovpe Ot yiveTon 1 apyikomroinon tov ctoryeiov source
10 omoio givar €va apyeio Nyov mov £xel mpootebel oto components tov Alcohol. Xe
TEPIMTOGN TOL O YPNOTNG AKOVUTNGEL TO OVTIKEILEVO avTO TOTE, Tailovpe TO apyElo NYOv,
aAralovpe to Status tov yapaxktipa oe 2 ( o eEnynbel oto kKe@aGraro 5.5 ) mpocOHEitovpe
novTovg puéow to ScoreManager ( Oa eEnynbei oto ke@aiaro 5.4 ). O LdY0og TOL YPNGULOTOLD
™mv petofAnt taken givor 61t av katéoTpepa KOTELOEIOY TO AVTIKEILEVO, O YOG TOL TEPLEYEL
dev Oa émanle moté, dpa péco oty update kévo éva ELEYYO Yo TO TOTE £XEL CTOUATHOEL VO
nailel 0 YOG Yy vo KataoTpéym 1o avtikeipevo. Tov {810 KO ¥PNOLOTOId Kot Yol TO
Milk pe v dapopd 61t aAldlm to Status oe 1. T'a o avtikeipeva Pizza ko Soda mov dev
TEPEYOLV Mo elvarl mo amAd to TPAypote ogol YPNOYLOTOOVV HOVO TO KOUUATL TOV
OnTriggerEnter2D. T tqv Pizza ypnoyomolodue emmAéov v depyacio AddLife() ( Oa

e&nyndei o610 keEPahano 5.5 ).

void OnTriggerEnter2D(Collider2D col)

{
if (col.transform.CompareTag("Player"))
{
ScoreManager.AddPoints(100);
col.GetComponent<Player>().AddLife();
Destroy(gameObject);
}
}

Kodwkag 11 : Avriksipevo Pizza
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5.2.2 Kovtd ko Képpora
Yrdapyovv 3 €idn kovtidv, Eva yio To KEPROTA, Evo Yo Tig (wég mov divel tnv Pizza
Ko éva dSuvapemv mov Pydlet Alcohol f Milk avdioyo to Status mov €yet o yapaktipag.

Ewova 21 : Kovtid

void OnCollisionEnter2D(Collision2D collision)
if (collision.gameObject.CompareTag("Player"))
bool hitOncePerJump = true;

foreach (ContactPoint2D point in collision.contacts)

{
if (point.normal.y >= 0.5f)

{
if (hitOncePerJump)

{
if (Player.playerStatus == 0)
Instantiate(Milk, SpawnLocation.transform.position,
Quaternion.identity);
else if (Player.playerStatus >= 1)
Instantiate(Alcohol, SpawnLocation.transform.position,
Quaternion.identity);

Destroy(this);

}
}

hitOncePerJump = false;

}

hitOncePerJump = true;

K®dwog 12 : Aoywn Kovtidv, Kovuti Avvapenyv

210V KOO 12 6g mepinTon Tov KATL £YEL KAVEL ETOPY| LE TO KOVTL KAVOLUE EVa EAEYYO VO
S0VLLE OV EVOL O YOPAKTAPOS LOG, GE TEPITTM®ON OV €ivan TOTE TaipvoLLE OA TOL CTLLELR TTOV
VINPYE EMAPT, OV O YOPOKTNPAS OKOOUMNCE TO KOLTL amd KAt® ( avtd ¢aivetor amd Tto
point.normal.y > 0.5f ) t6te avdrioya pe to Status tov yapaxtipo dnpovpyodue Eva oo To,
avtikeipeva Milk 7 Alcohol oto onueio Tov SpawnLocation to onoio £yovpe emiééel Kot
umopet va govel oty gtkovae 21. MOALG yivel 1 dtadtkacion avT KOTAGTPEPOVUE TOV KOOIKA
Yol VoL UV UTTOpEl 0 ypnoTng Vo TapeL aAAG avTIKEILEVA OO TO CLYKEKPIEVO KOVTi. To KovTi
HE TO KEPLOTO SLAPEPEL GE AVTO TO KOUUATL S1O0TL £Yovpe PAAeEL Eva LETPMTH Y10 VO LWITOPEL O
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YPNOTNG VO TAPEL TEPIOTOTEPA KEPUATA 0O TO KovTi. Emiong ypnotpomotodpe g petafintm
bool Aoym 611 0 ypNoTNG OTAV YTVTAEL TO KOLTI GLVIOMG EYEL 2 oMuEin EMAPNG LE ATOTEAEGLOL
vo dnuovpyodvton 2 avtikeipeva, mapdtt o ypriotng Ba wapet to effect tov avrikepévon o
@opad, Bo TApeL TOVG SMAAGIOVE TOHVTOVS TTOV OeV glval KATL TOV BEAOVLE.

To xépua eppavifeton omv oknvil OnMC mpoavapipdnke, amoteleitor omd 2
xoppdtio, 1° to CoinHolder to omoio €xer tov fyo kot €vo kopudtt k®Sko To omoio
KOTAGTPEPEL TO AVTIKEIPEVO PeTd omd 2 devtepodenta kot To 2° aviikeipevo givol To 810 to
Képua To omoio €yel €va animation to omoio kaver fade out péypr va e€agpaviotei. To
animation ko o Myog Eexwvave apuécmg poOAG dnuovpyndei to képua omdte dev ypeldletar va
yiver 1 dodikosio ovT) HECH KMOOKA.

5.2.3 ZoM]ves kKo ke

Ot coMveg Kot o1 6KAAES £x0vV aKpP®g Tov 1d10 Kadtka. Otav 0 yopakTnpos Uret
010 gomtepikd evog TriggerCollider tote aAldlovpe v petafint canTravel e ainbng kot
660 0 YpNoTNG Eival HEc 6TO OPLOL OV XPNCUOTOGEL TNV YXEpovopio FingersSpread tote
petapépete oty Tomobesio Tov £yovue Tpokabopioetl. Emiong poiig pumet o ypnotg ota dpia
epopavitoope oty 006vn péow tov GUI to €1Kovidlo g yeipovopiog yio vo EVILEPMGOVLLE
TOV ¥PNOT OTL UTOPEL VO YPNCLOTOGEL TNV OKAAN 1 TOV COAVA 6TOV 0moio Ppioketal.
MOMG 0 xpNoTNG KAVEL TNV YEPOVOULN AKOVYETOL £VOG YOG O OTTO10G EvEPYOTOLEiTAL HEC®
TOL KOJOKA.

¥ [ [+ Stairs (Script) s
Script Stairs @
Myo W Myo @
Destination A Destination (Transfarm}) @
Gesture Fingers Spread ( fingers_spread o]
Skin _Levelskin (GUISkin) (o]

v B ¥ Box Collider 2D #*

Edit Collider
Material Mone (Physics Material Z2D) ©
Is Trigger [
Used By Effector -
Offset ® 0 ¥ 0.76
Size ® 05 ¥ 0.69

Ewova 22 : EmOempntiig ZoMvov kol Xkdrag

Ewova 23 : ZoMmjvag 6to Unity
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5.2.4 Teppatiopog ( AvtokivnTo )

MO 0 pOTNG PTAGEL GTOV TEPUATIGO TOV EMTEOOV EVEPYOTOLOVVTOL SVO
diepyaocieg, n 1" amobnkevel to dedopéva hote va Tepdoovve 610 emduevo eninedo ko n 2"
YPNOLOTOIEITOL Y10l VO ELPAVIGEL TO LEVOD TEPUATIOUOV. XPNOLUOTOIOVUE TNV O10OTKAGT0L TG
StartCoroutine n omoia pag divel TV dLVATOTNTO VO KAVOVLE TGN TNG SIEPYAGIOG LLE TNV
ypron tov yield. Xe avt v nepintwon e€apavifovue tov yopaktnpa, EEKIVAUE TO
animation kot tov 110 mov &govue PAAEL 6GTO OV TOKIVITO KOl EXELTA OO 2 SEVTEPOLETTA
epeavifoope to pevod teppotiopot (Ba eEnyndel oto kepaiaro 5.4 ). H diepyacia SaveScore
extdg amd 1o va amodnkevel v Paduoroyia, kpatdet kot Tig {wEG TOL £Y0VV ATOUEIVEL GTOV
YPNOTN Kol EAEYYEL TO EMIMEDO TTOV EXEL PTAGEL O YPNOTNG MOTE VO, AroONKeHGEL TO VYNAOTEPO
eMimed0 OV £YEL PTAGEL Y10 VO LTTOPEL VAL EPPAVIOTEL GTNV GKNVI| ETAOYNG EMUTEI®V.

void OnTriggerEnter2D(Collider2D col)

{
if(col.CompareTag("Player"))
{
SaveScore();
StartCoroutine(LevelCompletedCo());
}
}
public IEnumerator LevelCompletedCo()
{
player.SetActive(false);
gameObject.GetComponent<Animation>().Play();
source.Play();
yield return new WaitForSeconds(2);
pauseMenu.showMenu = true;
pauseMenu.showWinScreen = true;
}

void SaveScore()

{
PlayerPrefs.SetInt("PlayerLifes",

player.GetComponent<Player>().currentPlayerLifes);
PlayerPrefs.SetInt("PlayerScore", ScoreManager.score);

if(PlayerPrefs.GetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer") +
"Level") < currentLevel + 1 && currentLevel != 5)
PlayerPrefs.SetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer") +
"Level" , currentLevel + 1);

}

K®odwag 13 : Teppoatiopdg ( AvtoxiviTo )

5.2.5 Enpeio EAéyyov

Ta CheckPoints éyovv éva TriggerCollider, étav o ypiot¢ pnel oto Opio. Tov TOTE
aAraCel o CurrentCheckPoint otov LevelManager ce avtd 1o omoio POl mepdcaie ®OTE G
nepinton Bavartov o maiktng va Eekvioel amd avTd To onpeio avti yio v apyn Tov
EMMESOV.
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T@ [+ Level Manager (Script) i,
Script LevelManager @
Current Checkpoint Mone (Game Object) @
Flayer Object WPlayer @
Death Particles i DeathParticles ]
Respawn Delay 0.5

Ewova 24 : EmBedpnon Awayeiproti) Emuédov

5.2.6 IItoon Edd@ovg

To FallingGround amoteAeiton amd 3 koppdtio to onoia givar tomobetnuéva pali o

€VaL OVTIKEILEVO Y10 VO LETOKIVOUVTOL GOV GUVOAO, £melTa avtd Tonobeteitan oe éva AL
avtikeipevo “Holder” yia v ypnon tov Instantiate. X nepintwon mov dev vanpye TO
avtikeipevo “Holder”, o avtikeipevo FallingGroundTotal 6o onpovpyovtay otig
GUVTETAYUEVEG TTOV (NTOVCALE COUPOVA LE TIG TOYKOCUIEG GUVIETAYUEVESG OVTL VO TTAPEL
VIOYV TIG GLVTETAYUEVEG TOV ovTiKEEVOL “Holder” mov éyetl tov poro tov parent.

Ewova 25 : TIItoon Eddagovg

v elKova 25 Qaivetal 0 YOPIGUOC TOV ETUEPOVS KOULOTIDV, OO TO KOUUATLO
&yovv Tov K@dwka 14 ko 0 Holder éxet tov kddwka 15 mwov kdvet instantiate to
TotalFallingGround oto onueio tov Holder.

¥ FallingGroundHaolder
¥ FallingGroundTotal

b FallingGround_C

b FallingGround_A

b FallingGround_B

34



ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

Ewova 26 : Iepapyio ota avrikeipevo [Itdong Eddagovg

Ye kabe koppatt Tov FallingGround éxet mpootebel RigidBody2D to onoio mpochétel puoikn
670 ovTIKEIpEVO. Apa TpocsOEéTovTag avTr| TV EMA0YN £xove BapdTNTE GTO AVTIIKEILEVO Y1d
va propet va téoet. [a va unv méoet pe v évapén tov moyviolol £YOVUE EVEPYOTOMGEL TNV
emhoyn isKinematic n onoio kavel ToOGN TOV SUVAUEDOV PLGIKNG HEXPL VL OANAEEL.

Y mepintmwon mov o yprotng akovumnoet tov Collider tov aviikeévoo to1e
evepyomoteitan 1) Coroutine otov k@dwka 14. Te ovtv kabvotepolue yia 0.5 devteporenta,
anevepyomolovpe to isKinematic ko kavovpe tov Collider Tov avtikeipuévov Trigger wote va
unv otopathost otav EpOel g eman| e kdmolo dAlo avtikeipevo. Xtnv Update tov
avTiKeWEVOL Exel Tpootebel Evag ELeyy0c MOTE OTAV TO OVTIKEIEVO PTAGEL EVO GUYKEKPIUEVO
VYOG VO KATOGTPOPEL.

IEnumerator FallCo()
{
yield return new WaitForSeconds(fallDelay);
rigidbody.isKinematic = false;
GetComponent<BoxCollider2D>().isTrigger = true;
yield return 0;
}

Kodwkag 14 : Coroutine Tov Edd@ovg wov mé@tsel

void Start ()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();
tempLifeCount = player.maxPlayerLifes;
}
void Update ()
{

if(tempLifeCount > player.currentPlayerLifes)
{

Instantiate(FallingGround, SpawnLocation.transform.position,
Quaternion.identity);
tempLifeCount

player.currentPlayerLifes;
}
}

tempLifeCount

player.currentPlayerLifes;

Kdikag 15 : Instantiation Tov £da@ovg mov Té@Tel

21ov K®@Oka 15 katd v évapén tov moryvidtoh SNA®VOLLE G pio LETAPANT
tempLifeCount o1t 0 ypiiotc exet 5 {wég, avth | SHAMON UTOPEL VO Eivarl YELONG AAAG dEV
pog dmuovpyei TpoPanua. Xtnv Update kavovpe éva Edeyyo, av 1 LeTaPANT) oty givan
peyoAvtepn oamo Tig Lmég Tov ypHotn T0TE EKTEAOVUE TNV evioln Instantiate, tomoBetovpe 10
FallingGroundTotal otnv tonobecia mov Tov £xovLE OPIGEL KOl KAVOLLE TNV HETAPANTY
tempLifeCount ion pe t1g {wég Tov ypnotn. O Adyog mov dev pog eVoyAet lvat ott otV
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yePoTEPN TTEPiMTOOT Bl £YoVpE LEYIOTO 4 EMTAEOV KADVOLG TOL OVTIKELEVOL TTOL OEV givan
OPKETOL MOTE VO VIEPPOPTMGEL TOV VITOAOYLOTY).

5.3 Avtinaliotl

g ovTo TO KEPAANL0 Bo VAAVGOVUE TNV AOYIKT TOV AVTITAAW®V KO OVTIKELLEVOV TOV
UTOPOVV VO GKOTMGOVV TOV YOPOUKTIPC.

5.3.1 To Kevo

To kevd TomobeteiTon 6TO KEVA TOV VILAPYOVV GTNV TGTA OO TAL OTOL0L O YPOTNG
npénel vo mnonéet. [epiéyet Eva TriggerCollider kat 6tov kKK EAEYXOVUE AV O YPNOTNG
€16éA0gl oTa Opto Tov TOTE OAAGLovE To Status Tov og 0 kot extelobpe v diepyacia Die()
nov Bpioketor 6tov KASWKA 30 TOL Y¥PNoTN Kot B avaAdcovE GTO KEPAANLO 5.5.

5.3.2 Ta Kapgra

Yndpyovv 2 €100V KapELd, To TEPICTPEPOLUEVO KO OLTE TOV Eival HEGH GTOVG
oc®AVeS. XpNnoomotohy Tov 1610 kddka aAhd dtapépovy oo animation to omoio
YPNOLOTTOLOVV, EMIONG TO KAPPLEL COANVA £XOVV VA EMTALOV KMOKO O 0T010G
YPNOCLOTOIEITOL Y10 VOL VITAPYEL 1] KAOLGTEPNOT DGTE TO KOPPLYL Vo unv Byaivouv apécmg
HoOMG TELeUdGEL TO animation.

5.3.3 Popmot Android

Yrdapyovv 2 €1dcdv Poundt Android ta mpdoiva Kot To KOKKIVA, 1) LOVOSIKT d1opopd
oV €Yovv glvar 0Tt Ta KOKKIVA ypeldletal va yTumn 0oy dV0 OPES Yo VoL GKOT®OOVY eV TaL
npaowva pio. Ta Android £xovv dnuiovpynOei pe v ypnon topmy sprite. Me v
tomoféon Tov Sprite avtdv 6to animation dnpovpynoape TV Kivnon TovV HEADV TOL
odpatog tov Android 6nmg eaivetatr oty gikéve 26. Encito onpovpydviog tov Koowka 16
Ko pe Ty xpnon 2 vrd aviikeévav tov Android koatagépvouvpe va £0VUE Kivion Kot 6€
TEPIMTOGT GLYKPOLONG HE KATOLO0 AVTIKEILEVO £0GPOVG 1 LE TNV EVPEGT KEVOD GTO £S0(POG
EMOTPEPEL TPOG TA TC®.

8§ &£ 8 ® & ©

Ewova 27 : Animation Tov Android

36

Ewéva 28 : Android eto Unity



ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

void FixedUpdate()

{
hitWall = Physics2D.OverlapCircle(wallCheck.position, wallCheckRadius,
whatIsWall);
foundEdge = Physics2D.OverlapCircle(edgeCheck.position, wallCheckRadius,
whatIsWall);

if (hitWall || !foundEdge)
movingRight = ImovingRight;

}

void Update()

Vector3 currentRotation = Transform.eulerAngles;
if (movingRight)
{
RigidBody2D.velocity = new Vector2(moveSpeed,
RigidBody2D.velocity.y);
currentRotation.y = 0;
}
else
{
RigidBody2D.velocity = new Vector2(-moveSpeed,
RigidBody2D.velocity.y);
currentRotation.y = 180;

}

Transform.eulerAngles = currentRotation;

) .

Kdikag 16 : Mepuroria Android

v |z ¥ Enemy Patrol (Script) g .
Script EnemyF atral @
Wall Checl LwallCheck (Transform) @
Wall Check Radius 0.1
What Is Wall | Ground %
Edge Check L EdgeCheck (Transfarm) @

Ewoéva 29 : EmOsopntic Tov Enemy Patrol

Yvvdvalovtog Tov K@dwka 16 kot T1g eikéveg 27 & 29 ko v fonbeta tov Unity.docs
YPNOLOTOIOVLLE TNV EVTOAT
Physics2D.OverlapCircle( point, radius, layerMask) otrou

Point : center of the circle

Radius : Radius of the circle

LayerMask : Filter to check objects only on specific layers
N omoia pag emotpépel petafantn bool dpa petappdloviag Tov Kadko avtd e Adyla
pumopovpe vo move Ot kbvovpe €va Eheyyo vy To mote 1o avtikeipevo WallCheck 1o onoio
éxer aktiva 0.1 axovumnoel Tvm o€ avikeipevo to onoio £xet layer Ground. To id10 yiveton
Kot Yo To kevo. 'Emetta kdvoope éva emmAéov €heyyo Yo 1o TOTE givar oAnOn 1 wevdn avtd
KOl 6€ TEPIMTWON OV £val, Ao T SVO 10YVEL TOTE AALALOVLE TNV POPA TOV TEPTATAEL LECH
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TOV KOAKO ToL akoAovbel oto Update. Aivovpe véa TaydTNTO GTO OVTIKEIULEVO LOG
UETOKIVOVTOG TO 0TOd0KE Tpog TNV katevBuvon mov Eyovpe. Eniong yvpilovpe to
avtikeipevo kotd 180° dote va kottdlel Tpoc v GAAN Kotevhuvon.

void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Player"))

{
bool killOnce = true;
foreach (ContactPoint2D point in collision.contacts)

if(Player.playerStatus != 2)
{
if (point.normal.y <= -0.5f)
{
player.BounceOnEnemyKilled();
if (this.tag == "EnemyDouble")
{
Renderer.color = new Color(1f, 1f, 1f, 1f);
if (timesHit >= 1)
{
ScoreManager.AddPoints(175);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;
}
timesHit++;
¥
else
{
ScoreManager .AddPoints(100);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}

else

if (killOnce)

{
player.Die();
killOnce = false;

}

else // If Player.status is 2 --> Player is invincible
{
if (this.tag == "EnemyDouble")
ScoreManager.AddPoints(175);
else
ScoreManager.AddPoints(100);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;
¥
}

killOnce = true;
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. Kodwag 17 : @avatog kot Enifeon Tov Android omouoeL

GTO KOLTLOL [LE TNV OL0LPOPO. OTL TOPO YEAOVLLE VOL YIVETOL KOTL OTOV YTUTOLE OTO TTOVE®. XTHV
nepintwon mov o ypnotng €xer Status 2 10te pe TO AyYlypo OKOTAOVETOL O OVTITOAOC,
Ta{pVOLLE TOVTOLG Kot KPUBOLUE TO OVTIKEIEVO TOV OVTUTOAOL £0G GTOV TEAEIDGEL O NXOG
YL VO WITOPEGOVIE VO TO KOTAOCTPEWYOLE. TNV TEPIMTOGT OV O ¥PNOTNG 0V €lval GTO
Status 2 16te av 0 YOPUKTNPOG YTUTHGEL TOV OVTITOAO OO TAV® TOTE OV O OVTITOAOG £)EL
etikéto “EnemyDouble” oAialovpe to ypdua TOV 6€ TPAGIVO Kol TNV dEVTEPT POPA TOV
OKOTMOVOVUE, 0V TIAL £IvOl TPAGIVOG TOTE GKOTMVETOL LE TNV TPATN POPd. X& TEPIMTMON TOV
N emapn dev givar omd Tave T0TE gvepyomolovue v depyacia Die() tov Player. Onwg pe ta
KOLTIA €101 Kot €0 AOGY® OTL LAPYOLVV 2 onueia ETAPNG XPNOYLOTOOVUE oL LETOPANT
bool ywa v anoevyn tov TpoPAnuoTos.

5.3.4 Nuytepidec

Ot vuytepideg ypnoonotovv akpimg tov 1010 kddika pe ta Android pe v udvn
dapopa 6t £xovv TomobetnOei 2 Colliders ot omoiot ivan pvOcpévol €161 dote vo. propohv
Vo avTIOpovV HOVO HE TIG voytepideg Kot eivar tomobetnuévol de&1d Kol aplotepd amd TNV
vuytepioa yi va pvBuicovpe v dtadpour mov Ba kdver mepuroAia 1 vuytepida. Ommg Ko
oto Android pe v ypnon sprites gxer onuovpyndei eva animation to omoio petokwvel ta
QTEPA TNG VUYTEPIDNGS YO VO ODGEL TV YevdaicOnomn g Kivnong.

y T 5 o =
oo 2@ oo
S 3T o = 3
558% o &
6 ooS Mo =2 3 &
saact3c _ooFa
men 7 ZFETa JE
Default || v v ¥ [ (o [ [ [ & [
TransparentFx [ (v (] [ [« [ [of [ [ [

Ignore Raycast| | o [ | [«f [& [&f [ & [
Water | [ [ o [ | [ [
UL [ L o [ [
Ground || [« [_| & [ [
Enemy [ [ [] [ []
Background [ | [« [ |+
nlyPlayerCollider || [+ [+
ithEnemyCollider || [+
BatOnlyCaollider [+

Ewova 30 : PvBpicsig Physics2D

5.3.5 Kavéwvt

To kavovt givar 0 1GYLPOTEPOG AVTIMOAOS TOV TALXVIOOL KOl O 7O TEPITAOKOG,.
AmoteAeitor and tov CannonHolder mov «patder Olo too ovtikeipeva o€ €vo Kot
YPNOLOTOIEITON Y10 TNV YPNOT TOV animations, LETA ivat TO 1010 TO KAVOVL TO O0TTOL0 £YEL TOV
KOdwka kot autd mepiéyel 3 avtikeipeva, 2 colliders ywo va gAéyyovpe v €icodo tov
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YOPOKTN PO HECH oTO Opla KoL TO oNUeElo amd Omov PEVYOLV Ol GPaipES. EEKIVAOVTOS O TO
amAd Tpdrypata, yio va UTopEGEL Vo KOTmOEL TO Kavdvt ypetdletor va ytumnOel 3 popég amd
v Kol xpnoomotel Tov 90 KOdKo Tov ypnoipomolovpe kot yo. to Android ko Tig
vuytepides. H ocpaipa ypnoytonotel £va timer 0 0moiog KATACTPEPEL TO OVTIKEILEVO HETA amd
3 devtepolenta. Av 1 ooaipa €pbel o emaen pe Tov xpnotn tOTE eKtELEiTOL M depyacio
Die() tov Player. Mg tv yprion g eikovag 30 £xm onpiovpynoetl 8 animation to omoio eivot
yopopéva o€ shoot, hide, look, rise yia 0e€1d kot apioTepd.

Ewoéva 31 : Sprites Kavovioo

Ewova 32 : Animator Kavoviov

Xpnoponoumvtag Tov animator S1povpynoa TNy A0YIKN TV animations Tov goivetol
oV ewkéva 31 pe 3 petaPAntég bool ot omoieg sivar ou risen, lookRight ka1 inRange. Ta
BéAn mov eaivovtal otnv glkova 32 ovopdlovtor AnimatorTransitions 6rov xpnGIUOTOIOVTAG
TIG LETAPANTEG TOV OVOPEPAUE UTOPOVLLE VO TTyoivovpEe amd TO £€va animation 6to GAlo. [
TAPAdEY IO OTNV EIKOVA 32 Y10 vo pmopécovpie va, ape and v katdotaon cannon_idle oto
cannon_rise_right ypetdleton va givar oAndng ot petafintéc risen & lookRight, Loym 61t o1
TAPAUETPOL TTOV YPELALOVTOL Y10 VO TEPAGOVUE GTNV ENOUEVT KATAGTOOT] TOPAUEVOLV O1 101€G
poOAMG oAoxkAnpwbOel 1o animation tov cannon rise right wnyoaivovpe otV KATAGTOOM
cannon_look_right 6mov mapapévoupe £mg 6tov yivel kamota oAlayn oTig HETUBANTEG.

animator.SetBool("risen", risen);
animator.SetBool("lookRight", lookRight);
animator.SetBool("inRange", inRange);

Kadwkag 18 : CannonAl, opiopdg Animator

40



ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

2tov K@owa 18 kdvovpe v cbvdeon avtdv TV PHeTAPANTdV pe 3 peTaPfANTEC TOL
Bo umopovLe va ¥pNGIUOTOI0VUE HECH TOV KMOIIKA Y10 TNV L0 EDKOAN YP1|OT| TOVG,.

Onwg mpoavapépape to Kavovi £xel oav vroaviikeipeva 2 TriggerColliders ot omoiot
EAEYYOLV OV O YPNOTNG EXEL UTEL OTO OplaL TNG EMiBeoNC.

void OnTriggerStay2D(Collider2D col)
{
if (col.CompareTag("Player"))
{
cannonAI.inRange = true;
cannonAI.Attack(true);
}
}
void OnTriggerExit2D(Collider2D col)
{
if (col.CompareTag("Player"))
cannonAI.inRange = false;
}

K®ddwog 19 : Opra Evepyomoujong Kavovioo

g mePIMTMOON MOV O YOPUKTINPOS UTEL GE AVTA T Opla aAlalovpe v petofAnt) inRange
oV K®OKa 18 kan ektelovpe v depyaocia Attack Tov k@owka 20.

void Update()

{
RangeCheck();
if(target.position.x > transform.position.x)
lookRight = true;
else
lookRight = false;
}
void RangeCheck()
{

distance = Vector3.Distance(transform.position, target.position);
if(distance < riseRange)
risen = true;
if(distance > riseRange)
risen = false;

public void Attack(bool attackPermit)
{
bulletTimer += Time.deltaTime;
if(bulletTimer >= shootInterval)
{
Vector2 direction = target.transform.position - transform.position;
direction.Normalize();
GameObject bulletClone;
bulletClone = Instantiate(bullet, shootPoint.transform.position,
shootPoint.transform.rotation) as GameObject;
bulletClone.GetComponent<Rigidbody2D>().velocity = direction *
bulletSpeed;
bulletTimer = 0;

}
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Kodwag 20 : Aoywkn} Kavoviod

2tov Kok 20 mpota kdvovue tov €Aeyyo RangeCheck o omoiog eAéyyet v
amOGTOCT) TOV YOPAKTPO aO TO KOVOVL Kol oV €lHaoTe Hésa oTig 4 Hovadeg HETPNONS TTOV
&yovpe opioel 10te aAldlovpe v petafAntn risen oe aAndy. ‘Eneita kdvoovpe Eava leyyo
Vv 1omobecia Tov yapaktpa ( target ) wg mpog v tomoHesion TOV KAVOVIOD Y10 Vo, SOVUE
pog mown peptd Ba kortdler to kovovi. Télog péow tov k@K 19 evepyomoieiton m
Otepyacio Attack m omoio kdOe 1 devtepdiento kdvel Instantiate (o ceaipo pe onpeio
ekkivnong tig ovvtetaypéves tov shootPoint kot g diverl taydtra ion pe v katevbvvon
nov Ppioketar o ypnotng emt po Kabopiopévn petofantn bulletSpeed yua va etvon Alyo mo
ypyopn M toyvtnTo TG oeaipag. ‘Emerta pundeviletor o petpnmic kKo 1 drodikacio
emovolopPavere.

5.4 Awyeipron Horyviorwov
Xe autd 10 KePhAao Ba avardsovpe v Aoyikn tov GameManager o onoiog yel 4
OLPOPETIKA SCTipts Yo TNV 6MGTH Agltovpyia Tov KAOe emMmESOL.

5.4.1 Mevov IMavong

To pevov mavong xpnoyevel Yo v gpedvion evog LevoD KOTA TNV OPKELNL TOV
mailet o ypnotng Ko 0éhel va kdévelr po mwavorn oto moryvior. Eve mailer o ypnotng
ypnoonowmvtag v xepovouio Waveln, unoeviCovpe v khMpoka e v onoio mtepvast o
xPOVOG e omotélecpo OAQL TOL OVTIKEIPEVO TIC OKNVNAG VO GTOUOTICOVV VO, KIVOUVTOL.
AMGlovpe Tic petapintéc showMenu & showPauseMenu bool ce aAndn pe amotéhecua va
gpeaviotovy oty oknvi ta ypaewkd tov GUIL Epeavitovtar didpopa kovpmd to omoio
YPNCLEVOVY Y10 TNV EKKIVIOT OlEPYACIOV LE TNV YPNON XEPOVOLLDVY oL eppovilovtot dimia
OTO KOLUTLA,

e TryAgain() : &avakdvel v khipaka ypovov ion pe 1, kotaotpépet To instance Tov
Hub ka1 exkivel 1o eninedo to omoio fpiokopacte and Tnv apyn.

e LoadNextLevel() : Eavakavel Tnv KAipaka xpodvov ion pe 1, kataotpéeel To instance
tov Hub kou exkivel 1o enduevo emimedo extdg Kol av dgv VIAPYEL GAAO TOV LOG
EMOTPEQPEL 6TO apyko pevov. EpepaviCetar povo av o maiktng teppoticst 1o eninedo.

e GoToMainMenu() : Eoavaxdver v KAipoaka ypovov ion pe 1, Kotaotpépel 10
instance Tov Hub, kdvovpe reset tig petapintég g Pabporoyiog kot Lodv Tov maiktn
wote og &vapén véov mayvidlov amd v oknvil Emioyn Emuméoov va Eekwvder o
TOKTNG oo TNV apyY] KOl LOG ETIOTPEPEL GTO OPYIKO LEVOD.

e ResumeGame() : &avaxdver v KAipoko ypovov ion pe 1, aAlalel tig petafintéc
bool og yevdn kat emotpéPovpe 610 TALYVISL 0O TO oNUEIO TOV ElYOE HEIVEL

Xe mepintwon mov o YPNoTNG TEpHOTicel To emimedo eugoviCovtor n Poadporoyio kot TO
eMinedo mov TEPUATICE. XTO TAVE 01l HEPOG TOL HEVOD eppaviletal kol 1 €TAOYY vo
Kévovpe Glyoomn Kot 0meVEPYOTOinNoT TG Giyaong TV Y@V Tov motyvidtov. Ta kovpurid avtd
eaivovtal oTig eikéveg 33 & 34.
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Game Paused

&9 Resume

&5 Try Again

5 Quit

Ewova 33 : Iaven Hoyyvidioo

Level Completed!

Completed Level : 3

Score Achieved : 0

Quit 5 e: Continue

Ewova 34 : Teppotiopog Emaédov

5.4.2 lpoPoi} Zoov Haiktn

"Exovtag dnpiovpynoet 5 ewcoviowa pe 5,4,3,2,1 kopdiég Kot xpnoomoldvtog Tig {még
7oL £xel 0 ypNot¢ eppaviCovpe otny 000vn 10 KATAAANAO £1KOVIOI0 LE TIC OVTIGTOLYES
Kapdég. To avrikeipevo HeartUl otov k@owka 21 eivar £va avtikeipevo Tov kapfd To omoio
eppaviletar Tavta otnv 006vn. *HUD = Heads Up Display

HeartUI.sprite = HeartSprites[player.currentPlayerLifes];
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Kadikag 21 : MpoPoiq Zoov MMaikty

5.4.3 Awyeprotiig BaOpolroyiog

Xe ovtd TOV KOO dtatnpovpe Kot eueaviCoope v Pabuoroyio otnv 006vn.
Kdavovpe éva éheyyo va dodpe av o yprotng £xel 101 kamoto Padporoyio amobnikevpévn and
TPONYOVUEVO EMIMEDO YO VO ELPAVICOVHE OVTH OAADG Eekvape pe undevikn Poadupoioyia.
‘Emteita tomofetovpe v Pabuoroyio og £va aviikeipevo tov kapPd mov £yovpe TomobeTioEt
0 omoiog gppaviCetarl mavta otnv 006vn. EmmAéov £xer onuovpyndei po otoatiky diepyocio
yoo v avénon ¢ Poabporoyiag omd 0molodNTOTE UEPOS YWPIG TNV OPYLKOTOINoT Kot
ONAmon TV PETAPANTOV oVTOV KAOE popd mov XpetdleTar 6€ KATOL0 VEO KMOOLKO.

5.4.4 Awyeiprotiic Emmédov
Y& avto Tov K®dika dotnpovpe to Topvd CheckPoint yio va pmopodue va kdvovpe
respawn tov ypfiotn o€ nepintwon BovdTov Kot kévovpe v dadkocio Tov Respawn.

public IEnumerator RespawnPlayerDelayCo()
{

Instantiate(deathParticles, player.transform.position,
player.transform.rotation);
playerObject.SetActive(false);

yield return new WaitForSeconds(respawnDelay);

playerObject.SetActive(true);
player.transform.position = currentCheckpoint.transform.position;

K®dwag 22 : Respawn Xapaxktipa

H dwdwocio avtr Eekvder pe v amevepyomoinon tov yapoaktpa kot to Instantiate
tov DeathParticles 6to onpeio mov nébave o ypriotng. Ta DeathParticles givor éva chotnpa
copatiov 1o omoio &yovue onuovpynoetl péca oto Unity Kou pe Tig kKotdAAnieg pvOuioelg
eatvetor ocav va mebaiver o yopoxktpag. ‘Emetta mepyuévoope 0.5 dgvtepdrenta kot
EVEPYOTOLOVIE TOV YOPOKTIPO KOl TOV HETAPEPOVUE OTNV TOMOBEGion TOL  TPIVOL
CheckPoint. Ta DeathParticles €yovv kot éva k®dko o omoiog kdéver ta Particles va
KOTOOTPEPOVTOL OTOV TEAEIMGEL TO animation Tovg.

5.4.50pro OnicOoc Kivnong
‘Exovpe dnuovpynoet éva Collider o omolog axoAovBel kot dtatnpel po péyiom
amOGTACT) TOV 5 HOVAS®V OO TOV YOPOKTIPO LLOGC.

void RangeCheck()
{
playersX = targetPlayer.position.x;
collidersX = transform.position.x;
distance = playersX - collidersX;

if (distance > 5 || distance < )
transform.position = new Vector3(targetPlayer.position.x - 5,
targetPlayer.position.y, targetPlayer.position.z);

}
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K®dwag 23 : Opro OnicOog Kivnong

G perusa e Ueur e mo ) s AU VR U rupars vur sov v sy <a TOD
yopoaktpa kot Tov Collider, og mepintwon mov 1 andcTOon TOVS €lvan peyoArvtepn and 5
povéoeg tote aAlalovue Tic ovvietaypéveg tov Collider dote va eivor ion pe avty TOVL
yopokmpo pog peiov 5 povadeg yoo tov agova tov X. O Adyog mov €xovpe PdAel otov
Eleyyo av N amdoToon £ivol LIKPATEPT TOL UNOEVOS lval OTL av 0 YOPAKTNPAS Hog TEDAvVEL
emotpépel oto kovtvotepo checkPoint pe amotéleoua va epgaviotel o Collider unpootd
TOV, OTOTE Y10 VO, UMV UTAOKGAPEL TNV OLOPOUT TOV YOPAKTPO TOV EXavVTOTofeTOoE TIGW

LLOG.

5.4.6 Kapepa

Xmv kdpepo €xel tomobetnOel kdIKaG Yoo va akolovbel Tov yopokpo pE o
ehaepld Kabvotépnon yo va vrdpyel n aicOnon o6t N képepa axorovBdel Tov yopaxKTipo
avti va givar kKoAAnuévn mévo tov. Emiong vrdpyet éva koppdtt kodduco to omoio Palet dpia
HEXPL TOLEG GLVTETAYUEVES HUTOPEL VO PTACEL.

float posX = Mathf.SmoothDamp(
transform.position.x,
player.transform.position.x,
ref velocity.x,
smoothTimeX);

float posY = Mathf.SmoothDamp(transform.position.y, player.transform.position.y,
ref velocity.y, smoothTimeY);

transform.position = new Vector3(posX + ©.5f, posY - 0.1f, transform.position.z);

K®odwog 24 : Kapepa Akorov0agl Tov Xapaxtipo

210V KOOKA 24 ¥pNGLOTOIOVUE TNV
SmoothDamp(float current, float target, ref float currentVelocity, float smoothTime)

Current : TwpIvA TOTTOBEGIO

Target : TotroBeoia TTou BEAoupE va TTAPE

currentVel : TwpivA Taxutnta

smoothTime : oTO Trepimou 0 XpOvog TTou Ba xpelaoTei yia va QTACOUME TIG
OUVTETAYUEVEG TTOU BEAOUIE.
‘Emeimra ye tnv xprion twv posX & posY utropoUpe va aAAGEOUUE TIC CUVTETAYUEVES TNG
Kauepag. O Adyog tou mpooBétoupe 0.5f otov Géova Twv X gival yia va €XOUuE Tov
XOPOKTAPA OTNV apioTePr TTAEUPA TNG 086vNG avTi va gival oTo KEVTPO. To id10 KAVOUNE Kal
yla Tov dgova Y waoTe va BPIokOPaoTe Aiyo TTI0 XauNAd atrd TO KEVTPO.

210V KWOIKA 25 TTapakdTw xpnoipyotroiouue tnv Clamp(float value, float min, float
max); n oTroia TOTTOBETEN PIa TIUA PHETALU VOGS MEYIOTOU KAl EVOG EAAXIOTOU Opiou. Z€ auTr TNV
TTEPITTTWON 10 €AdXIOTO Oplo Ba civar évag Collider otnv apxA Tng TTioTag r} o Collider mou
akoAouBei Tov xapakTtrpa. To YEyioTo OpIo gival To TEAOG Tou €TTITTESOU.
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if(minCameraPos.x > backWardsMovingCollider.position.x)

if(player.transform.position.y < -1)

{
transform.
Mathf.
maxCameraPos.x),
Mathf.
maxCameraPos.y),
Mathf.
maxCameraPos.z));
}
else
{
transform.
Mathf.
maxCameraPos.x),
Matht.
Mathf.
maxCameraPos.z));
}
}
else
{

position = new Vector3(
Clamp(transform.position

Clamp(transform.position

Clamp(transform.position.

position = new Vector3(

Clamp(transform.position.

Clamp(transform.position.
Clamp(transform.position.

if (player.transform.position.y < -1)

transform.

position = new Vector3(

WX,

Y

Z,

Mathf.Clamp(transform.position.x,
backWardsMovingCollider.position.x + 2.8f, maxCameraPos.Xx),
Mathf.Clamp(transform.position.y, minCameraPos.y,

maxCameraPos.y),

minCameraPos. X,
minCameraPos.y,

minCameraPos. z,

minCameraPos. X,

1, maxCameraPos.y),
minCameraPos. z,

Mathf.Clamp(transform.position.z, minCameraPos.z,

maxCameraPos.z));

}

else

{

transform.

position = new Vector3(

Mathf.Clamp(transform.position.x,
backWardsMovingCollider.position.x + 2.8f, maxCameraPos.x),

Mathf.Clamp(transform.position.y, 1, maxCameraPos.y),

Mathf.Clamp(transform.position.z, minCameraPos.z,

maxCameraPos.z));

}
}

K®dwog 25 : Opro Kapepog
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5.5 Xapoktipog
Xe auTd 10 KEPAAO Ba vOAOGOVIE TNV AOYIKT| TOV YOPOKTIPA, Y10 TO TMOC KIVEITOL
Kot OAEG TIG OlEPYACIEG TTOL TTEPIEXEL.

5.5.1 Koowaog IMaikty
AvTOG 0 KMOWKOG aoyoAeital pe To Status tov ypnotrn, Tov BAvaTo TOL Kot EmioNG
TEPLEXEL TNV OVATTNONGT OTAY O XPNGTNG CKOTMGEL EVAV OVTITOAO.

playerStatus = 0;

if (currentLevel != 1)

currentPlayerLifes = PlayerPrefs.GetInt("PlayerLifes");
else

currentPlayerLifes = maxPlayerlLifes;

Kodwag 26 : Maiktg, Start ()

210V KOOWKO, 26 Eexvape tov yapoktiypa amd to 0 Status mov eivar n Pacikn popoen
Kot €miomng KAVOLUE Eva EAEYYO Y10l TO EMIMESO OV PPICKOUAGTE Y10 VAL ODGOVILE GTOV XPNOTN
T1¢ Lwég mov Tov £xovv amopeivet av dev Ppicketon oto 1° eninedo.

void Update ()
{
if (currentPlayerLifes > maxPlayerLifes)
currentPlayerLifes = maxPlayerlLifes;
if (currentPlayerlLifes <= 0)
GameOver();
Status();
}

Kodwkag 27 : Maiktng, Update ()

210V KOOWKO, 27 gAéyyovpe cuvexds Yo T Lmég mov €yl 0 XPNOING MOTE VoL Unv
umopel va £xel Tvo amd to 0p1o Kol 6€ TEPIMTWON TOL PTAGEL 6TO () VoL TEAEUDVEL TO TOLYVIOL.
Eniong extelodpe v depyacia Status n omoio eAéyyer to Status tov yopaktpa. Oin M
dwdkacio pe T1g dapopég avaroyo tov Status Tov yapoaKTHPU Kol TNV ETIOPACT TOVS GTOVG
avtinaAovg £xel TomofetnBel 6TOV KOIKO TV AVIUTAA®Y 0TOTE €0 TOTOOETEITOL O KMOKOG
YU TIC EUPOVICLOKEG OPOpES Yoo var Eeympilel o ypfomg o€ TL Katdotaon Ppioketor o
YOPAKTIPOG.

Onwg poaivetol otov KOOKa 28 amd Kot avaroyo to Status aAralovpe 1o péyebog
Kot To xpdpo tov yopoaktinpo. To kavovikd péyebog tov yopaktipa gival to 0.7 * 0.7 units
KOl TO YpOU Eival avTd Tov opykov Sprite. e mepintwon mov o ypnotng ndpet to Milk tote
to Status tov oArdlel og 1 omote aAlalovpe o péyebog tov og 1 * 1 units pe amotédespa o
yopaxtnpog vo gival peyodvtepog. To Status 2 €xer v ddpopa 6t1 dev givor pdvipo dpa
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&yovpe tomoBetnoet éva petpntn 0 omoiog ota 9 devtepOienta €100MOEL TOV PO OTL
TeEAELMVEL M eMidpaom katl ot 10 devtepdienta emioTpépet Tov ypnotn oto Status 0. Emiong
oto Status 2 o yapokmpag £xel 10 PLGOAOYIKO nEyedog aALd Tov £yovpe aAAAEEL TO YpOUOL
o€ mPAcwvo Yo vo Eexmpilet.

void Status()

{
if(playerStatus == 9)
if(playerController.moveHorizontal == 1)
this.transform.localScale = new Vector3(0.7f, 0.7f, 0.7f);
else if(playerController.moveHorizontal == -1)

this.transform.localScale = new Vector3(-0.7f, 0.7f, 0.7f);

playerGraphics.GetComponent<SpriteRenderer>().color = normalColor;

}

if(playerStatus == 1)

if (playerController.moveHorizontal == 1)
this.transform.localScale = new Vector3(1f, 1f, 1f);
else if (playerController.moveHorizontal == -1)

this.transform.localScale = new Vector3(-1f, 1f, 1f);

playerGraphics.GetComponent<SpriteRenderer>().color = normalColor;

}
if(playerStatus == 2)
invincibilityTimer += Time.deltaTime;

if(invincibilityTimer > 9)

{
AudioSource source = GetComponent<AudioSource>();
source.clip = invincibilityEndsAudio;
source.volume = 0.5F;
source.Play();
}
if(invincibilityTimer >= 10)
{
invincibilityTimer = 0;
playerStatus = 0;
}
if (playerController.moveHorizontal == 1)
this.transform.localScale = new Vector3(e.7f, 0.7f, 0.7f);
else if (playerController.moveHorizontal == -1)

this.transform.localScale = new Vector3(-0.7f, 0.7f, 0.7f);

playerGraphics.GetComponent<SpriteRenderer>().color = alcoholColor;

Koodwag 28 : Kataotacn [Maikt

public void AddLife()
{

}

currentPlayerLifes += 1;
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Kodikag 29 : TIpoodikn Zong

Ytov KOowka 29 mpocOétovpe o Lon otov ypnotn, 1 Oepyacio  ovty
ypnowonoteital otov KMok 11 tng Pizza.

public void Die()

if (thalmicMyo.isPaired)
thalmicMyo.Vibrate(Thalmic.Myo.VibrationType.Short);

if (playerStatus <= 0)

{
playerStatus = 0;
levelManager.RespawnPlayer();
currentPlayerLifes -= 1;

}

else if(playerStatus == 1)

{
playerStatus = 0;
StartCoroutine(PlayerHitWhileBigCo());

}

K®odwaog 30 : @avarog [Maiktn

O k®owoag 30 extereitan amd GAOVEG TOVS AVTIMOAOVG OTAV YTLTAVE TOV YPNOTN, GE ALTOV
gleovpe to Status tov ypnot kot avaioyo ekteAovpe TiG avtiotolyes evioréc. [ Status O
eKTELOVUE TNV Olepyacio TOv KOOWKE 22 kol a@opovue o (of amd Tov Ypnotn. Xe
TEPInTOOT TOL 0 YpNoTNG £xel Status 1 tote ektedovpe v Coroutine tov k®dwka 31.

public IEnumerator PlayerHitWhileBigCo()

{
this.GetComponent<CircleCollider2D>().enabled = false;
this.GetComponent<BoxCollider2D>().enabled = false;
playerGraphics.GetComponent<Animation>().Play("player_damaged");
yield return new WaitForSeconds(1);
this.GetComponent<CircleCollider2D>().enabled = true;
this.GetComponent<BoxCollider2D>().enabled = true;

}

K®déwog 31 : Xtomnpo Haikt oe Katdotaon 1

O yapaktipog amoteleitor amd 4 Colliders. Ot 2 and avtovg avtidpodv ce YTOTNUA
TOV OVTITOAOD EVA 01 GAAOL £Vl Y10l Vo UTOPEL O YOPOKTAPAG VO GLVEYICEL VAL KIVEITOL ETELTA
amd Vv odkacia Tov KMdwka 31. Ondte cvvovdlovtag tov k@owka 31 ko v gwkovo. 34,
ekteELElTOL 1 TOPOKAT® dladikacio amevepyomotovue toug 2 collider mov avtidpodv pe tovg
AVTITAAOVCE, EKTELOVUE TO animation to omoio KAVEL TOV YapaKTNP Lag Vo KAVEL £Vl YPTYOpO
fade_out, fade_in pepcég popéc yia 1 devtepodAento TEPimOv Kot EMELTA EVEPYOTOLOVUE EOVEL
tovg Colliders mote va pmopei o ypriog va. yrurndei amd Tovg avtimaAovg.
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Ewova 35 : Xapaktipog

public void GameOver()

{
PlayerPrefs.SetInt("GameOverScore", ScoreManager.score);
PlayerPrefs.SetInt("PlayerScore", 0);
PlayerPrefs.SetInt("PlayerLifes", 5);
ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("MainMenu");

}

Kddwog 32 : Téhog Moryvidrov

H diepyacio GameOver £xst cav okond va amobrkevon v fadporoyio mov Tétvye o
YOPOKTNPOg ®ote vo tomobetnbel oty Alota Padporoyiov, vo kdvel reset tig tTyég g
Babporoyiag evioc maryvidlov kot Tig (még Kot EMELTOL VO ETOTPEYEL TOV XPNOTN 6TO POcIKO
menu.

public void BounceOnEnemyKilled()
{
Vector2 velocity = rb2D.velocity;
velocity.y = jumpVelocity;
rb2D.velocity = velocity;
}

K®odwog 33 : Avamijonon etov 0avato Avtuitdiov
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H depyacioa BounceOnEnemyKilled &yt cav oxomd vo ompdyvel TOV YopaKTHpQ
OTOV 0€P0 MOTE VO, PNV TEPTEL KATEVOEIOY 0 YOPAKTAPAG OTO TATOUN OTOV GKOTMGEL £val
avtimrodo. H dwdikacio avtr yivetar pe v ypnomn tov KMdwkae 33 o omoiog maipvel v
ToYVTNTO TOV XOPOKTAPO Kot TV aAldlovpe o€ po otabepd mov £yovpe kabopicel Kot v
Eovodivoue GTOV YOPOKTPO LE OTTOTEAEGLLOL VO TTETAYETOL O XOPUKTIPOS LLOG GTOV 0EPQL.

5.5.2 Awuyepromic Kivnong Haikty
AvTOg 0 KOOKOG YPNOUYLOTOLELTAL Y10 TNV KIVNOT KO TO GALLOTO TOV YOPOKTIPO.

if (Player.playerStatus != 1)

{
movingRightScale = new Vector3(e.7f, 0.7f, 1f);
movinglLeftScale = new Vector3(-0.7f, 0.7f, 1f);
}
else
{
movingRightScale = new Vector3(1f, 1f, 1f);
movinglLeftScale = new Vector3(-1f, 1f, 1f);
¥

float x = myo.transform.rotation.eulerAngles.x;

if ((20 < x && x < 180) || (Input.GetAxisRaw("Horizontal") == 1))

{
moveHorizontal = 1;
transform.localScale = movingRightScale;
playerGraphics.GetComponent<Animator>().SetBool("isMoving", true);
}
else if ((180 < x && x < 345) || (Input.GetAxisRaw("Horizontal") == -1))
{
moveHorizontal = -1;
transform.localScale = movinglLeftScale;
playerGraphics.GetComponent<Animator>().SetBool("isMoving", true);
}
else
{
playerGraphics.GetComponent<Animator>().SetBool("isMoving", false);
moveHorizontal = 9;
}

Vector2 moveDir = new Vector2(moveHorizontal * moveSpeed, rb2D.velocity.y);
rb2D.velocity = moveDir;

Kddwog 34 : Kivnon IMaikty

Avaroya v @opd mov £xel 0 xpNnong Exovpe Kot tov dEova tov X avVIEGTPOUUEVO
MOOTE 0 YOPOKTNPAS Vo Kottdlel Tpog v peptd mov mpémel. Emiong avaioya to Status tov
oAhGler kou M T teov odvov X kot Y. ‘Emerta moipvoope v Ty tov
myo.transform.rotation.eulerAngles.x n onoia givot To pitch mov @aivetar oty gwéva 10.
‘Enerta kavoope €va €deyyo yio ta Opla péca ota omoio BpickeTon 1 TN LT Kot aviAloya
StoAéyovpe TV @opd mov KolTdlel Kot Kveital o ypnotng Kot eKTeEAOVUIE To animation g
Kivnong, av o xpnotng ivar otnv vekpr mePLoy TOV TIUOV Tov Exovue PdAet otov EAEYYO
otopatdue to animation kot undeviCovpe v Ty kivnong. ‘Emetta divovpe v kivnon otov
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YopoKTApa pog pe v ypnomn tov rigidbody2D 1o omoio dmw¢ éxovue eEnynoet divel v

duvatodTTO Vo TPOGOHEGOLVLE SVVALEIS PLGIKNG GTO OVTIKEILEVO LOG.

if (thalmicMyo.isPaired)

{
if ((Input.GetKeyDown(KeyCode.Space) || thalmicMyo.accelerometer.x < 0.2f)

&& isGrounded && jumpReleased)
{

wantsToJump = true;
jumpReleased = false;

}

if(thalmicMyo.accelerometer.x > 0.2f)

{
}

jumpReleased = true;

K®dwog 35 : Alpa Haiktn, koppdt 1

Mo va pmopécel o ypnomg va ToMEel TPEMEL VoL TEPIGTPEYEL TO YEPL TOV TTPOG TOL
de&1a mepimov 90°. Me v ypron ¢ evtoing thalmicMyo.accelerometer.x kGvovpe €leyyo
tov Myo pe Baon v dvvaun g Popdrag, o€ TEPITTOGT TOV PTAGEL TNV TN TOL BEAoLUE
tote aALGlovpe TIG TIHEG TV peTafAintov wantsToJump ce aAndn yio va yivel To GApa Ko 1o
JumpReleased cg yevdn ®oTE Vo unv pumopovv va yivouv cuvexopeva dipota. O Adyog Tov
dev maipvooupe v Tun Tov Myo.transform.rotation.eulerAngles.z mov 1odvvouei oto roll
g ewovag 10 sivor 6tL 0 yprotng pmopel va popéoel 1o Myo mepiotpapévo aAAdg Kabe

@opaL.

void FixedUpdate()
{

ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

isGrounded = Physics2D.0OverlapCircle(groundPoint.position, radius,
groundMask);

if (wantsToJump)

{
rb2D.AddForce(Vector2.up *jumpHeight);

AudioSource source = GetComponent<AudioSource>();
source.volume = 0.4f;

source.clip = jumpAudioClip;

source.Play();

wantsToJump = false;

K®odwog 36 : Alpa Haiktn, koppdartt 2
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Ed® kdvoupe éva €leyyo Yo TO av 0 YPNOTNG OKOVUTAEL GTO £30(POG, LE TOV 1010
TPOTO TOV KAVOUE EAEYYXO YO, TOLG OVTITAAOLG MOOTE VO AAAAEOVY POpPA GTOV KMOKa 16.
‘Emerta kdvovpe dALo €va Eleyyo, edv Exet 500l 1 eviodn Yo dApo tote divovpe pio Suvoun
otov dova Tov Y kot ektehovue Eva apyeio Nyov yio To Ao, ‘Emetta yopvapue v tiun tov
wantsToJump ce yevdn dcTe 0 YPNOTNG Vo LIToPEl va EOvVadMGEL TNV EVTOAR Y10l GALLOL.

5.6 Avaivon Tov Myo
e ot TO KEPAAN0 Ba avalvcovpe TOV KOdka Tov pag tapéyet o SDK tov Myo
kot To Unity Package to omoio ypnoiomotodpe.

5.6.1 ByproOikn libmyo

>ty Baon Tov Myo SDK Bpicketor n BipAiodnkn libmyo n onoia emtpénet otig
epappoyég va Soviéyouy pe To Myo. Oleg ot Aettovpyieg e PrpAtodning eivar Sabéoueg
Yo xpon péow evoc amhod AP (application programming interface ) o C. Ot epappoyéc
dgv dovAgvovy pe amgvbeiog ypnom tov APl addd xpnoipomolovy po dEcUEVUEVT] YADOOO
OV OVTIGTOLYEL GTNV YADGGO TPOYPOUUATIGHOV OV PN GLonotel | epappoyn. H eikdva 36
enpaviCet éva SLaypappLol Le TOV TPOTO TOL GLVOEETAL oL EQAPLOYT| e To Myo.

Applications written in
other languages

IS b I ':
Mya C++ bindings : Othﬁirr:;lir:%gage E"I
| ) |
L A
T,
libmyo C API

C++ Application

'

libmyo
Bluetooth 4.0
USE Dongle

=

Ewova 36 : Ao qv E@appoyi) eto Myo

5.6.2 To avtikeipevo Thalmic Hub

To hub puropei va BewpnBei og 1 eicodog oto SDK. To hub mapéyet éva tpdmo
ovvdeong ue éva N mepiocotepa Myo. e évav vmoloyiot, 1| epapuoyr; MyoConnect
Aertovpyei cav 1o kevpikd hub kot emttpéner ot1g epapproyég vo cuvdedovv pe to Myo kot
@povtilel va yivel n ovvdeon.
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Zoupovo pe Tov KOdke mov mopéyetar amd to Myo SDK ThalmicHub.cs 6a
umopovoape va ggovue éva avtikeipevo Hub 1 - Myo oty npdt oknvi kot €rerto vo
UETOPEPETOL OTIG VTOAOITEG OKNVEG UE TOV 1010 TPOTO TOL UETAPEPOLUE KOl TOV YO GTOV
KOOWKa 1, To TpdPAnua pe avtn v ekdoyn etvar 6Tt kdBe oknvn €xel avTikeipeva To omoia
pémel vo. ouvdebovuv pe 1o avtikeipevo Myo, Ba pumopodvoe va yiver aArd Ba yperaloTav
emmAéov dovAeld N omoia pmopel va amo@evydel pe Tov TPOTO TOV YPTCUOTOIOVUE TAOPO O
0moiog €ival N KATAGTPOET TOV avTiKeWEVoL HUb og kabe aldayn oknvig Kot 1 dnpovpyia
véou og kaBe Evapén pog oKNVie.

5.6.3 To avtikeipevo Thalmic Myo

To avtikeipevo avtd avimrpocwnedel to Myo. Méoa otov kddika ThalmicMyo.cs
eppaviCovror 6ha to dedopéva TOLV UTOPOVUE VAL TAPOLUE LEG® Tov MYO. Xp1GILoToI®dVTaG
avTo TO aVTIKEIpEVO Katapépvovpe va tapovpe ta Gestural kou Spatial dedopéva yio va to
YPNOLOTOGOVUE GTNV EQOPLOYN HAG.

H avtiotoiyion tov avtikelplévon e o ITOAOUTO AVTIKEILEVA TIC EQAPLOYNG YivETOL
LE TOV KOOWKA 37 TopaKdTo.

public GameObject myo = null;

void Update()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

K®dwag 37 : Xovoeon tov Myo

‘Eneita pmopovpe va mdpovpe 61t dedopéva oG TPOoSOEPEL TO MYO, omd T omoia
Qaivetal éva HEPOG TOVG 6ToV KMOka 38.

// True if and only if Myo has detected that it is on an arm.
public bool armSynced;

// Returns true if and only if Myo is unlocked.
public bool unlocked;

// The current arm that Myo is being worn on. An arm of Unknown means that Myo
is unable to detect the arm

// (e.g. because it's not currently being worn).

public Arm arm;

// The current direction of Myo's +x axis relative to the user's arm. A
xDirection of Unknown means that Myo is

// unable to detect the direction (e.g. because it's not currently being worn).

public XDirection xDirection;

// The current pose detected by Myo. A pose of Unknown means that Myo is unable
to detect the pose (e.g. because

// it's not currently being worn).

public Pose pose = Pose.Unknown;

// Myo's current accelerometer reading, representing the acceleration due to
force on the Myo armband in units of

// g (roughly 9.8 m/s”2) and following Unity coordinate system conventions.

public Vector3 accelerometer;

// Myo's current gyroscope reading, representing the angular velocity about
each of Myo's axes in degrees/second
// following Unity coordinate system conventions.

K®dwkag 38 : Koppdtt Tov ThalmicMyo.cs
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6 IIBavég Emektaoerg

To péyeboc TV enimed®wv TOL TOYVISIOV OVTH TNV OTIYU KaO16TOHV TO o viol Gov
demo ko Oyt éva. olokAnpopévo mayvidl ondte Bo Eekvodooaue e TV dnuovpyio vémv
eninedov Ko mbavov véa otoryeion mov o Kavouv to Touyvidl wo evolapépov. ‘Eva dAlo
KOUPATL TO omoio MTov pHEGH oTO. OYESL LoV Vo Yivel oAAG TeEMKE Topédenyo MTav 1
duvatodHTNTO 0 YPNOTNG OTAV ONUOVPYEL TOV AOYOPLOGHO TOL VO UTOPEL VoL TOV OMGEL Eval
ovopa 3 ypappdtov. O Adyog mov maporeipOnie Nrav o6t givor o dadtkasio ypovoBopa M
omoia dev Ba ep@dvile KATL dLoPoPETIKO G BN KMKO TOV VoL dElYVEL OTL EY® YVAGELG KO
véwv mpdypatwv. ['a va propovoe o xpnotg vo ddcel dvopa, Bo vapye o GeAda akdua
N omoio pe TNV ¥PNON NG EVOAAAYNG HETOED TAOV YPOUUATOV OT®G EVOALAGGOLUE TO
avtikeipeva Tov menu o ypnotng Ba eméleye to dvopa, Ensrta avtd Bo amodnkevdtav oe pia
string petofAnty ota PlayerPrefs yia va diatnpeitar to dvopa.

H Baocwodtepn enéktaon mov Ba pmopodce va yivel etvat 1 ETEKTACN TOL TOLYVISLO0
Kot o€ AAec TAateopues. ‘Htav ota oyédia va yivel To mayvidt o android oAhd Aoyw
EMenymg ypovou ko 6tL 1 Thalmic Labs dev vrootpilet aueca to Unity oto SDK g
amopacicape va yivelr o€ Windows.
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[ Xoumepaocnato,

Eekwavtog e to game development puropd vo o 0Tt Tov pio euyaptot Stodtkacio,
UEC® TNG OTOL0G AMEKTNGO YVAOGCELS, OU®G OeVv ivat kATl TO 0moio pe PAET® vo cuveyilm oG
Kol LVTApPYovv oAAG avTikeipevo pe to omoio &x® acyoAnbei mov OBewpd OTL glvan mo
EVOLPEPOV KOl [e TEPLoCOTEPES TOUVOTNTEG €0peong epyaociag. Exoviag ypnoiomomocet
puoévo to Unity dev pumopd vo T0 GLYKPIVe pe GAAES HUNYAVES OMLLOVPYING TOVIOIOV GALG
€10 TKOVOTTOMUEVOG UE TIG SLVOTOTNTEG TTOV GOV Jivel Kot ToO COmMmMunNity tov to omoio givat
OPKETA PLEYOAO LLE ATOTEAEGLLOL VO, DTTAPYOVV OTTAVINGELS Y10 OAC TOL EPMOTNLOTO TOV UTOPEL VoL
EULPAVICTOVV GTNV TTopeia dNUovpyiag Tov Toyvidlov.

Muldvtag yevikd yio aioOntpec Kivnoelg Bewpd Ot givarl Evog Topéag pe uEALOV,
motog oev Ba Bele va yepileton v TEYVOAOYiO YMPIC TNV YPTON TEPLPEPELOKDV CUGKEVMOV?
To Myo givar éva Prjpa mo kovtd oe avtd piag Kot dgv SovAedet pe kapepa oAAG amevbeiog
ndveo otov ypnotm. To Myo elvar (o KOTOTANKTIKY) GLGKELN] N Omoid OMMG E£YOLUE
TEPLYPAYEL OGO TTEPVAEL O KOPOG YPNCUYLOTOLEITOL KOl GE VEOLG TOUELS Yo va, fonBcovv Tov
dvOpomro. To povo mpoOPAnua mov €xet eivar Ot €yovv mepdost 3 ypovid amd Otav
KLUKAOQOPNGE Kat akopa dgv gival oiyovpo Ott o1 aucsOnpeg tov Ha Tdoovv OAES TIG Pacikég
yewpovouiec. Me 10 Myo €yo oxomd va acyoindod Eavd aAld ce GAAOVG TOUElC OmMMC
epapuoyég Android 1y pe v ypnomn Tov 6g EQAPUOYEG HE OKOTO TNV SIEVKOAVVGT TOL YPNOTN
vo, emtOyet 0Tt kavel. Avtd pmopei va givar Shortcuts og e@approyég | akopo Kot 1 dnpovpyia
SCripts ta omoio va 6TEAVOLV EVTIOAEC 6€ SMart GuokeVES OTMG TNAEOPAGELG.
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Biiwoypaoia

Cr

https://unity3d.com/unity
https://en.wikipedia.org/wiki/Unity (game_engine)
https://en.wikipedia.org/wiki/Myo_armband
https://support.getmyo.com/hc/en-us
https://www.thalmic.com/

UnitySpeedTutorials https://www.youtube.com Channel
Brackeys https://www.youtube.com Channel
http://opengameart.org/ Assets like enemies and sounds
http://answers.unity3d.com/
https://developer.thalmic.com/docs/api_reference/platform/the-sdk.html
https://www.assetstore.unity3d.com/
http://www.mariouniverse.com/

edits

Android by DezrasDragons (http://opengameart.org/users/dezrasdragons)

Bat by MoikMellah (http://opengameart.org/content/bat-32x32)

City Tileset by software_atelier (http://opengameart.org/content/city-pixel-tileset)
Music by mrpoly (http://opengameart.org/content/menu-music)

Sound Effects by SubSpaceAudio (http://opengameart.org/content/512-sound-effects-
8-bit-style)

Character by UnitySpeedTutorials Youtube channel

Collectables by Clint Bellanger (http://opengameart.org/content/recycle-items-set)
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e Cannon by psygnosys (http://opengameart.org/content/cannon-gun-sprite-animated)
e Car by chasersgaming (http://opengameart.org/content/2d-car-sprite-2)
e Rest Images from Google Search or Unity Asset Store

Kmowkag

CoinDestroy.cs
public class CoinDestroy : MonoBehaviour {

float destroyTimer;
void Update ()
{

destroyTimer += Time.deltaTime;

if(destroyTimer > 2)
Destroy(gameObiject);
}

}

CollectAlcohol.cs
public class CollectAlcohol : MonoBehaviour
{

AudioSource source;

bool taken = false;

void Start()
{

source = gameObject.GetComponent<AudioSource>();

}
void Update()

{

if (taken)

{

if (!source.isPlaying)
Destroy(this.gameObject); // When audio has stopped , destroy GameObiject

}
}
void OnTriggerEnter2D(Collider2D col)

{
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if (col.transform.CompareTag("'Player™))

{
source.Play();
Player.playerStatus = 2;
ScoreManager.AddPoints(75);
taken = true;
}
}

}

CollectMilk.cs

public class CollectMilk : MonoBehaviour

{

AudioSource source;
bool taken = false;

void Start()
{

source = gameObject. GetComponent<AudioSource>();

}

void Update()

{
if (taken) {
if (Ysource.isPlaying)
Destroy(this.gameQObject);
}
}

void OnTriggerEnter2D(Collider2D col)
{

if (col.transform.CompareTag("'Player™))
{
source.Play();
Player.playerStatus = 1;
ScoreManager.AddPoints(50);
taken = true;

}

}
}

CollectPizza.cs
public class CollectPizza : MonoBehaviour
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{
void OnTriggerEnter2D(Collider2D col)

{

if (col.transform.CompareTag("Player™))

{
ScoreManager.AddPoints(100);
col.GetComponent<Player>().AddLife();
Destroy(gameObject);

}

}
}

CollectSoda.cs

public class CollectSoda : MonoBehaviour {

void OnTriggerEnter2D(Collider2D col)
{

if (col.transform.CompareTag("'Player™))
{
ScoreManager.AddPoints(25);
Destroy(gameObject);
}
}
}

BatPatrol.cs
public class BatPatrol : MonoBehaviour
{

float moveSpeed = 1;

bool movingRight;

bool enemyKilled = false;

Rigidbody2D RigidBody2D;
Transform Transform;
Player player;

AudioSource source;

public Transform colliderCheck;

public float colliderCheckRadius;

public LayerMask whatlsCollider;
bool hitCollider;

void Start()
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Transform = this.transform;

RigidBody2D = this.GetComponent<Rigidbody2D>();

source = GetComponent<AudioSource>();

player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();

}
void FixedUpdate()

{
hitCollider = Physics2D.OverlapCircle(colliderCheck.position, colliderCheckRadius,
whatlsCollider);

if (hitCollider)
movingRight = ImovingRight;
}

void Update()
{
Vector3 currentRotation = Transform.eulerAngles;
if (movingRight)
{
RigidBody2D.velocity = new Vector2(moveSpeed, RigidBody2D.velocity.y);
currentRotation.y = 180;

}

else

{
RigidBody2D.velocity = new Vector2(-moveSpeed, RigidBody2D.velocity.y);
currentRotation.y = 0;

}

Transform.eulerAngles = currentRotation;

if (enemyKilled)
{
if ('source.isPlaying)
Destroy(this.gameObject);

}
}
void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.CompareTag("Player™))
{

bool killOnce = true;
foreach (ContactPoint2D point in collision.contacts)

{
if (Player.playerStatus !'= 2)
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{
if (point.normal.y <= -0.5f)

{
player.BounceOnEnemyKilled();
ScoreManager.AddPoints(125);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}

else
{
if (killOnce)
{
player.Die();
killOnce = false;
}
}
}
else
{
ScoreManager.AddPoints(125);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}
}
killOnce = true;
}
}
}

CannonAl.cs
public class CannonAl : MonoBehaviour
{

float distance;

public float riseRange;

public float shootinterval;

public float bulletSpeed;

public float bulletTimer;

public bool risen = false;

public bool lookRight = false;
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public bool inRange = false;
public GameObject bullet;
public Transform target;
public Animator animator;
public Transform shootPoint;

void Start()
{

animator = gameObject.GetComponent<Animator=>();

}

void Update()

{
animator.SetBool("risen”, risen);
animator.SetBool("lookRight", lookRight);
animator.SetBool(""inRange", inRange);

RangeCheck();

if(target.position.x > transform.position.x)
lookRight = true;

else
lookRight = false;

}

void RangeCheck()
{

distance = Vector3.Distance(transform.position, target.position);

if(distance < riseRange)

risen = true;
if(distance > riseRange)
risen = false;

}

public void Attack(bool attackPermit)
{
print(attackPermit);
bulletTimer += Time.deltaTime;
if(bulletTimer >= shootInterval)

{

Vector2 direction = target.transform.position - transform.position;

direction.Normalize();
GameObiject bulletClone;
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bulletClone = Instantiate(bullet, shootPoint.transform.position,
shootPoint.transform.rotation) as GameObject;

bulletClone.GetComponent<Rigidbody2D>().velocity = direction;
bulletTimer = 0;

}
}
}

CannonAttackCone.cs
public class CannonAttackCone : MonoBehaviour {

public CannonAl cannonAl;

void Start()
{

cannonAl = gameObject. GetComponentinParent<CannonAl>();

}

void OnTriggerStay2D(Collider2D col)

{
if (col.CompareTag("Player"))

{
cannonAl.inRange = true;
cannonAl.Attack(true);

}
}
void OnTriggerExit2D(Collider2D col)
{
if (col.CompareTag("Player"))
cannonAl.inRange = false;

CannonBullet.cs
public class CannonBullet : MonoBehaviour {

Player player;
float destroyTimer;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();
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}

void Update()
{
destroyTimer += Time.deltaTime;
if(destroyTimer > 3)
Destroy(gameObject);

}

void OnTriggerEnter2D(Collider2D col)

{
if (col.CompareTag("Player"))

player.Die();

CannonDeath.cs
public class CannonDeath : MonoBehaviour {

Player player;

int timesHit;
AudioSource source;

bool enemyKilled = false;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();

source = GetComponent<AudioSource>();

}

void Update()
{
if (enemyKilled)
{
if ('source.isPlaying)
Destroy(this.gameObject);
}
}

void OnCollisionEnter2D(Collision2D col)

{
if (col.gameObject.CompareTag("Player"))

{
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foreach (ContactPoint2D point in col.contacts)

{
if (point.normal.y <= -0.5f)

{
player.BounceOnEnemyKilled();

if (timesHit >= 2)

{
ScoreManager.AddPoints(300);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}

timesHit++;

EnemyPatrol.cs
public class EnemyPatrol : MonoBehaviour {

float moveSpeed = 1;  // enemys speed
bool movingRight;

int timesHit;

bool enemyKilled = false;

AudioSource source;
Rigidbody2D RigidBody2D;
Transform Transform;
SpriteRenderer Renderer;
Player player;

public Transform wallCheck;
public float wallCheckRadius;
public LayerMask whatlsWall;
bool hitWall;
bool foundEdge;
public Transform edgeCheck;

void Start()
{
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Transform = this.transform;

RigidBody2D = this.GetComponent<Rigidbody2D>();

Renderer = gameObject.GetComponent<SpriteRenderer>();

source = GetComponent<AudioSource>();

player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();
}

void FixedUpdate()
{
hitWall = Physics2D.OverlapCircle(wallCheck.position, wallCheckRadius, whatlsWall);

foundEdge = Physics2D.OverlapCircle(edgeCheck.position, wallCheckRadius,
whatlsWall);

if (hitwall || !foundEdge)
movingRight = ImovingRight;
}

void Update()
{
Vector3 currentRotation = Transform.eulerAngles;
if (movingRight)
{
RigidBody2D.velocity = new Vector2(moveSpeed, RigidBody2D.velocity.y);
currentRotation.y = 0;
}
else
{
RigidBody2D.velocity = new Vector2(-moveSpeed, RigidBody2D.velocity.y);
currentRotation.y = 180;
}
Transform.eulerAngles = currentRotation;
if (enemyKilled)
{
if ('source.isPlaying)
Destroy(this.gameObject);

}
}
void OnCollisionEnter2D(Collision2D collision)
{
if (collision.gameObject.CompareTag("Player™))
{

bool killOnce = true;
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foreach (ContactPoint2D point in collision.contacts)
{
Debug.DrawLine(point.point, point.point + point.normal, Color.red, 10);
if(Player.playerStatus != 2)
{
if (point.normal.y <= -0.5f) // By looking Debug.Log(point.normal);
{
player.BounceOnEnemyKilled();
if (this.tag == "EnemyDouble")
{
Renderer.color = new Color(1f, 1f, 1f, 1f);
if (timesHit >= 1)
{
ScoreManager.AddPoints(175);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;
}
timesHit++;
}
else
{
ScoreManager.AddPoints(100);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}

else
{
if (killOnce)
{
player.Die();
killOnce = false;
}
}
}
else // If Player.status is 2 --> Player is invincible
{
if (this.tag == "EnemyDouble")
ScoreManager.AddPoints(175);
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else

ScoreManager.AddPoints(100);
source.Play();
this.GetComponent<BoxCollider2D>().enabled = false;
this.GetComponent<SpriteRenderer>().enabled = false;
enemyKilled = true;

}
}
killOnce = true;
}
}
}

Spikes.cs

public class Spikes : MonoBehaviour {
Player player;

void Start ()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();

}

void OnTriggerEnter2D(Collider2D col)

{
if (col.CompareTag("Player"))

player.Die();

Spike_Pipe_Up_Down.cs
public class Spike_Pipe_Up_Down : MonoBehaviour {

public float delayTime;

void Start()

{
StartCoroutine(AnimateSpikesCo());

}

IEnumerator AnimateSpikesCo()

{

while (true)

{
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GetComponent<Animation>().Play();
yield return new WaitForSeconds(delayTime);

}
}
}

TheGap.cs

public class TheGap : MonoBehaviour {
Player player;
void Start()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();

}

void OnTriggerEnter2D(Collider2D col)

{
if (col.CompareTag("'Player"))
{
Player.playerStatus = 0;
player.Die();
}
}
}

ScoreManager.cs
public class ScoreManager : MonoBehaviour {

public static int score;
public GameObject textObject;
Text text;

void Start()

{
textObject = GameObject.FindGameObjectWithTag("Score");

text = textObject. GetComponent<Text>();

if(PlayerPrefs.GetInt("PlayerScore™) <= 0)
score = 0;

else
score = PlayerPrefs.GetInt(""PlayerScore");
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void Update()
{

if (score <=0)
score = 0;

text.text = score.ToString();

}

public static void AddPoints(int points)
{

score += points;
}
}

HealthHUD.cs
public class HealthHUD : MonoBehaviour

{
public Sprite[] HeartSprites;
public Image HeartUl;
Player player;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();

}

void Update()

{
HeartUl.sprite = HeartSprites[player.currentPlayerLifes];

}
}

LevelManager.cs
public class LevelManager : MonoBehaviour {

Player player;
PlayerController2D playerController;

public GameObject currentCheckpoint;
public GameObject playerObject;
public GameObject deathParticles;
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public float respawnDelay;
int currentLevel;

void Start ()
{

player = GameObject.FindGameObjectWithTag("'Player™).GetComponent<Player>();

playerController =

GameObject.FindGameObjectWithTag("Player™).GetComponent<PlayerController2D>();

currentLevel = SceneManager.GetActiveScene().buildindex;

if(currentLevel == 1)

{
PlayerPrefs.SetInt("PlayerScore", 0);

PlayerPrefs.SetInt("PlayerLifes", 5);

}
}

public void RespawnPlayer()

{
StartCoroutine("RespawnPlayerDelayCo");

}

public IEnumerator RespawnPlayerDelayCo()

{

Instantiate(deathParticles, player.transform.position, player.transform.rotation);
playerObject.SetActive(false);

yield return new WaitForSeconds(respawnDelay);

playerObject.SetActive(true);
player.transform.position = currentCheckpoint.transform.position;

}
}

PauseMenu.cs
public class PauseMenu : MonoBehaviour {

public GameObject myo = null;
public GameObject inGameUl;

public bool showMenu = false; //show Menu
public bool showWinScreen = false; // if win , what is shown in Menu
bool showPauseScreen = false; // if paused what is shown in Menu

72



ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

Pose _lastPose = Pose.Unknown;
int currentLevel;
int currentScore;

GameObject camera;
GameObiject player;

/I GUI Skin

public GUISKin skin;

public Texture menuBackgroundTexture;
public Texture muteTexture;

public Texture unmuteTexture;

private Texture currentAudioTexture;

public Texture gestureWaveOutTexture;
public Texture gestureFistTexture;

public Texture gestureFingersSpreadTexture;
public Texture gestureWavelnTexture;

void Start()

{

}

inGameUl.SetActive(true);

currentLevel = SceneManager.GetActiveScene().buildIndex;
player = GameObject.FindGameObjectWithTag("Player");
camera = GameObject.FindGameObjectWithTag(*MainCamera");

if (camera.GetComponent<AudioListener>().enabled)
currentAudioTexture = unmuteTexture;

else
currentAudioTexture = muteTexture;

void Update()

{

currentScore = ScoreManager.score;
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

if (showMenu)
player.GetComponent<PlayerController2D>().enabled = false;
else
player.GetComponent<PlayerController2D>().enabled = true;

if (thalmicMyo.pose !'= _lastPose)
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{

_lastPose = thalmicMyo.pose; // if lastPose has changed get new one

if (showMenu)
{
if (thalmicMyo.pose == Pose.Fist)
{
if (showWinScreen)
LoadNextLevel();
else
resumeGame();

}

if (thalmicMyo.pose == Pose.Waveln)
goToMainMenu();

if (thalmicMyo.pose == Pose.WaveOut)
{

if (showPauseScreen)
tryAgain();
}

if (thalmicMyo.pose == Pose.FingersSpread)
changeAudioState();

}
else
{
if (thalmicMyo.pose == Pose.Waveln)
{
Time.timeScale = Of; // Stop World time for everything that is moving
showMenu = true;
showPauseScreen = true;
}
}
}
if (showMenu)
{
if (showPauseScreen)
{
if (Input.GetKeyDown(KeyCode.Escape))
resumeGame();
}
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}

else

{
if (Input.GetKeyDown(KeyCode.Escape))

{
Time.timeScale = 0f;
showMenu = true;
showPauseScreen = true;

}
}
}

void OnGUI()
{

if (showMenu)
{
GUI.skin = skin;
GUI.color = new Color(1, 1, 1, 0.7f); // Lower Alphato 0.7

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height),
menuBackgroundTexture);

GUI.color = Color.white; // Get Alpha back up

if (showWinScreen)

{
GUI.Label(new Rect(Screen.width / 2 - 150, 150, 300, 50), "Level Completed!",
"InGameMenuTitles");

GUI.Label(new Rect(Screen.width / 2 - 130, 300, 300, 30), "Score Achieved : " +
currentScore.ToString(), "Menultems™);

GUI.Label(new Rect(Screen.width / 2 - 130, 250, 300, 30), "Completed Level : " +
currentLevel, "Menultems™);

if (GUI.Button(new Rect(Screen.width / 2 + 50, 400, 150, 40), "Continue™))
LoadNextLevel();
GUI.DrawTexture(new Rect(Screen.width / 2, 400, 50, 50), gestureFistTexture);

if (GUIL.Button(new Rect(Screen.width / 2 - 200, 400, 100, 50), "Quit™))
goToMainMenu();
GUI.DrawTexture(new Rect(Screen.width / 2 - 100, 400, 50, 50),
gestureWavelnTexture);

}

else

{
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GUI.Label(new Rect(Screen.width / 2 - 150, 150, 300, 50), "Game Paused",
"InGameMenuTitles");

if (GUIL.Button(new Rect(Screen.width / 2 - 20, 250, 150, 50), "Resume™))
resumeGame();

GUI.DrawTexture(new Rect(Screen.width / 2 - 70, 250, 50, 50),
gestureFistTexture);

if (GUIL.Button(new Rect(Screen.width / 2 - 20, 350, 150, 50), "Try Again™))
tryAgain();
GUI.DrawTexture(new Rect(Screen.width / 2 - 70, 350, 50, 50),
gestureWaveOutTexture);

if (GUI.Button(new Rect(Screen.width / 2 - 20, 450, 150, 50), "Quit"))
goToMainMenu();
GUI.DrawTexture(new Rect(Screen.width / 2 - 70, 450, 50, 50),
gestureWavelnTexture);

}

if (GUI.Button(new Rect(Screen.width - 150, 100, 100, 100), currentAudioTexture))
changeAudioState();

GUI.DrawTexture(new Rect(Screen.width - 230, 115, 70, 70),
gestureFingersSpreadTexture);

}
}

void LoadNextLevel()
{
Time.timeScale = 1f; // Start World Time so everything can move

ThalmicHub.Destroy(ThalmicHub.instance); // Destroy Thalmic Hub since every level
has its own and can't have 2 at the same time

if (currentLevel ==5)

player.GetComponent<Player>().GameOver();//SceneManager.LoadScene("MainMenu™);
else
SceneManager.LoadScene(currentLevel + 1);

}

void tryAgain()

{
Time.timeScale = 1f;
ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene(currentLevel);
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}

void changeAudioState()
{
if (camera.GetComponent<AudioListener>().enabled)
{
camera.GetComponent<AudioListener>().enabled = false;
currentAudioTexture = unmuteTexture;

}

else

{
camera.GetComponent<AudioListener>().enabled = true;
currentAudioTexture = muteTexture;

}
}

void goToMainMenu()

{
Time.timeScale = 1f;
ThalmicHub.Destroy(ThalmicHub.instance);
PlayerPrefs.SetInt("PlayerScore”, 0);
PlayerPrefs.SetInt("PlayerLifes", 5);
SceneManager.LoadScene("MainMenu");

}

void resumeGame()

{
Time.timeScale = 1f;
showPauseScreen = false;
showMenu = false;

}
}

PlayerController.cs
public class PlayerController2D : MonoBehaviour {

public GameObject myo = null;
Pose _lastPose = Pose.Unknown;
public int moveSpeed;

public int jumpHeight;
public GameObject playerGraphics;
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/1 stuff needed for Jumping
public Transform groundPoint;
public float radius;
public LayerMask groundMask;
public bool isGrounded;
public AudioClip jumpAudioClip;
bool wantsToJump = false;
bool jumpReleased = false;

Rigidbody2D rb2D;
public float moveHorizontal;

Vector3 movingRightScale;
Vector3 movingLeftScale;
void Start ()

{
rb2D = GetComponent<Rigidbody2D>();

}

void Update ()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

if (Player.playerStatus '= 1)
{
movingRightScale = new Vector3(0.7f, 0.7f, 1f);
movingLeftScale = new Vector3(-0.7f, 0.7f, 1f);
}

else

{
movingRightScale = new Vector3(1f, 1f, 1f);

movingLeftScale = new Vector3(-1f, 1f, 1f);
}

float x = myo.transform.rotation.eulerAngles.x;

if (20 <x && x < 180) || (Input.GetAxisRaw("Horizontal™") == 1))

{
moveHorizontal = 1;
transform.localScale = movingRightScale;
playerGraphics.GetComponent<Animator>().SetBool(""isMoving", true);

}
else if ((180 < x && x < 345) || (Input.GetAxisRaw("*Horizontal) == -1))
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{

moveHorizontal = -1;
transform.localScale = movingLeftScale;
playerGraphics.GetComponent<Animator>().SetBool(*"isMoving", true);

}

else

{
playerGraphics.GetComponent<Animator>().SetBool("isMoving", false);
moveHorizontal = 0;

}

Vector2 moveDir = new Vector2(moveHorizontal * moveSpeed, rb2D.velocity.y);
rb2D.velocity = moveDir;

if (thalmicMyo.isPaired)

{
if ((Input.GetKeyDown(KeyCode.Space) || thalmicMyo.accelerometer.x < 0.2f) &&

isGrounded && jumpReleased)
{

wantsToJump = true;
jumpReleased = false;

}
}
if (Input.GetKeyDown(KeyCode.Space) && isGrounded)
{
wantsToJump = true,
}

if(thalmicMyo.accelerometer.x > 0.2f)

{

jumpReleased = true;

}
}

void FixedUpdate()
{

ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

isGrounded = Physics2D.OverlapCircle(groundPoint.position, radius, groundMask);

if (wantsToJump)
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rb2D.AddForce(Vector2.up *jumpHeight);

AudioSource source = GetComponent<AudioSource>();
source.volume = 0.4f;

source.clip = jumpAudioClip;

source.Play();

wantsToJump = false;

}
}
void OnDrawGizmos()
{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(groundPoint.position, radius);
}
}

PlayerController.cs
public class CameraFollow : MonoBehaviour {

Vector2 velocity;

public float smoothTimeY;
public float smoothTimeX;

public GameObject player;
public PlayerController2D playerController;

public bool bounds;
public Vector3 minCameraPos;
public Vector3 maxCameraPos;

public Transform backWardsMovingCollider;

void Start ()

{
player = GameObject.FindGameObjectWithTag("Player");

playerController =
GameObject.FindGameObjectWithTag("Player™).GetComponent<PlayerController2D>();

}

void FixedUpdate()
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{

float posX = Mathf.SmoothDamp(transform.position.x, player.transform.position.x, ref
velocity.x, smoothTimeX);

float posY = Mathf.SmoothDamp(transform.position.y, player.transform.position.y, ref
velocity.y, smoothTimeY);

transform.position = new Vector3(posX + 0.5f, posY - 0.1f, transform.position.z);

if(minCameraPos.x > backWardsMovingCollider.position.x)

{

if(player.transform.position.y < -1)
{
transform.position = new Vector3(
Mathf.Clamp(transform.position.x, minCameraPos.x, maxCameraPos.x),
Mathf.Clamp(transform.position.y, minCameraPos.y, maxCameraPos.y),
Mathf.Clamp(transform.position.z, minCameraPos.z, maxCameraPo0s.z));

}

else
{
transform.position = new Vector3(
Mathf.Clamp(transform.position.x, minCameraPos.x, maxCameraPo0s.x),
Mathf.Clamp(transform.position.y, 1, maxCameraPos.y),
Mathf.Clamp(transform.position.z, minCameraPos.z, maxCameraPo0s.z));

}

else

{

if (player.transform.position.y < -1)
{
transform.position = new Vector3(

Mathf.Clamp(transform.position.x, backWardsMovingCollider.position.x + 2.8f,
maxCameraPos.x),

Mathf.Clamp(transform.position.y, minCameraPos.y, maxCameraPos.y),
Mathf.Clamp(transform.position.z, minCameraPos.z, maxCameraPo0s.2));

}

else
{
transform.position = new Vector3(

Mathf.Clamp(transform.position.x, backWardsMovingCollider.position.x + 2.8f,
maxCameraPos.x),

Mathf.Clamp(transform.position.y, 1, maxCameraPos.y),
Mathf.Clamp(transform.position.z, minCameraPos.z, maxCameraPo0s.z));
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NotBackMovingCollider.cs

public class NotBackMovingCollider : MonoBehaviour {

public float distance;

float collidersX;

float playersX;

public Transform targetPlayer;

void Update()

{
RangeCheck();

}
void RangeCheck()

{

playersX = targetPlayer.position.x;
collidersX = transform.position.x;
distance = playersX - collidersX;

if (distance > 5 || distance < 0)

transform.position = new Vector3(targetPlayer.position.x - 5, targetPlayer.position.y,

targetPlayer.position.z);

}
}

Player.cs
public class Player : MonoBehaviour {

public GameObject myo = null;

public int currentPlayerLifes;
public int maxPlayerLifes;

int currentLevel;
Rigidbody2D rb2D;
public GameObject playerGraphics;

PlayerController2D playerController;
public LevelManager levelManager;
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public int jumpVelocity;
public static int playerStatus;

public Color normalColor; // Normal State
public Color alcoholColor; // Invincibility State

float invincibilityTimer;
public AudioClip invincibilityEndsAudio;

ThalmicMyo thalmicMyo;

void Start()
{
playerStatus = 0;
thalmicMyo = myo.GetComponent<ThalmicMyo>();
rb2D = GetComponent<Rigidbody2D>();
currentLevel = SceneManager.GetActiveScene().buildindex;
levelManager = FindObjectOfType<LevelManager>();

playerController =
GameObject.FindGameObjectWithTag("Player™).GetComponent<PlayerController2D>();

if (currentLevel !'=1)

currentPlayerLifes = PlayerPrefs.GetInt("PlayerLifes");
else

currentPlayerLifes = maxPlayerLifes;

}
void Update ()
{
if (currentPlayerLifes > maxPlayerLifes)
currentPlayerLifes = maxPlayerLifes;
if (currentPlayerLifes <= 0)
GameOver();
Status();
}

void Status()

{
if(playerStatus == 0)

{

if(playerController.moveHorizontal == 1)

83



ITruyokn Epyoacio tuipatoc Mnyovikov ITAnpogopiknig

this.transform.localScale = new Vector3(0.7f, 0.7f, 0.7f);
else if(playerController.moveHorizontal == -1)
this.transform.localScale = new Vector3(-0.7f, 0.7f, 0.7f);

playerGraphics.GetComponent<SpriteRenderer>().color = normalColor;

}

if(playerStatus == 1)
{
if (playerController.moveHorizontal == 1)
this.transform.localScale = new Vector3(1f, 1f, 1f);
else if (playerController.moveHorizontal == -1)
this.transform.localScale = new Vector3(-1f, 1f, 1f);

playerGraphics.GetComponent<SpriteRenderer>().color = normalColor;

}

if(playerStatus == 2)
{

invincibilityTimer += Time.deltaTime;

if(invincibilityTimer > 9)
{
AudioSource source = GetComponent<AudioSource>();
source.clip = invincibilityEndsAudio;
source.volume = 0.5f;
source.Play();

}

if(invincibilityTimer >= 10)
{
invincibilityTimer = 0;
playerStatus = 0;
}

if (playerController.moveHorizontal == 1)
this.transform.localScale = new Vector3(0.7f, 0.7f, 0.7f);

else if (playerController.moveHorizontal == -1)
this.transform.localScale = new Vector3(-0.7f, 0.7f, 0.7f);

playerGraphics.GetComponent<SpriteRenderer>().color = alcoholColor;
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public void Die()

{

}

if (thalmicMyo.isPaired)
thalmicMyo.Vibrate(Thalmic.Myo.VibrationType.Short);

if (playerStatus <= 0)

{
playerStatus = 0O;
levelManager.RespawnPlayer();
currentPlayerLifes -= 1;

}
else if(playerStatus == 1)

{
playerStatus = 0O;

StartCoroutine(PlayerHitWhileBigCo());
}

public IEnumerator PlayerHitWhileBigCo()

{

}

this.GetComponent<CircleCollider2D>().enabled = false;
this.GetComponent<BoxCollider2D>().enabled = false;
playerGraphics.GetComponent<Animation>().Play("player_damaged");

yield return new WaitForSeconds(1);

this.GetComponent<CircleCollider2D>().enabled = true;
this.GetComponent<BoxCollider2D>().enabled = true;

public void AddLife()

{
}

currentPlayerLifes += 1;

public void GameOver()

{

PlayerPrefs.SetInt("GameOverScore", ScoreManager.score);
PlayerPrefs.SetInt("PlayerScore”, 0);
PlayerPrefs.SetInt("PlayerLifes", 5);
ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("MainMenu™);
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public void BounceOnEnemyKilled()
{
Vector?2 velocity = rb2D.velocity;
velocity.y = jumpVelocity;
rb2D.velocity = velocity;
}
}

KeepSoundBetweenScenes.cs
public class KeepSoundBetweenScenes : MonoBehaviour

{

static KeepSoundBetweenScenes instance = null;
public static KeepSoundBetweenScenes Instance

{
get { return instance; }
}
void Awake()
{
if (instance != null && instance != this)
{
Destroy(this.gameObject);
return;
}
else {
instance = this;
}
DontDestroyOnLoad(this.gameObject);
}

void OnApplicationQuit()

{
Application.CancelQuit();
System.Diagnostics.Process.GetCurrentProcess().Kill();

}
}

Car_Final_Point.cs
public class Car_Final_Point : MonoBehaviour {

public GameObject player;

PlayerController2D playerController;
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int currentLevel;
AudioSource source;
PauseMenu pauseMenu;

void Start ()
{

playerController =
GameObject.FindGameObjectWithTag("Player™).GetComponent<PlayerController2D>();

currentLevel = SceneManager.GetActiveScene().buildindex;
source = GetComponent<AudioSource>();

pauseMenu =
GameObject.FindGameObjectWithTag("GameManager").GetComponent<PauseMenu>();

}

void OnTriggerEnter2D(Collider2D col)

{
if(col.CompareTag("Player"))

{
SaveScore();
StartCoroutine(LevelCompletedCo());

}
}

public IEnumerator LevelCompletedCo()

{
player.SetActive(false);
gameObject.GetComponent<Animation>().Play();
source.Play();
yield return new WaitForSeconds(2);
pauseMenu.showMenu = true;
pauseMenu.showWinScreen = true;

}

void SaveScore()

{
PlayerPrefs.SetInt("PlayerLifes”, player.GetComponent<Player>().currentPlayerLifes);
PlayerPrefs.SetInt("PlayerScore", ScoreManager.score); // Score saved for level

if(PlayerPrefs.GetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer") + "Level") <
currentLevel + 1 && currentLevel '=15)

PlayerPrefs.SetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer') + "Level" ,
currentLevel + 1); // Since Finish is reached, we add 1 to current level, so it will be
unlocked on Level Selection

}
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CheckPoint.cs

public class CheckPoint : MonoBehaviour {
public LevelManager levelManager;

void Start ()

{
levelManager = FindObjectOfType<LevelManager>();

}

void OnTriggerEnter2D(Collider2D col)
{
if (col.CompareTag("'Player"))
levelManager.currentCheckpoint = gameObiject;

}
}

ChoosePlayerManager.cs
public class ChoosePlayerManager : MonoBehaviour {

public GameObject myo = null;
Pose _lastPose = Pose.Unknown;

public GUISKin skin;

public Texture selectPlayerTexture;
public Texture gestureFist;

public Texture gestureFingersSpread;
public Texture gestureWaveOut;

public Texture gestureWaveln;

public Texture menuBackgroundTexture;

int currentPlayerNum;
int counter = 1;

void Start ()

{
PlayerPrefs.SetInt("GameOverScore", 0);

if (PlayerPrefs.GetInt("NumOfPlayers") > 0)

{
currentPlayerNum = PlayerPrefs.GetInt("NumOfPlayers™) + 1;

}
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else

{

currentPlayerNum = 1;
CreateNewAndgoToMainMenu();

}
}

void Update ()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>(); // set myo

if (thalmicMyo.pose !'= _lastPose)
{

_lastPose = thalmicMyo.pose; // if lastPose has changed get new one

if (thalmicMyo.pose == Pose.WaveOut)

{ if (counter <= PlayerPrefs.GetInt("NumOfPlayers"))
counter++;
}
if (thalmicMyo.pose == Pose.Waveln)
{
if (counter > 1)
counter--;
}
}
if (Input.GetKeyDown(KeyCode.RightArrow))
{ if (counter <= PlayerPrefs.GetInt("NumOfPlayers™))
counter++;
}
if (Input.GetKeyDown(KeyCode.LeftArrow))
{
if (counter > 1)
counter--;
}

if (thalmicMyo.pose == Pose.FingersSpread)
PlayerChosenAndGoToMainMenu();
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void OnGUI()
{
GUI.skin = skin;
GUI.color = new Color(1, 1, 1, 0.5f); // Lower Alphato 0.5

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height),
menuBackgroundTexture);

GUI.color = Color.white; // Get Alpha back up

GUI.Label(new Rect(Screen.width / 2 - 250, Screen.height / 2 - 350, 500, 200), "The
Game");

Rect secondRowLeftRect = new Rect(Screen.width / 2 - 50, Screen.height / 2 + 50, 100,
100);

Rect secondRowTextRect = new Rect(Screen.width / 2 - 50, Screen.height / 2 + 150, 100,
50);

Rect secondRowGestureRect = new Rect(Screen.width / 2 + 70, Screen.height / 2 + 70,
60, 60);

Rect leftGestureRect = new Rect(Screen.width / 2 - 170, Screen.height / 2 + 80, 40, 40);

Rect rightGestureRect = new Rect(Screen.width / 2 + 220, Screen.height / 2 + 80, 40,
40);

if(counter != PlayerPrefs.GetInt("NumOfPlayers™) + 1)
{
if (GUI.Button(secondRowLeftRect, selectPlayerTexture))
PlayerChosenAndGoToMainMenu();

GUI.Label(secondRowTextRect, "Play As Player " + counter, "Menultems");
GUI.DrawTexture(secondRowGestureRect, gestureFingersSpread);

}

else

{
if (GUI.Button(secondRowLeftRect, selectPlayerTexture))

CreateNewAndgoToMainMenu();

GUI.Label(secondRowTextRect, "Create Player " + currentPlayerNum.ToString(),
"Menultems");

GUI.DrawTexture(secondRowGestureRect, gestureFingersSpread);

}

GUI.color = new Color32(255, 255, 255, 150); // Lower Opacity
if(counter '=1)
GUI.DrawTexture(rightGestureRect, gestureWaveln);
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if(counter '= PlayerPrefs.GetInt("NumOfPlayers") + 1 && currentPlayerNum > 1)
GUI.DrawTexture(leftGestureRect, gestureWaveOut);

GUIl.color = new Color32(255, 255, 255, 255); // Max opacity
}

void CreateNewAndgoToMainMenu()
{
if (PlayerPrefs.GetInt("NumOfPlayers™) > 0)
PlayerPrefs.SetInt("NumOfPlayers", currentPlayerNum);
else
PlayerPrefs.SetInt("NumOfPlayers", 1);

PlayerPrefs.SetInt("CurrentPlayer”, currentPlayerNum);

ThalmicHub.Destroy(ThalmicHub.instance); // Destroy Thalmic Hub since every level
has its own and can't have 2 at the same time

SceneManager.LoadScene("MainMenu"); // Load Main Menu Scene

}
void PlayerChosenAndGoToMainMenu()

{

PlayerPrefs.SetInt("CurrentPlayer", counter);

ThalmicHub.Destroy(ThalmicHub.instance); // Destroy Thalmic Hub since every level
has its own and can't have 2 at the same time

SceneManager.LoadScene("MainMenu"); // Load Main Menu Scene

}
}

DestroyParticles.cs
public class DestroyParticles : MonoBehaviour {

private ParticleSystem thisParticleSystem;

void Start()
{

thisParticleSystem = GetComponent<ParticleSystem>();

}

void Update ()

{
if (thisParticleSystem.isPlaying)
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return;
Destroy(gameObject);

}

FallingGround.cs
public class FallingGround : MonoBehaviour {

Rigidbody2D rigidbody;
public float fallDelay;

void Start ()
{
rigidbody = GetComponent<Rigidbody2D>();

}

void Update()
{
if(transform.position.y < -30)
Destroy(this.gameObject);

}

void OnCollisionEnter2D(Collision2D col)
{
if (col.transform.CompareTag("'Player™))
StartCoroutine(FallCo());

}

IEnumerator FallCo()

{
yield return new WaitForSeconds(fallDelay);
rigidbody.isKinematic = false;
GetComponent<BoxCollider2D>().isTrigger = true;
yield return 0;

}
}

FallingGroundInstantiation.cs
public class FallingGroundlinstantiation : MonoBehaviour {

public GameObject FallingGround;
public GameObject SpawnLocation;
Player player;
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int tempLifeCount;

void Start ()

{
player = GameObject.FindGameObjectWithTag("Player").GetComponent<Player>();
tempLifeCount = player.maxPlayerLifes;

}

void Update ()
{

if(tempLifeCount > player.currentPlayerLifes)
{
Instantiate(FallingGround, SpawnLocation.transform.position, Quaternion.identity)
tempLifeCount = player.currentPlayerLifes;

}
}

HighScores.cs
public class HighScores : MonoBehaviour
{
public GameObject myo = null;
public GUISKin skin;
public Texture buttonReturn;
public Texture buttonExit;
public Texture gestureFist;
public Texture gestureFingersSpread;
public Texture gestureWaveOut;
public Texture menuBackgroundTexture;

void OnGUI()

{
GUI.skin = skin;

GUI.color = new Color(1, 1, 1, 0.5f); // Lower Alphato 0.5

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height),
menuBackgroundTexture);

GUI.color = Color.white; // Get Alpha back up

Rect highScoresTitleRect = new Rect(Screen.width / 2 - 200, 100, 400, 150);
Rect highScoresRect = new Rect(Screen.width / 2 - 400, 100, 800, 800);

GUI.Label(highScoresTitleRect, "High Scores”, "HighScores");
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//Best 5 scores
if(PlayerPrefs.GetInt("HighScorel") '= 0){
GUI.Label(new Rect(highScoresRect.x + 300, highScoresRect.y + 200, 150, 30), "1 :
" + PlayerPrefs.GetInt("HighScorel™) + " by Player " +
PlayerPrefs.GetString("HighScorelPlayer"), "Menultems");
if (PlayerPrefs.GetInt(""HighScore2") !'= 0)
{
GUI.Label(new Rect(highScoresRect.x + 300, highScoresRect.y + 250, 150, 30),

"2 . "+ PlayerPrefs.GetInt("HighScore2") + " by Player " +
PlayerPrefs.GetString("HighScore2Player"), "Menultems");

if (PlayerPrefs.GetInt("HighScore3") = 0)
{
GUI.Label(new Rect(highScoresRect.x + 300, highScoresRect.y + 300, 150,
30), "3 : " + PlayerPrefs.GetInt("HighScore3") + " by Player " +
PlayerPrefs.GetString("HighScore3Player™), "Menultems");
if (PlayerPrefs.GetInt(""HighScore4"™) '=0)
{
GUI.Label(new Rect(highScoresRect.x + 300, highScoresRect.y + 350,

150, 30), "4 : " + PlayerPrefs.GetInt("HighScore4™) + " by Player " +
PlayerPrefs.GetString("HighScore4Player™), "Menultems");

if (PlayerPrefs.GetInt("HighScore5") '=0)

{
GUI.Label(new Rect(highScoresRect.x + 300, highScoresRect.y +

400, 150, 30), "5 : " + PlayerPrefs.GetInt("HighScore5") + " by Player " +
PlayerPrefs.GetString("HighScore5Player™), "Menultems");
}
}

}

if (GUI.Button(new Rect(highScoresRect.x - 50, Screen.height - 150, 100, 100),
buttonReturn)) // Return menu button

returnToMenu();

GUI.DrawTexture(new Rect(highScoresRect.x + 70, Screen.height - 130, 60, 60),
gestureFist); // Gesture fist icon next to play button

if (GUI.Button(new Rect(Screen.width - 300, Screen.height - 40, 250, 40), "Reset
HighScores™))

ResetScores();

}

void Update()
{
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ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo=>(); // set myo

if (thalmicMyo.pose == Pose.Fist)

returnToMenu();

}

void returnToMenu()

{
ThalmicHub.Destroy(ThalmicHub.instance); // destroy myo instance
SceneManager.LoadScene("MainMenu"); // load 1st level

}

void ResetScores()

{
PlayerPrefs.SetInt("HighScorel", 0);
PlayerPrefs.SetInt("HighScore2", 0);
PlayerPrefs.SetInt("HighScore3", 0);
PlayerPrefs.SetInt("HighScore4", 0);
PlayerPrefs.SetInt("HighScore5", 0);
PlayerPrefs.SetString("HighScorelPlayer", ")
PlayerPrefs.SetString("HighScore2Player", ")
PlayerPrefs.SetString(""HighScore3Player”, "™");
PlayerPrefs.SetString("HighScore4Player", ")
PlayerPrefs.SetString("HighScore5Player", ")
PlayerPrefs.SetInt("GameOverScore", 0);

}

InstructionsManager.cs
public class InstructionsManager : MonoBehaviour

{

public GameObject myo = null;

public GUISKin skin;

public Texture buttonReturn;

public Texture gestureWaveOut;

public Texture gestureFingersSpread;
public Texture gestureFist;

public Texture gestureWaveln;

public Texture gesturePan;

public Texture gestureRotate;

public Texture menuBackgroundTexture;
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void OnGUI()
{
GUI.skin = skin;
GUI.color = new Color(1, 1, 1, 0.7f); // Lower Alphato 0.7

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height),
menuBackgroundTexture);

GUI.color = Color.white; // Get Alpha back up

Rect highScoresTitleRect = new Rect(Screen.width / 2 - 200, 100, 400, 150);
Rect highScoresRect = new Rect(Screen.width / 2 - 400, 100, 800, 800);

GUI.Label(highScoresTitleRect, "Instructions”, "HighScores");

GUI.Label(new Rect(highScoresRect.x + 200, highScoresRect.y + 150, 300, 30), "While
in Game", "Menultems");

GUI.DrawTexture(new Rect(highScoresRect.x + 250, highScoresRect.y + 200, 60, 60),
gestureWaveln);

GUI.Label(new Rect(highScoresRect.x + 350, highScoresRect.y + 210, 150, 30), " Wave
In to Pause Game.", "Menultems");

GUI.DrawTexture(new Rect(highScoresRect.x + 250, highScoresRect.y + 300, 60, 60),
gestureRotate);

GUI.Label(new Rect(highScoresRect.x + 350, highScoresRect.y + 310, 150, 30), "Rotate
clockwise to jump."”, "Menultems");

GUI.DrawTexture(new Rect(highScoresRect.x + 250, highScoresRect.y + 400, 60, 60),
gesturePan);

GUI.Label(new Rect(highScoresRect.x + 350, highScoresRect.y + 410, 150, 30), "Pan
Up and Down to move."”, "Menultems");

GUI.DrawTexture(new Rect(highScoresRect.x + 250, highScoresRect.y + 500, 60, 60),
gestureFingersSpread);

GUI.Label(new Rect(highScoresRect.x + 350, highScoresRect.y + 510, 150, 30),
"Spread Fingers to Interact with objects ", "Menultems");

/IButtons

if (GUIL.Button(new Rect(highScoresRect.x - 50, Screen.height - 150, 100, 100),
buttonReturn)) // Return menu button

returnToMenu();

GUI.DrawTexture(new Rect(highScoresRect.x + 70, Screen.height - 130, 60, 60),
gestureWaveOut); // Gesture fist icon next to play button

}

void Update()
{
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ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo=>(); // set myo

if (thalmicMyo.pose == Pose.WaveOut)

returnToMenu();
}
void returnToMenu()
{
ThalmicHub.Destroy(ThalmicHub.instance); // destroy myo instance
SceneManager.LoadScene(*"MainMenu"); // load 1st level
}
}

LevelSelManager.cs
public class LevelSelManager : MonoBehaviour

{
public GameObject myo;  // Setting myo

Pose _lastPose = Pose.Unknown;

public GameObject[] locks;
public bool[] levelUnlocked;

public int positionSelector;

float moveSpeed = 2;
float distanceBelow = -0.74f;

void Start()
{

for (inti=1;i<=5;i++)
{
if(PlayerPrefs.GetInt("Player" + PlayerPrefs.GetInt("CurrentPlayer") + "Level") <1)
levelUnlocked[i-1] = false;
else
levelUnlocked[i-1] = true;

if (levelUnlocked[i-1])
locks[i-1].SetActive(false);

}
positionSelector = PlayerPrefs.GetInt("Player” + PlayerPrefs.GetInt("CurrentPlayer™)

+"Level") - 1;
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transform.position = locks[positionSelector].transform.position + new Vector3(0,
distanceBelow, 0);

}

void Update()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>(); // Set myo

transform.position = Vector3.MoveTowards(transform.position,
locks[positionSelector].transform.position + new Vector3(0, distanceBelow, 0),
moveSpeed*Time.deltaTime);

if (thalmicMyo.pose !'= _lastPose)

{

_lastPose = thalmicMyo.pose; // if lastPose has changed get new one

if (thalmicMyo.pose == Pose.WaveOut)
{

if (positionSelector < 4)
{
if (levelUnlocked[positionSelector + 1])
positionSelector +=1;
}
}
if (thalmicMyo.pose == Pose.Waveln)
{
if (positionSelector > 0)
positionSelector -=1;

}
}

if (Input.GetKeyDown(KeyCode.RightArrow))
{

if(positionSelector < 4)
{
if (levelUnlocked[positionSelector + 1])
positionSelector +=1;

}
}

if (Input.GetKeyDown(KeyCode.LeftArrow))
{

if (positionSelector > 0)
positionSelector -=1;
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}

if(transform.position == locks[positionSelector].transform.position + new Vector3(0,
distanceBelow, 0))

{
if (Input.GetKeyDown(KeyCode.Space) || thalmicMyo.pose == Pose.Fist)
{
if (levelUnlocked[positionSelector])
{
ThalmicHub.Destroy(ThalmicHub.instance); // destroy myo instance
SceneManager.LoadScene(positionSelector + 1);
}
}
}

}

public GUISKin skin;

public Texture gestureFistTexture;
public Texture gestureFingersSpreadTexture;
public Texture exitButtonTexture;

void OnGUI()
{
/IPause Button while in Game

if (GUI.Button(new Rect(Screen.width - 150, 50, 75, 75), exitButtonTexture,
"PauseButton™))

{
goToMainMenu();

}
GUI.DrawTexture(new Rect(Screen.width - 60, 60, 50, 50),
gestureFingersSpreadTexture);

GUI.skin = skin;
// Middle of screen Box for Menu

Rect menuScreenRect = new Rect(Screen.width / 2 - 125, Screen.height / 2 - 250, 260,
400);

if (transform.position == locks[positionSelector].transform.position + new Vector3(0,
distanceBelow, 0))

{

if (levelUnlocked[positionSelector])

{
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GUI.DrawTexture(new Rect(Screen.width / 2 - 60, 150, 120, 120),
gestureFistTexture);
}
}
}

void goToMainMenu()

{

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("MainMenu");

}
}

MainMenu.cs
public class MainMenu : MonoBehaviour
{

public GameObject myo = null;

Pose _lastPose = Pose.Unknown;

public GUISKin skin;

public Texture buttonPlay;

public Texture buttonExit;

public Texture buttoninstructions;
public Texture buttonLevels;

public Texture buttonHighScores;
public Texture buttonCreateNewPlayer;
public Texture gestureFist;

public Texture gestureFingersSpread;
public Texture gestureWaveRight;
public Texture gestureWavelLeft;

public Texture menuBackgroundTexture;

int menuCounter = 0;

void OnGUI()
{
GUI.skin = skin;
GUI.color = new Color(1, 1, 1, 0.5f); // Lower Alphato 0.5

GUI.DrawTexture(new Rect(0, 0, Screen.width, Screen.height),
menuBackgroundTexture);

GUI.color = Color.white; // Get Alpha back up
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GUI.Label(new Rect(Screen.width / 2 - 250, Screen.height / 2 - 350, 500, 200), "The
Game™);

Rect firstRowLeftRect = new Rect(Screen.width / 2 - 50, Screen.height / 2 - 120, 100,
100);

Rect firstRowTextRect = new Rect(Screen.width / 2 + 60, Screen.height / 2 - 50, 100,
50);

Rect firstRowGestureRect = new Rect(Screen.width / 2 + 70, Screen.height/ 2 - 110, 60,
60);

Rect secondRowLeftRect = new Rect(Screen.width / 2 - 50, Screen.height / 2, 100, 100);

Rect secondRowMidRect = new Rect(Screen.width / 2 + 60, Screen.height / 2 + 70, 100,
50);

Rect secondRowRightRect = new Rect(Screen.width / 2 + 70, Screen.height / 2 + 10, 60,
60);

Rect leftlconRect = new Rect(Screen.width / 2 - 200, Screen.height / 2 + 20, 60, 60);
Rect leftGestureRect = new Rect(Screen.width / 2 - 250, Screen.height / 2 + 30, 40, 40);

Rect rightlconRect = new Rect(Screen.width / 2 + 230, Screen.height / 2 + 20, 60, 60);

Rect rightGestureRect = new Rect(Screen.width / 2 + 300, Screen.height / 2 + 30, 40,
40);

if (GUI.Button(firstRowLeftRect, buttonPlay))
NewGame();
GUI.Label(firstRowTextRect, "Start Game", "Menultems");

if (menuCounter == 0) // levelSelection
{
if (GUI.Button(secondRowLeftRect, buttonLevels)) // Play button
LevelSelectionPage();
GUI.Label(secondRowMidRect, "Levels", "Menultems");

/I Lower Opacity

GUI.color = new Color32(255, 255, 255, 100);
Ieft

GUI.DrawTexture(rightlconRect, buttonExit);
/lright

GUI.DrawTexture(lefticonRect, buttonHighScores);
// Max opacity

GUI.color = new Color32(255, 255, 255, 255);
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}

else if (menuCounter == 1) // highScores
{
if (GUI.Button(secondRowLeftRect, buttonHighScores)) // Exit game button
HighScoresPage();

GUI.Label(secondRowMidRect, "High Scores", "Menultems");

/I Lower Opacity

GUI.color = new Color32(255, 255, 255, 100);
Neft

GUI.DrawTexture(rightlconRect, buttonLevels);
/lright

GUI.DrawTexture(lefticonRect, buttoninstructions);
/I Max opacity

GUI.color = new Color32(255, 255, 255, 255);

}

else if (menuCounter == 2) // Instructions

{

if (GUI.Button(secondRowLeftRect, buttoninstructions)) // Instructions Button

{

InstructionsPage();

}

GUI.Label(secondRowMidRect, "Instructions”, "Menultems");

/I Lower Opacity

GUIl.color = new Color32(255, 255, 255, 100);

Ieft

GUI.DrawTexture(righticonRect, buttonHighScores);
/right

GUI.DrawTexture(lefticonRect, buttonCreateNewPlayer);
// Max opacity

GUI.color = new Color32(255, 255, 255, 255);

}

else if (menuCounter == 3)

{
if (GUI.Button(secondRowLeftRect, buttonCreateNewPlayer)) // Instructions Button

{
CreateNewPlayerPage();

}
GUI.Label(secondRowMidRect, "Choose Player", "Menultems");
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/I Lower Opacity

GUI.color = new Color32(255, 255, 255, 100);

Neft

GUI.DrawTexture(rightlconRect, buttonlInstructions);
/right

GUI.DrawTexture(lefticonRect, buttonExit);

/Il Max opacity

GUI.color = new Color32(255, 255, 255, 255);

}
else // exit
{
if (GUI.Button(secondRowLeftRect, buttonExit)) // Exit game button
{
ExitGame();
}
GUI.Label(secondRowMidRect, "Exit", "Menultems");
/I Lower Opacity
GUI.color = new Color32(255, 255, 255, 100);
Neft
GUI.DrawTexture(rightlconRect, buttonCreateNewPlayer);
/right
GUI.DrawTexture(leftlconRect, buttonLevels);
// Max opacity
GUI.color = new Color32(255, 255, 255, 255);

}

GUI.DrawTexture(firstRowGestureRect, gestureFist); // Gesture fist for continue / play

GUI.DrawTexture(secondRowRightRect, gestureFingersSpread); // Gesture
fingers_spread for menu options

GUI.color = new Color32(255, 255, 255, 100); // Lower Opacity
GUI.DrawTexture(rightGestureRect, gestureWaveLeft);
GUI.DrawTexture(leftGestureRect, gestureWaveRight);

GUI.color = new Color32(255, 255, 255, 255); // Max opacity

GUI.Label(new Rect(Screen.width / 2 - 100, Screen.height - 100, 200, 50), "Current
Player : Player " + PlayerPrefs.GetInt("CurrentPlayer").ToString(), "Menultems™);

if(GUI.Button(new Rect(Screen.width - 250, Screen.height - 40, 200, 40), "Hard Reset"))
HardReset();
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void Update()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>(); // set myo
if (thalmicMyo.pose !'= _lastPose)
{

_lastPose = thalmicMyo.pose; // if lastPose has changed get new one

if (thalmicMyo.pose == Pose.Fist)
NewGame();

if (thalmicMyo.pose == Pose.FingersSpread)
{
switch (menuCounter)
{
case 0: LevelSelectionPage(); break;
case 1: HighScoresPage(); break;
case 2: InstructionsPage(); break;
case 3: CreateNewPlayerPage(); break;
case 4: ExitGame(); break;
default: ExitGame(); break;

}
}
if (thalmicMyo.pose == Pose.WaveOut || Input.GetKeyDown(KeyCode.RightArrow))
{
if (menuCounter < 4)
menuCounter++;
else
menuCounter = 0;

}

if (thalmicMyo.pose == Pose.Waveln || Input.GetKeyDown(KeyCode.LeftArrow))
{
if (menuCounter > 0)
menuCounter--;
else
menuCounter = 4;

}
}

if (Input.GetKeyDown(KeyCode.RightArrow))
{

if (menuCounter < 4)
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menuCounter++;
else
menuCounter = 0;

}
if (Input.GetKeyDown(KeyCode.LeftArrow))

{
if (menuCounter > 0)
menuCounter--;
else
menuCounter = 4;

}
}

void NewGame()

{

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene(1);

}

void LevelSelectionPage()

{

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene(*'LevelSelection”);

}

void HighScoresPage()
{

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("HighScores™);

}

void ExitGame()

{
Application.Quit();

}

void InstructionsPage()

{

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene(*'Instructions™);

}

void CreateNewPlayerPage()

{
ThalmicHub.Destroy(ThalmicHub.instance);
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SceneManager.LoadScene(*'PlayerSelection™);

}

void HardReset()

{
PlayerPrefs.SetInt("HighScorel”, 0);
PlayerPrefs.SetInt("HighScore2", 0);
PlayerPrefs.SetInt("HighScore3", 0);
PlayerPrefs.SetInt("HighScore4", 0);
PlayerPrefs.SetInt("HighScore5", 0);
PlayerPrefs.SetString("HighScorelPlayer", "

)
PlayerPrefs.SetString("HighScore2Player"”, ""');
PlayerPrefs.SetString("HighScore3Player”, ""');
PlayerPrefs.SetString("HighScore4Player", ");
PlayerPrefs.SetString(""HighScore5Player™”, ™)

PlayerPrefs.SetInt("GameOverScore", 0);

for (int i = 0; i< PlayerPrefs.GetInt("NumOfPlayers"); i++)

{
PlayerPrefs.SetInt("Player" + i + "Level", 0);

}

PlayerPrefs.SetInt("CurrentPlayer”, 1);
PlayerPrefs.SetInt(""NumOfPlayers", 0);

ThalmicHub.Destroy(ThalmicHub.instance);
SceneManager.LoadScene("ChoosePlayer");

MainMenuHighScoreSet.cs

public class MainMenuHighScoreSet : MonoBehaviour {
bool highScoreOrdered = false;
void Start ()
//'Unlock Level 1 if not unlocked
if(PlayerPrefs.GetInt("Player” + PlayerPrefs.GetInt("CurrentPlayer”) + "Level™) == 0)

PlayerPrefs.Setint("Player" + PlayerPrefs.Getint("CurrentPlayer") + "Level", 1);

int score = PlayerPrefs.GetInt("GameOverScore");
string currentPlayer = PlayerPrefs.GetInt("CurrentPlayer").ToString();
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if (score > PlayerPrefs.GetInt("HighScore5™))

{
PlayerPrefs.SetInt("HighScore5", score);
PlayerPrefs.SetString("HighScore5Player”, currentPlayer);

}

if (score > PlayerPrefs.GetInt(""HighScore4™))

{
PlayerPrefs.SetInt("HighScore5", PlayerPrefs.GetInt("HighScore4™));
PlayerPrefs.SetInt("HighScore4", score);

PlayerPrefs.SetString("HighScore5Player”,
PlayerPrefs.GetString("HighScore4Player"));
PlayerPrefs.SetString(""HighScore4Player", currentPlayer);

}

if (score > PlayerPrefs.GetInt("HighScore3"))

{
PlayerPrefs.SetInt("HighScore4", PlayerPrefs.GetInt(""HighScore3™));
PlayerPrefs.SetInt("HighScore3", score);

PlayerPrefs.SetString("HighScore4Player",
PlayerPrefs.GetString("HighScore3Player"));
PlayerPrefs.SetString(""HighScore3Player", currentPlayer);

}

if (score > PlayerPrefs.GetInt(""HighScore2"))

{
PlayerPrefs.SetInt("HighScore3", PlayerPrefs.GetInt(""HighScore2™));

PlayerPrefs.SetInt("HighScore2", score);

PlayerPrefs.SetString("HighScore3Player™,
PlayerPrefs.GetString("HighScore2Player"));
PlayerPrefs.SetString("HighScore2Player™, currentPlayer);

}

if (score > PlayerPrefs.GetInt(""HighScorel™))

{
PlayerPrefs.SetInt("HighScore2", PlayerPrefs.GetInt("HighScorel™));

PlayerPrefs.SetInt("HighScorel", score);

PlayerPrefs.SetString("HighScore2Player",
PlayerPrefs.GetString("HighScorelPlayer"));
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PlayerPrefs.SetString("HighScorelPlayer”, currentPlayer);
}

PlayerPrefs.SetInt("GameOverScore", 0);

}
}

Stairs.cs
public class Stairs : MonoBehaviour {

public GameObject myo = null;
Pose _lastPose = Pose.Unknown;

GameObiject player;
public Transform destination;

bool canTravel = false;

public Texture gestureFingersSpread;
public GUISKin skin;
AudioSource source;

void Start()

{
player = GameObject.FindGameObjectWithTag("Player");

source = GetComponent<AudioSource>();

}

void Update()

{
ThalmicMyo thalmicMyo = myo.GetComponent<ThalmicMyo>();

if (thalmicMyo.pose !'=_lastPose)

{

_lastPose = thalmicMyo.pose;

if (canTravel)

{
if (thalmicMyo.pose == Pose.FingersSpread)
{

source.Play();
player.transform.position = new Vector2(destination.position.x,
destination.position.y);
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}
}
}

if (canTravel)

{
if (Input.GetKeyDown(KeyCode.LeftControl))

{
source.Play();

player.transform.position = new Vector2(destination.position.x,
destination.position.y);

}
}
}

void OnTriggerEnter2D(Collider2D col)
{
if (col.CompareTag("'Player"))
canTravel = true;

}

void OnTriggerExit2D(Collider2D col)
{
if (col.CompareTag("Player"))
canTravel = false;

}

void OnGUI()

{
GUI.skin = skin;

if (canTravel)

{
GUI.DrawTexture(new Rect(Screen.width / 2 - 50, Screen.height / 2 - 100, 50, 50),
gestureFingersSpread);

GUI.Label(new Rect(Screen.width / 2 + 10, Screen.height / 2 - 90, 300, 50), "to
travel™, "Stairsinfo");
}
}
}

LifeUpBox.cs

public class LifeUpBox : MonoBehaviour
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public GameObject Pizza; // Life Up Mushroom
public GameObject SpawnLocation;

void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Player™))

{
bool hitOncePerJump = true;
foreach (ContactPoint2D point in collision.contacts)

{
if (point.normal.y >= 0.5f)

{
if (hitOncePerJump)

{
Instantiate(Pizza, SpawnLocation.transform.position, Quaternion.identity);
Destroy(this);
}
}

hitOncePerJump = false;

}

hitOncePerJump = true;
}
}
}

PowerBox.cs
public class PowerBox : MonoBehaviour

{
public GameObject Milk; // Magic Mushroom

public GameObject Alcohol; // Fireflower
public GameObject SpawnLocation;

void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Player"))

{

bool hitOncePerJump = true;

foreach (ContactPoint2D point in collision.contacts)

{
if (point.normal.y >= 0.5f)

{
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if (hitOncePerJump)
{
if (Player.playerStatus == 0)
Instantiate(Milk, SpawnLocation.transform.position, Quaternion.identity);
else if (Player.playerStatus >= 1)
Instantiate(Alcohol, SpawnLocation.transform.position,
Quaternion.identity);

Destroy(this);

}
}
hitOncePerJump = false;
}
hitOncePerJump = true;

}
}
}

SimpleltemBox.cs
public class SimpleltemBox : MonoBehaviour {

public GameObject Coin; // Coin
public GameObject SpawnLocation;
public int timesToTake;

int timesTaken = 0;

void OnCollisionEnter2D(Collision2D collision)

{
if (collision.gameObject.CompareTag("Player™))

{

bool hitOncePerJump = true;

foreach (ContactPoint2D point in collision.contacts)

{
if (point.normal.y >= 0.5f)

{
if (hitOncePerJump)

{

if(timesTaken < timesToTake)

{

Instantiate(Coin, SpawnLocation.transform.position, Quaternion.identity);
ScoreManager.AddPoints(25);
timesTaken++;
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}

else

{
Destroy(this);
}
}
}

hitOncePerJump = false;

}

hitOncePerJump = true;

112



