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Abstract

This thesis concerns the developement of a shared-screen Action Multiplayer videogame, which is im-
plemented using the Unity GameEngine and the programming language c#, which the engine supports.

This thesis includes a short reference on Unity’s environment and some related concepts, such as GameOb-
ject, Prefab, etc. References related to the videogame are also presented, so the reader can get familiar and
understand its nature (i.e. the player, enemies, other entities, etc). The main purpose of the game is for the
players who are standing within a game arena to defeat a team of enemy creatures that appear in every level
and manage to survive. Each consequent level has a greater degree of difficulty than the previous one.

Next, details about some of the processes that were used to create the game are given, such as how the
game arena and the main menu were constructed. Furthermore, there is an explanation on the basic scripts
that were used, concerning the logic in which they operate and the results they achieve. Afterwards, there is
a detailed explanation on the scripts’ code that is used for the game’s and the player’s functionality. Finally,
some pictures of the gameplay are being presented.



Xovoyn

H nopovca mruylokn epyacio apopd v avantvén evog shared-screen Action multiplayer nAektpovikov
T VId0H To omoio vAomomOnke pe v fondeta g unyavng avantuéng nAekTpovik®v oty violov Unity3D
Kot TG YA®Gcag Tpoypappaticpov C# v onoio vrootnpilet.

Katd v éxtaon avtig g mruytaxng Oa yiverl pia covroun avagopd oto teptPdiiov g Unity kabmg
KoL 6€ EVVOLEG 01 0TIO1EG £X0VVE AUEST) OXE0M LLE VT OTT™G Yo Tapadetypo o GameObject, Prefab kot dALa.
21nv cvvéyeta yivetal ovapopd 6To mayvidl £T01 MOTE VAL TO YVMPIGEL O AvayvVAGTNG Kot v KOTOAAPEL Ttepi
tivog mpoxertat. [Tapovoidlovrtal o maiktng, ot gxfpol kot dideopeg AALEG OVTOTNTEG TOL ATOTEAOVV TO
mayviol. O KEVIPIKOG GKOTOG TOL oLy VIdLoD gival ol TOIKTEC, 6TO TANIGLO Uiag ToTS v eE0VIMGOLV Kot
va emProcovy evavtia og pio opdda exfpmv mov epupaviletal o kdbe eninedo. Kdabe emduevo eninedo €xet
peyolutepo Babud dvokoriog omd To TPONYOVLLEVO.

‘Emeita, avapépoviol AETTOUEPELES YO TO TOS OMNUIOVPYNONKOY KATow amd To PEPT TOV TOLYVIOLOV,
OT®G M TioTa Kot To opykd pevov. apdiinia eEnyovvton to facikd script mov ypnopomomonkoy pall
LE TNV AOYIKT e TNV 0Toio AEITOVPYOHV, TO GKOTO TTOL EMITEAOVV KOL TO OTOTEAEGIOTO TOV KOTUPEPVOLV.
211 GLVEYELD, YIVETOL 1] OVOADTIKY ETEENYNOT TOV KMOKO T®V SCript 10V APOPOVV TNV AEITOVPYIKOTNTO TOV
maikTn Kot Tov moyvidlov. Téhog, Tapovsidlovtal oTiypdTLTO 0td To gameplay Tov Ty vidov.
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1 Ewoayoyn

1.1 Hepiinyn

H mruyoxn epyacio avaeépetor otny dtodtkacio avantuéng evog NAEKTPOVIKOD oy vidlon, XpnGILo-
TOLOVTOG TNV Unyav mayvidtdv g Unity[1]. Aiveton peyardtepn Bdon oty mhateoppa g Unity kot
oTIC OVVATOTNTEG TTOV TPOGPEPEL KAOMG KOl GTOV TPOYPAUUOTIGHO, 0 omoiog mailel e&icov peydio poro
otV avamtuén Tov matyvidrov. H ékdoon g Unity mov ypnoyoromdnke eivar ny 5.4.1f1 Personal.

[Na v dnpovpyia Tov Taryvidod ypnoipomomdnke to Terrain g Unity, €161 dote va dnpovpyndel
10 £d0¢o¢ ¢ miotoc. Endve og avtd, tomobetOnkav didpopa avtikeipeva 6mwg Ppdyot Kot dEvipa To
omoia Ppébnkav pécwm tov Asset Store. ['ia Tnv dayeipnon TV animation TV TOIKTOV Kol TOV €X0pdV
ypnoonombnke to Animator Controller tng Unity, €161 dote pe Paon cvyKekpyévav PETAPANTOV va
eAéyyeTal M oAlyn TG KOTAGTOONG TOL animation kéfe ovtotntag pécwm script. H Aettovpykdtnto Tov
oy vidrol &yve a&lomoldvtag toAAd and ta Component tng Unity KaBd¢ Kot LEG® TOV TPOYPALLATICHLOD
dpopwv script g CH#.

To, povtéda mov ypnoiporoOnkay frav toye kot Bpébnkav eite amd to Asset Store tng Unity eite
amd 1o dadiktvo. H ddsia yxpnong Toug, TovAdylotov yio un eumopikn ypnomn owatibetot dwpedv. Ot Mot
OV (PNCLUOTOIHOMNKAY AVIIKOVV ETIGNG G€ QLTNV TNV KATNYOPio Kot GVTANONKOY Kupig 0md TV 16TOGEAId
www.freesound.org[2].

1.2 Kivntpo ywo v Awe€ayoyn ™c Epyaciog

To kivnpo yia v de€aymyn g epyociog avting Ntav 1 BEAnon yia edoknon kot e€otkeimon pe v
avantuén Kot opydvoon evog mayvidlod. AVTo TEPLEYEL TNV KEVIPIKT] 130 KoL GYESI0GT TOV Ty VIS0, TNV
dnuovpyia ¢ ToTag, TNV TOToHETNON SLUPOPMV AVTIKELEVOV KOl OVIOTHTMOV GE 0T KOl EXTAEOV TNV
YPNOTN TNG YADGGOG TPOYPUUUATIGLOD, ETGL MOTE VAL VITAPEEL AELTOVPYIKOTNTA Kol OAANAETIOpAON.

Emiong, Ao kivntpo Ntav 1 gvkatpio va vAomon el £va oyeTikd OAOKANPOUEVO Kot LEYAAO OE EKTAON
project. Avto €xel oG amotéhecua Vo EPOEIG AVTILETOTOG UE VEEG TTPOKANGELG Kol TPOPANUATA ToL OToia
dev gtvan epoavn kot dev mapovoidlovral og epyacieg pkpdtepng kKAipaxkoc. H mpoondBeia avth, cuopfdiet
TOVTOYPOVO OTNV AOKTNOT) TEPICCOTEPT|G EUTELPIOG TAVO € PEAMOTIKG {nTiLoTo ToL TOAVOV amattodhvTot
apyOTEPO GTOV EPYOCIOKO TOUEQ.

1.3 Xkomog ko Xtoyor Epyaciog

XKOTOC TNG €PYACIAG ALTAG Eval 1 AVATTLEN KOl OAOKANPOGT) EVOC NAEKTPOVIKOD TOLYVIOOD HECH TNG
pnyovig Totyvidtdv Unity. £1oxog eivor To AmoTEAEGHO AVTHG VO OTOTEAEL EVOL AELTOVPYIKO oy Vidt, TO 01010
va Kvel o€ Kamoto Pabpd 1o evolagEpov Tov TaikTn Kot vo ToV youyayoyel Katd tnv d1dpKela Tov.

Oocov apopd v dadikacio dnuovpyicg Tov mayvidlod, oav oTtdyog fTav 1 EACKNON, 1 EVASYOANGY
KaOdG Kol N KATAKTNOY TOV KOATAAANA®V YVOCEDV TOL OTontoOVTOoL Yo TNV SEKTEPAImON TG epyaciog
QVTNG.

1.4 Aopn Epyociog

H gpyacio avt apyilet kdvovtog pia etloaywyn otny pnyovi tayviduov g Unity 1 omoia ypnoiponot-
NONKE Yo TNV KATAGKELT TOV At VioLo0. Avtd yivetal ple GKOTd 0 ovaryvAGTNG VO OTOKTNGEL Pio KEVTPIKT
1€ Y10, To TEPIPAALOV TO 0010 TPOGPEPEL GTOVS YpNoTeC TNG. Emiong, divetal Pdon oe kevipikéc Evvoleg
o1 omoieg &yovv dipeon oxéon He Tov TPOTo Agttovpyiag Kot apyltektovikng tng Unity kot tov API mov avt
TPOGPEPEL.


www.freesound.org

2TV GUVEYELD, OTO EMOLEVO KEPAANLO YIVETAL AVOPOPE KO EIGOYWYN GTNV QUGN TOV Tl Vidlov. Ava-
PEPETAL TO KEVTPLKO BN TO 0molo £)el TO Taryvidt Kol To To10g ivatl 0 6Komdg Tov maiktn. [apovsidlovio
ot gxBpol Tov VIAPYOLV GE AVTO, 1 LOPPT] TOVS KO TOAVTOYPOVO, TO. YUPAKTNPIOTIKE Kot Ol 1O10UTEPOTNTES
7oV &gl o kabévac. ITépa amd toug xBpovs, mepiEyetal emiong avapopd oTa LOVIEAN TV DO TULKTMV TOV
TPOTAYOVIGTOVV 6T0 Tty viol. EmmAéov, avapépovtot kot enyovvtat 6Aa ta spells Tov vadpyovv péca oto
Ty viol meprypdpovtag To Tt Kével To kdbe Eva. EEnyovvtar emiong évvoleg mov mailovv onuavtikd poro
070 Ty VidL, 6mmg stats kot Buffstands.

210 TETOPTO KEPAANLO 0pYilEL 1] TAPOVGIOCT TV TEXVIKMY LEPDV TNE SNUIOVPYING TOV ToLyVidon. AvTh
TEPLEXEL TO PrLLATA KO TNV LAOGOPI0 Y1t TV KATACKELT TNG TioTog LEcw tov Terrain g Unity, v Ko-
TOCKELT] TOV 0PYLKOV LEVOD Kot TNV Tapapetponoinon tov AnimatorController Tov maiktn Kot TV €x0pdv.
[Tépa amd avtd, 6TO TEAOG TOL KEPAAAIOL AVTOD KATOYPAPOVTOL TO GTILOVTIKOTEPA SCTipt TOV TotyVIdIo0 Kot
e€nyeite 0 TpOTOC Aettovpyiog TOVG Kol 0 GKOTOG TOV 0010 EMTEAOVV.

270 TEUMTO KEPAAOLO YIVETOUL AVOALTIKT TOPOVCINGT Kot ETEENYNON TOL KMIIKO OA®MV TOV Script TV
omolwv 0 pOAOG APOPE TNV AEITOVPYIKOTITO TOL TTA{KTY] KOl TOV TOLYVIO0V. XTO TEAELTOIO KEQAANLO TTO-
povc1alovTtal HepIKd oTLyOTVTO 0t To gameplay Tov TeEAMKoD matyvidtos, Kabmg emiong Kot ot SVCKOMEC
7oV cvvavtiinkay Katd v dadikacio avantuéng tov. Emiong, mpoteivovtal didpopeg 10éeg yio mhovn
HEALOVTIKT avamTuén Katl BEATiOON TOVL TTaLy VIS0V,



2  Unity

H Unity etvou pio miéov dadedopévn punyovn avamtuéng nAekTpovikadv motyvidtmv and v Unity Tech-
nologies. Kopio yopoaxtnpiotikd g gival to peydio mAn0og tov TAat@opuov Tov vtoctnpilel Kot To PIAKO
¢ mepPdArov pog tov xpnotn. Oco apopd To scripting, vwootnpilel TIg YAdGoeg Tpoypappatiopod CH
ko JavaScript.

2.1 To neprpariov tng Unity

To mepifdrdov g Unity givar apketd @rAkd Tpog Tov YpNoTh Kol TPOGPEPEL TOAAES SLVATOTNTES. XTO
Zyiua 1 eaivovtot ta khpla vromapdadvpa Tov VITdPYoVY 6To TEPPAALOV TNG Kot eENYoHVTOL OTIC TAPAKATM
VTOEVOTNTEG, GE AVTIoTOLYi0 e ToV aplBpd mov eppaviletat o kabe vromapddupo.
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Zymua 1: To mepidiiov g Unity

1. Scene Window
2. Game Window

3. Console Window



4. Hierarchy Window
5. Project Window

6. Inspector

2.1.1 Scene Window

To mapdaBvpo avTd TEPIEXEL TNV CKNVA Kot OAQL TOL OVTIKEILEVA T OTTolo LITdPYoLVY pEGa o avThV. Exel,
0 YPNOTNG EXEL TNV dvVATOTNTA VO TPOGHETEL, VO EMAEYEL, VO LETAKIVEL KOl vaL TpoTtoTolel avTikeipeva. Me
AMya Aoya gtvat o ydpog epyaciog Kol GTNGIHOTOS TG OKNVIC.

2.1.2 Game Window

To Game Window napovctdletl v €iovo ToL TaLvidlon, 0 TNV ONTIKN ToL g Oo o PAETEL 0 Tai-
ktnc. To mAdvo o omoio deiyvel Tpoépyetal amd pio TPokaBoPIGHEVT KALEPO TTOVL £XOVE EMAEEEL GTO TTOL-
yvidL. O ypriotng £yl v duvatdTnTo va Taigel To oy vidl epdcov matnoetl to kovuni “Play”. Avtd Bonbdaet
QVTOV TOL PTIAYVEL TO TOLYVIOL, 010TL TAPIAANAL Le TNV avaTTLEN TOL oy VISLD uropel va PAETEL Kot Vo
SOKILALEL TNV GLUTEPLPOPA TOV, £TGL MOTE VO ATOPAGILEL OTASIAKA Yo TBVUNTEG OAAAYES Kol S1OpOMOELS.

2.1.3 Console Window

To Console Window gpgavilet d16.popeg mapatnpioels kot Aadn mov UTopel Vo vITapyovuV 6ToV KOJIKA
OV £YOLV T SCripts. XKOmOG TOL gival va d&i&el GTOV TPOYPUUUATIOTH] GE OO OTLLEL TOV KMOLKO VITAPYEL
kamoto AaBog To omoio eite umopel va eumodilel To compile Tov TPOYPAUUATOC, EiTE VL TAPOVGLALETAL KOTA
™V JdpKELD TOL TTayvidlov. Emiong ypnoiponoteitot yio v pedvion didpopwv pnvopdtev mov opiletl o
TPOYPOLUATIOTHG e okomd To debugging.

2.1.4 Hierarchy Window

e 0vT6 TO TOPABVPO VILAPYEL N LEPUPYIN TOV AVTIKEWEVOVY TTOL Bpickovtal oty oknvi. ['a kdBe avti-
KeIUEVO VTLAPYEL SLVATOTNTA ELPAVIONG TV AVTIKELEV®V TTOL ivor Tandid Tov. 'Etot, pog divet pia 1déa yia
TO, OVTIKEILEVO TTOV YPTGLLOTOLOVVTOL GE o GKIVI KOl KAVEL EDKOAT TNV EMA0YN KATO101 AVTIKEWEVOD Y10
eneEepyooioa.

2.1.5 Project Window

To Project Window mepiéyel cuviBmg ta apyeio o omoio ¥p1GILOTOOVVTAL Y10 TO oy VidL, OeiyvovTic
HOG TNV tepapyio Tov okéAmy Kot apyeiov. To apyeia avtd umopel vo sivatl oTidnmote, Yo Topddsty o
ewdVveg, NYoL, LovTéda, GKNVEG, animatons, scripts Kot To, Aoutd.

2.1.6 Inspector

210 mapabvpo tov Inspector gpeavifovral OAo To. components TOV VIAPYOVY GE £VO. AVTIKEILEVO TOV
éxel emheyOel. AvTtod pog SIVEL IO YEVIKT EIKOVA Y10 TO, YOPOKTNPLOTIKG KOl TIG GUUTEPIPOPEG TOV UTOPEL
va &xel éva avtikeipevo. Emiong kdvel edkoAn v mpocsOnkn 1 agaipeon evog component KaBdS Kot TNV
TOPUUETPOTOINGT) TOV TTEdi®V TV component avtdv. [1épa o' avtd, epeavilel To GVOLUN TOV OVTIKEHEVOD,
to Tag mov pmopet va €xel Ko o€ oo Layer avikel.



2.2 EXnpovtikég évvoleg otny Unity

Xe autv TV vtoevatnTa Bo avaeepBolv kat Ba EnynBovv kdmotleg onuavTiKég EVVOLES OV ivol AUECH
ovvdedepéveg pe tnv Unity.

2.2.1 GameObject

To GameObject givar Pacikn évvola otnv Unity. Kabe avtikeipevo to omoio ypnoylomoteitol péca oe
pia oknvy, yopaktnpiletar og GameObject. Ta GameObjects dev Exovv amd LOVA TOVS 1O1OTNTES, UAAL TIC
KAnpovouovv pe féon o components To 0TOI0 KPATAVE.

2.2.2 Prefab

"Eva Prefab avtirpocwnetet éva oamobnrevpévo GameObject (pLoli pe ta components wov meptéyet). Xpn-
GLUOTIOIELTOL GOV TPOTLTO AVTIKEILEVO aTO TO 07010 PTOPOHV Va, 1 ovpyn0ohv 6TV okNvi TOALY avTiTumo
OVTOV. X€ aVTA LILAPYEL SVVATOTNTO TPOTOTOINGONG, £TCL MOTE TO KAOE £VOL VAL LLEV VO TPOEPYETAL OO TO 1010
prefab, oArd va €yt kdmora Stapopetikd yapaktnpiotikd. Kabe ohokinpwpévn aliayn og Eva prefab yiveton
GLEGO KO GTO OVTITUTO ALTOV.

2.2.3 Component

Ta components eunepiéyovrar ota GameObjects. Xkomdg Tov gival vo SOGOVV 6 AVTA S1APOPES 110TN-
TEG Kol cuumePLpopéc. Eltvatl o cuvdvacpdc avtdv mov kavel éva GameObject va potdletl kot vo CupmepLpe-
PETOL GOV VAV OPOKTNPO, £V TEPIPAAAOV 1) KATOL0 E1O01KO EQE.

2.3 Baowa Components otnv Unity

H Unity nepiéyetl peydro apBpod and components, 1o kabe Eva omd ta omoia doyelpileton Kot SLeVKOAVVEL
Kdmolo cvykekpiévo TpoPanua. Iapakdto avapépoviot Kot meptypdeovtal Ta factkdtepa amd avtd. Ot
TANPOPOPIES GE QLTI TNV VIOEVOTNTO AVTANOTKAY 0td TNV 10T0ceAdA pe To Documentation tng Unity[3].

2.3.1 Transform

O)a ta GameObjects éyovv to component Transform. Avtd kaBopilel tnv B€om, TV TEPIGTPOPN Ko TNV
KAipaka peyébovg evog GameObject.

¥ .~ Transform ﬁ B,
Position ¥ 0 Y0 Z|0
Rotation H 0 ¥ 10 Z|o
Scale X1 ¥l Z|1

Yynua 2: Transform Component

2.3.2 Rect Transform

Eivat avtiototyo tov Transform aAAdé oe 2D dudtaén. Eved to Transform avtimpoconevetl Eva onpeio
ot oknvn, 7o RectTransform avimpocmnedel Eva 0pBoydvio ToparAnAdYpOUIO HECH GTO 0Ol UTOPEL VoL
tomoBetnBei éva Ul element.



Zynpa 3: Rect Transform Component

2.3.3 Rigidbody

To RigidBody component divel o éva GameObject T duvaTOTNTO VO dpal LITO TOV EAEYYO TG PLGTKNG.
Anrodn va ennpedletat omd SLUVALELS Kol POTES, KAVOVTOG TO VoL Kiveita Le éva peaAoTIKO TPOTO.

Zynpa 4: Rigidbody Component

2.3.4 Collider

‘Eva collider koBopilel To oynuo evog AVTIKEEVOL e OKOTO TS PUGIKES GLYKPOVGELG QLTAOV. XTNV
Unity vrtapyovv didpopa collider components pe ka0e Eva vo avTITpoc®TEVEL £VOL STUPOPETIKO GYNLLOL KoL
TIG W1otepdTTEC TTOL €Yel. [ avomapdotacn o€ 3D ydpo vadpyovy o Box Collider, Capsule Collider,
Sphere Collider, Terrain Collider, Wheel Collider, evé yio 2D vrdpyovv ta Box Collider 2D, Circle Collider
2D, Edge Collider 2D «a1 Polygon Collider 2D.



Zynpa 5: Box Collider Component

2.3.5 Audio Source

To Audio Source component ypnoipuonoteitot yo. v avorapaymyn AudioClip nyov. Mropei va pvuOut-
otel £161 dote 0 NXo¢ va gival 2D gite va avtimpoconevet kdmoov 3D Myo péca oty oxnvi. O 1xog dpmg
umopel vo axovotel povo dtov vrapyet kamotog Audio Listener o omoiog Oa tov AdPet.

Listener §

Yynpa 6: Audio Source Component



2.3.6 Audio Listener

Yxomdg Tov Audio Listener component givat va Aappdvetl yovg omd kdmoio Audio Source kot va Tov
avamapdyel ota Nyeia Tov vroloyiotr. Tomobeteitan cuviBwg endvw otnv Main Camera.

Zynpa 7: Audio Listener Component

2.3.7 Particle System

"Eva Particle System ypnotiponoteitor Guvidmg yio v avomopacTiGEL U1 OTEPER UVTIKEILEVA, OTTMG KO-
VO, GUVVEQX, PAOYEC, EOpKIOL KOl TO, AOUTd. XPNOLUOTOLEL SLOPOPETIKT TPOGEYYIOT YPUPIKAV OO VTNV
tov Mesh ko Sprite.

®
]
L]
]
L]
L]
®
®
]
]
]
L]
®
®
®

Def,

Shader | Particl .

Zynpa 8: Particle System Component



2.3.8 Canvas

To Canvas component npoctifeton endvo oe éva GameObject date vo dnpovpynel Evag kappag. Exet
oynpe. opBoy@Viov TaPUAANAOYPAULOV KoL XPTCLLOTOLEITAL GOV L TTEPLOYN OTNV OToia, UTaivouy OAa To

Ul elements.

f@l’!anvas £,
Render Mode | World Space )
Event Camera [None_{Camer._q}_ | @
Sorting Layer | Default ¢
Order in Layer 0 |

Zynua 9: Canvas Component

2.3.9 Image

X PNOUOTOLEITAL Y10 VO AVOTOPACTNOEL pio 1KOVO TNG LOPPNS Sprite oty 086vn.

v "z ¥ Image (Script) #,
Source Image [ BulletStorm | @
Calor [ | 2
Material ‘None (Material) | ®
Raycast Target [+
Image Type | Simple il

Freserve Aspect [ |

[ Set MNative Size

Yynpa 10: Image Component

2.3.10 Text

Xpnoyomoteitol yio va avamapootiost pio cuppforocelpd oty 006v.



ypa 11: Text Component

2.3.11 Button

To Button Component 6€yetat KGmwo10 KAK Tov KAVEL 0 ¥pNoTNG Kot avTidpd Kavovtag o dpdon 1 omoia
€xel oprotel. Mali pe awtd ypnoonoteitan cuvibwg Eva image component yio TNV EREAVIOT] TOL KOVUTLOD
Kot eniong pia cupPorocelpd yio Ty EVOElEn TG EVEPYELNG TOV.

On Click ()

Zyquo 12: Button Component
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3 Ewaymyn oto moyviol

Avi 1 evOTNTA £YEL WG OKOTO VO, PEPEL TOV AVOYVAOOTN GE EXOAPT| LLE TA YOPAUKTNPLOTIKA Kol TOVG dldi-
(POPOVG UNYOVIGLOVG TOV TToyvidtov. Ba avapepBodv otoryeia Tov mayvidion, 6nwg ta spells mov £xel kabe
moikTng, To €101 TV EXOPDOV, 01 SLVATOHTNTEG TOVG KOOMG KOt TOL LOVTELD TOVG,

3.1 XopoKTipES TAIKTAOV

Yrdpyovv 600 d10QOPETIKOL YOPAKTNPEG TOV UTOpEl Vo £xel Evog maiktne. O Pacikog yapoKINpas, TOV
omoio yepiletor o TpdTog maiktng ivar o Merlin. O dedtepog maiktng yepiletan tov yapoktipa Ore. Xt0
Zyua 13 anewcovifovtat ot 600 yopoakTHpec. Avtol £xovv Ta 1010 YopaKTNPIoTIKE Kot Ta 1ot spells. H povn
dwpopa, n onoia eivar epeov Ppioketon ota poviéha. Kabe maiktng xet téooepa otabepd spells: Fireball,
Teleport, PlasmaField, BulletStorm xat £xet éva emmAéov ydpo Yo GAla, Ta omoio uropei va fpet Katd tnv
dubpketo Tov moyvidlon. Avtd opmg Ba eEnynbovv mepattépm otnv vrogvotnta Spells mov akolovbei.

€ Game # Scene | =

Shadsd BN EIETIE Gizmos ~| (@ AT

Zymua 13: Xopoktipeg

3.2 EyBpoi

O1 katnyopieg T@v exfpav givar Tpeig. Avtoi mov emtifevran amd kovtd (meelee), avtoi mov emttifevion
amd pokpld (ranged), kot ovtol mov emitiBevtan pe spells. Xvvolikd vdpyovv okTd dtapopeTikol exOpoi,
01 070{01 TAPOTL VKOV G SLAPOPETIKEG Katnyopieg Pacilovtal oto 1810 script. Avtd mov ToVg SLaPopo-
motet glvar o tpdmog eniBeong. H yevikn Aoy tov gxfpdv eivar | e€ng: Apyikd PBpiockovtal 6to 6Tad10
NG TEPUTAGVIONG GTO 0Toio Ppickovv Evav Tuyaio TPoopPIoUd 6TV TOTO Kot KATELOVLVOVTUL TPOG ALTOV.
Otav ¢tdcovy 61OV TPOOPIGHO 0VTO, TOTE Ppiokovy Evav VEO Kal KatevBivovtal Tpog avtdv. Av 06O Te-
PITAOVAOVTOL EVIOTIGOVV KATO0V TOUKTN G [ TPoKabopIGUEVT] OTOGTOOT|, TOTE UTAiVOLV GTO GTAS10 TOV
KOV YNTOL Kot £x0VV KaTeLOLVGT TPOG TOV TAIKTY|. L& TEPITTWGCT TOL O TAIKTNG amopakpLvOel Kot eivar 6e
LEYOADTEPT] ATOGTACOT OO TNV TPOKAOOPIGHEVT) TOV GTOSIOV TOV KLVNYNTOV, TOTE 0 £YOPOG EMOTPEPEL GTO
oTad10 TG mepmAdvnong. Otav o g8pdg ptdcet tnv npokadopiopévn andotacm yio enifeon, tote emttibe-
TOL 6TOV OiKTH. AQoV yivel 1 enifeon, o exbpog Umaivel 6To GTASI0 KLVIYNTOL UEXPL VO TEPAGEL O YPOVOG
mov ypetaletat yia vo, propei va emitedei Eavd pe Paon v cvyvotnta enibeong mov £yl TpokaboploTel.
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ITopaxdto akoiovBobv ovopaotikd 6Aot ot exBpol pali pe T1g wdveg TOLG KAl TNV Katryopio otnv
omoin oViKovv.

1. Goblin
Katnyopia eniBeong: meelee.
Zon: 100
Damage: 11
Toyvmra: 10
Yvuyvotnta enifeonc: kdBe 0.8 devtepdrenta

2. Skeleton
Katnyopia enifeonc: meelee.
Zon: 100
Damage: 10
Toyvmro: 8
Svuyvotnta enibeong: kibe 1 devteporento

3. Spider
Kamyopia enibeong: meelee.
Zon: 100
Damage: 15
Toyovtnra: 9
Xuyvotnta enifeong: kabe 1.2 devtepdienta

4. Golem
Katnyopia emiBeong: meelee.
Zon: 100
Damage: 15
Toyvmra: 9
Yuyvotnta enifeong: kabe 0.7 devteporienta

5. ElfArcher
Katnyopia enifeonc: ranged.

Zon: 70
Damage: 16
Toyvmro: 8

Suyvotnta enifeong: ke 2.3 devteporenta

6. LavaCreature
Kamyopia enibeong: caster.
Zon: 100
Damage: 11
Toyotnro: 8
Xouyvotnta enifeong: kKabe 1.5 devtepdienta

12



7. Werewolf
Katnyopia enifeonc: ranged.
Zon: 70
Damage: 8
Toyvmra: 7
Yuyvotnta enifeong: kabe 0.6 devteporienta

8. LavaGolem
Kamyopia enibeong: caster.
Zon: 100
Damage: 11
Toyvma: 6
Suyvotnra enibeong: ke 6 devtepdienTal

Yynua 14: Goblin, Skeleton, Spider, Golem

13



Yymua 15: ElfArcher, LavaCreature, Werewolf, LavaGolem

3.3 Spells

Ymhpyovv GuVOAMKA OKT® dtapopeTikd spells 6to mayvidl. Ze avtd vTdpyovy dVo Katnyopieg pe fdon
Tov Tpomo 7oL yivovtar cast. Ot dvo katnyopieg ivar: Instant Cast kot Normal Cast. Xty npdtn 0 moiktg
XPEGLETOL VO TATAGEL TO TANKTPO OV AVTIGTOLYEL 6TO KOLUT pio @opd Yo va yivel To spell, evd otnv
devtepT TaTAEL pio POPE TO TANKTPO OV AVTIOTOLKEL, £MELTA 6TOYEVEL TNV BEn/KaTevBLVOT TOL EMBL e
Kot Eavamotdel To KOVl doTe va oAoKANpwBet to spell.

AxolovBel n Aota pe 6la ta spells apyilovtag amd To Téocepa PaciKd TO Omoio KATEYOVV Ol TOIKTES
GTNV apy1] TOL TOLVISIOV.

1. Fireball
Ieprypapn: Madia eoTidg 1 onoio Kiveiton og pio evbeio Kol YTUTAEL TOV TPMTO AVTITOAO LE TOV
omoio Ba GuykpovoTEL.
Tomog: Normal Cast

2. Teleport
Ieprypaen: Thiepetapopd Tov Toiktn 6To oneio Tov Bo emAéet.
Tomog: Normal Cast

3. Plasma Field
[eprypapn: Acomida 1 omoio TEPIKAEIEL TOV TOUKTN KO TOV TPOGTATEVEL A0 TIG OO TIG TEPIGCOTEPEG
paxpvég embéoelg. Emiong anmBel pakpid 6covg ex8povg Ppickoviat péoa oty £KToomn Tge.
Tomog: Instant Cast

4. Bulletstorm
Ieprypapn: Koataryido and opaipeg o omoieg mé€@Touy Kovtd 6to ornpueio 6mov enéheée 0 maikng Kot
Tpavpatifovy Toug x0povg Le TOVG 0TO10VG EPYOVTOL GE ETAP.
Tomog: Normal Cast

14



3.4

Groundshock

[eprypaen: Avvato yromnua 6to £8a¢pog o onoio Tpavpatifel dnotovg exfpovg EpBovv oe emapn [
avTo.

ToOmog: Instant Cast

. Lavabeam

[eprypapn: Axtiva AaPag n omoia tpavpatilel Teprodikd OGAOVS TOVS EXOPOVE TOL EIvVaL GE ETAPT] LLE
QLTHV.
Tomog: Normal Cast

. Gravity

Ieprypaen: Iedio Bapvtntag To omoio Kiveital o€ pio gvbeia, Tpavpatilel Tovg exfpovc Tov ival o
EMOAQPT] LLE AVTO TEPLOSIKA KO TOVTOYPOVA TOVG TPAPAEL TPOG TO KEVTPO TOV.
Tomog: Normal Cast

Domestication

[eprypagn: Kdavel tov Kovivotepo €x8pd GO0 TOV TOIKTMOV KOl TAVTOYPOVO TOV divel ETTAEOV
Con.

Tomog: Instant Cast

Stats

Ta stats eivon otoryeio mov Pertidvouy pepikég 1010tnTEG TV TokT®V. H Pedtioon avth propel va eivan
eite otafepd eite mocooTwnia pe Baon Tov vdpyov Pabud pog 1idtnTag Tov moiktr. O 1310t Teg TIG 0moieg
ennpealovv ta stats, sival ot €€NG:

1.

3.5

Maximum HP - Avtictoiyei 010 péyioto 6pto ong tov maike.

. Regeneration - Avtiotoyyel otnv {on TOoV avamAnpOVETOL GTOV TOIKTH LE TO TEPAGLLO TOV YPOVOUL.
. Damage - Avtiotolyel 610 10606 TG (NS TOV KAVEL 0 TOiKTNG 6TOVG EXOPOVG.

. Speed - Avtiotoyel oty TayvTNTO TOV TOKTY.

Cooldown - Avtiotoryel otov ypdvo mov yperaletar €va spell yia va Eavoypnotponombetl and Tov
oK.

Buffstands

To buffstands sivor tétpiva mAaicio Tov vdpyovy 6 PePKd onpeio TG TOTUG KOt KOO £X0VV va for-
Onoovv tovg Taikteg, ivovTdg Tovg gite KAmoo stat, gite mAnpn avaminpwon {ong, eite kdmolo Eeywplotd
spell to omoio dev avikel ota Pacikd spells tov waiktr. Ze kbbe apyn evoc emurédov, Ayo TPV ELPAVIGTOVV
ot gyBpot, kabe buffstand £yel TOoVOTNTU VO SDGEL ial ATTO TIG TPELS UVAPEPOUEVES ETIAOYEC 1) VO UV ODGEL
kapio. o va Tapet o Taiktng oTidNmote Tov TPocPépet Eva, buffstand, mpémel va ndel EXGvV® o€ pio POTEVN
Adpym mov Ppioketal oto buffstand, tng omoiag To ¥pdLUA AVTITPOSORTEDEL KL TO £100G TNG TPOSPEPOLE-
vng Pondetac. H Adpym yuo v miqpn avoriipoon {ong eival pdoivn, yuo ta stat givot ke Kot yuo to,
Eexymprotd spells givat ypvor|, OT®MG POivVETOL GTO TOPAKAT® GYNLLO.
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(o) Buffstand - HP Restore (B") Buffstand - Stat (v") Buffstand - Special Spell

Yynua 16: Buffstands
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4 Avantoén oy viowon

AvTi 1 evOTNTO £YEL OC OKOTO VO TOPOVCIACEL KOt VO, EENYNOEL O YEVIKO TANICLO TOL OTUAVTIKOTEPO
otoryeio g dadikaciog dnuovpyiog TOL TOLVISIOV.

4.1 Anmovpyia [Mictag

TN v dnuovpyia g wiotog ypnotporomdnie apykd to avtikeipevo Terrain g Unity to omoio Bpi-
oketal oty Katnyopia tov 3D Object. ‘Enetta, pe v dvvotdtra Raise / Lower Terrain tpomomotOnke
TO QVAYADQO TNG TOTOG CUUPMVO UE TIG OTALTHCEIS TOV GYEOIOGHOD Yo TO GUYKEKPLUEVO oy vidl. Olo
70 €mimedo g miotag stvat 010, ekTOC 0md éva PEPOG 0T0 0moio To terrain €ival yapnA®UEVo, £T01L OOTE
va tomofetBei o vepod. Emiong, pe v Ponbeia Tov Paint Texture {oypapictnke 1 enpavela tng tictag,
XPNOLLOTOLOVTOG Ta EloayOpeva textures (Zynpa 19).

Yynuoa 17: Terrain

Qc vepd ypnoomombnke 1o avtikeipevo Water mov vrdpyet 6to makéto tov Standard Assets g Unity,
70 omoio cav povtélo €xel oynpa KokAov. ‘Etot, tomobetOnke endvm amd v YoOUNA®UEVN ETPAVELR TNG
mioTag oL dNUIOVPYHONKE TPONYOLUEV®G, dNUIOVPY®VTOS TNV aicOnon g aktg (Zyqua 18).

17



Zymua 18: Ewcaywyn vepon

¥ g ¥ Terrain Ldl %
(a2 ad B T %

Paint Texture

Select a texture below, then click to paint

Heo®: - ve® -
Yo e R

Textures

¥ oy

' - 29
o ?{r :

[ﬂ Edit Textures...J

Settings

Brush Size -0 1z |
Opacity ) I_B_ltl
Target Strength 8]

Yynua 19: Paint Texture

18



Meté and tov oxedlooud tov terrain akoAovdel 1 eloay@y Kot TOTOOETNON AVTIKEIWEV®Y, dTIVOVTOC
€101 mep1ocdTEPN AemTopépELa Kal dtdKplon oto epifdriov tng iotag. Endve oty miota tpootébnke pia
TOAN, ATOTEAOVUEVT amd dV0 Ppdyovs. Avaueso otovg Ppdyovg tomobethnke eniong évag cuvdLaoUOg
amo particles, dote va Pedtiodel To TeEMKO amotédespa Kot vo delyvel 1 TOAN o Agrtovpyik. Almha and
ToVG Bphyovg slonynkay eTTAEOV SIOKOGUNTIKA GVTIKEIPEVE T omoia paivovtal oto Zynua 20. Olo ta
TOPATAVED OVTIKEILEVO TOV Y¥pnoorodnkav Ppickovtal oto Asset Store Tng Unity Kot pmopodv vo ypn-
olpomomBovv dwpedv.

Zyfua 20: TToan

Téhog, pTudyTnKe €va pumhoko and Ppdyovg 1o omoio mepukieiet Ty ToTA Kot TOV YMPO 6ToV 0moio Ha
Bpiokovtar o1 Taikteg kat ot gxfpoi (Zynua 21). Kabe Bpayog Eexmpiotd £xet Tov dukcd Tov collider o omoiog
OVTIOTOLYEL OTO GYNLO Kot TOV OYKO Tov. Emetdn vrdpyovv didkeva puetad tov Ppdywv, tomodetnonkay
emmAéov colliders avapeco and kabe Ppdyo, €161 doTe TO TEPlypappo vo, givor adamépacto. Emmiéov
npootédnie dAro Eva collider ekel Tov TeEAeI®VEL TO TTEPiPPAYLL TV Bpdywv Kot apyilel n Bdhacoo (Mo
22).
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Zyquo 21: MrAidko Bplyov

Zymua 22: Toiyog and colliders
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4.2 Anpwvpyia apyikod Mevoo

Start Game

How To Play

Controls

Exit

1 Player

Yyfquo 23: Main Menu

INo 10 apykd pevod,o €yve gicaymyn evog avtikelpévov Canvas mov dwobétel n Unity emdéyovtog
GameObject>UI>Canvas. To render mode sivor otnv emioyn Screen Space - Overlay, to UI Scale Mode
etvar Scale With Screen Size kat ewiong n avaioyio width-height sivat ion, oniadn 0.5, 6nwc paivetar 6to
Yymua 24, Q¢ moudi Tov canvas umnke évo Empty GameObject pe ovopa MenuManager péco 6to omoio
glval oTIONTOTE 0popd To peEVoD. X1o MenuManager mpootédnke to script MenuManager to omoio dtoyel-
piletar TV cLUTEPLPOPE TOL LEVOD KO TTEPIEXEL XPNOIUES HEBAOVE TOV AVTITPOSMTEDOVV TIG SPAGELS TV
KOUUTILOV.
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v| | ¥ canvas i %=
Render Maode | Sereen Space - Overlay i)
Pixel Perfect L
Sort Order o
Target Display | Display 1 s
v[&] ¥ canvas Scaler (Script) @ %
UI Scale Mode | Scale With Screen Size % |
Reference Resolution ® 11920 | ¥ 1080 |
Screen Match Mode | Match Width O Height ¢
Match 'S o5 |
Width Height
Reference Pixels Per Unit 100
v E] ¥ Graphic Raycaster (Script) @ ¥,
Script GraphicRaycaster @
Ignore Reversed Graphicly
Blocking Objects [ Mone il
Blocking Mask | Everything il

Zymua 24: Menu Canvas

Méoa oto MenuManager Bpiokovtot ta MainMenuPanel, HowToPlayPanel, ControlsPanel kot to High-
ScoreText to omoio mePLEYEl HEGM KEWHEVOL TO PEYIOTO GKOP OTO 0moio €xel PThoet To moyvidt. Ta mepie-
yOLEVO aVTA Qaivovtol pésa amd to mapdbvpo Hierarchy oto Zyfua 25. Xto MainMenuPanel vrdpyet n
duvatdTNTa EKKIVIOTG TOL TOLYVISIOV, 1 EXIAOYT TOV APBLOD TOV TUKTMV, 1 ££080¢ 0o TO oy Vidl Ka-
Bmg ko  TpdoPaon ota mavelh HowToPlay kot Controls. To ControlsPanel €yet yio xéBe maiktn nedia, ta
omoia mepiéyovv 600 Texts. To Eva avapépeL TNV EVEPYELD TOV TANKTPOL Kol TO GALO T0 GOUPOAO TOV TAY-
KTpoL. YTapyel emiong to kovumni "Back”, 1o omoio yvpvdel 6To KEVIPIKO PEVOD, ¥PNCILOTOIOVTOS HEB0S0
tov MenuManager. Téhoc, to HowToPlayPanel ypnocwonotei to Scroll Rect component, o omoio mpocté-
TEL Pl KIVOOUEVT UTdpa, £TCL MOTE TO TEPIEXOUEVO LEGO GE OLTO VO UTOPEL VO LETAKIVEITOL AVAAOYQL UE
avtv. ['a vo eaivetal povo éva PEPOG TOV KEWEVOD KO VO ArtoKpOPETOL TO VWOAOUTO, UTNKE EMIONG Eva
Mask component. Onwg kot oto ControlsPanel, urfke kot €66 10 kovuni ”Back™ to omoio emiotpépet 6T0
Kkevtpko pevov. H epapyio tov HowToPlayPanel gaivetal oto Zynua 26.

¥ MenuCanvas
¥ MenuManager
» MainMenuPanel
P HowToPlayPanel
P ControlsPanel
HighScoreText

Yyfuo 25: Menu Hierarchy
¥ HowToPlayPanel

= HowToPlay

b BackButton

b Scroll View

Yyfua 26: HowToPlayPanel’s Hierarchy
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4.3 Anuwvpyioc Animator Controller Tov maiktn

INo v coot dwyeipion katl evadliayn TV animation Tov TOIKTI KOTG TNV SIGPKELN TOV TOLYVIOOV,
ypnowomrombnke to Animator Controller tng Unity. Avtd pog divet tn duvatdtnta vo opicovpe ddpopa
6Tad0 TO oToio, pwopel va fpicketal o maiktng (m.y. T0 mepmaTnuo, TpEEHo, enifeon), kKabmg Kot TIC PeTa-
Baoeic peta&d Tovg. O petafdocelg avtéc yivovral fdomn dopdpov HETABANTOV TOV UTOPOVLLE VO OPIGOVLLE.
Ondte KoTd TV 0AAOYT TIWNG HIaG TETOLOG LETAPANTNG TTOV YivETol HEG® KATOLOV SCript, LTOPOVLE VO TPO-
KaAéoovpe petdfoon og Kamolo dALO oTdd10. XT0 oy 27 @aivovTal To oTado Kot ot Thaveg pLeTapdostg
avtov. Ta féAn tov petafdceny oto Tapandve oxfue copfoiilovv tnv katevBovvon g petdfaong. O An-
imator Controller uraivelr 6to avtictoryo medio mov £xel 1o Animator Component ¢ Unity mov Bpioketon
ENAV® OTOV TTOiKTY).

Yynpa 27: Player Animator Controller

To otdowo Idle eivar 6tav 0 maiktng givol axivntog Kot eivat 1o apyikd otddo. To otdoro Walk eivan
otav o moiktng mepnatdel, o Cast 0tav gktoéevet kamoto spell ko to otéddio Dead eivor 6tav nebaiver.
Onwc paivetor Kot 610 Zynpa 28 £yovpe dnAmoet T1g e&nc petofintéc: isMoving, isCasting, OnCastCancel
wat isDead. Oleg avtéc ot petaPintéc etvon tonov boolean, extdg v OnCastCancel 1 omoia ivon Trigger.
Y 6molo 6Tad10 Kot av Ppicketar o Taikng, 0tov 1 petaPfintn isDead yivel ion pe true, ToTe yivetal Gueca
petdfaon oto otado Dead, 6mov nailel to avrtiotoryo animation. Av to otddwo givon Idle § Walk xon n
petaPintn isCasting yivel ion pe true, tote yiveton petdfacn oto otddio Cast. Tote mailel To avricToryo
animation. Yrdpyovv 600 TepTMCELS YUPIGHOU omtd avtd 10 6Tado mpog to Idle 1| to Walk. E&ov ko 1
évoeldn e ta tpia fEAN. H mpdy eivan va tedeidaoet n ektoé&evon tov spell kat va yiver ) isCasting ion pe
false kou 1 devtepn va akvpwBel n extdEgvon Tov spell, evepyomoidvtag tov Trigger OnCastCancel. To og
moto otddio Ba emotpéyer (Idle § Walk) e&aptator amd v TR tng isMoving.
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| Scene € Game 1 #8 Animator [0

| Layers || Parameters | -
forame O+

= isMoving
— isCasting
— OnCastCancel

= isDead

1§ 25 1 1

Yynpa 28: Player Animator Controller variables

4.4 Anuwovpyio Animator Controller Tov ex0p®v

Onog kévape yoo Tov ok, £T61 Kol Yo Tovg ex0povg kavape v avrtictoyn dwdikacio. Olot ot
gxBpoi &yovv v id1a Aoykr| oto Animator Controller tovg. Ta 6tddio Kot o1 petafdoeig avtig eaivoviot
610 oynua 29.

Yynua 29: Enemy Animator Controller

To. otad10 glvor TopoOpoLe Le aVTA TOL TOKTY e TV dtapopd 6Tl T0 6Tad0 emibeong Aéyetan Attack.
Eniong, dev vmdpyet n 010 tTa TG axvpmong g enibeong 1 g ektoevong kdmotov spell, dpan petdfoocn
a6 to otddio Attack oto Idle kow Walk dev givar ourhn. E&attiag avtod, dev vmdpyetl kot 1 petafint
OnCastCancel. E6®, 6Aeg o1 petafAntég sivor tng popeng boolean, ektog tnv AttackAnimMultiplier 1 onoia
givar g popong float. Avtn ypnoyomoteitol pe oKomd v LETUPAAEL TNV TAYVTNTO e TNV OToid YivVETaL TO
animation tng eniBeong, avaroya pe TG0 ypnyopn sivor 1 eniBeorn tov moiktn Kot 1 TN TG EAEYYETOL
a6 to MobBehaviour Script. Ot petafintég eaivovral oto Zyniua 30, eved n puduion yio v oyéon g
TayVTNTOG TOL animation tng enifeong oto otddo Attack paiveral oto oyfua 31.
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Yynpa 30: Enemy Animator Controller variables

© Inspector | =
Q Attack #,
- Tag
Mation | attackz | @
Speed {1
Multiplier AttackAn - [#Parameter
Mirrar ] | |Parameter
Cycle Offset |0 | [ |Parameter
Foot IK -
Write Defaults [
Transitions Solo Mute
— Attack -= Die e G
— Attack -= Idle [ [y
— Attack -= Walk e
&dd Behaviour

ymua 31: Enemy Attack State

4.5 Scripts

Xg auTnV TNV VIoevoTnTa £ENYODVIOL TO, GNUOVTIKOTEPA SCTipts TOV VIAPYOVV GTO TALYVidL, TO. OToia
GUVTEAOVV GTIV AELITOVPYIKOTNTO KOl AAANAETIOPAGT] TOV oY VISL0V.

4.5.1 RigidbodyWrapper

To RigidBodyWrapper script éxet gtioytel Pe 6K0md VoL LETAALAGGEL, VO puOUilet Kot vo, avToUaToTOE
duapopeg Aettovpyieg mov Pacilovrar dpeco oto RigidBody component/script tng Unity, cOuemvo pe Tig
AVAYKEG TOV ALY VIS0V,

H Aoy oty omoia amockonel To cuykeKpEVo script givan 1 kivion kdOe avTiKeLEVOD TOL TO EYEL OC
component, va avTioTtolyel 6to afpotopa dvo davvoudtov. To éva eival éva otabepd o pétpo didvuoua
TO OTOI0 AVTITPOCMOTEVEL TIV TOYLTITA TOV OVTIKEWEVOL (7). ToOTNTA PrHOTIGHOD TOV TTAUKTN) EVA TO
Ao givor £va S1AVUC L TOV AVTUTPOCOTEVEL TO GOVOAO T®V EEMTEPIKMV SVVALEDV TOL EYOVV ENNPEAGEL TO
avtikeipevo pe o RigidbodyWrapper (.. knockback amé kémoto spell 1 ytonmpa). To pétpo tov dedtepov
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OV TOV S1OVOGLOTOG LUKPOIVEL LLE TOV XPOVO, AOYO TNG OPIoUEVNC TIPS TOL EXEL TPOYPUUUOTIOTEL VO oo KETTOL
evavtio og 0wt péco og kbe Update, ptavoviog telka o€ pétpo undév. [apdAinia pe tnv Kivnon, To script
ppovtilel eniong TNV TEPLGTPOPT] TOV AVTIKEWEVOD, AVAAOYa e TNV KatehBuvVe 1] TOV TPOOPIoUO TOL.

e avTd TO SCript EUTEPLEYOVTAL TPELS OLUPOPETIKES AEITOVPYIES, LLE PAom TOV TPOTO e TOV OTTOT0 Kiveitan
to avtikeipevo. H pio emdoyn eivon va kiveitan pe Baon pio kotevboveon, n AN va kiveiton pe Paon Evav
TPOOPICUO Kot 1) TEAEVTOLO Vo Kiveital povo Baon Tav eEMTEPIKOV SVVALE®Y. TNV TPOTY TEPITTOON TO
avtikeipevo Oa kvnbel epocov vrdpyet emheyopeVT KatevBuveon, gite epOGOV VILAPYOLVY EEMTEPIKESG SVVA-
HELS. AVT M TEPIMTMOT YPNOUOTOLELTAL Y10 TOV XEPICUO TOV TUKTOV PESH 6TO TToyvidt. Ot gyBpoi Aettovp-
YOOV BaciGUEVOL GTNV SEVTEPT TEPIMTOON, GTNV OTOi0 VIAPYEL VOGS CLYKEKPILEVOS TPOOPIGUOG GTNV TLOTA
Tov omoio akoAovBoHv. ‘Etot Aodv 660 vrdpyel Tpoopiopdc, To script povtilel va Bpet Kot vo KIviiGEL TO
AVTIKEILEVO TTPOG TNV 6MOTYH KatehBuvon, péxpt va eTAcel 6T0 onueio TPoopiopov. Av dev EYEL OpIoUEVN
KkatevBvvon, 1 kivnor Tov ennpedletor Ldvo amd TIc eEMTEPIKEG SOVVALELS, OTTMG KOl GTIV TPMTN TEPITTOON.
H tpit mepintwon ypnotpomoteitat yio S1dpopa avtikeipeva o omoia dev £xovv avtdvoun Kivnorn Kot n
kivnon toug PacileTor HOVo oTig EEMTEPIKEG OVVALELS TTOV TOVG OGKOVVTOL.

4.5.2 PlayerController

To PlayerController script diayeipiletar to input tov moiktn kot pe fdon avtd dpa aviroya. Ot dpacel;
01 0TT0ieC UTOPEl VoL EKTELEGTOVV gival 1) Kiviom Tov TaikTn, kabdg Kot 1 Evapén | akdpwon evag spell.

To script avtd oyetiCeton dpeca e ahda scripts to omoia eival TpooTBENEVE WG components 6€ KAOe
Ta{TN Kot £X0VV 6KOTO TNV arAOT0INGT Kol VTOJIAIPEST TOV TPOPANUATOG TNG CVUTEPLPOPAS TOL TOUKTT).
Avtd etvon ta: RigidbodyWrapper, PlayerSpell, PlayerCooldown, PlayerAnimation, PlayerAudio, Stats, kot
LivingEntity, T onoia ektog tov Rigidbody Wrapper mov 16n avagépOnke Ba eEnynbodv otig endueveg vo-
EVOTNTEC.

4.5.3 PlayerSpell

AvT6 10 script avarlappavel va vAomomoegt To cvotna Tov spell Tov maiktn. ATofnkevetl pio Aota pe
ta, spell tov maiktn Ko Kpatdetl emiong mAnpogopia yia to oo spell eivon emeypévo. Awayepileton T om-
povpyia evog spell, kabdg kot TNV GUUTEPIPOPA TOV TAUKTN KATA TNV SLAPKELR AVTNG. AVTH 1] GUUTEPIPOPH
mePAapPBAveL TNV ekTELEST TOL cast animation, TNV aKWNTONOINGY TOL TaiKTy 600 YiveTon 1 dldIKAGIN
EKTEAEONG KOl TEPLOTPOPT] TOL TOUKTN TPOG TNV KotevBuvor Tov spell. Avt) 1 katevbuvon amodnkeveTan
emiong péca oo TapoV script Ko Tun g opileton amo to PlayerController pe Baon v €i6od0 tov waik.

4.5.4 PlayerCooldown

To PlayerCooldown script diayeipiletar Ta cooldown tov spell og kabe maiktn, 6TMG cuUTEPAIvETAL KO
a6 v ovopocio. Kpatdel og pia doun Dictionary kéfe spell Tov maiktn g kA1 kot g T ToV ¥povo
nov ypetaletar to spell yio va ypnoomomBet Eava. Xe kabe extédeon evog spell apyilel mv avtictpoon
HETPMON OTd TOV YPOVO TOV 0moio avticTolyel oto cooldown Tov spell v cuykekpiévn otiyun. O ypdvog
avtog petwveral og kdBe Update pe Bdon tov ypovo mov Exel mepdoet. Otay TEAEIMGEL N OVTIGTPOEN LETPTIOM
Kot 0 xpdvog yivel icog pe undév, tote to spell eivar £Toyo yia xpnom.

4.5.5 PlayerAnimation

Ao avtd to script yivovtal 6Aeg ot adhayéc 6oov 0popd Tig petafAntég tov Animator Controller tov
naiktn. Ta animations kot 1 pon 06 KOTAGTACT) O KATAGTAON £X0VV OPLoTEL LEGH GE AVTOV KoL UE Pdon
™V aAAoyn OTIG TIHES TV HETAPANTOV Tov vrdpyovv, o Animator Controller cupmeprpépetal avaioya.
Yxomdg Tov script eivat vo, amAoTOGEL TNV J1AdIKAGI0 QLT KoL VO LELMGEL TNV EMOVAAYT KOSUKA, 0pOD
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oT1g peBddovg Tov puBpilel OAeg Tig amapaitnteg aAAayEC TOL TPEMEL Va. Yivouy 6€ KABe aAloyn TG TYNG
o€ (o petoPfAnti tov Animator Controller.

4.5.6 PlayerAudio

H dovAeld tov PlayerAudio givan apketd andn. Kpatdet £va reference tov audio component mov £xet 1o
OVTIKEILEVO TOV TTOUKTY, KOt LE TNV ¥PpNoT avToD TTailel Tov 1o mov Ba dobEel yio avamapaywyn.

4.5.7 Stats

To Stats script dwyepilerar, vworoyilel kot epapudlet Ta stats Tov Tuyaivel va £YEl KATOL0G TAIKTNG.
Kpatderl pio Sopny Dictionary pe kAeldi €va avtikeipevo stat kot o¢ Tyun tov xpdvo {ong Tov endve oTov
maikt. Kpotdel emiong Tig apyikéc TIHéS TV 1010THTOV TOV TaiKTI, Tov pe PAcT avTéC Kol G GLVOVAGUO
LE T VIApYovTo stat Tov €xel 0 malkTng, voAoyilel kot amobnkevel T TeEMKEG TYEG KABe 1d10TNTOG. Ot
1EBodo1 Tov £YOVV VA KAVOLV LE TNV TPOGONKN Kot apaipecn evog stat, TOV VTOAOYICUO TV TEMKOV TIUOV
TOV I0TATOV KOl TNV EVNUEPWOGT TOL evamopeivavta ypdvov {mng Tov Kabe stat.

4.5.8 LivingEntity

To LivingEntity aviimpocwonedel kabe avtikeipevo mov £xet v évvota tov {ovtavol oto moryvidt. Kpa-
téel v Lon mov xel kdbe avtuceipevo, v péyiom tun {ong kabmg Kot TV TN Tov regeneration. Mg
Baon v T g {ong, yvopilel eniong av To avtikeipevo givar akoun {ovtavo 1 oyl Ot pébodot tov
script £yovv va Kavouv Kuplwg pe v avéopeimon g {mng Kot epapproyn g ovarAnpmong e {ong Tov
TPOGQEPEL TO Tegeneration.

4.5.9 Drop

Xpnotpomnoteiton 6g gxBpotc, otav BELoLLE KoTd TOV BAVaTO TOLG Vo piEovv Kdmolo Bondntid avtikei-
pevo. Kpoatdetl pio AMlota pe to avtikeipeva amd to omoia 0éAovue va pietl kamolo amd avtd Kot exiong v
T ¢ ThavOTN TR TOL Vo piEeL KATL 1 OXL.

4.5.10 Spell

Script 10 omoio KAnpovopovv 6Aa ta spell Tov mayvidiov. Anobnkedet pio reference pe Ty ovtotnTO
otV omoia oviKel to spell.

4.5.11 MobBehaviour

To MobBehaviour script avalopupdavet T copmeptpopd mov £xetl kdbe x0pdc oto maryvidl. Aniadn, To
TOG VO, KIVEiTal HEGO otV TGTa, TO TOTE VO, KuVNYdel ToV TaikTn Kol wote va emtifetan og avtov. Emi-
o1NG Kpatdel LETAPANTEG Ol OTOIEG APOPOVV YAPUKTINPLOTIKA TOL €xBp0v, OTMG N dVUVaUN NG enifeong Kot
N ovyvémta emibeons. EmmAéov duvatdtnteg Tov EUmEPIEYEL TO SCript GYETIKA WE TNV GUUTEPIPOPE EVOC
ex0pov eival 0 EVIOTIGHOG EUTOSI®V GTIV TOPELX TOV KOl ETELTO 1) QALY TOPELNG TOL G€ pia vEd. AvTo TO
Katapépvel pe v Pondeta Tov Raycast mov npoceépel ) Unity.

ITo ovykexpipéva, To script ekmépmel cuvoAlka Tpia rays. Eva pmpootd amd kdbe x0pd kot dAria 000,
pe kabéva amd avtd va €xel 30 poipeg dtopopd amd to urpoctivo. To éva dndadr +30 poipeg kot To GAAO
-30 poipec og oyéon pe to Tpdto. Ta rays avtd £xovv cuykekpévo unkog. To prpootivo ray £xel 6Komd va
EVTOTIGEL KATO10 TO1Y0C TTOL PpioKeTar axpPOG UIpooTd amd Tov expo, evd Ta dAlo 500 ¥pNGILOTOI0HVTAL
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Y10l VO, EVIGYVGOVV TOV EVIOTIGLO U0V, GE TEPITTOON TTOL Eva Tépag Kiveitar Ao&d mpog Eva eumddio Kt
€161 TO UTPOGTIVO ray Ogv gival ikavod vo TO EVTOTIoEL.

Ocov apopd tov TOm0 TNg enibeong kdbe exBpov, to script vrootnpilel Tic Tpelg Katnyopieg: meelee,
ranged, caster. ['la Tov meelee TOmo 1 dnpovpyia ¢ emibeong givar  akodlovdr. Kdbe meelee ex0pog
éxel évav collider TomoBetnUéVO GTO GKPO TOL £YOPOL TOV AVTITPOCOTEVEL TO OTAO TOV, 1| TO GNUEIO UE TO
omoio Tpavpatifel Tov maiktn. Avtdg o collider sivor apykd anevepyomompévos. Otav Aoimdv ol cuvOnKeg
emTpéyouy tnv emifeon, o exfpdc umaivel 6to 6Tad10 TG emiBeong ko ekel aAldlel trv boolean petafint
tov Animation Controller mov avtiototyel otnyv enifeon oe aAnb1. Tote apyilel To animation ¢ emiBeong. O
collider dev gvepyomoteitar apécms, a@ol To YTOTN LA ToL £xHp0ov dev TavTileTon Le TNV apyR TOL animation,
0oAAG o€ éva cuykeKpévo onpeio avtov. To ypovikd avtd onueio Bpébnie mopatnp®vTog To animation
Tov Kabe gyBpov Kot pe v Ponbeia Tov Animation view otov Inspector, KpaTdpe g TL TOGOGTO YPOVOL
Tov animation avtiotoryel To onueio awtod. To script 1ote E€pet o€ OGO Ypdvo, ool apyicel 1| eniBeon va
evepyonoinoel tov collider, apov £xet otic petafAntég tov kor To AnimationClip kot To ypovikd onpeio Tov
avapépOnie. 1o téAog ¢ emibeong M 0tav 0 gx0pdc yTumncEl kKamolov maikt, o collider anevepyomoteitat
KO TTAAL.

Yyetwkd pe tov ranged Tomo, TO script dgv kpatdel kamotov collider, oAl to Transform evog Empty
GameObject mov £xetl tomobetnOel oTOV £XOpd, GE OMLEID TOV AVTITPOCHOTEVEL TO TETAYUO EVOG OAVTIKELE-
Vou. Xg QUTHV TNV TEPITTOON, KPATIETAL TOAL TO XPOVIKO OTUEIO TOV OVTIGTOLYEL GTO TETAYLO TOV OVTIKEL-
pévov oto animation. 'Etot, 6tav @TAcEL 0VTO TO ¥POVIKO onpeio To script avalopuBdavel va dnpovpynoet
TO aVTIKEILEVO OV gtvon va Tetdéet o exBpog(m.y. PELoc, poyaipt). Avtd yivetar pe v fondeia Tov Throw
script to omoio Oa avaeepbel oe endEVN VITOEVOTNTO.

O 10mog caster givot OO0 pe Tov TOTO ranged, pe dtapopd 6Tt KoTd TV nifeomn dnpovpyeiton Eva spell
Kot Oy £va TETOVUEVO AVTIKEILEVO. APl 1 ¥POVIKN GTUYT TOL KPATAEL TO SCTript AVTITPOCSOTEVEL TNV CTIYU
otV onoia Oa ektedestel to spell. H onpiovpyio avtov tov spell yivetor pe t fonfeia tov Cast script mov
Ba e&nynbei o vroevoTTO TOL OKOAOVLOEL.

AA duvaTOTNTO TOV TPOGPEPEL TO Script aTovg exBpovc, ivat 1 duvatdTnTa TPOPAEYNC TOL GNUEIOV
g enibeong pe Paon v B€om Kot TayvTTA TOL £YEL EVag TAUKTNG, 0 0T010G gival 6TOY0G TOV £X0p0D. AvTd
EMTUYYAVETAL TAIPVOVTOG TO ONHEL0 TG BEONG TOL TAUKTN/GTOYOV, TPOGHETOVTAG GE ALTAV TNV TAYXVTNTA
Tov Taiktn, ToAlomAacialopevn pe Time.deltaTime kou pe pion GAAN petoPAntn n omoio KpoTdEL TO TOGO
évtovn B€Lovpe va etval 1 MPPon TG TaxOTNTAG 6TO TEAMKO amotéleoua. Me Baon avtd, o xBpdc Katd
TNV enibeomn mePIOTPEPETAL TTPOG TO oNEio TPOPAeYNS TN BEGNG TOL TTOIKTN-GTOYOL.

4.5.12 Throw

To Throw script ypnowonoteitor amd to MobBehaviour kot £yt wg 6komd voL ONULIOVPYNGEL TO TETAYLLOL
evog avtikelpévov. Kpatdel og pio petafintn to avrtikeipevo mov metdet o kabe ex0pog. Katd v exkivnomn
TOV TO script yayvel avadpopkd ond to Parent Transform tov exfpot oe dAa ta TOIdLE TOV, BGTE VAL EVTO-
nicel to Empty GameObject mov avtiotoei 610 onueio amd 10 omoio metdyetal To avtikeipevo. Avtdg o
EVTOTGHOG YiveTon pe Bdon to 6vopa Tov gameobject. X1 cuvéyela, 0tav £pBet | dpa vo TeTaEet 0 x0pdc
Kamolo avtikeipevo, tote KaAeitol pio pébodog n omoia maipvel oG opiocpaTo OAN TO YOPOKTNPLOTIKAE TNG
BoAng Kot Tov avTiKEWEVOD, To, omoia eival To damage, 1) TaydTNTO, 1 TOYVTNTA TEPIGTPOPNGS, O GTOYOG TNG
BoAng, N dtdpkela {mNG TOL AVTIKEEVOL Kot 1] SOV LE TNV OTTOL0 ¥TUTAEL KATOLOV OVTITOAO.

4.5.13 Cast

To Cast script givar 6poto pe to Throw. Xpnowomnoteitat amd to MobBehaviour oty nepintwon wov o
TOTOG NG emiBeomng elvar caster. tnv ekkivion Tov yayvel avadpopikd vo Bpet oto Parent Object to mondi
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oL avTioTolyel 6To onueio 6to omoio dnpovpyeitor To spell. Kpatdetr sov petrapint to GameObject tov
spell mov ypnoyonotei o ke gxBpdg onVv enibeon Tov.

4.5.14 GameController

To GameController script dwayelpiletar Kot avaAapfaver Ty apyn ToL ToLVidlov, TNV POor| TOL Kol TO
TEAOG TOV. ApYIKA, OPYLKOTOLEL dLAPOPES LETOPANTEC Ko EMELITOL ONLIOVPYEL TNV TOTO GCOUPOVA LLE TO AV
nailel évag 1 dVo ToiKTeS.

e k@Be update yivetar EAeyyog Yo aALOYT KOTAGTOONG TOLXVIOI00 aVAAOYW LLE TNV VTAPYOVGA, KAODC
Ko av ot ToikTeg £xovv yaoel. H mpdt katdotoon eivat auti oty onoia 6gv £xel yivel spawn 1) OpLASO TV
eXOpadv evog wave. X1 GuvEXELN, 6To EnOEVo update akolovBel n Katdotaon otny onoio To motyvidt eival
£TOLLO VO 0PYICEL TO Wave spawn, PeTd omd Tov emtBuuntd ypovo. Tote, axolovdel 1 Evapén dnpovpyiag tng
opnadag tov exfpav. [pata, to GameController deiyvel otnv 006vn oV 0p1BU6 TOL Wave Tov gival va, ELPa-
wviotel. ' Ererta Eexvaet TNy epneavion g opddag tov exfpdv kat emiong avavedvel Oia ta buffstands. Katd
TNV SIPKELN QVTAV TOV EVEPYELDV 1] KATACTOGT Ty Voo givar 6Tt Bpicketol 6Ty dadikacio dSnpovpyiog
oL wave. MOMG TEAEUDGEL 1) ELPAVICT) TV YOOV, YiveTal TEPLOSIKOG EAEYYOG Y1O. TO av Ot gxOpoi Exouvv
eEovimbel. Otav eovtwbBotv 6Aot ot gxfpoi, T0Te N KatdoTaon mayvidoos Eavayivetar 1 Katdotoon oty
omoia dev &xet yivel 1 dnovpyio Tv exbpmv. Etot, cvveyiletor o kOKAOC moryvidlod Kat TopdAAnAa Tpo-
yopdve To waves. Av 01 TaiKTEG VIKIGOVVY T0 TegvTaio wave, tote eppaviletor Eva avticoToryo LRVLHe 6TV
006V Kot 1o moryvidl teppatifeTat. Avtiotoyo pRvopa epneavifeTol Kot oTny TEPINTOOoT OTOL Ol TUIKTES
Yboovv.

4.5.15 GameDictionary

To GameDictionary eivat éva BonOntuco script mov mepiéyet static pebddovg Kot KpaTdel Sapopeg TANPO-
popieg kupimg yio ta spells Tov oy vidrod. [Na tapddetypa to T cooldown éyxet kOe spell, oe Toro GameOb-
ject avtioTotyel, molo gival To cast range Tov, e o0 KOVUTL ekTeAEiTAL Kot ouT® KoBeENG. AAAN péBodog
OV TPOPEPEL EIVOL 1] EDPEST YO TO AV dVO YopakTnpes eivar gxfpol peta&d tovg. Avtég Tig pedddoug Tic
YPNCLOTOLOVV TO VITOAOUTO, SCTipts TOL TOLY VIOV MGTE VO TAPOLVY TNV TANPOPOpia Tov ypeldletal o€ KbOe
nepintoon.
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5 Eneinynon Koowka

e autd 10 KePdAalo yivetar avaivtikn exe&iynon kddwa. [apovsialoviat Ta script mov avaiapPd-
VOULV TNV AEITOVPYIKOTNTO TOV TTOAKTT 6TO oy vidl, aAAd kot o GameController script mov diayepileton v
pon Tov Toayvdov. Kdbe vroevdtnta apopd £va d1apopeTikd script. Xe kdOe pio amd avtéc mapovstaletan
0AOKANPOG 0 KMOIKAG TOV SCript Ympiopévog oe Tufpoata Kot podi 1 ene&iynon tov Tuqpetog auto.

5.1 GameController.cs

using UnityEngine;

using System.Collections;

using System.Collections.Generic;
using UnityEngine.UI;

using UnityEngine.SceneManagement ;

public class GameController : MonoBehaviour {

private enum GameState

{
BeforeWaveSetToSpawn,
ReadyToStartWaveSpawn,
WaveIsSpawning,
WaveIsSpawned,
WavelsDead,
GameWon ,
None

v apyn yivetal ewleoymyn Tov Bipiodnkov tov ypetaloviot 6to script. Etonydnke to System.Collections.Generic
ywo TNV vroopién T doung g Aiotac. To UnityEngine. Ul ypnoyiomoteitot yio v vwootipién ovTikeyé-
vov Ul 6nog yio topddstypo Button, Text kot Image. EmimAéov, etodyovpe to UnityEngine.SceneManagement
mov drayepiletar TNy eopTmon pog oknvig oty Unity péow kadiko. ApEcmc netd v OMAoon tng KAGoNG
GameController dnAdvoupe o LETAPANTH enum 1 OO0 AVTITPOGMOTEVEL TAL GTASLO GTO OTOL0L PITOPEl va
BpiokeTon  pon Tov TaLKVISL0L.

public static GameController instance;
[SerializeField] private Transform gameWorld;
[SerializeField] private GameObject _player2Canvas;

[Header ("Players")]
[SerializeField] private GameObject playerl;
[SerializeField] private GameObject player2;

[Header ("Mobs")]
[SerializeField] private GameObject[] _mobs;

[Header ("Mob Spawn Points")]
[SerializeField] private Transform[] _mobSpawnPoints;

[Header ("Player Spawn Points")]
[SerializeField] private Transform _playerlSpawnPoint;
[SerializeField] private Transform _player2SpawnPoint;

[Header ("Buff Stands")]
[SerializeField] private BuffStand[] _buffStands;

211 GuVEYELD, ONADVOVUE dLAPOPEC LETAPANTEG 01 omoieg elvar opatég atov Inspector kol 6KOmd £yovv
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VoL KpaTAve pio oavoaeopd vog avTikeléEvov tov oy vidlov. H gameWord kpatdel to avtikeipevo 1o omoio
éxel og Toudi Tov 6ANn TV miota. H petafinty player2Canvas kpotdel To avTIKEILEVO TOV OVTIGTOLYEL GTO
User Interface tov dgvtepov maitr kot amwodnkevetat yio vo, evepyonombel apyodtepa 6Ty mepinT®or mwov
nailovv 600 maikteg. XTig petafAntég playerl kou player2 amoOnkevovtal To TPOTOTLTO AVTIKEILEVO TOV
dV0 ToKTAOV. XT0 Array _mobs glodyovpe OAo To. avTIKEIpEVE EYOPMOY TOV VILAPYOVY GTO TALYVISL, EVD GTO
Array _mobSpawnPoints €lGAYOVIE TO AVTIKEILEVO TTOV OVTITPOCSHOTEVOVY oTpeio 6T omoio epgavifovral
ot gxOpoi katd v PopT®ON ToL Wave. Avtiotoa, ta _playerl SpawnPoint, player2SpawnPoint kpatdve
TIC apykég Béoelg Tavm oTig omoieg Ba eppavictodyv o maiktng 1 kot o maiktng 2. To Array buffStands
Kpatdel avapopd og Oia ta BuffStands tng wictag.

[Header ("Entrance Gate Collider")]
[SerializeField] private Transform _EntranceGateCollider;

[Header ("Notifications Text")]

[SerializeField] private Text _waveText;

[SerializeField] private Text _gameOverText;
[SerializeField] private Text _winText;

[SerializeField] private Text _waveNumberText;
[SerializeField] private Text _fpsText;

[SerializeField] private AudioClip _winningSound;
[SerializeField] private GameObject _returnAfterWinButton;

Edm ovveyiletor n MAwon petafintodv. H EntranceGateCollider kpatdetl éva avtikeijievo to omoio
éxel emdva tov éva Collider Component Kol pNGLOTOIEITOL GOV EUTOSI0 Y10, VO ATOTPETEL TNV ££000 K-
o0V TaKTN 1 €¢OPpov amd TV TOAN. AAAG emeldn dtav dnuovpyeital Eva wave mpémel va £yl AAAN BEon
Yo VoL Utopovy ot x0poi va pmovv péca, TNV Kpatdpe ot LEToPANTY £T01 dote va aAldlovpe v Béon g,
ommg Oa dovpe apydtepa. Ot Text petapintéc waveText, gameOverText, winText, waveNumberText
ko _fpsText kpatdve avtikeipeva tng oknvng ta omoio epeavilovy T KATAAANAES GTIYHEG ddpopa -
vopota oty 006vn. I'a Tapddetypa 6Tov ot TaikTeg YACOoLV 1| VIKAGOLV, EUEVIel TO aVTIGTOLYO PUNVULAL.
H winningSound xpatdet évo. AudioClip to omoio gival €vag fyog mov mailel Katd TOV TEPUATIGUO TOL
moyvioroy kou ) _returnAfterWinButton amofnxedetl o xovuni wov epeaviletor 610 TEA0G TOV TOY VIS0V,

private AudioSource _audioSource;

private Vector3 _entranceGateColliderStartScale;
private Vector3 _entranceGateColliderEndScale;

public GameObject playerlInstance { get; private set; }
public GameObject player2Instance { get; private set; }

private int _currentWaveNumber;
private List<GameObject> _currentWaveMobs;

private float counter = O0;

private bool _gameWon;

private GameState _gameState = GameState.None;

private GameState _previousGameState = GameState.None;

AxorovBobv petaPintéc mov dev givan epaveic otov Inspector. H petafint) _audioSource yprnorpo-
moteitan yuo va armobnkevoetl to AudioSource Component mov £xet 1o avtikeipevo tov GameController, €161
®ote va umopel vo mailel yovg. O _entranceGateColliderStartScale ko _entranceGateColliderEndScale
amoBnkevovy 1o apykd kot teMko péyebog tov Collider mov Ppioketan otnv TOAN amd v omoia Pyaivouv
To Tépata. XTig petafAntéc playerllnstance, player2Instanec amoOnkedovtal avticTolyo Ol TOUKTES oo
yiver n dnpovpyia tovg and to tpwtotumo (Prefab). H currentWaveNumber anofnkedet tov aptBud tov
TOPLVOV Wave Kol 1 Aloto _currentWaveMobs mepiéyet KaOe Tépag T0 0MOi0 ONUIOVPYEITE KOTA TN SLAPKELNL
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evog wave. H counter ypnowponoteitor yo tnv Katapétpnon tov FPS ko gameWon avtimpoconevet To
av to Toryviol £yel kepdnBel. Téloc, o1 _gameState ko1 _previousGameState kpotdve oe kdBe Update to
TOPVO Kol TO TPOTNYOVUEVO GTASLO TNG PONG TOV TALYVISLOV.

void Awake () {

instance = this;
_currentWaveNumber = 1;
_waveNumberText.text = "Wave " + _currentWaveNumber.ToString() ;
_currentWaveMobs = new List<GameObject>();

_audioSource = GetComponent<AudioSource>();

_returnAfterWinButton.SetActive(false);
_player2Canvas.SetActive(false) ;

_waveText.color = new Color(_waveText.color.r, _waveText.color.g,
_waveText.color.b, 0);

playerlInstance = Instantiate(playerl, _playerlSpawnPoint.position,
Quaternion.identity) as GameObject;
if (PlayersNumber.number == 2)

player2Instance = Instantiate(player2, _player2SpawnPoint.position,
Quaternion.identity) as GameObject;
_player2Canvas.SetActive (true) ;

else

{

player2Instance = null;

_entranceGateColliderStartScale = _EntranceGateCollider.localScale;

_entranceGateColliderEndScale = new
Vector3(_EntranceGateCollider.localScale.x,
_EntranceGateCollider.localScale.y, 52);

StartCoroutine (EnableTheWorld ());
}

Xt pébodo Awake kvpimg apyikomolovvral ot petafintés. Atodnkevovpe oty petafAnty instance
TO oTIYHIOTUTTO AVTNG TG KAGoNG. Emedn 1o mayvidl apyilel pe to mpdTo wave, KAvovpe Ty _current-
WaveNumber ion pe 1o éva. 'Emeita apyikomoteitat to keipevo g petapintg _waveNumberText cOppmva
pe tov Topvd apBpd tov wave kot emiong apykonoteital  AMota g petafintig currentWaveMobs.
>t ovvéyela Balovpe oy _audioSource to AudioSource Component Tov BpiCKETOL GTO OVTIKEILEVO TOV
GameController kot anevepyomolode to kovuni tepuaticpod kot to Ul Tov dedtepov maiktn. Opilovue
KOL TNV OPATOTNTO TOV YPMLOTOG TOV KEWWEVOD TTOV LLOG EVILEPDOVEL Y1 TOV 0plOUd TOV Wave, KAVOVTAS TO
dtapavo.

Emeidn o mpodTog moiktng Ba elvar oiyovpa 6to moayvidt, dnpovpyodie tov maiktn, cdloviag 1o ovti-
otoyo GameObject mov Oa mapoybel oty playerlInstance. [ tov dedtepo maikt e€eTalovIE AV 1 OTATIKY
petafAnti number tng KAdong PlayersNumber tcovton pe éva 1) 800. Avtd opilete amd T0 KEVIPIKO LEVOD,
ONAadn wpv d00ei 1 vToAn yio TV dnpovpyia TG oknvig Tov mayvidrd. ‘Etot, av telkd icovtar pe 6vo,
dNpovpyov e kot cdlovpe Tov devTEPO TaUKTN, KaBdS emionc evepyomotovpie kot To UL Tov Tov avtietoyel.
Téhog, apywonoteitar To apykd Kot tedkd péyebog tov Collider mov umhokdpet v €i6odo oty THAN Kot
Eexwvape v CoRoutine EnableThe World 1 omoia apyiletl tnv evepyomoinon Tov avTikeévou g mioTtag.

void Update ()
{

counter += 1; //fps
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if (_gameState == GameState.BeforeWaveSetToSpawn && _gameState !=
_previousGameState)

{
_previousGameState = _gameState;
StartCoroutine (SetGameStateInTime (GameState.ReadyToStartWaveSpawn, 5f));
}
else if (_gameState == GameState.ReadyToStartWaveSpawn && _gameState !=
_previousGameState)
{

_previousGameState = _gameState;

StartCoroutine (ShowWaveNumber (_currentWaveNumber)) ;
StartCoroutine (SendNextWave ());
RefreshBuffStands () ;

_gameState = GameState.WavelsSpawning;
X
else if (_gameState == GameState.WaveIsSpawning && _gameState !=
_previousGameState)
_previousGameState = _gameState;
X
else if (_gameState == GameState.WaveIsSpawned && _gameState !=
_previousGameState)
{
_previousGameState = _gameState;
StartCoroutine (CheckIfWaveIsDeadPerTime (3));
3
else if(_gameState == GameState.WaveIsDead && _gameState !=
_previousGameState)
{
CheckAndUpdateHighScore (_currentWaveNumber) ;
_previousGameState = _gameState;
_gameState = GameState.BeforeWaveSetToSpawn;

ClearPlayersSpecialSpell () ;
_currentWaveNumber++;

_waveNumberText.text = "Wave " + _currentWaveNumber.ToString() ;
}
else if (_gameWon && _gameState != _previousGameState)
{
_previousGameState = _gameState;
StartCoroutine (ShowGameWinAndReturn()) ;
}

}

Xmv pébodo Update eréyyeton kot kabopiletar o 61dd10 010 0moio PpiokeTon 1 pon TOL TALYVISIOV.
H petafintn counter av&dveton katd éva oe kabe Update. Onmg avapépetal otn cvvéyela, 1 CoRoutine
ManageFpsCount petpdet ta FPS.

Xtv apyn To _gameState wovton e GameState.None, 6mw¢ opicTnKe TPONYOVUEVDG OTIG PETAPAN-
té¢ ™G KAdong. Eretta, epdcov tpé€el n CoRoutine EnableTheWorld 1 onoio kodéotnke amd tnv Awake,
10 _gameState yivetaw BeforeWaveSetToSpawn. Omote 6tav yivel avtd, 10 TpoOypoupe Tepvel and tnv
TpmTN cLVONKN eAEyyov. Exel, evnuepmvoupe tnv petafinty) previousGameState kot kolovpe tnv CoRou-
tine SetGameStateInTime, divovtag Tnv evioAn va yivet 1o _gameState ico pe ReadyToStartWaveSpawn o€
YPOVO TEVTE SEVTEPOLETTOV.

Otav mepdoet avtdc 0 Ypdvog, To TPoypape Ba pmet oty debTEPT GLVONKT EAEYYOL. XE avTtny, apyilet
n dwdkacio dnuovpyiag tov wave. [Ipota kakeitor 1 CoRoutine ShowWaveNumber, n onoia gpoavilet
otnv 086vn Tov apBud tov wave. ‘Enetta kaAeital 1 CoRoutine SendNextWave n omoia avaiapfaver v
dnuovpyio tev kabopicuévav exfpmv Kol otn cuveyeln divetal evioln va avavenBovv ta BuffStands pe
v PonBeta g nebddoov RefreshBuffStands. EmimAéov aAhdlel to gameState ce WavelsSpawning.
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Apéowg petd, o ekteleotel 0 KOAKAG TNG TPITNS SLVONKNG EAEYXOV GTOV 0010 ATAd EVNLLEPDOVETOL TO
TPONYOVUEVO GTAS10 oLy VIdL00. Apod olokAnpmOei n dnpovpyia tov exbpdv, 1 CoRoutine SendNextWave
aALalel To oTdo1o Tov Ty VS oe WavelsSpawned. Xe avtd To onpeio o npodypappo o tepdcet amd v
tétaptn cuvOnknm eréyyov. Exel Oa apyicer n CoRoutine ChecklfWavelsDeadPesTime n onoia eAéyyet kébe
Tpio devtepdrenta av 1 opdda Tov exfpmdv &yl viknOel. Av i opdda avt €xet viknbei, tote 1 CoRoutine
avt aAhalel o _gameState o WavelsDead. Znv mepintmon 6mov 1 opdda tov x0pmdv aviictolyel 6to
teAevtaio wave, tote aAldlel To _gameState ce GameWon.

2V TpdTN TEPITTOON, TO TPOHYPAULN TEPVAEL OO TNV TEUNTN cLVONKN eAéyyov. Méca og avtr Ba
koieotel N péBodog CheckAndUpdateHighScore 1 omoia ehéyyetl av 1o wave mov vikninke amoteiel High
Score Kot av voi, To amodnkeveL. Xe avTiV TNV GUVONKN EAEYYOVL AVAVEDVETAL O OPLOLLOG TOL TOPIVOL Wave,
TO KEIHEVO TOV OVAKOWVMVEL TOV aplBpd Tov wave kot eniong pe tnv Pondela g pebddov ClearPlayersSpe-
cialSpell aparpovvtor Tuxdv SpecialSpell mov éyovv ot maikteg. Téhoc, To gameState aAldlel oe Before-
WaveSetToSpawn ki €tot Eavopyilet o KOKAOG oy vidtol amd TV apyn LE TO ETOUEVO Wave.

v debtepn mepinton, ePeaviletal 6Tovg maikTeg TO VLN OTL EPTOGOV GTOV TEPLATIGUO TOV TTOL-
AVIO100 Kot eppaviletar eniong £va KOVUTL TOV TOVG 0dNYEl TOoW® GTO aPyIKO HeVOD. AVTd yivetal LE TV
BonBeta tng CoRoutine ShowGameWinAndReturn.

private IEnumerator ManageFpsCount ()

{
while (true)
{
_fpsText.text = "FPS: " + counter.ToString();
counter = 0;
yield return new WaitForSeconds (1) ;
}
}

H CoRoutine ManageFpsCount avaAapfavel va mdpet Ty T g LeTafAntnig counter, 1 onoio av&d-
vetal Kotd éva o€ ke Update kot va v amotundost oto avtikeipevo Text to omoio mepiéyel | petaPfAnty
_fpsText. KaBe éva devtepOAENTO OMOTLAMVEL TV TIUN TNG counter, Emetto undevilel v petofAnt avtn
Ko TELOG TTEPYEVEL £VOL OEVTEPOLETTO DOTE VO OV 0pyicel TNV dtadtKacia.

public IEnumerator EnableTheWorld()

{
yield return new WaitForSeconds (0);
yield return new WaitForSeconds (0);

gameWorld.gameObject.SetActive (true);
InitializeBuffStands () ;

_gameState = GameState.BeforeWaveSetToSpawn;

StartCoroutine (ManageFpsCount ()) ;
StartCoroutine (CheckForGameOver ());

3

H CoRoutine EnableTheWorld kaAeite oto téhog tng Awake. Apyucd mepiuével va mepdcovv 6o frames
KoL ETELTO EVEPYOTOLEL TO AVTIKEILEVO TO OO0 TEPLEYEL TNV TIGTO TOV TOLYVIOL0D. LTI GLVEXELN ALPYIKOTOLEL
ta BuffStands kaAdvtog tnv InitializeBuffStands, evnuepdvel o 6Tad10 Tov TOKVISI00 KO apyilel Tnv Man-
ageFpsCount kot v CheckForGameOver CoRoutine.

private IEnumerator SendNextWave ()
{

yield return new WaitForSeconds(3);

_EntranceGateCollider.localScale = _entranceGateColliderStartScale;
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_currentWaveMobs = new List<GameObject>();

foreach (GameObject go in CreateWaveFromData(_currentWaveNumber))

GameObject newMob =

Instantiate(go, _mobSpawnPoints[Random.Range (0,
_mobSpawnPoints.Length)].position, Quaternion.identity) as
GameObject;

if (PlayersNumber .number == 2)

{
LivingEntity 1lv = newMob.GetComponent<LivingEntity>();
lv.maxHealth = (int) (lv.maxHealth * 1.8);
lv.IncreaseHealth(lv.maxHealth) ;

}

newMob.GetComponent <MobBehaviour>() .SetDestination (new
Vector3(Random.Range (-5f, 5f), O, Random.Range(-5f, 5f)));

_currentWaveMobs .Add (newMob) ;

yield return new WaitForSeconds(.8f);

}

H SendNextWave CoRoutine avolappdvel 1o va gppavicet Ty opudda ex0pdv mov avTioTolyel 6To Kabe
wave. Apykd, vapyel avapovn Tpiav dgvteporéntov. ‘Eneita o Collider mov umhokdpet v gicodo amo-
KTA TO 0pykd TOV UEYEDBOC MOTE VAL NV UAAOKAPEL apyOTEPT TOVG £XOPOVE KO apyIkomoleital n AMloTo Tov
KpoTdeL Tovg x0povg Tov twpivod wave. H MéBodog CreateWaveFromData mov yproylomoteitol otny ema-
vy, 6mwg Ba doviLE TOPAKAT® TAiPVEL GOV 16000 TOV aPLOKLd TOL AVTIGTOLYEL GTO Wave Kol ETLOTPEPEL
pia Aiota tomov GameObject pe Tovg exfpovg. Méca otV emavainyr, SMUOLPYOVLE KOl OTOONKEVOLLE
o¢ pia Tpoocwpv petafinti to GameObject mov dnpovpyndnke, tomobet®dvTag TO TVYIN GE KATOL oo
T1g B€oeic Tov €yovpe opicel péca otnv Alota pe to. _mobSpawnPoints. tn cvvéysia gAEyYOLLE OV GTO
moyviol mailovv dvo maikteg. Xty mepimtmon avty, avEdvoope v {on Tov tépatoc katd 80%, ypnotpo-
mowwvtag to LivingEntity Component. Eniong péom tov MobBehaviour Script opifovpe v katebBovon
Tov €xOpov mpog £va Tuyaio onueio 6To KEVTIPO NG ToTAS, MGTE AVTOG Vo kaTeLBuvOel TPog Ta eKel Kot va
Byet and v wOAN. TéNog, mpocbétovpe Tov véo gxBpd oty AloTta, Kot 1 dlodikacio VT eTavaAaPaveToL
(ue xaBvotépnon 0,8 devteporénTV) Yo OAOVE TOVG ETOUEVOLS £X0poDG TOL Wave.

float timePast = 0;

while(timePast < 3f)
{

_EntranceGateCollider.localScale=
Vector3.Lerp(_entranceGateColliderStartScale,
_entranceGateColliderEndScale, timePast / 3);

timePast += Time.deltaTime;
yield return null;

3

_previousGameState = _gameState;
_gameState = GameState.WaveIsSpawned;

A@ov homdv dnpuovpynBoidv Lot ot gxBpot, péverl va Eavoaumet To eumdolo kovtd oty oM. ‘Etol, o€
dLapKeLd TPLOV 0eVTEPOAETTOV peTaBdAlovpe Tov Collider Tng mOANG amd T0 apyIkd Tov pEYEDOg 6TO TEAKO.
Té\og, evnuep®mvoupe To 6TAd10 TOL TaVIdLD oe WavelsSpawned.
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private List<GameObject> CreateRandomMobWave (float mobsNumber)
{

List<GameObject> mobList = new List<GameObject>();

for(int i = 0; i < mobsNumber; i++)
{

mobList.Add(_mobs[Random.Range (0, _mobs.Length)]);
}

return mobList;

Avt n CoRoutine dev ypnoylomoleitor 6To VAP oV Toyvidl, oAAd pmopel vo Qovel ypnotun o€ Kd-
o0 LEAAOVTIKT EMEKTACT] TOL O VIO100. AVTO OV KAVEL Eivol Vol dovpyel Kot vo, emoTpéPet pia AMota
pe T GameObject tvyaiov exfpdv. To péyebog avtng opileton amd v gicodo ¢ peboddov, dnAadr v
petafAntiy mobsNumber.

private IEnumerator ShowWaveNumber (float waveNumber)

{
_waveText.text = "Wave " + waveNumber;
float timeCount = O0;
while(timeCount < 3)
{
timeCount += Time.deltaTime;
_waveText.color = new Color(_waveText.color.r, _waveText.color.g,
_waveText.color.b, timeCount / 3);
yield return null;
yield return new WaitForSeconds(3);
timeCount = O0;
while (timeCount < 3)
{
timeCount += Time.deltaTime;
_waveText.color = new Color(_waveText.color.r, _waveText.color.g,
_waveText.color.b, 1 - timeCount / 3);
yield return null;
}
}

H ShowWaveNumber CoRoutine £ygt ¢ 6kond vo Tapovstdcel otny 086vn tov apldpd Tov wave mov
mpokelral vo dnuovpyndel. [lpdta, apyikomoteitar o Keipevo tov avtikeiévovr WaveText cOpQmva e To
Topvoé wave Kot unodevifetor n petafinty timeCount. Ztnv TpdTH EXAVAANYN, G€ JEPKELN TPLOV OEVTE-
poAémtoVv petafdAlovpe GTOSOKA TNV SIAPAVELD TOV KEWEVOL amd Undév (dtdpoavo) og va (U d1deavo).
"Enetra, vdpyet avapovn TpLdV dELTEPOAETTOV. TNV dVTEPT EXAVAANYT YIVETOL 1] AVTICTPOPT] S10IKAGI,
onAadn aAralovpe To Keipevo amd pn S1aQovo 6 S1APavo G€ SLAPKELD TPLDOV GEVTEPOLETTMV.

private IEnumerator ShowGameOver ()

{

_gameOverText.text = "Game Over";
float timeCount = O0;

while (timeCount < 3)

{
timeCount += Time.deltaTime;
_gameOverText.color = new Color(_gameOverText.color.r,
_gameOverText.color.g, _gameOverText.color.b, timeCount / 3);
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yield return null;
¥
3

H ShowGameOver ypnowonoiei akpipag tnv idia dwadikacio pe tnv ShowWaveNumber CoRoutine yio
VoL KAVEL ELPAVEG TO UIVOLLO TEAOVG TOV TOLYVIS00 OV TEPIEYEL TO KEIEVO TOL avTikeévoy gameOver-
Text.

private IEnumerator ShowGameWinAndReturn ()

{

_winText.text = "Congratulations\nYou have won\nthe game!";
float timeCount = O;

_audioSource.Stop();
_audioSource.clip = _winningSound;
_audioSource.Play();

while (timeCount < 3)

{

timeCount += Time.deltaTime;

_winText.color = new Color(_winText.color.r, _winText.color.g,
_winText.color.b, timeCount / 3);

yield return null;

yield return new WaitForSeconds(2);

_returnAfterWinButton.SetActive (true);

H ShowGameWinAndReturn CoRoutine gpupavilel kot ovty] (6mwg eaivetal HEco TNV ETAVAANYT) TO
avTioTOYO UMVLLLO KOTd TN VikT) To oty vidlov. [épa amd avto, avamapdyet eniong éva AudioClip pécm tov
AudioSource Component mov kpatdetl 1 petofinty _audioSource. Télog, evepyomotei To Kovuni T0 onoio
TPOTEIVEL GTOV YPNGTN TNV EMGTPOPY| GTO OAPYIKO LEVOD.

private bool CheckIfWaveIsDead()
{

if (_currentWaveMobs.Count > 0)

{

foreach (GameObject mob in _currentWaveMobs)

{
if (mob !'= null)

{

if (GameDictionary.AreEnemies("Player", mob.tag))

{

}
}

return true;

}

return false;

return false;

3

H péBodog ChecklfWavelsDead, 6tav 1 Aicto To0 TpéYovtoc wave dev gival adela, dtaTpéyel Tnv Alota
oVTH KoL EAEYYEL OV VITAPYEL KATO10¢ LwvTavidg exfpog. ENUEIDOVETOL OTL OTOV KATO10¢ £x0pOg ViknOet, tote
TO QVTIKEIUEVO TOV KOTOGTPEPETAL Kot KGOe peTaPAntn Tov £detyve o€ avTo yivetat ion pe null. Av Bpet éotm
Kot éva gx0po, emotpépet false, Snhadn 6ti to wave dev €yl viknOei. Av Oy, emoTpEQEl true, dnAadr OTL TO
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wave &yl viknoet.

private IEnumerator SetGameStateInTime (GameState gameState, float time)

{

yield return new WaitForSeconds(time);

_previousGameState = _gameState;
_gameState = gameState;

}

H SetGameStateInTime, 0nm¢ ava@Epel Kot To OVOUA TNG, OVOVEDVEL TO GTASIO TOVL TOLYVIOOD UETE
amo Kamolov emtBountd ypovo. AvolopPaverl ETions vo EVIUEPMOEL KOl TNV LETAPANTA TOV amobnkevel To

TPONYOOUEVO GTAO10 TToLY VIS0V,

private IEnumerator CheckIfWaveIsDeadPerTime(float time)

{
while (true)
{
if (CheckIfWaveIsDead())
{
if (_currentWaveNumber == 15)
{
_gameWon = true;
_previousGameState = _gameState;
_gameState = GameState.GameWon;
}
else
{
_previousGameState = _gameState;
_gameState = GameState.WaveIsDead;
}
break;
}
yield return new WaitForSeconds(time);
}
}

H CheckIfWavelsDeadPerTime eAéyyet dtopkdg pe faon v exiBountn mepiodo av ot €xBpoi Tov wave
&yovv viknbei. Av &yovv viknbei, tote adAdlel To 6TAd0 TOL TSIV o WavelsDead kot tepuarifeton
péom g break. Av o apiBudg Tov wave mov viknonke givor to 15, dnAadn to televtaio, TotE OAAALEL TO

oT0d10 TOL TaYVIdLY oe GameWon.

private IEnumerator CheckForGameOver ()
{

while (true)

{

yield return new WaitForSeconds (5);
if (player2Instance == null)

if (playerlInstance.GetComponent<LivingEntity>().isDead())

break;
}
}

else

{
if (playerlInstance.GetComponent<LivingEntity>().isDead () &&

player2Instance.GetComponent<LivingEntity>() .isDead () )
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break;
}
}
}

StartCoroutine (ShowGameOver ()) ;
yield return new WaitForSeconds(10f);
SceneManager.LoadScene ("Menu") ;

3

H CheckForGameOver g éyyel kGOe mévte devTEPOLENTA OV O TTAUKTNG 1) Ol TToliKTEG vt {vTovoi, on-
Aad” av €xovv yaoel 1 Oyl Av &xouvv ydoel, tote gpeaviletal To avtioToryo pnvopa pe v Pondeio g
ShowGameOver kot petd omd dEka dEVTEPOLETTA YIVETAL EXLGTPOPT] GTO APYIKO PEVOD.

private void RefreshBuffStands ()
{
foreach(BuffStand stand in _buffStands)

{
if (stand.gameObject.activeSelf)
{

}
}

stand.GenerateRandomBuff () ;

}

H pébodog RefreshBuffStands avavedvel OAa ta evepyd BuffStands, £161 dote va Eekivioet 1) Sodikacio
eueaviong toyaiog fondetog yio Tov moikTn.

private void ClearPlayersSpecialSpell()
¢ if (playerlInstance != null)
playeriInstance.GetComponent<PlayerSpell>() .RemoveSpecialSpell () ;
if (player2Instance !'= null)

player2Instance.GetComponent<PlayerSpell>() .RemoveSpecialSpell () ;

H péBodog ClearPlayersSpecialSpell gpovtilel va apapebel amd kdbe maiktn toydv €1d0wd spell mov
pmopet va, KoTEYEL.

private GameObject GetMobByName (string name)

¢ foreach(GameObject go in _mobs)
¢ if (go.name.Equals (name.Trim()))
{ return go;
}
) return null;

H pébodog GetMobByName maipvel mg Opiopa pio GUUBOAOGEIPE TOL AVTITPOCHOTEVEL TO GVOLLOL EVOC
€X0pov KoL GTNV TEPITTMOGN TOV VIAPYEL ALTO TO GVOUA GTNV AloTO Le TOVG ex0polc, TOTE EMOTPEPEL TO
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avtikeipevo avtov. Av dev PBpebel o exBpog e to {ntovdpevo dvopa, Tote emoTpEPEL TV TN null.

private List<GameObject> CreateWaveFromData(int waveNum)

{

}

H pébodog Create WaveFromData naipvel g €16050 évav aképalo 0 0Toiog OVIITPOSHOTEVEL TOV apliuod
TOoL wWave Ko emioTpéPel pio Alota pe OAa o GameObject TV exfpdv Tov VILAPYOLY GE AVTO. AVTO YiveTan

List<GameObject> mobList = new List<GameObject>();

TextAsset waves = Resources.Load("waves") as TextAsset;
string[] wavesText = waves.text.Split('\n');
bool startReadingWave = false;
foreach(string line in wavesText)
{
if (line.Contains("[wave" + waveNum.ToString() + '1'))
{
startReadingWave = true;
}
if (startReadingWave)
{
if (line.StartsWith("+"))
{
if (GetMobByName (line.Substring(l, line.Length - 1)) != null)
{
mobList.Add (GetMobByName (line.Substring(1l, line.Length - 1)));
}
}
}
if (line.Contains("[]") && startReadingWave)
{
break;
}
}

return mobList;

Baon evoc apyeiov KEWWEVOL GTO 0010 Elval KATOYEYPALLEVO TO TOL0VG €XOPOG TEPLEYEL KAOE Wave.

IIpdrta, apyikonoleitor 1 AMoto TOV TPOKELTOL VO EMCTPAPEL Ko dnpovpyeitor £va avTikeipevo TOmTo
TextAsset T0 0T0{0 KPUTAEL TO TEPLEYOLEVOL TOV OPYELOL KEWEVOV. XTOV Tivoka cupforocelpdv wavesText
KAvouue KAOE GTOYEI0 TOL TIVOKO VoL Eivol o, YPOpUn TOL KEWEVOL avTov. Mésa otV emavainym, yio
KAOe ypoppn apykd yiyvov e To onpeio 6To omoio avapipeTal To wave mov Yiyvovue. Otav avtd Bpedei,
Kkavoupe v petafint startReadingWave ion pe true. Tote, to Tpdypoppa TEPVAEL VIO TPAOTN POPA Omd
v 0e0TepT ouvONKN eAéyyov. Exel, av n ypapun apyilet pe to odpuforo '+' kot 1 vrOLOTN YPoUUN EXEL TO
ovopa evog vrapktov gxBpol, Tote pe v Pondeta g GetMobByName eicdyston 10 GameObject avtod
Tov gxBpov otV AMota pe Tovg exBpotc. H emavéddnym kot n tpocdnkn exBpadv otny Aiota cuveyiletol Emg

otov Ppebei n cupPoroocepd []'. Télog, emoTpépetan 1 Alota pe Tovg exfpovg.

private void InitializeBuffStands()

{

if (PlayersNumber .number == 1)

}

_buffStands [4] . gameObject.SetActive (false);
_buffStands [5] . gameObject.SetActive (false);

else

{

_buffStands [4].gameObject.SetActive(true);
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_buffStands [5] . gameObject.SetActive (true);
¥
3

H péBodog InitializeBuffStands ypnoiponoleitan yio vo evEPYOTOMGEL 1] AEVEPYOTOLGEL TOL EMTAEOV
buffstands avaloya pe 1o av mailovv évag 1 600 maikteg.

private void CheckAndUpdateHighScore(int score)

{
if (score > PlayerPrefs.GetInt("highscore"))
{
PlayerPrefs.SetInt ("highscore", score);
PlayerPrefs.Save();
}
}

3

H pébodoc CheckAndUpdateHighScore maipvel g €ic0d0 £vav aképalo 0 0moiog avITPOSMTEVEL TOV
apBpd Tov wave mov viknonke Kol oty mepintwon mov anoteiel HighScore, tote kataypdoetal.
5.2 PlayerAnimation.cs

using UnityEngine;

public class PlayerAnimation : MonoBehaviour

{

private Animator _animator;

void Awake ()

{

_animator = GetComponent<Animator>();
}
public void SetAnimator (Animator animator)
{

_animator = animator;
}
public void SetIsMoving(bool status)
{

_animator.SetBool ("isMoving", status);
}

H «Adon PlayerAnimation ypnoiponoteiton amd to. AL SCripts oIV TEPINTOOT OV YPEALETOL VO YIvEL
aAlayn Kamolag petafAntig tov Animator Controller Tov maiktn. Apyikd, péca otnv Awake amofnikedovue
tov AnimatorController mov Bpioketar endved 6to avtikeipevo tov Taiktn og Component. H pébodog SetAn-
imator divel v dvvatdmra aAraynig Tov AnimatorController tng petofAntrg animator. H SetlsMoving
oAAalel v petafint isMoving wov PBpicketor otov AnimatorController Tov ToikTn Kot AVTITPOCOTEVEL
70 €4V 0 TaikTNG Kwveitot 1 elvon oTdopoc.

public void SetIsCasting(bool status)

{
_animator.SetBool ("isCasting", status);
_animator.ResetTrigger ("OnCastCancel");
}
public void SetIsDead(bool status)
{

_animator.SetBool("isDead", status);
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3

public void OnCastCancel ()
{

_animator.SetTrigger ("OnCastCancel") ;
_animator.SetBool("isCasting", false);

}

H péBodog SetlsCasting aAraler nv petapfintn isCasting tov AnimatorController tov maiktn. Otav yivel
aAnong, 1ote apyilel to animation tov spellcasting. H SetlsDead aAlaler v petofintn isDead n omoia
AVTITPOCMOTEVEL TO €0V 0 Taiktng £xel nttndei. Téhog, 1 OnCastCancel ypnoiponoleitan yio TV S10KOTH
kdmotlov spell katd v dwadikacio dnpovpyiag Tov.

5.3 PlayerCooldown.cs

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class PlayerCooldown : MonoBehaviour

{
private Stats _playerStats;
private Dictionary<SpellName, float> _spellCooldowns;

void Awake ()
{
_playerStats = GetComponent<Stats>();
_spellCooldowns = new Dictionary<SpellName, float>();

}

H «\éon PlayerCooldown €yet pio dopun Dictionary, n omoia £xel g kA€13{ T0 dvopa tov spell Kot g Tiun
évay deKUOIKO aplOpLd OV AVTITPOCHOTEVEL TOV EVATOUEVOVTO YPOVO G OEVTEPOLETTA, Y10 VO. EIVOIL £TOLO
7o spell ywa emavaypnoiponoinon. H petafint playerStats ypnoylomoteitot yio va kpatdet To Stats script
7OV €XEL O TAIKTNG, SLOTLVTAPYOVV Stats Ta, 0ol LELDVOVY TOV YpdVOo ETOVOYpNCILoToinong TV spell. Xtnv
pébodo Awake apyucomolobviar avTéG ot dV0 PHeTaPANTES.

public void RegisterSpellCooldown(SpellName spellName)
{
if (! _spellCooldowns.ContainsKey (spellName))

{
_spellCooldowns.Add (spellName, O0);

3

public void UnregisterSpellCooldown(SpellName spellName)
{

if (_spellCooldowns.ContainsKey(spellName))

{

_spellCooldowns.Remove (spellName) ;

H RegisterSpellCooldown ypnoiponoteitar ke popd wov BEAovpe va mpootedel pio Kavovplo eyypoen
oto Dictionary pe ta spells. [Maipvel og gicodo Aoumdv 1o dvopa tov spell kat av dev vradpyet 1M to 1810
KAewdi, T0TE T0 Tpoobitel Palovtag og TN To undév. H tiun avti onimvet 6t to spell eivar £Too va ypn-
oomom0ei. Avtifétmg, n UnregisterSpellCooldown maipvel wg 6picpo 1o ovoua gvog spell kot av vapyet
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pécsa oto Dictionary 1o agoipet.

public void StartSpellCooldown(SpellName spellName)

{
_spellCooldowns [spellName] = GetFinalSpellCooldown(spellName) ;
StartCoroutine (ProcessCooldown(spellName)) ;

}

private float GetFinalSpellCooldown(SpellName spellName)
{

return GameDictionary.GetSpellCooldownTime (spellName) -
_playerStats.cooldownConstant -

GameDictionary.GetSpellCooldownTime (spellName) *
_playerStats.cooldownQuota;

}

H pébodog StartSpellCooldown apyikd Bpicketl Tnv TEMKT TN TOL ¥POVOL TOL UTOLTEL 1| ETAVOYPNOL-
pomoinon evog embopuntov spell. Avto yiverar pe v Pondeia e peboddov GetFinalSpellCooldown. Agod
v Ppet, v amodnkedel oy T Tov Dictionary mov avtictoryel oto emBountd spell. ‘Eneita Eexvaet
v ProcessCooldown CoRoutine 1 omoia avorappdvel vo petpnoet to mote Oa givar toyto to spell yuo
va Eavaypnotporombei. H GetFinalSpellCooldown Bpioket tov xpovo emavoypnoiponoinong evog spell, pe
Baon to apykéd cooldown mov gival kKatayeypappévo oto GameDictionary aAld kot pe faon ta Stats Tov
TOAKTT.

private IEnumerator ProcessCooldown(SpellName spellName)

{
float cd = _spellCooldowns[spellName];
while (cd > 0)
{
yield return new WaitForSeconds(.1f);
cd -= .1f;
if (_spellCooldowns.ContainsKey(spellName))
_spellCooldowns [spellName] = cd;
}
3
_spellCooldowns [spellName] = 0;
¥

H ProcessCooldown CoRoutine Egkivdel Tnv avtioTpo@n LETPTON TOL XPOVOL ETOVOLYPTGLULOTOINONG
evog spell. Apykd amobnkedel tov ypdvo emavaypnoiponoinong oe pua petafint. Enerta, péca oty eno-
VaANYM, KaOe EKOTOGTO TOV SEVTEPOAETTOV APALPEL TOV YPOVO ALTO amd TNV UETOPANTH TNV onoia amobn-
KEVGOALLE TOV GLVOAKO YPOVO EMOVAYPNGLOTOINGCNG KOl OVOVEDVEL TNV OVTIGTOLYN TN LE TNV VEX TN GTO
Dictionary, apov ehéyEet av VTAPYEL TO KAELDL.

public bool HasCooldown(SpellName spellName)

{
float spellCurrentCooldown;
if (_spellCooldowns.TryGetValue(spellName, out spellCurrentCooldown))
{
return spellCurrentCooldown == O0;
3
return false;
X
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public float GetSpellCooldownPercentage (SpellName spellName)

{
float spellCurrentCooldown;

if (_spellCooldowns.TryGetValue (spellName, out spellCurrentCooldown))

{
return (spellCurrentCooldown / GetFinalSpellCooldown(spellName)) * 100;
}

return -1;

H pébodoc HasCoolDown gdéyyet kot emiotpépet yia £va spell av n Ty mov avtiotoryel oto Dictionary
etvan undév i oyt Anhadn av to spell eivar Etopo yia eravoypnoiponoinon. H GetSpellCooldownPercentage
EMOTPEPEL TOV APIOLLO TOL OVTITPOSMTEVEL TO TOCOGTO KATH TO 0MOi0 givan £Topo Kdmoto spell.

5.4 PlayerSpell.cs

using UnityEngine;
using System.Collections;
using System.Collections.Generic;

public class PlayerSpell : MonoBehaviour

{
private PlayerCooldown _playerCooldown;
private PlayerAnimation _playerAnimation;
private RigidbodyWrapper _rgw;

[HideInInspector]
public bool spellBarFlag;

private SpellName _selectedSpell;
public bool spellOnCast { get; private set; }
private Vector3 _pointToCastTo;

[SerializeField] private List<SpellName> _spells;
private SpellName _specialSpell = SpellName.None;

private IEnumerator currentCastSelectedSpell;
private IEnumerator rotateOnCast;

public SpellName specialSpell
{

}

public Vector3 pointToCastTo
{

get { return _specialSpell; }

get { return _pointToCastTo; 1}
set { _pointToCastTo = value; 1}
}

H «Adon PlayerSpell dwayeipiletar 1o cvompo onpovpyiog tov spell Tov maiktn. Onwg eaivetal kot
otV dNAmon Tov TpLoV Tpdtev petafintov, n PlayerSpell ypnoponotei ta Scripts PlayerCooldown, Play-
erAnimation kot RigidbodyWrapper tov maiktn. H petafinty spellBarFlag ypnoiponoteiton yio va g1domot-
noeL v prdpa mov deiyvet ta spells otov maiktn, av vrapyet kamown adiayn. H _selectedSpell kpatdet to
spell mov éxel emleyBel kar n spellOnCast dnAdvel edv kdmoto spell Bpicketor oty dadikascio dnpovp-
viog. To pointToCastTo givat To onpeio otoyxgvong tov spell. H Aiota _spells mepiéyet 6ha ta anid spells tov
moaiktn to onoia elodyovrotl péso Tov Inspector, evd 1 petafint _specialSpell mepiéyet to €101kd spell wov
Umopei va £l 6TV KAToyn Tov 0 Touktne. O1 dvo petafintég tomov IEnumerator currentCastSelectedSpell
kot RotateOnCast amoOniedovv 11g avtiotoyec CoRoutines katd v dnuovpyia evog spell, divovtag mv
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duVaTOHTNTO AKVPMONG TNG dladiKaciog avThg, OTwe Bo dovLE TOPAKATO.

void Awake ()

{
_playerCooldown = GetComponent<PlayerCooldown>() ;
_playerAnimation = GetComponent<PlayerAnimation>();
_rgw = GetComponent<RigidbodyWrapper>();
selectedSpell = SpellName.None;
pointToCastTo = Vector3.zero;
spellOnCast = false;
currentCastSelectedSpell = null;
rotateOnCast = null;
foreach( SpellName spellName in _spells)
{
_playerCooldown.RegisterSpellCooldown (spellName) ;
spellBarFlag = true;
}

2mv uébodo Awake apykomolovvrot o Tpia Scripts mov ypnoonotei | PlayerSpell pe ta avtictoryo
Scripts/Components wov £x€lL TO AVTIKEIUEVO TOV TTaikTn. Apytkomolobvtal emxiong ot petafintég selected-
Spell, pointToCastTo, spellOnCast kot ot dvo IEnumerator TOmov PETAPANTEG TOL AVOPEPOLLE TPOT)YOVLE-
vog. ‘Enetta, yuo ke spell g Alotag spells kaiovue v pébodo RegisterSpellCooldown tov Player-
Cooldown script yia va yiver kot kel n katoydpnon. Aniovoope v spellBarFlag ion pe true, ®ote va
evnuepwbei n umdpa pe ta spells tov maik.

public SpellName selectedSpell

get { return _selectedSpell; 1}
private set

{
_selectedSpell = value;

}
}

void SpellIsOnCast (bool status, bool castCancelOccured = false)

{
spellOnCast = status;

if (castCancelOccured)

{

_playerAnimation.0OnCastCancel () ;
else
{

_playerAnimation.SetIsCasting(status);

H SpelllsOnCast ypnoomoteitan yio v addayn tiung oty petapint spellOnCast. Eneldr mpémet
Vo 3pAGOVLE JAPOPETIKA OTOV 1 T TNG aALALEL kKatd TV dadikacio akvpwong evog spell 1 oy, xpn-
opomotlovpe v boolean petapinty castCancelOccured. Xtnv np®dTN TEPIMTMOOT EVNUEPDOVOLLLE TO SCript
_playerAnimation ywo v akbpmon evog spell, evd otnv dedtepn yia v dnpovpyia tov spell.

public void CancelCast ()
{
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if (currentCastSelectedSpell != null)

{
StopCoroutine (currentCastSelectedSpell) ;
if (rotateOnCast != null)
{

}
SpellIsOnCast (false, true);

StopCoroutine (rotateOnCast) ;

H pébodog CancelCast tpé€yet katd tnv axvpwon g dtudikaciog extdEevong evog spell. Apyikd eAéy-
yovpe av Exel Tponyndet kan eivon og eEEMEN kamota dradikacia ektoevonc, eEréyyovtag av 1 currentCastSe-
lectedSpell ivar d1apopn tov null. g avtAv ™V TepinT®on oTapaTtdpe TV dadtkacio avt, Kabdg Kol v
dlod1kacio TEPIOTPOPNG TOL TAUKTNG KATA TNV gkToEevom tov spell ypnowonowwvtag v StopCoroutine.
Téhog, evnuepmvoupe aviroyo v spelllsOnCast.

public void CastSpell(SpellName spellName)

{
GameObject spelllbject;

if (_spells.Contains(spellName) || spellName == _specialSpell
&% spellName != SpellName.None &&
_playerCooldown.HasCooldown (spellName))

{
spellObject = GameDictionary.GetSpellGameObject (spellName);

if (spellObject != null)
{

currentCastSelectedSpell = StartSpellCast (spellName) ;
StartCoroutine (currentCastSelectedSpell) ;
if (GameDictionary.GetSpellType (spellName) == SpellType.NormalCast)

{
rotateOnCast = StartRotateOnCast (spellName) ;
StartCoroutine (rotateOnCast) ;
}
}
}
}

H CastSpell ekteleiton 6tav 000l evtoAn ekkivnong g dadikaciog ektdEgvong evog spell kot amoteiet
TNV TPOTY PACT TNG SSIKOGING AVTHG. TNV TPAOTN GLVONKN eA&yyov eEeTdlovE av 0 TAIKTNG KATEYEL TO
emieyouevo spell aldd kol av eivar £too va ypnopomondei. Av ioybovv avtd, 1ot Ppickovue pe v
BonBewa Tng GameDictionary To GameObject Tov spell kot To amobnkevovpue oty petafint spellObject.
‘Enerta, av €xel Bpebel emruyde 1o {nroduevo spell, tote Eexvape v StartSpellCast CoRoutine kot tnv
amoBnkevovue oty petaPantn currentCastSelectedSpell dote va givat Suvatn 1 axkvp®o” TS dLadIKAGTiag.
Av 7o spell givai Tomov NormalCast, 10te Egxivdpe kKo amoOnkevovpe kot tnv StartRotateOnCast 1 omoia
avAAQUPAVEL VO, TEPLOTPEYEL OLOAN TOV TAUKTN TPOG TNV KatevBuvor ektoEenong.

private IEnumerator StartSpellCast(SpellName spellName)

{
SpellIsOnCast (true) ;

yield return new
WaitForSeconds (GameDictionary.GetSpellCastingTime (spellName));

if (rotateOnCast != null)
{
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StopCoroutine (rotateOnCast) ;

by
currentCastSelectedSpell = null;
rotateOnCast = null;

SpellIsOnCast (false);
_playerCooldown.StartSpellCooldown (spellName) ;

GameObject spell = GameDictionary.GetSpellGameObject (spellName);
spell.SetActive (false);

GameObject castedSpell = Instantiate(spell);
castedSpell.GetComponent<Spell>() .caster = transform;
castedSpell.SetActive (true);

H StartSpellOnCast anoterel tnv dgdtepn @aon g ektocgvong epdoov €xet dobei n evion. [lpmta
evnuepavovpe 6t o maiktng BpiokeTar oty dadikacio ektoevong spell, aAlalovtag v spellOnCast og
oAnon. ‘Enetta meppévouie yia ypdvo ico pe v opa mov ypetaletal to cuykekpiuévo spell va ekto&evdei.
AoV Ttepaoel 0 ypOVOG aVTOG, GTAUNTAUE TNV TEPIGTPOPT] TOL TaikTn otapatdvtag tv CoRoutine mov
elvar amodnkevpévn oty rotateOnCast. Xn cuvéyetla, O€tovpie Tig 500 IEnumerator petapAntéc iceg pe null,
€POGOV €YouV dlakomel Kot pe TNy idwo Aoy aAralovpe v spellOnCast ce false. ‘Enetta, divovpe evioin
oto PlayerCooldown script va Egkiviioel TV HETPNOT XPOVOD Yid TNV KABLGTEPTON EXAVOYPTCLULOTOINGNC
tov spell. Téhog, Bpickovpe To GameObject tov spell, To anevepyomolov e GGTE Vo, YIVEL 1] OPYIKOTOINGT
mov ypetdleton (Kotaympnon tov Transform tov maiktn oty petafAntn caster mov KANPovouel amd tnv
KAGon Spell) kot 10T€ TO gVvEPYOTOLODLLE.

private IEnumerator StartRotateOnCast(SpellName spellName)

{
float timelLimit = GameDictionary.GetSpellCastingTime (spellName) ;

Vector3 castDestination = pointToCastTo - transform.position;
castDestination.y = O;

Quaternion startRotation = transform.rotation;

Quaternion rotation = Quaternion.LookRotation(castDestination);

for (float t = 0; t < 13)

{
t = Mathf.Min(t + Time.deltaTime / timeLimit, 1);
transform.rotation = Quaternion.Lerp(startRotation, rotation, t);
yield return null;

}

3

H StartRotateOnCast Coroutine dtorxglpiletan TNV OLAAN TEPLGTPOPT TOL TAIKTY, ALy TPV YiVEL 1 EKTO-
Eevom tov spell. 'Exet o¢ oxond vo mepiotpéyel Tov moiktn mpog to onueio ektodevong oe ¥pdvo 160 Le
avtév Tov ypetdletar To nrovuevo spell yio va ektoevbel. Apyikd amobnkedovpe ToV ¥pOVO VTOV GTNV
petafAntn timeLimit. Bpiokovpe kot amofnievovpe eniong v katedBuvon eKTOEELONE KOt TOPAKAT® TV
katevvvon meploTpoPns. Méoa otV EXAVAAN YN, XPNOIHOTOIOVTAS TV HEBodo Lerp, mpoyuatomotodue
TNV OLLOAN TTEPLGTPOPT] TOVL TTAIKTY GTOV SLabEGIo ¥pdvo.

public bool HasSpell(SpellName spellName)
{

}

return _spells.Contains(spellName) ;
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public void SelectSpell(SpellName spellName)
{

if (spellName == SpellName.None)

{

selectedSpell = spelllName;
return;

}
if (_playerCooldown.HasCooldown (spellName))
{

selectedSpell = spelllName;
3
X

H pébodog HasSpell naipvel og gicodo éva {nrovuevo spell, eEetdletl av avtd vapyel oty AMota pe
ta spell kot emotpépet to amotéhespa. H SelectSpell ypnowomoteiton yio tnv adhoyn TG TUNG TOV EmL-
Aeypévov spell mov kpatdel n petafintn selectedSpell. Av to spell mov emAéyOnie dev eivan €roipo yo
EMAVOYPTCUYLOTOINGT), TOTE OEV TPAYLLOTOTOLEL TNV CALOYT].

public void AddSpell(SpellName spellName)

{
_spells.Add(spellName) ;
_playerCooldown.RegisterSpellCooldown (spellName) ;
spellBarFlag = true;

}

public void RemoveSpell (SpellName spellName)
{
if (_spells.Contains(spellName))

{
_spells.Remove(spellName) ;
spellBarFlag = true;
}
}

H AddSpell mpocbétel £va spell otnv Aota pe ta spell Tov maiktn, Tpochétel Tnv aviictoyn eyypoen
oto PlayerCooldown script kot gvnuepmvel emniong 0Tt £yive KATO0 AALOYT] TOL EVOLPEPEL TO SCript TOV
dwyelpileron v pmdpa pe ta spell. H RemoveSpell kdvet to avtiBeto, dniadn agatpei to {nrovpevo spell,
av avTo VITEPYEL.

public void RemoveSpecialSpell ()

{
_playerCooldown.UnregisterSpellCooldown (_specialSpell);
_specialSpell = SpellName.None;
spellBarFlag = true;

3

public void AddSpecialSpell(SpellName spellName)

{
_specialSpell = spellName;
_playerCooldown.RegisterSpellCooldown (spellName) ;
spellBarFlag = true;

X

public bool HasSpecialSpell()
{

3

return _specialSpell != SpellName.None;

H RemoveSpecialSpell ka1n AddSpecialSpell kdvouv tnv id1a dradikacia pe tig AddSpell, RemoveSpell,
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oAAG Yo To g1k spell.

public List<SpellName> GetPlayerSpells(bool includingSpecialSpell = false)

{
if (includingSpecialSpell && _specialSpell != SpellName.None)

{
List<SpellName> result = new List<SpellName>(_spells);
result.Add(_specialSpell);
return result;

3

return new List<SpellName>(_spells);

H pébodog GetPlayerSpells emotpépet pia Aota pe 6Aa ta anid spell Tov maikt. Ztnv nepintoon Tov
(I Bet, emotpéeer pali pe avtd Kot 1o €101K6 spell.
5.5 Stats.cs

using UnityEngine;
using System.Collections.Generic;

public class Stats : MonoBehaviour

{
private LivingEntity _livingEntity;
private RigidbodyWrapper _rgw;
[HideInInspector]
public bool statsPanelFlag;

public int baseMaxHealth { get; private set; }
public int baseRegeneration { get; private set; }
public float baseSpeed { get; private set; }
public float baseMass { get; private set; }

public int maxHealth { get; private set; }

public int regeneration { get; private set; }
public float speed { get; private set; }

public float damageConstant { get; private set; }
public float damageQuota { get; private set; }
public float mass { get; private set; }

public float cooldownConstant { get; private set; }
public float cooldownQuota { get; private set; 1}

private Dictionary<Stat, float> _stats;

public Dictionary<Stat, float> stats

{
get { return _stats; }

}

H «\don Stats ypnoyLomoteital yio Tov VroAoYIGHO Kot TNV amobnkevon Tov stat evog maiktm. Ot peta-
BAntég livingEntity xon _rgw xpatdve ta 600 avtictoye Components Tov Taiktn, T omoia ypeldleTon
KAdomn Stats, doTe Vo AVTANGEL OO AVTA TIC APYIKES TILES TOV GTOLYEIDV TOV TTAIKTN. ANAadN TNV apyIKn
TN Tov peyiotov g Long Tov malkTn, TV apyikn ToyOTNTO, TNV T avarAnpoong tng {ong kot TNy pala
tov. [Tapokdtw dNAdVOVTAL AVTEC Ol TECOEPLS avapepOLEVEG LETOPANTEG, KaBdc kal 1 statsPanelFlag, n
0Tol0l PN OLUEVEL Y10 VO EWOOTONGEL TO TAVEA LIE Ta, stats 6Tt vpEe Kamolo aAlayn].

X1 ouvéyeln, ot maxHealth, regeneration, speed, mass Kpatdve TNV TEAKN T TOV GTOLYEI®V TOL OVTI-
npocongvovv. H damageConstant kot 1 cooldownConstant kpatéve Evav otabepd apiBpd o onoiog onpaivet
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70 Kotd TOG0 givot avEnpévn 1 LELOUEVN 1) 0PYIKT TN TNG EMIBEOTG KOl TOV YPOVOL ETOVOYPNGLLOTOINONG
evog spell avtiotorya. O1damageQuota, cooldownQuota kpatdve T0 T0GOGTO KOTA TO 0010 Eval CLENUEVEG
N petwpéveg avtég ot tipés. Téhog, dnAdvovpe éva Dictionary 6to onoio Kataympeital kaOe stat mov €xetl o
TAiKTNG, KOOMG Kot 0 YPOVOS SLAPKELAG TOV.

void Awake ()

{
_rgw = GetComponent<RigidbodyWrapper>() ;
_livingEntity = GetComponent<LivingEntity>() ;
_stats = new Dictionary<Stat, float>();
InitializeData();

}

void Start ()

{
StatInit ();
statsPanelFlag = true;

}

v pnébodo Awake apyucomoteital ) petafint _rgw mov kpatdet to RigidbodyWrapper tov maiktn, 1
_livingEntity mov xpatdetl to LivingEntity component tov moiktn kot apyuconotgitol eniong o Dictionary
Tov amoBnkevel ta stat pe Tovg avtiototyovg ypovovg tovc. H pébodog InitializeData wov kodeiton otnv
GUVEYEL, OPYIKOTOLEL TIG OPYIKEG LETAPANTES.

Xmv Start kodeiton ) péBodog Statlnit n omoia apytkomotlel OAeC TIG LETAPANTEG LE TIG TEMKEG TYEG TOV
otolyeiwv Tov maiktn. 'ivetal otn cuvéyela evuépmon Tov TaveA pe Ta stat, kavovtag Tnv statsPanelFlag
fon pe true.

void Update ()
{

List<Stat> toDelete = new List<Stat>();
bool thereAreChanges = false;

foreach(Stat stat in new List<Stat>(_stats.Keys))

{
if (_stats[stat] > 0)
{
_stats[stat] -= Time.deltaTime;
}
else if(_stats[stat] != -1)
{
toDelete.Add (stat) ;
if (thereAreChanges == false)
{
thereAreChanges = true;
}
}
}
foreach(Stat stat in toDelete)
{
_stats.Remove(stat);
}
if (thereAreChanges)
{
CalculateStats () ;
}
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Yt pébodo Update duoyepilopoote Tov xpovo SLipKelog TV stat, oniadn apotpodue Tov xpodvo Tov
TEPVAEL OTUOIOKA KoL OTAV QVTOG TEAELMOEL, TOTE QPALPOVLLE TO Stat amd TV AMota _stats. Apyikd, SOnAdvovpe
pio kevi Aiota Tomov Stat kot pio petafinth boolean mov dnidver av Bo vapEovv orrayéc. Méosa otnv
EMOVOANYM Yia kdOe stat Tov waiKTY, OTOV 0 YPOVOC TOV ATOUEVEL EIVAL LEYOAVTEPOG TOV UNOEV, TOTE APOL-
POVLLE TOV YPOVO TTOL EYEL TEPAGEL 0O TNV T ToL Dictonary 610 stat Tov avtiototyel. Av glvat pkpoTeEPOG
oL UNdEV Ka S1dpopog tov -1 (To omoio ypnoomoteitan yia stat pe dmepn didpkela), TOTE TPooTifete oTNV
Mota pe o Tpog dloypo@n| stat. XTnv emopevn emavaAny, KAOE stat mov TEPLEYEL, TO S10YPAPOVLLE OO TNV
Mota pe ta stat Tov maikt. 'Enetta, av £yet yivel kdmota addayn, yivetor EavA 0 VTOAOYIGHOG TV GTOLXEIMV
TOV TTOIKTY).

public void InitializeData()

{
baseMaxHealth = _livingEntity.maxHealth;
baseRegeneration = _livingEntity.regeneration;
baseSpeed = _rgw.speed;
baseMass = _rgw.mass;

}

public void StatInit ()

{
maxHealth = baseMaxHealth;
regeneration = baseRegeneration;
speed = baseSpeed;
damageConstant = O;
damageQuota = O0;
mass = baseMass;
cooldownConstant = 0;
cooldownQuota = O;

H pébodog InitializeData apyicomotet Tig peTafANTEC TOL ATOTEAOVV PAon T®V GTOLYEIWDY TOV TOIKTN, LIE
Baon tig apyikcég Toug TIHEG TG omoieg Taipvovpe omod Ta dAla script (w.y. LivingEntity, Rigidbody Wrapper).

H Statlnit apyucomotel OAeC TIG HETAPANTES OL OTTOIEG AVTUTPOCOTEDOVV TIG TEAIKES TIUEG TV CTOLXEIMV
TOV TOIKTY).

public void AddStat(Stat stat, float lifetime = -1f)
{
_stats.Add(stat, lifetime);

CalculateStats () ;
}

public void Remove(Stat stat)
{

_stats.Remove(stat);

CalculateStats () ;
}

public void RemoveAllStats ()
{

_stats = new Dictionary<Stat, float>();

CalculateStats () ;
}

public List<Stat> GetAllStats ()
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{
return new List<Stat>(_stats.Keys);

3

H AddStat naipvel og €icodo éva stat kat Tov xpovo didpketdg tov. Me Baomn avtd, To tpocsbitel 1o Dic-
tonary _stats ov kpatdel OAa ta stat tov waiktr. H Remove naipvel og dpiopa mdr Eva stat kot ov vdpyet
oto Dictionary 16t 10 apatpei. Kot o1 dvo avtég pébodot ypnoiponotovv oto 1éAog v CalculateStats, 1
omoia Eova vroAoyilet Tig TEMKEG TIHES T®V 1010THT®V TOL TaikTn pe Bdon Tig véeg aAlayég mov Eywvav. H
RemoveAllStats agaipei 6l Ta stat amd tov maiktn kot 1 GetAllStats emiotpépet pio Aloto mov mepLéEyet
OAa Ta stat Tov Toiken.

public void CalculateStats ()
{
StatInit () ;
foreach (Stat stat in _stats.Keys)
{
if (stat.type == StatType.Constant)
{
switch (stat.category)
{
case StatCategory.MaxHealth:
maxHealth += (int)stat.factorValue;
break;

case StatCategory.Regeneration:

regeneration += (int)stat.factorValue;
break;

case StatCategory.Speed:
speed += stat.factorValue;
break;

case StatCategory.Damage:
damageConstant += stat.factorValue;
break;

case StatCategory.Mass:
mass += stat.factorValue;
break;

case StatCategory.Cooldown:
cooldownConstant += stat.factorValue;
break;

H pébodog CalculateStats vmoloyilel Kot evUEPDOVEL TIG TIHEC TOV 1O10THT®V TOV TOIKTN He Pdomn ta
vrapyovta stat. Apyka apyuorolovvol ot petaPintég pe v Pondeta g Statlnit. ‘Eneira eEetdalovpe
TPAOTH OA0, Ta, stat Tov glval TOTOL oTaBEPES. Apa LEGO OTNV EMAVAAN YT avaTpExove To AeEIKO e T stat,
Yo 6ca givar Tomov otabepdc. Enetta, eEAéyyovpe tnv katnyopia kdOe stat, dSnAadr| oe ol 131OTNTO TOL oL~
KT1] 0TOGKOTOUV Kol TPOGHETOVLE TV TIUN TOVG OTNV AVTIGTOUYN TN TNG LETAPANTAG TTOL AVTUTPOCOTEVEL
NV 1010TNTa QVTH.

foreach (Stat stat in _stats.Keys)
{
if (stat.type == StatType.Quota)

{
switch (stat.category)
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case StatCategory.MaxHealth:
maxHealth += (int) (maxHealth * stat.factorValue);
break;

case StatCategory.Regeneration:
regeneration += (int) (regeneration * stat.factorValue);
break;

case StatCategory.Speed:
speed += speed * stat.factorValue;
break;

case StatCategory.Damage:
damageQuota += stat.factorValue;
break;

case StatCategory.Mass:
mass += mass * stat.factorValue;
break;

case StatCategory.Cooldown:
cooldownQuota += stat.factorValue;
break;
}
}
}

ReApplyVariables () ;
statsPanelFlag = true;

3

Xty devtepn emavainymn Kavovpe To id10 aAAd Yo Ta stat TOmov mococtob. [N kdbe ctoryeio Tov
moiktn, 1 T Tov Ba petafAndel pe Bdon v T TOL £YEL KAl TNV TIUH TOV TOGOGTOV TOL LILAPYEL GTO
stat. Télog, pue v Pondewa g ReApplyVariables mpocoppolovpe Kot eVUEPDOVOVUE TIG VEEG TILEG TV
WO0TATOV TOL TOUKTN GTO SCript TOV TIC ¥PNOLOTOLOVV Kot 1d0motovpie eniong péow tng statsPanelFlag 6t
N Aioto Tov deiyvel ta stats oty 006vn mpénet va evruepmBet.

private void ReApplyVariables ()

{
_livingEntity.maxHealth = maxHealth;
_livingEntity.regeneration = regeneration;
_rgw.mass = mass;

_rgw.speed = speed;

H ReApplyVariables e Bdon Ti¢ TYES T@V 1O10THTOV TOL TAIKTH TOV KPUTAEL 1) KAAOT Stats, eviLePDVEL
TIC TWES VTEG KO 6T VITOAOLTOL SCTIpt TTOL TIG YPTCUYLOTOLOVV.
5.6 PlayerController.cs

using UnityEngine;

public class PlayerController : MonoBehaviour

{
[SerializeField] private PlayerNumber _playerNumber;
[SerializeField] GameObject _pointToCastToIndex;
[SerializeField] AudioClip _deathSound;

private RigidbodyWrapper _rgw;

private PlayerAnimation _playerAnimation;
private PlayerSpell _playerSpell;
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private PlayerCooldown _playerCooldown;
private LivingEntity _livingEntity;
private AudioSource _audioSource;

private bool _isDead;

private string _playerNo;

H PlayerController diaygipiletat tnv 6000 evog maikTn Kot pe féon aut TPATTEL TIG KATAAANAEG EVEP-
veies. Tlepiéyer emiong v Aettovpyia x€p1opod Tov 6TdYOV, 0TV 0 TaiKTNg BEAEL Vo eKTOEEVGEL KATO10
spell.

Ot 1peig Tpwteg petafantég mov gaivovral kot otov Inspector eivar 1 _playerNumber, 1 ool kpatdet
oV 0 TaiKTNG €lval o Taiktng éva 1 Vo, 1 pointToCastTolndex 1 omoia sivat £va gameObject wov aviurpo-
cwnevel To onpeio ektdéevong ko 1 _deathSound n omoia etvar o Myog KaTd TV YT TOL oK. 'Enteita
aKOAOVOOVV LETAPANTES TOV KPATAVE TOL SCIipt TOV EYOVV VO KAVOLV LLE TV GUUTEPLPOPH TOL TOUKTN KOl TO
KaBéva oo autd avolopuBavel Kot dtoyelpiletar £va cuyKekpluévo Tpofinua. AnAdvovpe exiong v peta-
pAnt _isDead mwov dnimvet av o waiktng £xet nTTnoel 1 01 kabmg Ko v _playerNo mov avtimpocworevel
o€ popoen string tov aptBud Tov TaikT.

void Start ()

{
_rgw = GetComponent<RigidbodyWrapper>();
_playerAnimation = GetComponent<PlayerAnimation>();
_playerSpell = GetComponent<PlayerSpell>();
_playerCooldown = GetComponent<PlayerCooldown>() ;
_livingEntity = GetComponent<LivingEntity>() ;
_audioSource = GetComponent<AudioSource>();

_pointToCastToIndex = Instantiate(_pointToCastToIndex) as GameObject;
_pointToCastToIndex.SetActive (false);

_playerNo = _playerNumber.ToString();

H pébodog Start apywonotel tig petafAntég mov avapépOnkay mponyovpévac, Bétovtag oe ovTéG TO
avtiotouyo Script/Component Tov waiktr. Emiong dnpuovpyeitatl 1o avTikeipevo mov kpotdel to onpeio ekto-
Egvong kot ApECMG LETA OMEVEPYOTOLEITAL Y10 VO UNV €ivar pavepd. Apyrkomoteitat eniong kot 1 LeTaPANTN
pe tov apdud tov woiken.

void Update ()
{

if (_isDead) { return; }

// Take care of the mouse / move - spellcast
Vector3 direction = Vector3.zero;
SpellName spellPressed = SpellName.None;

// Movement
if (Input.GetButton("Vertical_" + _playerNo))

{
direction.z = Input.GetAxis("Vertical_" + _playerNo);
}
if (Input.GetButton("Horizontal_" + _playerNo))
{
direction.x = Input.GetAxis("Horizontal_" + _playerNo);
}

Xmv pébodo Update mpaypatomoteiton 1 Asttovpykdtnrta mov tpocepépel to PlayerController. Xtnv
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apyn, EAéyyeTon av o maiktng £xel NTTNoel. Xe avth TNV TEPITTMOT TO TPOYPOLLLLL ETGTPEPEL. ALOPOPETIKA,
TO TPOYPOUUO cuvE)iLel TNV exTédeon Tov kddwka Th¢ Update.

Eivan onpoavtikd va avaeepBet 6Tt otov Input Manager tng Unity £xovv optotel Kot yio Tovg 600 ToikTeS
TOL OVOLLOTO TOV €1600MV Yo KGO kiviom ko spell. H ovopacio toug gival 1 idia, pe v dtopopd Ott yio
TOV TPAOTO Taiktn OAEC 01 ovopacieg Teleldvouy 6e ' P1', evd yia tov devtepo o' P2'. Tnv eméktaom avth
amoBnkevel ka1 petofAnty _playerNo.

Apywd opiCovpe 600 petafintéc. H petapint direction ypnoiponoteiton yio, v omobnkevon v ko-
TevBvvong Kivnong Tov maiktn, evo 1 spellPressed yio 1o 6vopa mBavov spell. ‘Ensita eléyyovpe v op1lo-
VTI0 KO KOTOKOPLON Kivior Tov Taiker, avaioya Le To av TotnOnke n avtiotoyn €i6odog. Amodnkevoule
TOTE TNV Kivnomn otov KaTdAANAo aEova.

//Spell Choice
if (Input.GetButtonDown("Fireball_" + _playerNo))

{
spellPressed = SpellName.Fireball;

if (Input.GetButtonDown("PlasmaField_" + _playerNo))
spellPressed = SpellName.PlasmaField;

if (Input.GetButtonDown("Teleport_" + _playerNo))

¢ spellPressed = SpellName.Teleport;

if (Input.GetButtonDown ("BulletStorm_" + _playerNo))

spellPressed = SpellName.BulletStorm;

3
if (Input.GetButtonDown ("SpecialSpell_" + _playerNo) &&
_playerSpell.specialSpell != SpellName.None)
spellPressed = _playerSpell.specialSpell;
X

"Emeita, axolovbei 1 €i60d0¢ yia ta spell. EAéyyovpe Aowmdv av matidnke €i6000G mOL aVTIGTOLKEL GE
kamoto spell kot amobnkevovpe To dGvopa avtov oty petafint spellPressed.

if (_playerSpell.selectedSpell == SpellName.None &&
! _playerSpell.spellOnCast)

_rgw.direction = direction;
if (_rgw.HasDirection())
_playerAnimation.SetIsMoving(true);

else

{

_playerAnimation.SetIsMoving(false);

}

else

{
_rgw.direction = Vector3.zero;
_playerAnimation.SetIsMoving(false);

g auTnV TNV GLVONKN, 0V 0 TaikTNG dev Exel emAEEel kKamoto spell yio emhoyn ko eniong dev Ppioketan
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otV dwdikacio ektogevong evog spell, Ttote evnuepmdvel TRV Kivnon tov maiktn pe faon v petafint)
direction, Aéyovtag oto RigidbodyWrapper mowa givor  katevbuven g kivinong. EAéyyel emiong pe v
BonBewa ¢ HasDirection tov RigidbodyWrapper script av o maiktng €xetl kdmoia Katevbovvon ddeopn
TOV UNdeVIKOD SaVOGLOTOC. AV €xel, TOTE EVIUEPMVEL OvOAOYa TO script Tov dtayelpiletar To animation
TOV ToiKTY, KaOOG Kot OTav dev €xel. Av o maiktng £xel emhé€el kamowo spell 1§ PpiokeTon oy dradikocio
ekTOEEVLONG TOL, TOTE BETOLLLE TNV KOTeEDBUVOT 101 LE TO UNOEVIKO JLAVLGLLOL KOl EVILLEPOVOVLE EMIONC TO
PlayerAnimation 61t 0 maiktng dev Kiveitat.

if (_playerSpell.selectedSpell != SpellName.None &&
! _playerSpell.spellOnCast)

UpdateCastPoint (direction,
GameDictionary.GetMinSpellCastDistance(_playerSpell.selectedSpell),
GameDictionary.GetMaxSpellCastDistance(_playerSpell.selectedSpell));
3

Orav o maiktmg éxel emdéEel kamoto spell kot dev Ppioketar otnv dadikacio ektOEEVONG TOV, TOTE [UE
v BonBeia tng UpdateCastPoint kot pie fdiomn v €ic060 TOL KT TOL EXNPEGLEL TNV TN TNG LETAPANTIG
direction, evnuepovovpe v 0o Tov 6TOYXO0L EKTOEEVONG. TNV PEBOSO QLT TEPVALE EMIONG T OPLAL TNG
amooTaoNG TOL onueiov extdEgvong mov £xet To emtheypévo spell.

foreach (SpellName spellName in _playerSpell.GetPlayerSpells(true))

{
if (spellName == spellPressed)
{
if (_playerSpell.selectedSpell == SpellName.None &&
| _playerSpell.spellOnCast)
if (GameDictionary.GetSpellType (spellName) == SpellType.InstantCast
&% _playerCooldown.HasCooldown (spellName))
_playerSpell.CastSpell(spellName) ;
_playerAnimation.SetIsMoving(false);
else if (GameDictionary.GetSpellType(spellName) ==
SpellType.NormalCast && _playerCooldown.HasCooldown(spellName))
_playerSpell.SelectSpell (spellName);
SetCastPointToDefaultPosition(GameDictionary.GetDefaultSpellCastDistance (spelll
}
}
else if (!_playerSpell.spellOnCast && _playerSpell.selectedSpell ==
spellName) // and selectedSpell != SpellName.none
_playerSpell.CastSpell(_playerSpell.selectedSpell);
_playerSpell.SelectSpell(SpellName.None) ;
_playerAnimation.SetIsMoving(false);
HideCastPoint () ;
}
}
}

H emavéinymn ooty dwayepiletor v €ic0do Tov Taiktn mov £xet va. kdvet pe ta spell. I'o ke spell
TOV Tkt Aowdv edéyyetal av €xel emieyfel/motnOel. v mepintwon wov €xel matnOei, vapyovv 6V0
vronepmtooelc. H pia sivor 6tov dev €xel oM emheydei kdmoto spell kot 1 GAAN dtav vrdpyel Kamolo
emieypévo spell.
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v mpdn mepintwon, av to spell eivar tomov InstantCast ko givat £Toyo yuo xpnon, Tote TPOYOPALE
otV ddikacio ektdevong tov. Av givarl Tomov NormalCast kot givat £€Totpo yia xpnon, 101e EMALYOVUE
avto 1o spell ko eppavifovpe katl kdvovpe apykomoinorn tov onueiov ektd&evong (ne v Pondela g
SetCastPointToDefaultPosition) avdloya pe tnv mpokabopiopévn B€om mov Exel 1o ke spell.

Xty debtepn mepintwon eléyyovpe av to spell mov emAéyOnke/mathOnke Exel oM emAeyOel. Av €yxel
emieyBet 1o 1010, TOTE TPOYWPALLE GTNV JAOIKAGIO EKTOEEVGNC TOV. AVTI 1] TEPIMTMOOT) YPT|CILOTOLEITOL Y10l
va yivel n ekto&evon tav spell mov givar Tomov NormalCast, apov o maiktng Tpmta enthéyet To spell, émeita
dtoAéyel Tov 61dYo eKTOEEVONG KOl TELOG TO ekTOEEVEL. AoV d00el avTi 1 EVIOAN, emtléyovue to Spell-
Name.None, dniadn xavéva spell, otapatdpe to animation g kivnomng Kot OTEVEPYOTOLOVLE TO GNUELD
extdEgvonc.

if (Input.GetButtonDown ("SpellCancel_" + _playerNo))

_playerSpell.SelectSpell (SpellName.None) ;
HideCastPoint () ;

}
if (!_isDead)
{
if (_livingEntity.isDead())
{
_isDead = true;
_rgw.StopMoving () ;
_rgw.EraseExternalForces () ;
_audioSource.PlayOneShot (_deathSound);
_playerAnimation.SetIsDead(true);
}

v mpd cuvOnkn eléyyov eEetalovpe av o Taiktng pe Pdon v gicodo BEANCE Vo akLPDOGEL TV
gmioyn kdamowov spell. Xe avtiv v mepintmon, emAiéyovpe 1o SpellName.None kot amgvepyomotovpe 1o
onueio extdEevong. Znv devtepn cvuvOnkn elEyyov eEetdlovpie av o maiktng £xel ntIndel, Taipvovrag v
ninpogopia and to LivingEntity Tov maiktrn. Tote, evnuepdvovpe v petafinty _isDead, otapatape v
kivnon tov maiktn, tailovpe Tov avtioToryo Nyo Kol evnpepdvoupe to PlayerAnimation 6t o maiktng nrt-
™OnKe, dote va EeKvioel To avdAoyo animation.

private void SetCastPointToDefaultPosition(float defaultDistance = 10f)
{

Vector3 newIndexPos = transform.position + transform.forward *
defaultDistance + Vector3.up * .3f;
newlIndexPos.y = .2f;

_pointToCastToIndex.SetActive (true);
_pointToCastToIndex.transform.SetParent (transform) ;
_pointToCastToIndex.transform.position = newlIndexPos;
_playerSpell.pointToCastTo = _pointToCastToIndex.transform.position;

H pébodog SetCastPointToDefaultPosition gvepyomotei To onpeio ektdEgvong kot o Torobetel oty emi-
Bount) anodotaon and tov maiktn. H 08€om avti opiletal oty petafint) newlndexPos. Mg Bdon avtd
avavemvovue v Béon tov onueiov extdéEevong mov PAEREL 0 maikTtng otV 006V KaBdS Kol To onpeio
ekto&evong mov kpatael to PlayerSpell script.

private void UpdateCastPoint(Vector3 direction, float minDistance = 1f,
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float maxDistance = 40f)

Vector3 moveDelta = (_pointToCastToIndex.transform.position -
transform.position) .normalized * direction.z * Time.deltaTime * 70;
moveDelta.y = .2f - _pointToCastToIndex.transform.position.y;

if (Vector3.Distance(transform.position,
_pointToCastToIndex.transform.position + moveDelta) < maxDistance &&

Vector3.Distance (transform.position,
_pointToCastToIndex.transform.position + moveDelta) > minDistance)

{

_pointToCastToIndex.transform.Translate (moveDelta, Space.World);

_pointToCastToIndex.transform.RotateAround(transform.position,
Vector3.up, direction.x * Time.deltaTime * 150);

_playerSpell.pointToCastTo = _pointToCastToIndex.transform.position;

H UpdateCastPoint avaiapfaver tnv evnuépwon g B€omng tov onpueiov ektdEevong evog spell. Eyet wg
gloodo v embount katevhuvon nov Tpémetl va kvnbel o onpeio avtd, KabdG Kot To LEYIOTO Kot EAAYIOTO
0plo amOGTOONG OO TNV TOUKT.

0O G&ovog z avTITPOcHOTELEL TNV KivNon KOVTA Kot Lokpld arnd Tov Taiktn. Avti 1 Kiviorn vroioyiletot
Kot amofnkevetor apyikd otnv moveDelta. H direction.z maipvetl tig Tyég 0, 1, ko -1. ‘Emeta, oty cov-
0Nk eréyyov eléyyovpe av 1 véa Béomn Tov onpeiov exktogevong Ba eivar péca ota emBountd Opla. Av
elvar péoa o€ aTd, TOTE EVNUEPDOVOLLE TNV BEGM TOL GTNV KavovpLa. TNV CLUVEXELX, LE Ao Tov AEova X
TOV J1vOGHOTOC VITOAOYILOVLE TNV KiVI|ON TTEPIGTPOPNG TOV OMpEioL EKTOEEVONG YOP® OO TOV TOTKTT KOl
evnuep@vovpe v Béomn av.

private void HideCastPoint ()
{

}

_pointToCastToIndex.SetActive (false);

}

H pébodoc HideCastPoint amevepyonotel to avtikeipevo mov aviurpoocmnedel To onpeio ektdEguong Tov
PAémet o maikTng otV 000V.
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6 Amotéleopa

Av106 10 KEPAAOLO ELVOL TO TEAELTAIO KEQALNLO TNG EPYUTTAG. XKOTO EXEL VO TOPOVGLAGEL LEPIKEG OKTVES
KO EIKOVEG PEGT A0 TO TEAIKO TTOLLY VIO KOl VOL AVOPEPEL DIAPOPEG SVGKOAIEG TOL VANPEAV KATA TNV AvVATTLEN
tov. Emiong, oto téhog avapépovtat diapopeg TpoTdoels yio Toxdv HeALoVTIKY PBeATiwon Tov matyvidlov.

6.1 Gameplay

2TIC TPAOTEC TPELG EIKOVEG 0TO LyNpa 32 PAETOVLE TA, GTIYUIOTLIO TEPLYNONG GTO OPYIKO HEVOD. AvTd
OTOTEAOVV TNV KEVIPIKT EIKOVO TOV PEVOD, TNV KOPTEAX LE TIG 00MYIEG TOL ALY VIS0 KOl TNV KOPTEAL [E
TO, KOUUTTLYL T OTO10L YPNOLOTOLOVVTOL TN GLVEYELD, 6TO ZyNuad 33 mopovctdlovtal GTYHOTUTO OO TO
gameplay tov wayvidro0.

Start Game
How To Play [

E

(a") Apywd

How To Pla Player 1 Player 2

| Back H

(B") How To Play (vy") Controls

ZyMpo 32: Mevod
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“n [Wave 12
4 FPS: 61

B o)
Zynpa 33: Zxnvég Hoayvidiod

6.2 Avokolriec KaTd TNV VAOTOINOY

Katd v viomoinon g avamtuéng Tov Tatyvidlon, TopouctdoTnKay OT®s 1TV AVAUEVOLEVO SLAPOPES
dvokoriec. H mpdtn and avtéc Ntav 1 KaTdKTnon TV amoltoVHEV®V YVOCE®MV oYeTKA pe Tnv Unity, Tig
duvatdtreg TIg omoieg Tpoceépel kabmg kot to Scripting APL TIpwv v géokeiwon pov pe avtd, fTov
adHvaTo Vo opyiceL 1 0pYEVOOT KOl O TPOYPAUUOTICHOS TOV TeEAMKOD Project. e avtr] tnv @domn, peydin
Bondelo amotédece n perétn tov Pifiiov Unity In Action tov Joseph Hocking[4], | 1otocelida tng Unity
pe to Documentation kot eniong n i1otoceAdido Unity Answers[5].

Ocov agopd tn duckorio, vAomoinong tov TeElkol Project, vipée kdmowa afefaidmrta cto Bépa op-
YAVOONG GUYKEKPILEV®V SCript Kal 6TV 6Yedi0oT TOV TMG v OAANAETIOpoUV petald Tovg. o Tapdderypo
1o PlayerController poli pe ta vrérouwma fondntikd script/component wov €xet o maiktg. [apott ektedovv
EMTLYMG TOV GKOTO TOVG, O GYEGELG LETAED TOVG £xovV Evtovn e&dptnon mov onpaivel 6Tt po pritkn aAloyn
670 éva script Oa amartel avtiotolyeg aAlayES Kot 6TO LTOAOLTO.

Emiong, n ebpeon tov katdAinlov kot taplact@v Sound Effect ftav Alyo dbvokoln kai ypovoPopa,
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TP, TV UEYOAN YKApo Smpedy Nymv oto internet. Ot ot Tov Tayvidtov PpédnkKoy cuyKEKPIUEVA OO TV
16T00eAMd0 www . freesound . org, OTMG TpoavapEpOnKe kat otny elcaymyn. Evag mapdyovtag mov fondnoe
o€ avTo 10 Béua NTav N enebepyacio NYOV UE TNV XPNON TOV dWPEAV KOl OVOIKTOD KOSIKO TPOYPALLOTOG
Audacity[6].

Téhog, 0 emBuunTog TPOTOG e TOV 0moio NOeAa Vo, Kiveitol 0 TaikTng Ko o1 xfpoi dev pumopovce va
vAomomBei poévo pe v ypnon tov Rigidbody Component tn¢ Unity kot yioo avtd tov Adyo dnpiovpyn-
Onxke to script RigidbodyWrapper, to omoio metvyaivel to embounto omotédeopa. H embounty kivnon mov
EQOPUOCTNKE NTOV TO SIAVLGHLO TG KIVo™NG TOV TToUKTN Vo givatl 160 pe éva otabepd didvuopa TaydTnTog
Boaciopévo otV ToLTNTE TOV TOUKTN GLV TNV TAXVTNTO TOL TopayeTal eEotiog TV eEMTEPIKOV duvauemv
OV ACKOVVTOL GTOV TTOAKTY.

6.3 IIBavic Behtiwoseig

O mBavég PEATIOOELS 0POPOVY PEPIKEC OKEYELC £TGL MOTE VO, IO VIdL va yYivel KOAVTEPO amd TO T®-
PO 6TAd10. AVTEC gite £X0VV GKOTO VO TPOoHEGOLV KATL EMITALOV 0TO TTouyvidl, €ite va dopbdcovv Kot
BeAtidcovy KdTL TOV VILAPYEL NON.

Mia mBavn Bedtioon givat n TpocOnkn evog pkpov oyetikd Capsule Collider otovg x0povc, Ta omoia
Ba oviiKovy amokAEIGTIKA o€ va 016 ToLG layer. Andadn 1 puotkn Ba Aettovpyel povo peta&d tovg. Avtd Ba
Beltuover o e&ng mpoPinpa: 0tav Torrol xfpol kuvrydve Evav Taikn, TOTE LETA 0md Alyo cLYX®OVEDOVTOL
a@ov akoAovBovV Tty id1a Topeia. ExumAéov, yia toug ex0povg mov givat 6po10t HeTa&h ToVE, 1 GLYXDVELGT
VTN €XEL WG AMOTEAEG LA KATOLES GTIYUEG VO paiveTal 0Tt elvan €vag exBpds o éva onpeio, vd eivat ToA-
Aoi. Znuewdveral 61t ta facikd collider tov exfpdv dev arAnAienidpodv peta&d Tovg, 510TL awTd, AOY0 TOL
peyéBovug tmv collider avtov Ba ékave v Kivinomn tov evog va emnpedlel oe peydio Babuod v kivnon tov
GAlov, prhokdpovtag Tov SPOHo Tovg. XTo Zynua 34 eoivetal 1 GUYYMVELGT QVTY.

yiua 34: Merged Enemies
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AA Bedtioon Ba pmopovoe va glvar va avEnBodv o avtikeipeva To omoio, pTopovv vo TEGouy Otav
nebdvel kdmoiog exBpdc. Lo Tmpvo moryvidl vdpyel povo o HealthKit to omoio avamdnpmvel peptkdg tnv
Com tov aiktr. Avtd Bo propovoay gite va divovy stats 6Tov TaikTn, £lT€ VoL KAVOLV kAol dAAN EExmploTn
EVEPYELOL LEGO GTOV TTOLYVIOL.

AlAeg o aenpNUEVES 10€EC Y fedTimon gival 1) TpocOkT TEPIEGOTEPOY Wave, TeplocdTEP®V special
spell ko n dnpovpyia kémotov Final Boss petd to televtaio wave. Eniong, 0o tpodcBete peyalvtepo evolo-
QEPOV 1 TPOGONKN UG EEYMPLOTIG CUUTEPLPOPAS Yia KGOE £x0p0O, apod N Pacikr Aoy | TNV omoia ot
exfpol kuvnydve Kot emitiBevton Kotd Tov maiktn eivar 1 1dta. Avtd mov dapépet glvar o Tpdmog enibeonc
ToL KGO TalkTn Kot 1 S1opoPOoToinon TV TIHAV o€ KOwEG PeTtafAntég Tov ypnotponotei to MobBehaviour
script.

6.4 Apyseio wov ypnopomroOnkoy

[ivaxag 1: Movtéla mov xpnoiporotdnkay

Model Model Source
ElfArcher http://opengameart.org/content/elf-game-ready-and-animated
Goblin https://www.assetstore.unity3d.com/en/#!/content/12131
Golem https://www.assetstore.unity3d.com/en/#!/content/33260
LavaGolem http://opengameart.org/content/fireicestone-golem
LavaCreature http://opengameart.org/content/lava-spawn-animated
Skeleton https://www.assetstore.unity3d.com/en/#!/content/30659
Spider https://www.assetstore.unity3d.com/en/#!/content/11869
Werewolf http://opengameart.org/content/warwolf
Barrels https://www.assetstore.unity3d.com/en/#!/content/591
Trees https://www.assetstore.unity3d.com/en/#!/content/54724
Gate rocks https://www.assetstore.unity3d.com/en/#!/content/6947
Fence rocks https://www.assetstore.unity3d.com/en/#!/content/71569
Treasure chest https://www.assetstore.unity3d.com/en/#!/content/72498
Werewolf dagger https://www.assetstore.unity3d.com/en/#!/content/17203
Skeleton sword https://www.assetstore.unity3d.com/en/#!/content/17203
Menu Skybox https://www.assetstore.unity3d.com/en/#!/content/25117
Arrow http://opengameart.org/content/crossbow-1
Portal Particle https://www.assetstore.unity3d.com/en/#!/content/72399

BulletStorm Particle =~ https://www.assetstore.unity3d.com/en/#!/content/72399
PlasmaShield Particle = https://www.assetstore.unity3d.com/en/#!/content/72399
GroundShock particle  https://www.assetstore.unity3d.com/en/#!/content/72399
Domestication particle https://www.assetstore.unity3d.com/en/#!/content/68246

Buff particle https://www.assetstore.unity3d.com/en/#!/content/68246
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[ivaxag 2: "Hyot mov ypnoiporotidnkay

Sound Sound Source
Gravity http://freesound.org/people/shinshi/sounds/192192/
BulletStorm https://www.freesound.org/people/klangfabrik/sounds/232936/
PlasmaField https://www.freesound.org/people/Apenguin73/sounds/351812/
Hit Sound https://www.freesound.org/people/moca/sounds/49040/
GroundShock https://www.freesound.org/people/bareform/sounds/218721/
Teleport http://freesound.org/people/FlechaBr/sounds/340159/
Golem Death https://www.freesound.org/people/Bernuy/sounds/268506/
LavaGolem Death https://www.freesound.org/people/Kirat/sounds/158687/
LavaCreature Death https://www.freesound.org/people/malexmedia/sounds/31811/
ElfArcher Death https://www.freesound.org/people/11linda/sounds/168815/
Werewolf Death https://www.freesound.org/people/SkinnySoundGuy/sounds/
172004/
Goblin Death https://www.freesound.org/people/spookymodem/sounds/202100/
Skeleton Death https://www.freesound.org/people/Deganoth/sounds/348698/
Spider Death https://www.freesound.org/people/DrMinky/sounds/174436/
Merlin Death https://www.freesound.org/people/ecfike/sounds/154554/

Orc Death https://www.freesound.org/people/Timbre/sounds/86242/
Golem Attack1 https://www.freesound.org/people/Bernuy/sounds/268506/
Golem Attack?2 https://www.freesound.org/people/Bernuy/sounds/268506/

Werewolf Attackl https://www.freesound.org/people/Smullen93/sounds/340333/
Werewolf Attack2 https://www.freesound.org/people/Smullen93/sounds/340333/
Werewolf Attack3 https://www.freesound.org/people/Smullen93/sounds/340333/
Goblin Attack1 https://www.freesound.org/people/-sihil/sounds/213846/
Goblin Attack2 https://www.freesound.org/people/-sihil./sounds/213846/
Goblin Attack3 https://www.freesound.org/people/-sihil./sounds/213846/
Skeleton Attack https://www.freesound.org/people/qubodup/sounds/184422/
Spider Attack1 https://www.freesound.org/people/Timbre/sounds/100905/
Spider Attack2 https://www.freesound.org/people/Timbre/sounds/100905/
Spider Attack3 https://www.freesound.org/people/Timbre/sounds/100905/
Menu Click https://www.freesound.org/people/medetix/sounds/177912/
Lavabeam https://www.freesound.org/people/Apenguin73/sounds/351812/
Fireball Boom http://freesound.org/people/Werra/sounds/244394/
Fireball Cast http://freesound.org/people/LiamG_SFX/sounds/334237/
Win Music https://www.freesound.org/people/M-RED/sounds/52908/
Menu Music http://www.freesfx.co.uk/download/?type=mp3&id=17658
Buff Picked https://www.freesound.org/people/renatalmar/sounds/264981/
Heal https://www.freesound.org/people/Timbre/sounds/221683/
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https://www.freesound.org/people/M-RED/sounds/52908/
http://www.freesfx.co.uk/download/?type=mp3&id=17658
https://www.freesound.org/people/renatalmar/sounds/264981/
https://www.freesound.org/people/Timbre/sounds/221683/

[Mivaxog 3: Ewbdveg mov ypnoponomdnkoy

Image Image Source
Spell Icons http://game-icons.net
LavaBeamTexture https://mysteriousdove.deviantart.com/art/
Lava-Texture-2560-x-1440-498672313
Gravity Image https://naruttebayo67.deviantart.com/art/
ki-ball-electric-v2-327138855
Fireball Particle https://naruttebayo67.deviantart.com/art/

Fire-Ball1-423341140
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