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Evyapwotieg

Oa nfeka va exepdom T Pabdtatn extipnon kot v amdAVT EVYVOUOCHVY LoV GTOV VTELHLVO
pov kabnynm Hoyxovddxn Iodvvn. EEmpetikés emotpoviKég YVOGELS, gUmEpio KOl ONLLOVPYIKN
OKEYN NTOV TNYN EUTVELONC KOl KIVITPO Yo HEVA, €V M VTOUOVH Kot M €vOdppuven Tov fTav
KaBOPIOTIKEG Y10 TNV OAOKAP®GT VNG TNG EPYOGING.



Iepiinyn

H epyooia givon Evo monyvior tomov Open World Single Player Shooter RPG ko givon dtobéoiun o Windows kon
Android. Anovpyrnke oty mogvidopnyovr; Unity3D pe yprion epyodeiov tov Unity3D xon v yAdooa.
mpoypappotiopot C# yio to Scripting kopyudit. 3o monyvidt VGOV TPEIS SIPOPETIKES TEPLOYES.

H mpmm givou 1o ympto 6mov Eexavdet kot o aiytng oto oroio vrdpyovv mévte NPCs. O kdbe NPC &yet kon éval
quest wov dev etvan voypeTKd dAAE PonBdEt Tov Ty va Tekeunoel To motyvidt svkoidtepa. Otav o mokytng
TeEAEIMOEL TO quest e emuyio, TOTE TO TOYVIOL ToL dtvel TV avTapon Tov mov mEPEXEL XPS kot iome Kamolo
OVTUKEIUEVO Y10l VO, Yivel Tio duvardg. Apod mapet To quest, pumopet vor TieL Tpog Ty opTa 5600V Yo VoL KAVEL TaL
quests ko voL dpet k1 GA o XPS.

H debtepn miota &gl TéooEPEI SopopeTikodg TOmOVS TepdTv Kon fonBntikd onpieia yio, Tov Tyt X ot TV
wioTa yivovtan to, qUESES ko GKoTVoVTaS ToL TéEpaTa. O Toytng AopPdver XP avédoya to emimedd toug (660 o
peydio eninedo 1000 710 oA XPS). Ta. fonbitikd onpeio. g mictog givon Tpio oNpgic THAEUETAPOPAC GE GTLEIL
NG mioTog Kot £val onpieio ov yepilel mv (o) Tov moiy. XKomdg TG ToToS Eivor Vo, SUVOUMGEL O Tty TNG OGO o
TIOA) UTOPEL DGTE VO GKOTMOEL TO SUVOTATEPO TEPOS TG TG TOG KOL VAL ELPAVICTEL 1] €16080G TG omnAtdg Tov Boss.

H tpim miota givar 1 ornud tov Boss. To Boss givon o duvardtepo tépag Tov monyvioroD. Otav 10 oKoThoEL 0
O TG OVCIHOTIKG, TEAEIDVEL TO TTOLYVIOL OLMG VITAPYEL 1] SUVITOTITC, VO, GUVEYIGEL OTTAG VOL SUVOUMDVEL CKOTMVOVTOS
TEpOTo. Zav “ormodelkTikd” OTL 0 Ty TNG TEPUATIGE TO T VIdL O TOHYTNG EXEL WAV TOL EVOL IOIOHTEPO OVTIKEIHEVO
(maipvovrog PéPouna To avéhoyo quest).

Kord mv évapén tov momyvioton vidpyeL £va. LEVOD pE ETA0YT Evapéng 1 ammoympNnong omtd To oy viol. Enetrto, pe
™V EMA0YM Evopén, 0 TToly TG EEKIVAEL 07O TV TPATH THOTO oV TPEEEL TPATN POPA TO T VIOl CAADG TTNYOiVEL GTNV
TOTO. Ko 6TO ONUELD IOV 0TToBKELGE TNV TPOTYOLLEVT] POpE TTOL £mcnée. Av okotmBel omd avtimodo, Slonpovvton
70, GUVOAIKA XPS ToL TaiiyTn St 300 (TT0AD TOOVO Vo LEnBEL TO EMTiTedd TOV) Ko EELTO, TOL EUQAVICETON £Vl LEVOD
e TiG emhoyég Eovampoondbnee Kot 000G 07t0 TO oy VidL TV emA0YT E0VOUTPOCTIAONGE LETOPEPETOL TTO YWOPIO.
[avew de&udt g 086V vIdpyEL Eval pevoy Omov o Totiytng Ltopel vo dAAAEEL 6o, Vo CAAGEEL TV TTOLOTITOL TV
YPOPIKAOV, va. amofniedoel ™y tomobecio Tov kot vor Kével ££080 Tov mamvidon. [ Adyoug duokoriog ta XPs
aoONKEHOVTOL CVTOUOTOL.

Téhog, 0 ypotg yPedleTar Vo EXEl TANKTPOAIYLO Kol TOVTIKL Yi0, VOL LITOPEL VoL EXEL TAPWG TIG AEITOVPYIES TOL
TV, Xmy ékdoor) Tov Android ypetdleton pdvo éva kivnto pe Aettovpykd Android yio vor ptopet vo oiéel. H
£k000T) TOL KIVITOV £ivOlL TTOPALIOLY. LIE TOL VITOAOYIOTH), NAOOT €YEL TEGOEPE, KOLLITIAL AV oy 086V Yol T0
TEPTOTNLOL KoL TOL VITOAOUTa, YivovTo e Ty aer]. Emiong, 1 ékdoom ot £xetl kumoteg Asttovpyieg Atydtepeg oA Oyt
TOGO CTLOVTIKES Y10L TO T VIdL



Abstract

The project is an Open World Single Player Shooter RPG and it is available on Windows and Android.
It was created on the Unity3D game engine using Unity3D tools and the programming language C#
for the scripting part. There are three different scenes in the game.

The first scene is the village, where the player starts, with five NPCs. Each NPC have a quest that
is not required to pass but it helps the player to finish the game more easily. When the player finishes
the quest successfully, then the game gives him his reward containing XP and maybe an object to
become stronger. After player receives the quest, he can go to the exit door to complete the quests and
get more XPs.

The second scene have four different types of monsters and helping points for the player. In this
scene, the quests can be completed and if player is killing the monsters, he receives XP according to
their level (the larger the level the more XPs he receives). The helping points of the scene are three
points that teleports the player at points of the scene and one point that refills the player's life points.
The goal of the scene is to boost the player with XPs as much as possible to Kkill the strongest monster
of the scene and unlock the entrance to the Boss Cave.

The third scene is the Boss Cave. The Boss is the strongest monster of the whole game. When the
player kills it the game ends, but there is the probability to continue the game and boost the player by
killing monsters. As a “proof” that the player has finished the game, he will have on him a particular
object (he must take the Boss quest).

At the beginning of the game there is a menu with an option to start or quit from the game. Then,
with the start option, the player starts from the first scene if he runs the game for the first time,
otherwise he goes to the scene where he saved the last time he played. If player killed by an opponent,
his total XPs are divided by two (very possible to drop his level) and then game displays a menu with
the retry button to try again and exit button to exit the game. At the option retry, player will be
transferred to the village. At the top right of the screen there is a menu button where the player can
change weapon, the quality of graphics, save his position and exit the game. For difficulty reasons,
XPs are automatically saved.

In the end, the user needs a keyboard and mouse to be able to have all of the game functions. In the
Android version, only one mobile with Android is required to play. The mobile version is like
computer’s version, it have four buttons on the screen for walking and the functions are done with
touchscreen. Also, mobile version have some features less but not so important for the game.
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Axkpovopa

NPC (Non Player Character) Xopoktmpog Tov
TOLY VIS0V 7OV OEV TOV YEPILETOL O TTaiYTNG

Quest ATOGTOAN UE avTapoPn

XPs [16vtot gumeipiag yro evouvaumon Tov iyt

Boss Telkdc kKot Suvatdtepog avTimarog

Android Agrrovpyikd choTIA 68 KIvTa

C# AVTIKEUEVOOTPEPNG YADCOTO
TPOYPUULATICUOVD

MMORPG RPG pe modovg maiyteg Héce S1o61kTHon

Arcade TOmog mayvidlon




1 Ewsaymyi

1.1 Kivytpo yia tny dicloywyn the Troylokis EpYooioc

To xivntpo yw v deoywyn g epyaciag owtng Nty 1 BEAnon yw v onpovpyic vog
Bwreomayvidod To omoio 1o eiyo pavtaotel kot 0eka va, To Kave Tpayuatikota. Eniong, enedon
NTav SKIA oL Gav GKEWYT, TO GEVAPLO KOL 1] VAOTOINGN NG epyociag ywotav oyeddv Tontdypova
péxpt vo katoAnéo oto TteEMKO amotéAecpo. AAAO éva kivnTpo MTOV Ol SLVOTOTNTEC TNG
mayvidounyavig Unity mov emitpémel 6toug ¥pnotec g vo 1o d1eEAyouy o€ TOAAEG TAUTPOPUES
KAVOVTOG LOVO KATOEG EAAYIOTEG QAMOYEG OTNV EPYaoia, OT®S Kot EKava, Yo, To Asttovpytkd Android.
Téhog, éva axopa kKivnTpo ftav 0 TPOTOTLVTOG TPOTOG EVPESS COUANATOV (GE OYXEoN He TNG GALES
YADGGEG TPOYPOUUATIOUOV) TOV TPENEL VA, TAIEELS TO Ty VidL Yia vo To fpelg av TuydV vadpyovv.

1.2 2Jxomoc kou 2toyor Epyooioc

YK0TOG TNG ePYaCiag ival 1 yuyaymyia, 1 Kivnon Tov evolopEPovTog Kal 11 @ONo™ Yo GTPATNYIKY
OoKEYN KOTG TNV Oudpkeld Tov motyviolov. Emiong, dAlog évoc okomdg eivar m avdadein tov
duvatottev tng Unity yio tnv dnpovpyio vog moiyvidio.

210%0¢ G epyaciog NTav 1 egowkeimon Ko ekpadnon g yadooag C# kol v 0An Aoyikn tov
TPLGOLAGTUTOV TPOYPOUUATIOUOD KOl GYESIUGHOV.

1.3 Aoun Epyaciog

H epyacio avti &ekwvdel kdvovtag pio elooywyn o€ Pacikég vvoleg mov £(0VV GYECT UE TOVG
TOTOVG TALYVISIDV TTOV EIvaL 1] GLYKEKPIUEVT] EPYACIOL.

2TV GUVEYELD, OTO EMOUEVO KEQAALO YiveTOLl ovapopd Yo Tig Pacikég £VVOles Kot TOVG foctkodg
0PIGUOVE TOL TTaLYVIO0D MGTE VO, EIVOIL KOTOVONTH 1) GVOQOPA GTO ETOUEVO, KEQUAOLA.

Znv tpitn evotnTa LIAPYEL avaivon yio. v Tayvidounyovy Unity oto poio tng kot ota Pacikd
TPAYLOTO Kot EPYOAEID TOV €YEL KO YPNOLOTOLOVVTOL KUPIMG GTNV KOTACKEVT TOLYVId00 OTmG Ta
€10M mapabvpmv Kot TV factk®y Components yio To oy viot.

Ymy t€toptn €vOTNTO Yivetal ova@eopd Yio To KOPlO OVTIKEIpEVE oT0 moalyvidl kabmg Kol 1
GUUTEPLPOPE TOVGE.

Yy mépmn evotnto yiveton  avéAvon tov maryvidod padi pe toug C# kddikeg v SCripts. Xe o1t
yivetor n avéAvon etvar unyoavicuoi ot omoiot ivar eTiaypévol omd 1o Undév amod euéva.

Yy €kt evotnTo. avaQEéPm TIS OPopEg METAED TV VO €KOOCE®MV TOVL TOLYVIOWD 7OV
dnuovpynoa Adyo g WnTePOTNTAS KOl TOV uécwv mov dobétel n kébe mhatedppo (Windows,
Android).

Yty teievtaio evotnto. yivetol avalvon oto gameplay kor ot dvokoAieg katd thv vAomoinon
TOV TOYVIO00 KaBMG EMIONG Kot TPOTACEL Y10 PEATICOOT TOV ALY VIS0V GTO PEAAOV.



2 Avaivon Evvolov

2.1 T1 eivaa Open World;

To Open World givar évag 6pog yio. Brvteomanyvidia 6mov o maiktng pmopei va kivndei ehebbepal
HEC® €VOG EIKOVIKOD KOGLOL £X0VTOG UEYOAN €Aevbepion OGOV 0POPA TO TAC Kol TOTE VO, EKTELECEL
GUYKEKPLUEVOVS GTOYOLS o€ avtifeon pe Gl Prvteomaryvidia Tov €YoV Uit IO GUYKEKPLUEVT] doun.
Eniong pmopei va cvuvavtioovpe moyviot pue tovg épovg free roam 7 sandbox (mo omdvia) 6mov
onuaivouvv 1o id10.

Ta Open World Bwrteomayvidio cuovnbog otepodviol tovg adpatovg Toiyovg Kot Tig 000veg
OOPTOONG TOL givol KOWVA GE GYEJD YPOUUKOD EMUTEOOV, OGO PEYAADTEPOG Elval 0 KOGLOG TOGO TLO
TOAD vmhpyel avt N otépnomn. Levikd, ta Open World moyvidw e&oxolovbovv va emiPaiiovv
TOALOVG TTEPLOPIGLOVS 61O TEPPAALOV TOL TTayVidoD, &ite AOY® TEYVIKAOV TEPOPICUDV gite AOY®
TEPLOPICUADY €VTOG TOL TToyVidoy mov emPBdAlovtal omd T mopeia Tov moyvidroY. Tlapadetypota
VYNAOD EMTESOV TOVOUING GTA ALY VIO VTOAOYIGTOV UTopovV va Ppedodv oe Tomov MMORPG 7
oe mayvidwa Single Player mov akolovBodv tnv £vvola tov avotytol KOGpov, 6nmg 1 oelpd Fallout. H
KOpla ovsia Tov Open World woayvidion givat 0Tt TapEYOvV [0 TPOGOUOIMUEVT TPOYLOTIKOTITO Kot
EMTPEMOVY GTOVG TOUKTEC VO aVOTTOEOVY Ol TTOUYTEG TOV YOPOKTAPO TOLG KOl TI| GUUTEPLPOPE. TOVG
TPOG TNV KaTeVOVVOT TNG EMAOYNG TOVE. LTIG TEPUTTMOELS AVTEC, GLUYVO OEV VITAPYEL GUYKEKPLUEVOG
610Y0G 1 TEAOG GTO TO VIOl

2.2 Ti sivou RPG ([loiyvior Polwv);

"Eva moyvidr poAmv (mov pPeptkég Qopég TEPLYPAPETOL MG TTaryvidl pOL®Y KOl GUVTOPOYPAPI0 GE
RPG) givar éva mayvidl 610 0moio o1 ToiKTEG OVOAUUPAVOVY TOLG POAOVS TV YUPOKTNPWOV GE £V
QavtaoTiko mepiBdrdov. Ot maikteg avaiapufdavovy v €ubivn yio TNV avaAnNyn oVTOV TOV POA®V
HECO O oL aQnyNon, &ite PHECH CUYKEKPHEVOV EVEPYEIDMV €T HECH® MOG OLOOIKAGTOG ANYNG
amopdceny 1 avantuéng tov yapaxmpa. Ov gvépysieg mov AapuPdvovior o€ mOAAG monyvidio
EMLTVYYAVOLV 1 ATOTVYYAVOLY GOUP®VO, [LE TO CUGTNUC TOV KAVOVOV KOl GKOTOV. YTAPYOVV TOAAES
Swapopetikég popeéc RPG.

2.3 T1 eivou maryvidr Shooter;

Ta Shooter moryvida eivar o vrokatnyopio TV Toyvididv dpdong, Ta onoia oLV £xovv va
Kévouv pe v ToyLTNTA Kot Tov ypdvo ovtidpaong tov maiktn. Ilepiiapfdvovy moAld xowd
YOPOUKTNPLOTIKA TTOL EMIKEVTPMDVOVTOL OTIG EVEPYELES TOV AT YPTOLLOTOIDVTOS KATO10 €100G OTAOV.
Yovnbog avutd to €idog OmAov eivol évo OmAo Kovtivig M paxpldg suPéretoc. ‘Evag koo
YOPOKTNPIOTIKO TOV VIAPYEL € TOAAG anyvidlo Shooter givar Ta mopopayikd (opaipeg). Xvvnbwg, o
okomdg evoc Shooter mayvidlon gival v TUPOBOAAG TOVE AVTITAAOVS KOl VO TPOYMPAC GE OTOGTOAES
yopic vo oxotwbel | vo mebdver o yopaktipag tov maiktn. ‘Eva moryvidt Shooter givar éva €idog
Bwteomatyvidod 0mov 0 TaiKTNG £XEL TEPLOPICUEVO EQAPIKO EAEYYO TOL YOPUKTIPC TOV KO 1) ECTINON
glvar oyedov €€’ olokAnpov oy e£oAdbpevon v exfpdv TOV YAPOKTAPO YPNCIULOTOLDVTOG OTAM
ueyoanc euPéretac.

2.4 T1 eivoa wouyvior Single Player;

‘Eva Single Player moyviol eivor ovolaotikd €va moyviol pe povo évav maiktn mov yxepileTor o
moayvior ko’ OAn ) didprela ¢ TEPLOSOL TOV. X KAToln Tatyvidia vdpyetl to "mode single-player”
oL gival GVVNBG Evag TPOTOC TALYVIOI0V TTOV £XEL GYEONOTEL Yo va TToyTel amd Evay ok, oV Kot
TO TOYVIOL TEPIEYEL KO AEITOVPYIEG TOALUTADY TOLKTDV.
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H ovvipittikny mieloynoio TV cOYYpOVeOV TOVIOIOV KOVGOANG KOl TV malyvidlov arcade
oyeoldlovtal €161 OCTE Vo UIopolV v ToyToLV amd €vayv TaikTn. AV Kot TOAAG amd ovtd Ta
oy vidla €xovv TpOTOVG TOV EMTPEMOVY GE OVO 1| TEPIETOTEPOVG TTaIKTES VA Tailovv (Ol amapaitnta
TAVTOYPOVE), TOAD Alyol ypelalovtal TePIGGOTEPOVG amd EVaV TTOUKTEG Yo Vo Tai&ovy to monyvidl. H
oelpa Unreal Tournament eivat éva mapdderypo tétotov gidovg.
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3 Unity

3.1 T1 eivas n Unity;

H Unity eival por moyvidopnyovy TOAAOTAGY TAQTQOPU®Y 7oL ovarmtoydnke amd v Unity
Technologies, m omoia ypnowonoteitar kvpiwg Yo ™V  avartuén  Pwvteomoyvidudy Kot
TPOCOLOIDCEMY Y10 VTOAOYIOTEG, KOVOOAES KOl KIVNTEG GLOKEVEG TTOL LITOGTNPILEL Ypaukd 2D Kot
3D, Aertovpyia drag and drop xou scripting péom C#. AVo GAAeC YAMGGES TPOYPOUUOTICHOV
vrootnpixdnkav: Boo, n orola amoAbOnke pe v anelevbépmon twv Unity 5 xon UnityScript 1 onoio
Kkatopyndnke tov Avyovoto tov 2017 petd v anedevBépwon g Unity 2017.1. H UnityScript givon
pio 1010KTNTH YA®GGO dEGUNG EVEPYEL®V, 1 Oomola €ival cuvtakTikd mapopola pe tn JavaScript. O
Kivnmpog otoyevel ta akdrovba API ypaoikav: Direct3D oe Windows kot Xbox One. OpenGL og
Linux, MacOS kot Windows. OpenGL ES og Android kot i0S. WebGL otov 1616 kot 1d10ktntev API
oT1¢ kKovooreg Pvteomayvidiwv. Emmiéov, i Unity vroompilet ta APIS yauniod emmédov oe i0S
ko macOS kon Vulkan oe Android, Linux kot Windows, kabd¢ kot to Direct3D 12 ota Windows kot
t0 Xbox One. Méoa ota 2D moyyvidwe, n Unity empénel v €l00y®yq TOV sprites Kot vog
mponyuévov 2D maykocuov renderer. o ta woyvide 3D, n Unity emtpénetl mpodiaypagég Yo Tic
pvOuicelg ocvumieong kot avdivong render-to-texture yw kdfe mhateopue. mov vrootnpilel o
UNYOVIGUOG TOLYVIOIDV KOl TAPEXEL VIOGTAPIEN YO YOPTOYPAPNOY CLYKPOUGE®MY, YOPTOYPAPToN
avaxioong, xopToypaenomn mapdriaing, aropdovacn xdpov 006ving SSAO, SUVALIKES OKLEG e XAPTEG
okudg, render-to-texture kou full-screen post-processing effects. H Unity mpoc@épet emiong vanpecieg
og mpoypapuuatiotés, omwe: Unity Ads, Unity Analytics, Unity Certification, Unity Cloud Build, Unity
Everyplay, Unity IAP, Unity Multiplayer, Unity Performance Reporting and Unity Collaborate.

H Unity eivar a&loonueiotn yioo Ty wavotntd g vo otoyedel moyvidia yio, moAAATAEG
mhoteopues. Ot mhateopueg mov vrootpilovror onuepo givar Android, Android TV, Facebook
Gameroom, Fire OS, Gear VR, Google Cardboard, Google Daydream, HTC Vive, iOS, Linux,
MacOS, Microsoft HoloLens, Nintendo 3DS family, Nintendo Switch, Oculus Rift, PlayStation 4,
PlayStation Vita, PlayStation VR, Samsung Smart TV, Tizen, TVOS, WebGL, Wii U, Windows,
Windows Phone, Windows Store ka1 Xbox One. H Unity maAotdtepa vrootpice 7 dAleg mhot@opLeg
ovpmeptapfavopévov tov dtkov ¢ Unity Web Player. To Unity Web Player fitav éva plugin tov
TPOYPOAUUATOS TEPYNONG oV vrootnplotay povo ota Windows kot to OS X, to omoio &yel
katopynOei Adyo tov WebGL.

3.2 To mepifdiiov epyaaiac the Unity;

To mepiPdirov epyaciog g Unity elvor @uukd 7pog TOV YPNOTI KOU TPOCPEPEL TOAAEG
duvatotnTeg Kot eveMéla 6ToV ¥pNoTN VO TO TPOCUPUOGEL 6Ta PETPa Tov. XNV Ewkova 1 eaivovtol ta
GUUOVTIKOTEPO, VITOTTAPAOVPA. TTOV VIGPYOLY Kot EENYOHVTUL TAPAKATM WE TNV GELPA KoL TOV aplOuod
7oV &gl ke vromapdupo.
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3.2.1 Scene Window

To Scene Window (ITapdBupo Xxnvig) mepiéyel OAn v emreypévn mioto. Ovotlatikd givar o
GUVOAMKO GTNOIUO T®V TPIOOICTOTOV OVIIKEWHEVOV KOl TOV (POTOG OMOv Oivel TO TEMKO OMTIKO
amotéleopa. Méow oavtod Tov ToapabfOpov vEAPYEL KOl 1 SLVOTOTNTO TOV GCTNGIUOTOS TMOV
AVTIKEWWEVQOV pe TV Pondeta Tov movTikioo.

3.2.2 Game Window

To Game Window (ITapdBvpo IMoaryvidiov) eivar 1o Topabupo 6mov avolyel 0Tav EKTEAOVE vV
naigel To Toyvidt OOTE VO KAVOVLE ATOGOPUAUATOON TOV TOLYVISI00. LTO Topabvpo avtd EXOLUE TNV
duvatoTNTO VO KAEIGOVHE TOV MXO TOV Toyvidloy (o€ mepimTmon mov evoyAel 0 MYOG) Kol va
puOuicovpe to péyedog Tov mapadHpov Yo va S00HE TOG TPEYEL OE VYNAEG KOl GE YAUUNAEG AVOADGELG

0€ TEPIMTMOT TOV KAVOLUE TO oLy VidL va ivor responsive.
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3.2.3 Console Window

To Console Window (ITapdabvpo g Koveorac) eivar o mapdbvpo 6mov tumdvel to. warnings,
errors kat hints tg Unity 1o omoia givar pévo yioo tqv avorypévn oknvil. Xe mepintmon mov Ta.
warnings kot errors givo amd kdmoto SCript, pe v yprion dmhod KAMK Tnyaivel 6to aviictolyo Script
KOl OTNV GUYKEKPIUEVN YPOUUY 7oL &ivor T0 mpoOPAnua. Emiong ypnolpomowdvtag v €vioiq
Debug.Log(), étav ektedeotel eppavilete n tiun emiotpong g oov hint oto Console Window.

3.2.4 Hierarchy Window

>to Hierarchy Window (TTapabvpo Igpapyiog) vmbpyel n 1epapyio OA®V TOV OVTIKEILEVOV TOL
VIApYoLV otV ovorypévr oknvi. Kdévoviag kAik og éva amd to ovTIKEipEVa, @aivovtol To
mePlEXOLEVA TOVG oTov Inspector.

3.2.5 Project Window

To Project Window (ITapdBvpo Epyaciac) ovclactikd mepiéxel OAn v epapyio. Tov QakéAov
Assets wov givar vropakerog TG epyaciog. AnAadn, TEPEXEL OAX T AVTIKEILEVE, NYOVG, EIKOVES K.O.
TOL YPNOOTOOVVTOL 6TV epyacia. EmmAéov, vdpyel n duvatdtnta drag-n-drop tov apyeiov ctov
Inspector kot 6to Scene Window kabm¢ Kot 1 TpOETIGKOTNGT TOVC.

3.2.6 Inspector Window

To Inspector Window (ITapdBupo EAévyov) epgavilet 6Tt 1010TNTES Kot YOPAKTNPIOTIKG VITAPYOLYV
o€ éva avtikeipevo mov éyet emheyBei amo to Hierarchy. Emiong, omoladnmote phbuion givar dnpocimg
avouytn (public) propei va puOuotel amd tov xpHoT.

3.3 Baoikad, spyodeia kou Evvoiec oty Unity
Edd meprypdpovtal ot factkéc Kot ONUOVTIKEG EVVOLEG IOV YPTCLUOTOLOVVTOL MG O10TNTEC KoL TO
YOPOKTNPLOTIKG GE TEPIGGOTEPA. OVTIKEIUEVE, T Ty vidia Tng Unity.

3.3.1 Prefab

Prefab givar éva GameObject pe 1816ttec ko yapaxtnprotikd. To Prefab gtidyveron siodyoviog
éva GameObject, petd péom tov Inspector tov elsdyovpe TG WOIOTNTEG KOL YOPOKTNPIGTIKG TOV
0élovue kol Téhog to amobnkevovue cav apysio. To Prefab ov ypnowuonociton oe moAld Scenes,
umopove vo, emAéEovpe To apyeio Tov kot péc® tov Inspector va to pvbuicovpe Kot vo £xel Tig id1eg
pulpicelg og 6Aa ta Scenes.

3.3.2 Components

Components eivat ot 1310t TEG Ko Tat yapaktnplotikd tov GameObjects. To GameObject and povo
Tov givarl éva oToTkd avTikeipevo, Balovtag 6pumg components to “Covtavevovy” Kol To KAvouv va
£€yel KATOL0 YOPUKTNPO, YPNCILO TPOG TO 1010 TO Tayvidl Kot HEPIKEC POopES eivar eveuvéc. Ta mo
ovvnBiopéva eivon ta transform, scripts kou colliders.
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3.3.3 GameObject

GameObject givor avtikeipevo mov vdpyet péco oto motyvidt. To GameObject dnuovpyeitan dtov
€16GyovE KAmolo apyeio mov avayvopilel n Unity oto Hierarchy. Balovtdg tov components odldalet
1 CLUTEPLPOPA TOV LEGO GTO TTALYVIOL.

3.4 Baoixe Components atnv Unity

Xopic ta components otv Unity dev vrmapyer mayvidl. Xwpic avtd vrdpyst éva amid
pedldotato mepBdAlov mov dev yiveton timota. Ilapokdto Ba avoaeépm kot Bo avoidocw to
ONUOVTIKOTEPA OO AVTA.

3.4.1 Audio Listener
To Audio Listener givat ta “ovtid” tov moryvidod. MEc® avtod Yivetor avomapaymyn TV Nymv
7OV LILAPYOVV GTA GNUELN TOVL T VISL0D.

.Eludiu Listener 2] £,

Ewova 2 Audio Listener

3.4.2 Collider

O Collider ypnowomoteitar yio avixvevon GLYKPOVGE®Y KOl OTOTPENEL TOV TTOlyTN Vo Slamepdost
péoa oo éva GAo avtikeipevo. Yrapyetl oynuo otov collider mov pmopovpe va dwadéEovpe avipeso
oumg og Pactkd oynuote OTOS ceaipa, KOBog K.a.. Eniong, umopovue va. kdvoope tov collider tomov
triggered kou o mepintwon cHyKpovLoNG va eKTEAEGTEL KATTO10 SCript.

>

" Ewovo 3 Box Collider ce GameObject (o1 Tpaowveg ypappéc)
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Eikova 4 Box Collider Component

3.4.3 Skybox

Skybox givar pio oc@apikny gikévo 1 onoion umaivel otny Kevi atudc@apa. tov Toyvidiov. To
component qutd pPmaivel oTNV KAPEPO KOl OLGLOCTIKG KOAVTTEL TO. AypoUe onueio mov PAETEL 1
Kauepa. Xvvnlmg o€ avorytovg ydpovg to SKyboX givat o ovpavog.

Ewovo 5 Skybox

3.4.4 Audio Source

To Audio Source givan éva onpeio mov avamapdyst nyo. Balovtag éva Audio Source og Kamolo
GameObiject, givar oav va tov tomofeTodpe Eva NYEi0 TOL TOPAYEL VO GLYKEKPIUEVO MYO EXOVTOG GOV
OTOTEAECLO VO VTTAPYEL 1| OLVOTOTNTO CVATOPAYWYNG SLOPOPETIKOD NYXOL HE PAcm To onueio mov
Bpioketar o maiytng. Emiong, vrdpyet n dvvatdmta yio pvduion tov Nyov énmg wwootabuotng, Left
Right, évtaon kau pHOion éviaong oto ympo.

Ewéva 6 Audio Source
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3.4.5 Canvas

Canvas givar éva 01661406T0TO JLoPAVEG AVTIKEIPEVO OOV £YEL TNV WO1OTNTA VoL Eival HOVILA € OAN
™mv 006vn Tov maiyt. Xto Canvas cuvifwg Balovpe pmdapeg, ekoveg kot Soft joystics, touch pads yu
T1¢ exddoec Android.

O Inspector | [

& Canvas | ] static «

Tag [Untagged +] Layer [u 4

Ewova 7 Canvas

3.4.6 Nav Mesh Agent

To Nav Mesh Agent diver v duvatdtnta og éva GameObject va axolovBdetl Tov maiytn akpipdg
010 onueio mov givar. To component avtd ¥PMCULOTOIEL TEYVITIG VONULOGUVNG Yo Vo BPEL TOV TTaiy T
Kot tovtdypova petokvel kot to GameObject mov 1o éxet. T va yiver OAo avTd TO0 GVLGTNHO TPETEL
péom tov Navigation Window kot emdeypévo and tov Inspector to Terrain, va yiver Bake ®ote va
dnuovpynBel o pmie tpodidotarn empdvela mov gival akpiPdg 1 O pe TV HopPoAoYio TOv
Terrain.
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Ewéva 8 Mmde Emdavsio Navigator kar Nav Mesh Agent 6e GameObject

v —~ [ MNaw Mesh Agent & #*.
Agent Type | Humanoid : |
Base Offset 3 |
Steering
Speed [2=2 |
Angular Speed 120 |
Acceleration [22 |
Stopping Distance '5 |
Auto Braking [T
Obstacle Avoidance
Radius 4.5 |
Height 7 |
Quality [ High Quality :]
Priority ‘50 |
Path Finding
Auto Traverse Off Mesh Lin(

Auto Repath |
Area Mask | Everything =

Ewéva 9 Nav Mesh Agent

3.4.7 Rigidbody

To Rigidbody diver v 1810tnto. o £éva GameObject vo éyel kat vo d€XETOL PLUOIKE PAVOLEVEL
duvapenv, Oopog ypealetar va €xer kar €va non-triggered collider. Balovrag Rigidbody oto
GameObject, tote apykd €xel ta Pacikd ELOIKE Pawvopeve Ommg Papdtnta, TPIPN Kot ovtidpaon
otav déxetar duvauec. H Unity €yel kamola cuykekpuuéva voduepa yiao Tig Pactkég TG dUVANELS TOV
UTOPOVV OUME VO ALY TOVV KOl VOL TTPOYPOUUOTIOTOVV e TV Bonfeta kdmotov Script.
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Ewéva 10 Rigidbody pe 1ig Bacikég Tipég

3.4.8 Text Mesh
Text Mesh eivar éva diodidotato component pe TPIGOIEOTATN TOPOVCIO TOV TEPIEYXEL KATOLOL
ocvpporocelpd. Ymapyet kot 1 duvatdtnta factkng Tpomomoinong g cvpfolocelpdg.

Ewéva 11 Text Mesh

3.4.9 Transform

Transform eivou 1 Béom, mepiotpoen kar Khipaka evog GameObject oto ymdpo. OTIONNOTE OTTIKA
avVTIANTTO LIAPYEL PECO 6TO oy Vidt £xel avaykaotikd Transform. Xto Scene Window vrdpyet £va
epyareio pe tpia PELdKio TOV avTITPOc®TEVEL TOVG TpElg GEoveg XYZ 6mov pmopolie Tpafdvtag 1o
va kKwvpoovpe 1o GameObject péoca oto ydpo oANALOVTOC OVTONOTO TIG OVTIIOTOLES TIMEG TOV
Transform.

Ewéva 12 Transform
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4 Excayomyn moiyviown
Ye o6 10 KePdAato Oo avapépm ola to. GameObjects kat Tov polo Tovg HEGE 6TO TaLVidL avd

katnyopia. Oa avapépm toug NPCS, Tov Ttaiyt HE To YapaKTNPIGTIKA TOV, TG TIGTES, TO, AEITOVPYIKE
GameObject, pevod 086vng Kot Tovg OVTITAAOLG.

4.1 Xopartipoc tov Toiytn

O yapaxtpog tov maiytn ovoudleton Dante[21]. Emedn 1o mouyvidr eivon Shooter éyst tpeig
dapopetikovg THmovg dOmAmv Tovg machine gun, shotgun kot sniper. Avaldymg v Kivion mov Kavet,
nailel Ko To avéioyo animation. Iéve apiotepd oty 006vn givar 1 urdpo e 10 T0606TO TG LONG
TOV TOiYTN KOl 6T0 TEAOG NG 000vng eivar 1 pmdpa tov XPS kot to emimedo tov maiytn. Otav
Kovvigtal 1 Kapepa de€ld Kot aploTEPE KOLVIETAL TOPAAANAL Kol O TTaiyTng £Tol OGTE Vo lval mo
€0YPNOTO Yo TOV XPNoTN. YIhpyel OU®G Kot pio Se0TEP KAUEPH TOL YLPVAEL XOPIg VO KOVVIETAL O
maiytng. Me 10 apiotepd KAIK, o maiytne mupoPolrel akpiBag oty katevBuven mov kottdel. Ta 6mia
Tov givon Tpia Ko eivar machine gun, shotgun kot sniper 6ov povo pe o shiper matovrog deéi KAk, o
maiyTng onuadevel péca amd T dlomTpa.

4.2 Avtiralot

O1 tomot avtumdAov givoan mévte, to Worms[16], to snails[17], ta birds[18], ta frogs[19] kot o
boss[20]. Kabe idoc aviumdiov ektdg to boss, sivar and tpia péypt wévie o€ TANB0g cuv Tov Pactiid
TOVG 7OV Elva PeYaADTEPOG Kol € VYOC Kot o€ eninedo. Ot téooepelg avtoi TOHmol gival otny dgbtepn
niota dlackopmicuévol pésa otny miota. O boss gival oty tpitn miota 6oL £ivar Kot o wo dvvatdc.
ITupoPormvtag kol TeETVYAIVOVTOG VoV amd TOVS OVTITAAOLG, TOTE Ol KOVIIVOL TOL Kot id1ov TOTOV
avtimadol emtifovian Ko og mepintmon mov mupofoindel o Paciiidg tote GAoL ot avtitorotl idlov
tomov emitifovrot. [Topakdto eival ) TEPLYpaPT| TOV AVTITOA®V:
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Worms:

Worm:

Eninedo: 1

Zon: 100
Toaydtmra: 10

XPs ctov maiym: 25

Worm King:
Eninedo: 2

Zon: 100
Toydtmra: 10

XPs otov maiy: 50

Snails:

Snail:

Emningdo: 3

Zon: 100

Toydtnra: 22

XPs ctov maiym: 100

King Snail:

Emninedo: 4

Zon: 100

Toydtnra: 22

XPs otov maiytn: 200

Birds:

Bird:

Eninedo: 5

Zon: 100

Toyvmta: 20

XPs otov maiytn: 400

King Bird:

Emninedo: 6

Zon: 100

Toyvta: 20

XPs otov maiytn: 800

Frogs:

Frog:

Emninedo: 7

Zon: 100

Toyvta: 30

XPs otov maiym: 1600

King Frog:

Eninedo: 8

Zon: 100

Toyvnta: 30

XPs otov maiytn: 3200
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Boss:

Eninedo: 10

Zon: 100

Taydmrao: 1

XPs otov maiy: 12800

Ewova 15 To Boss

4.3 Orio.

Ta tpio 6mha Tov aiytn eivon machine gun, shotgun kou sniper. To kabéva amd avtd £xel pia
povadikny w0tnta. To machine gun[22][8] metder ypryopa Tic o@aipeg(ewdval[35]), To
shotgun[23][10] metdel Tpelg cQaipeg o€ TPES APOPETIKEG KotevbBvuvoels kot oto Sniper[24][9]
natdvtog de&i KMk okonevel and 1o okomevTpd[42] Tov. Iapakdtm givor 1 TEPLypOaQT TOV OTAMV:

Machine gun:

Xpovog amd opaipo oe ceaipa: 0,25 dgvtepdrento
Znué og avtitoro: 6
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Shotgun:
Xpoévog amod coaipa og opaipa: 1,25 devtepdrenta
Znmé og avtirtoro: 20

Sniper:
Xpbévog amd coaipa og opaipa: 2,5 devtepdienta
Znua og avtirtoro: 50

4.4 Znuavrixka GameObjects oxnvig

4.4.1 Teleporters

O teleporter givor éva onueio 6mov TAgpeTaPEPEL TOV oyt oo éva. onueio ¢ wiotag o€ éva
GANo. Avtd yiveton eneldn N oo EYEl HEYOAES amooTAcEls. Yhpyovv Tpelg dwapopetikoi teleporters
01OV 0 KaBEVAG KAVEL TNV TNAEUETAPOPE GTOV AVTIGTOLYO TOL {10V YPDUATOC.

Ewova 17 Teleporters

4.4.2 Health Point

>7o health point (ewdva[31]) étav axovumdel Tavo o maiytng tote Yepilel v (o1 Tov 6to 100%.
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4.4.3 Boss Cave Entrance

To Boss Cave Entrance[25](swdova[33]) eivar to onpeio mov o maiytng anyoivel 6Ty ToTA TOL
boss. Xty apyn dev vrdpyet oy TioTa KaBOLov, eppovileTal udvo dtov okotwbei o King Frog mov
gtvar 0 mo dvvartdg avtitadog g devtepns miotag. Emiong, yo va Pyeg amd v ornid tov boss
TPEMEL VO, GKOTMOGELG TO 1610 To b0SS dmov petd eppaviCetor n é£odoc(ewcdval37]).

Ewova 19 Eicodoc/EEodoc Boss Cave
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5 Avéivon maryviorov
Y& avto 10 KeEPAAoo Oa yivel avdivon oe OAeg Tig Asttovpyieg Tov kabe GameObject kot mwg

dnuovpyndnke 1o ontikd amotéAespo. Emumhiéov, Ba avaeepbel kot o C# kddKog ota avtioToryo
KOUMATLOL.

5.1 Aeirovpyiec

5.1.1 Kivnon Ioiytn

O maiytng ovolootikd amoteleiton and dvo GameObjects, to GameObject Tov poviédov Tov maiytn
Kol €vo ToAD uKpo adpato prardkt. To épriaga £161 emeldn yio va ¥pNGLOTOMGELS COGTA TNV
Baowkn guokn tng Unity kot vo gaivetol gUOIoAoYIKn 1) KiVNGT TOV TaiyTn TPETEL VO, AVTIKEILEVO VO
éye1 otov collider to isTriggered = false ka1 oo rigidbody tov 7o isKinematic = false. Av to Bdiovpe
avto6 Kotevbeiov oo GameObject tov povtélov tdte 0 Taiyng Oa kKavet “kowlotodumes”. Me v
BonBeia tov script Head.cs, ovolootikd “evdvovpe” To umaAdKl fe To LOVTELO TOV TtolyTn Kot £T61 0
maiymc v k&b frame mwov oAAalel Tpoywpdel oty B£om TOL £ivor TO UTOAGKL X®PIC VO KAVEL
“Kolotodumes”.

Head.cs:
public class Head : MonoBehaviour {
/1 this script synchronize the move object with the player as a result to make the player moving correctly

public Transform body;
public Transform head;

void Update () {
head.localPosition = body.localPosition;

}

Ewova 20 Mraiaxt Kivnong

AMOG évog mapdyovtag yio Ty kivion Ttov moilytn eivol n mEPLoTPoen T Kauepoac. H
TEPIOTPOPT oToV GEova Y TEPIOTPEPEL TALTOYPOVO KOl TOV TOIXTN DOTE 1 KAUEPA VO Elval LOVIHA
oW omd Tov TaiyTn Kot pe fdon To onueio Tov KoITdeL 1 KPP TPOY®PAEL Kot O TTaiyTng oploviia
kot k@Oeta. Emiong e to space amid mnddel Tpog To TUvVe.

Koppdtt tov kddko kivong oo onueio mov PAénet n kGuepa amd to script PlayerController.cs
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void FixedUpdate() {
/I move
float moveHorizontal = Input.GetAxis("Horizontal™);
float moveVertical = Input.GetAxis("Vertical");

movement = new Vector3(moveHorizontal * 2, 0, moveVertical * 2);

I/l jump if it is on the ground
if (Input.GetKeyDown("'space™) && IsGrounded)
rb.AddForce(\Vector3.up * 5, ForceMode.lmpulse);

/I moves the player based on camera rotation

rb.AddForce(moveVertical * 2 * camera.transform.forward * speed);
rb.AddForce(moveHorizontal * 2 * camera.transform.right * speed);

}

Koppdtt tou k®diko 6Tov 0 maiytng TEPIoTPEPETAL TOVTOYXPOVA UE TV Kapepa omd To Script
Animations.cs

void Update() {
// rotates player with camera
rotacja.eulerAngles = new Vector3(
transform.rotation.eulerAngles.x,
camera.transform.rotation.eulerAngles.y,
transform.rotation.eulerAngles.z);
transform.rotation = rotacja;

Av106 10 KOoppdTt givar yuo vo Kiveiton omAd. [Ipénet va paivetal 6Tl KIveitor QUGLOAOYIKE, OTNANOT|
VO KOUVAEL TO GMUO TOL OTMG TO KAVEL Evag Kavovikdg avOpwmog 0tov mepmatdel. Ondte mpénet v
evoouat®oovpe otov maiytn to Animations[5][6]. Ttn oapyf mpémelt va dnuiovpyncovue Evav
animator mov ovGlIGTIKG Eivat £va S1aypOpLLLe. OVTOTHT®V GLGYETIGEDY oL HOldlel pe katevfuvouevo
YPAPo. XT0 S1dypoppe ovtd maipvovpe cov ovtoTnTo [ie. Kiviorn tov maiytn wy o animation mwov
nepratdel gvbela. Ymapyovv Opwmg kot ot Pacikég ovtotnteg mov eivor mov egivonr to entry omov
Eekwvael To apykd animation, to start wov givon To apywd animation, to any state mov ypnoipomoTar
yio. AOyoug evKoAiag aAAayNG GLOYETIONG KOl TO eXit Tov ¥pNolHoToMTaL Yol 6T0 TEAOC OTOV Ty,
nebdvel o maiytng. Xt cvvdéoelg PeTaEd TOV OVIOTHTMY YPNCUOTO0VVTOL KOTEVOLVOUEVEC aKUEG
Y10 VO LETAPEPOOGTE 0o TO £vo. animation oto GAA0. XTiC aKUEG OVTEG UTAIVOLV TOPAUETPOL OTTOV
av £0VV TNV TN TOL TovG opicape Tote aAAGlel To animation. Ot wapdpueTpotl avtoi Aertovpyovy cov
uetaPAntég kot umopovv va givar tomov float, integer, boolean ko triggered.
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| & Local © |7 Account -

© Inspector
= Sprint -> WalkFwD #

Ys0 . =] &= 1 AnimatorTransitionBase
Directional Light

Terrain Transitions Salo Mute
e Swowseo oo
Main Camera =
» DanteP -
» City
» NPCs
» Fountain N210910 Has Exit Time
DriveBar » Settings
slantBar
» Canvas

®  BaseLayer

= Sprint -> WalkFwD

Any State

0:00-(000.0%) Frame 0,

5.1.2 Kivnon/Exnifeon Avumdiay

Ot avtinolot emtiBovton dtav mher kovid Tovg o maiytng 1| TupoPoinbolv omd Tov maiytn. Méow
tov Nav Mesh Agent mov £yovv ot avtinaiotl Bpickovy v axpipng tomobecio Tov Taiytn Kot Tov
aKoAovOovV aKOUA KOl EV KIVIOEL.

Ortav o maiymg Ppioketor og amdcoTacn pikpoTepn Tov 50 omd Tov avTimolo T0TE 0 AVTITOAOG Omd
poévog  tov  emtiBeton  otov  maiytm. Avtd 10 Ppiokovpe  kdvoviog:  amdotaon =
V((8é¢on_avumérov_oto_x — Béon_maiytn_oto_x)2 +
(Bon_avtimdAov_oto_z — Béom_maixTtn_oT0_z)?) émov sival 0 KAAGIKOC TOHTOC TG OmOGTAGNC 510
onueimv. Xty mepintwon pog dev ypelalopacte Tov agova Y enelon gival i610¢ oyeddv TavToL.

O avtitahog mpokaiel {Nuid oTov TaiyTn OTAV OTACEL KOVIQ GTOV TOAYTY KOl GUYKPOLGTOLV Ol
colliders tovc. H {nuid mov déxeton o maiytg Pyaivel amd tov tomo {nuid = eninedo_avtumdiov * 0,22
/ eminedo_maiytn. Ltov avtinoda, 6tav o moiyne kdvel (nuid otov avtinaAo TOTE EYOLUE TOV TUTO
Oua = {nuud._omhov * eminedo_moaiytn / eninedo_ovtuwdAov kot 0@od ydoel {01 TOTE AVAVEDVETOL TO
KOKKIVO VOUUEPO TTOL OvVaYPAQEL TNV {mn Tov avTumdAov kol emtifeTon otov maiytn aveEdptnta g
ondGTAONG TOV EYEL LE .

Ye mepintwon mov okotwbei o avrtimodog kot eivar péoa e evepyomomuévo quest tote o
avTioTOYY0G HLETPNTNG TOL avePaivel katd val.

OAog 0 kddKog avtog eivar oto EnemyMovement.cs:
using UnityEngine;

public class EnemyMovement : MonoBehaviour
{
/I follow player
public Transform player,enemy;
UnityEngine.Al.NavMeshAgent nav;
private float distance;

/I health

public TextMesh healthText;

private float health = 100;

public GameObject playerGO, Dante;
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private PlayerController pc;
private PlayerShooting shooting;

public int enemyXP;
public int enemyLevel;

I/ unlock next stage
public bool stageking;

private bool hit = false;
private bool enemy_follow = false;

private Quests questController;
Animator anim;
public EnemyMovement [] follower;

void Start ()

{
nav = GetComponent<UnityEngine.Al.NavMeshAgent> ();

pc = playerGO.GetComponent<PlayerController>();
questController = playerGO.GetComponent<Quests>();
shooting = Dante.GetComponent<PlayerShooting>();
anim = GetComponent<Animator>();

void Update ()
{

/I calculate the distance between enemy and player

distance = Mathf.Sqrt(
Mathf.Pow(enemy.position.x - player.position.x, 2) +
Mathf.Pow(enemy.position.z - player.position.z, 2));

/150 is a logical distance to make enemy follow the player or it follow him if hit by bullet
if (distance < 50 || hit || enemy_follow)
if (hit)
for (inti = 0; i < follower.Length; i++)

follower[i].follow();
}

nav.SetDestination(player.position);
if (anim)

anim.SetBool("isAttacking"”, true);
anim.Play("attacking");

}
}
else

if (anim)

{
anim.SetBool("isAttacking"”, false);

anim.Play("Start");

}
void OnTriggerEnter(Collider other)

/1'if hit by bullet
if (other.tag == "Bullet")
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{

/I erase enemy's health with type 6*player level/enemy level
if(shooting.get_active_ak())
health -= 6 * pc.getLevel() / enemyLevel;

if (shooting.get_active_spas())
health -= 20 * pc.getLevel() / enemyLevel;

if (shooting.get_active_sniper())
health -= 50 * pc.getLevel() / enemyLevel;

if (shooting.get_active_sniper2())
health -= 50 * pc.getLevel() / enemyLevel;

/l enemy dies
if (health <=0)
{

/I when the stage king dies, the gate of next stage must open
if (stageking){pc.opencave();}

Destroy(this.gameObject);
// adds the amount of xp points that player must recieve
pc.addXP(enemyXP);

if(questController.getql() == 1 && (enemyLevel == 1 || enemyLevel == 2))
{

questController.setcntql();

}

if (questController.getg2() == 1 && (enemyLevel == 3 || enemyLevel == 4))

{
questController.setcntq2();

}

if (questController.getg3() == 1 && (enemyLevel == 5 || enemyLevel == 6))

{
questController.setcntg3();

}

if (questController.getq4() == 1 && (enemyLevel == 7 || enemyLevel == 8))

{
questController.setcntq4();

3
}

/I prints the new value after the enemy hit by bullet
healthText.text = "" + health;

I/ enables enemy to follow you
hit = true;

}

/I if enemy reach the player
if (other.gameObject.tag == "Player")

/I erase player health with type enemylevel*0.22/playerlevel
pc.eraseHealth(enemyLevel * 0.22f / pc.getLevel());

}
}

public void follow()

{

enemy_follow = true;
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}

5.1.3 ¥vomuo tov quests

Ta quest AapPavovtor amd tovg NPCs[11][12][13][14][15]. TInyaivovTog KovTd Tovg eupavileton
evepyomoteitan évag triggered collider ko extedei To script Talk.cs. To script avtd angvepyomolel tnv
kivnon g Kapepag, dev apnvel Tov maiytn vo moupoPolrel ko eppavilel tov képoopa. Emncita
eupavitel to keipevo mov BéXel o NPC va “mel” atov maiym poll pe 1o mAaictd Tov amd Tom Kot T0
kovumnti Talk 6mov mpoywpdet Tnv cvlnTnomn.

Monkey D. Luffy Makoto Aihara Scorpion Ironman Catwoman

N\~

gy 4

. | »

Kddwkag tov Talk.cs:
using UnityEngine;

public class Talk : MonoBehaviour

{

public string[] conversation;

private int convolndex = 0;
private string currentTalk = "";

public GUIStyle fontsize;
private bool stay = false;

public GameObject playerGO, Dante, camer,camer2;
private PlayerShooting gun_controller;

private Animations anim;

private ActivateMenu me;

private CameraFollow cam_controll, cam_controll2;
public int quest;

public Texture2D backk;

void Awake()

{
me = playerGO.GetComponent<ActivateMenu>();
gun_controller = Dante.GetComponent<PlayerShooting>();
anim = Dante.GetComponent<Animations>();
cam_controll = camer.GetComponent<CameraFollow>();
cam_controll2 = camer2.GetComponent<CameraFollow>();

}

void OnTriggerStay(Collider col)
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if (col.gameObject.tag == "Player")

{
stay = true;
gun_controller.set_fire(false);
anim.set_talk(true);
cam_controll.set_rotate(false);
cam_controll2.set_rotate(false);

}

}

void OnTriggerExit(Collider col)

if (col.gameObject.tag == "Player")
{
currentTalk ="";
convolndex = 0;
stay = false;
Cursor.visible = false;
me.deactivate();
gun_controller.set_fire(true);
anim.set_talk(false);
cam_controll.set_rotate(true);
cam_controll2.set_rotate(true);
}
}

void OnGUI()
if (stay)
{

Cursor.visible = true;
GUI.skin.button.fontSize = 20;
GUILayout.BeginArea(new Rect(Screen.width * 4 / 10, Screen.height * 0 / 7, Screen.width, Screen.height));
if (GUILayout.Button("Talk", GUILayout.Width(200), GUILayout.Height(100)))
{
convolndex++;
if (convolndex >= conversation.Length)

me.activate(quest);
convolndex = conversation.Length - 1;

}
}
GUILayout.EndArea();
currentTalk = conversation[convolndex];

GUI.Label(new Rect(Screen.width * (20 / 100f), Screen.height * (12 / 100f), backk.width * Screen.width/75,
backk.height * Screen.height /1000), backk);
GUI.Label(new Rect(Screen.width * (40 / 100f), Screen.height * (25 / 100f), 0, 20), currentTalk, fontsize);

}

}

public bool get_stay()
{

return stay;

}
3
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Ewovo 23 Opihia pe NPC

Otav 1 cvlnon pTacel 6o T€A0G TNG ToL givar mhvta pia epdTNoN Yo T av BEAel va amodeyBel
0 moiymg o quest poli pe to TL TPémel va Kavel kot v avtapolPn tov. Exerta speavifovior 600
kovpmid Yes kat No péowm tov script ActiveMenu.cs ko yivetar ) amodoyn 1 oyt Tov quest.

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

public class ActivateMenu : MonoBehaviour {
bool active = false;

public GameObject playerGO;
private Quests pc;
private int quest;

void Start()

pc = playerGO.GetComponent<Quests>();

void OnGUI() {
if(quest I=0) {
if (active)

Cursor.visible = true;
GUILayout.BeginArea(new Rect(Screen.width * 4 / 10, Screen.height * 1/ 2f, Screen.width, Screen.height));
if (GUILayout.Button("Yes", GUILayout.Width(200), GUILayout.Height(100)))
{
if(quest == 1)
pc.setql();
if (Quest ==2)
pc.setg2();
if (quest == 3)
pc.setq3();
if (quest == 4)
pc.setg4();
if (Quest ==5)
pc.setg5();

active = false;
Cursor.visible = false;

}

if (GUILayout.Button("No", GUILayout.Width(200), GUILayout.Height(100)))
{
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active = false;
Cursor.visible = false;

}
GUILayout.EndArea();

}

}

else

{

active = false;

}
}
public void activate(int gn)
{

quest =qn;

active = true;
}
public void deactivate()
{ active = false;
}

}

Ewova 24 Amodoyn/Améppuyn quest

Av dev yivel 1 amodoyn dev yivetal amAd Timota. Av Tnv anodeybel 101e TO MO VIOl OMOBNKEVEL TO
otTL 10 avtioToo quest givon evepyd péom tov Script Quests.cs kat yivetor avevepyd uovo Kot tnv
TPOLYLLOTOTTOINOT] TOV.

Kdodwkog tov Quests.cs

using UnityEngine;
using UnityEngine.Ul;
using System.Collections;

public class Quests : MonoBehaviour {

private int q1, 92, 93, g4, g5;
private int cntgl, cntg2, cntg3, cntg4, cntgb;
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public GameObject playerGO;
private PlayerController pc;
private InGameMenu gun_active;

void Start () {
gl = PlayerPrefs.Getlnt("ql");
g2 = PlayerPrefs.GetInt("q2");
g3 = PlayerPrefs.Getlnt("q3");
g4 = PlayerPrefs.GetInt("q4");
g5 = PlayerPrefs.Getlnt("q5");
pc = playerGO.GetComponent<PlayerController>();
gun_active = playerGO.GetComponent<InGameMenu>();
cntgql = PlayerPrefs.GetInt("cntql");
cntg2 = PlayerPrefs.GetInt("cntg2");
cntg3 = PlayerPrefs.GetlInt("cntg3");
cntg4 = PlayerPrefs.GetInt("cntg4™);
cntg5 = PlayerPrefs.GetInt("cntg5");

void Update () {
if (cntgl >=2)

cntql = 0;

ql=0;
PlayerPrefs.SetInt("ql", 0);
PlayerPrefs.SetInt("cntql”, 0);
pc.addXP(200);

}
if (cntg2 >=3)

cntg2 = 0;

q2=0;
PlayerPrefs.SetInt("g2", 0);
PlayerPrefs.SetInt("cntg2", 0);
pc.addXP(1000);

}
if (cntg3 >=4)

cntg3 = 0;

3=0;
PlayerPrefs.SetInt("q3", 0);
PlayerPrefs.SetInt("cntg3", 0);
pc.addXP(4000);
gun_active.set_shotgun();

}
if (cntqd >=4)

cntgd = 0;

g4 =0;
PlayerPrefs.SetInt("g4", 0);
PlayerPrefs.SetInt("cntg4"”, 0);
pc.addXP(10000);
gun_active.set_sniper();

}
if (cntgs >=1)

cntgb = 0;

a5=0;
PlayerPrefs.SetInt("g5", 0);
PlayerPrefs.SetInt("cntg5", 0);
pc.addXP(40000);
gun_active.set_sunglasses();
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}
}

public int getql()
{

return q1,

}
public int getq2()
{

return g2;

}
public int getq3()
{

return g3;

}
public int getg4()
{

return g4,

}
public int getg5()
{

return g5;

}

public void setgl()
{
gl=1,;
PlayerPrefs.SetInt("ql",1);
}

public void setg2()
{
g2 =1,
PlayerPrefs.SetInt("g2", 1);
}

public void setg3()
{
g3=1,
PlayerPrefs.SetInt("g3", 1);
}

public void setg4()
{
g4 =1,
PlayerPrefs.SetInt("q4", 1);
}

public void setg5()
{
g5 =1;
PlayerPrefs.SetInt("g5", 1);
}

public void setcntql()
{

cntql++;
PlayerPrefs.SetlInt("cntql”, cntql);

}
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public void setcntg2()
{

cntg2++;
PlayerPrefs.SetInt("cntg2", cntg2);

}

public void setcntg3()
{

cntq3++;
PlayerPrefs.SetInt("cntg3", cntg3);

}

public void setcntg4()
{

cntqd++;
PlayerPrefs.SetInt("cntg4”, cntq4);

}

public void setcntg5()
{

cntg5++;
PlayerPrefs.Setlnt("cntg5", cntqb);
}

public int getcntgl()
{

return cntql;

}

public int getcntg2()
{

return cntq2;

}

public int getcntg3()
{

return cntg3;

}

public int getcntg4()
{

return cntg4;
}
public int getcntg5()

return cntgS;

}
3

A@o? yivel gvepyo, tOte péom tov Script QuestPrint.cs yivetot extommon dAwv TV gvepydv quests
o€ GEPd and TO EVKOAITEPO GTO HVGKOAOTEPO KAOMG Kol TNV TPOOdO TOLG 1| OToie. amodnKeveETAL YE
TO OV OAAGEEL.

Kodwag tov QuestPrint.cs

using UnityEngine;
using System.Collections;

public class QuestPrint : MonoBehaviour

{
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private string currentTalk ="";
public GUIStyle fontsize;

public GameObject playerGO;
private Quests pc;

void Start()

{
pc = playerGO.GetComponent<Quests>();

void OnGUI()
{

fontsize.fontSize = 30;

fontsize.normal.textColor = Color.white;

currentTalk = "Quests:\n";
if (pc.getql() == 1)

currentTalk = currentTalk + "Kill 2 worms ("+pc.getcntql()+"/2)\n";
if (pc.getq2() ==1)

currentTalk = currentTalk + "Kill 3 snails (" + pc.getentg2() + "/3)\n";
if (pc.getq3() == 1)

currentTalk = currentTalk + "Kill 4 birds (" + pc.getentg3() + "/4)\n";
if (pc.getqd() == 1)

currentTalk = currentTalk + "Kill 4 frogs (" + pc.getentg4() + "/4)\n";
if (pc.getg5() == 1)

currentTalk = currentTalk + "Kill the Boss (" + pc.getcntg5() + "/1)\n";
GUI.Label(new Rect(Screen.width * (1 / 100f), Screen.height * (28 / 100f), 0, 20), currentTalk, fontsize);

Quests:
Kill 2 worms (0/2)
Kill 3 snails (0/3)

Kill 4 birds (0/4)
Kill 4 frogs (0/4)
Kill the Boss (0/1)

e |

Ewova 25 Extonmon quests

Téhog O6TaV TPAYULATOTOMGEL O oy TG KAmoto quest Tote AapPavel TNV avTopolBn Tov kat 6gv
epoavileton TAéov apiotepd g 006vng To avticToryo quest daTnpdvTag OGS TNV TAEVOIOT) TNG
dvokoriog.

5.1.4 ¥domua tov pevov

To pevon[46] dnpovpyeiton amd to script INGameMenu.cs kot Tepiéyel TEGOEPOL KOVUTLA, |UE
Aertovpyieg OMG EMAOYN OTAOV, OAACYT] TOLOTNTAG YPOUPIKAOV, amobnikevor tonobesiog maiytn Kot
£E€0d0¢ amd to Toyvidl. To pevov avolyel gite TOTOVTAG TO TANKTPO “P” it KAVOVTOG KAK TAV®O TOV
(to movtikt pmopel vo unv eaivetal oAAG vapyet). Emiong, To xovpni tov pevod gival povipa oty
whvo oe&ld dicpn g 00ovNG.
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Graphics

Exit Game

Ewéva 26 Mgvoo

Yy emhoyn 6mhov (Guns), epeavifetat £va deDTEPO VIOUEVOD UE KOLUTLA TOV S100EGIUOY OTAMY
OOV EMAEYOVTOG £Va, 0O aVTA YIVETOL GAANYN LE OVTO TOV KPOTAEL KO ETXELTO KAIVEL TO VITOUEVOD.
Ymv emhoyn aAlayng mowdtntag ypagwkov (Graphics), eppovifetor éva dgbtepo vIOPEVOD g
kovpmd Very Low, Low, Medium, High, Very High ov avtiotoyobv otnv 7oidtta tov Ypopikov.
Yy emhoyn amobnkevong g tonobeciag Tov maiytn (Save), amobnkevel To transform pe tigc XYZ
TWEG TOL Ko TNV Tiota mov sivar . Xtnv emhoyn ££odog amd to moryvidt (Exit Game), octapatdel Thv

Agrtovpyia TG EQAPUOYNG.
Koodwog InGameMenu.cs:

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using UnityEngine.SceneManagement;

public class InGameMenu : MonoBehaviour {

public bool active,guns, graphics;
public Terrain terrain;

public GameObject playerGO,Dante,camer, camer2;

private PlayerController pc;

private PlayerShooting gun_controller;

private CameraFollow camera_controller, camera_controller2;

public Texture button_image;
private int shotgun, sniper, sunglasses;
public GameObject sungl_act;

/' Use this for initialization

void Start () {
active = false;
guns = false;
graphics = false;
pc = playerGO.GetComponent<PlayerController>();
gun_controller = Dante.GetComponent<PlayerShooting>();
camera_controller = camer.GetComponent<CameraFollow>();
camera_controller2 = camer2.GetComponent<CameraFollow>();
shotgun = PlayerPrefs.GetInt("spas");
sniper = PlayerPrefs.GetInt("'sniper");
sunglasses = PlayerPrefs.GetInt("sunglasses");
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void Update()
{
if (Input.GetKeyDown("'p"))

if (active)

{
graphics = false;
guns = false;
active = false;
gun_controller.set_fire(true);
camera_controller.set_rotate(true);
camera_controller2.set_rotate(true);
Cursor.visible = false;

}

else

t
active = true;
gun_controller.set_fire(false);
camera_controller.set_rotate(false);
camera_controller2.set_rotate(false);

}

}

if(sunglasses == 1)

sungl_act.active = true;

}
}

I/l Update is called once per frame
void OnGUI () {

if (GUI.Button(new Rect(Screen.width * (90 / 100f), Screen.height * (2 / 100f), Screen.width * (8 / 100f),
Screen.height * (8 / 100f)), button_image))

if (active)

{
graphics = false;
guns = false;
active = false;
gun_controller.set_fire(true);
camera_controller.set_rotate(true);
camera_controller2.set_rotate(true);
Cursor.visible = false;

}

else

t
active = true;
gun_controller.set_fire(false);
camera_controller.set_rotate(false);
camera_controller2.set_rotate(false);

}

}

if (active)
Cursor.visible = true;
/I main

if (GUI.Button(new Rect(Screen.width * (90 / 100f), Screen.height * (10 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Guns"))
{
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guns = true;
graphics = false;
}
if (GUI.Button(new Rect(Screen.width * (90 / 100f), Screen.height * (15 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Graphics™))
{

graphics = true;
guns = false;

}

if (GUI.Button(new Rect(Screen.width * (90 / 100f), Screen.height * (20 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Save™))
{

/[Saving

PlayerPrefs.SetFloat("PlayerX", pc.transform.position.x);
PlayerPrefs.SetFloat("PlayerY™, pc.transform.position.y);
PlayerPrefs.SetFloat("PlayerZ", pc.transform.position.z);
PlayerPrefs.SetString("Scene", SceneManager.GetActiveScene().name);
active = false;

gun_controller.set_fire(true);

Cursor.visible = false;

}

if (GUI.Button(new Rect(Screen.width * (90 / 100f), Screen.height * (25 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Exit Game"))

{

Application.Quit();

active = false;
gun_controller.set_fire(true);
Cursor.visible = false;

}

/I guns
if (guns) {
if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (5 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Machine Gun"))

{

gun_controller.set_active_ak();
guns = false;
Cursor.visible = false;

}
if (shotgun == 1)

if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (10 / 100f), Screen.width * (8 /
100f), Screen.height * (5 / 100f)), "Shotgun™))

gun_controller.set_active_spas();
guns = false;
Cursor.visible = false;
}
}
if (sniper == 1)

if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (15 / 100f), Screen.width * (8 /
100f), Screen.height * (5 / 100f)), "Sniper"))
{

gun_controller.set_active_sniper();
guns = false;
Cursor.visible = false;
}
}
}

/I graphics
if (graphics)
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if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (5 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Very Low"))
{
terrain.heightmapPixelError = 200;
terrain.basemapDistance = 0;
graphics = false;
Cursor.visible = false;
}
if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (10 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Low"))
{

terrain.heightmapPixelError = 150;
terrain.basemapDistance = 500;
graphics = false;

Cursor.visible = false;

}
if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (15 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Medium"))
{
terrain.heightmapPixelError = 100;
terrain.basemapDistance = 1000;
graphics = false;
Cursor.visible = false;
}
if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (20 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "High™))
{
terrain.heightmapPixelError = 50;
terrain.basemapDistance = 1500;
graphics = false;
Cursor.visible = false;

}

if (GUI.Button(new Rect(Screen.width * (80 / 100f), Screen.height * (25 / 100f), Screen.width * (8 / 100f),
Screen.height * (5 / 100f)), "Very High"))

{

terrain.heightmapPixelError = 0;
terrain.basemapDistance = 2000;
graphics = false;

Cursor.visible = false;

3
}

}
}
public void set_shotgun()

PlayerPrefs.SetInt("shotgun”, 1);
shotgun = 1;
}

public void set_sniper()

{
PlayerPrefs.SetInt("sniper”, 1);

sniper = 1;

}

public void set_sunglasses()

{

PlayerPrefs.SetInt("sunglasses", 1);
sunglasses = 1;

}

public bool get_active()
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{

return active;

}
}

5.1.5 ¥votnua Areikdviong Zonc/ XPs

To obotnua anewoviong g purnapag[3] ovowaotikd givor To script GUIBarScript.cs. H dogpopd
TOVG €tvar UOVO O EIKOVEG TTOL €ival SLOPOPETIKEG KoL TaL ypdpaTo. To cuykekpiuévo givar £va asset
a6 to asset store g unity wov mepthapPdvel To script kot tig ewdveg. H pndpa e {ong sivor mavta
oV Thve aptoTtepd yovia g 006vns evd 1 purdpa tov XPs glvar kdto otn 006vn mdavovtag 640 To
pnkog tng. ‘Emerta yio va eivot Aettovpyikd mpémel va, T0 TPOGOPUOCOVIE GTOV TTaiyTN KOl Vo yiveTot
dwayeipion tov k®dwka pécm tov PlayerController.cs pe Bdon tig avaykeg tov moryvidiod. To script
déyetan Tég mpaypatikod opBpov amd to 0,0 fwg 1,0. [a v pmdpa g Mg, ot Twég dmov
OVTIGTOLYOVV GTO OVAYPOPOUEVO TOGOoTO TG Urdpag 0% émg 100%.

IMa v urdapa tov XPS givar Alyo mo covleta to Tpdypata. Apyikd €xel £vo, EMTAEOV aplOud Tov
avaypAQeL To ETITESO TOL AVTITAAOL. MeTd, To eminedo Pyaivel pe Pdon to mdsa XPS €yxel o maiyg
oAAG dev €xovv 1o6moceg dapopéc. H dapopd peta&d tov emmédwv oe XPS eivon exBetikn| kot
Byaiver amd Tov Tomo XPs = 2L % 100, Enedn pme xpnowonod XPs tdte yio va Ppo 10 eminedo
TPEMEL VAL OVTIGTPEY® TOV TOTTO0 TV XPS 0mov givar eminedo = L0ogy(XPs/100) + 1 kot petd moipve to
aképato pépog tov. Emedn opwg n pmapa déxetar 0,0 émg 1,0 tdte mpémel va mdpovpe v avdioyn
Khipoxa pe o XPS n omoia Byaiver amd tov tomo xiipoka = xiipokaXPs / iipoxoeEmmédov omov
KMpokaEmmédon = 27 * 100 - 250l % 100 ko hipokaXPs = XPs - 27 % 100, Oho owtd
yiveton Yoo va DVIAPYEL Mol 1606TAOMON ota emimeda Tov maiytn SNAadn Ty ov o moiyTng eivon
peyardtepo eninedo amd Tov avrtinaro mov Oo ockotmaoetl Tote Too XPS mov Ba mapet Ba elvon Atydtepa
o€ a&io yu avtov.

Ewoéva 27 Mrapa Zong

Kddwog GUIBarScript.cs:

using UnityEngine;

using System.Collections;

using System.Collections.Generic;

public class GUIBarScript : MonoBehaviour {

/IDeclare variables

/[for the CurrentValue, and the Value it will be after the update
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private float CurrentValue;
public float Value;

/[FadeValue is current amount the bar is faded

private float FadeValue;

/[FadeFactor is a little complex, Open the ReadMe file to know more
public float FadeFactor = 6f;

/Iposition and scale of the GUIBar on the screen
public VVector2 Position;
public float ScaleSize;

/[Font Variables

public bool DisplayText = true;

public string TextString;

public Color TextColor;

public bool OverRideTextColorWithGradient = false;
public Font TextFont;

public float TextSize;

public Vector2 TextOffset;

/[Carries the .png images to display the GUIBar

public Texture2D Background,;

public Texture2D Mask;

public Texture2D ValueBar; //Each Bar needs it's own ValueBar Texture
public Texture2D Foreground;

[/[Carries the colors that the GUlbar will be
public List<Color> GradientColors = new List<Color>();

/[These are used for redrawing the GUIBar
private Gradient g = new Gradient();
private GradientColorKey[] gck;

private GradientAlphaKey[] gak;

private Color[] MaskPixels;

public GameObject playerGO;

private PlayerController player;

void Start()

{
player = playerGO.GetComponent<PlayerController>();

//Stanard OnGUI Method

void OnGUI()
{

//UpdateBar is a very large function so i'm only excuting it when i have to.

if
Mathf.Round(CurrentValue * 100f) I= Mathf.Round(Value * 100f)
)

{
UpdateBar();

}

/lif you don't have a background texture i won't draw it
if (Background != null)

{
GUI.DrawTexture(new Rect(Screen.width*(0/100f),Screen.height * (93.5f / 100f),
Background.width * Screen.width/250,Background.height * 0.5f),Background);

}
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GUI.DrawTexture(new Rect(Screen.width * (0 / 100f), Screen.height * (93.5f / 100f),
ValueBar.width * Screen.width / 250, ValueBar.height * 0.5f),VValueBar);

/lif you don't have a foreground texture i won't draw it
if (Foreground != null)

GUI.DrawTexture(new Rect(Screen.width * (0 / 100f), Screen.height * (93.5f / 100f),
Foreground.width * Screen.width / 250, Foreground.height * 0.5f),Foreground);

}

//if display text is enabled the display text will be drawn
if (DisplayText)

{

GUIStyle LabelStyle = new GUIStyle();
if (OverRideTextColorWithGradient)

{
Color MaxGradientColor = new Color(g.Evaluate(Value *
0.99f).r,g.Evaluate(Value * 0.99f).g,g.Evaluate(Value * 0.99f).b,1.0f);
LabelStyle.normal.textColor = MaxGradientColor;
}

else

{

LabelStyle.normal.textColor = TextColor;

}
LabelStyle.fontSize = (int) TextSize;
LabelStyle.font = TextFont;

TextString = ""+player.getLevel(); // xp

GUI.Label(new Rect(Screen.width * (1 / 100f) + TextOffset.x, Screen.height * (93.5f /
100f) + TextOffset.y,ValueBar.width * ScaleSize,ValueBar.height * 0.5f), TextString,LabelStyle);

3
}

[Ithis method will redraw the bar
private void UpdateBar()

{
/lupdate the gradient
UpdateGradient ();
/lerror handling
if (g ==null)
{
return;
}
/[for each pixle in the ValueBar, we will change the color to w/e it is in the gradient
inty=0;
while (y < ValueBar.height)
{
intx=0;
float xf = Of;
while (x < ValueBar.width)
{
Color gC = g.Evaluate(xf/Mask.width);
if (Mask.GetPixel(x,y).a > 0.1f)
{
ValueBar.SetPixel(x, y, gC);
}
X=X+1;
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xf=xf+1;
}
y=y+1
}

/Iset the new colors on the ValueBar
ValueBar.Apply();
}

/Ithis method will update the gradient
private void UpdateGradient ()

¢ /lerror handling
if (g ==null)
{
return;
}

/Iset the new value
CurrentValue = Value;

/Ithe FadeFactor is used to set the FadeValue, see ReadMe document for more Info
FadeValue = ((Mathf.Sin ((Value) * 3.14f))/FadeFactor) ;

if (FadeFactor == 0)
{

}

/[clamping values of variables

FadeFactor = Mathf.Clamp(FadeFactor,-1f,20f);
CurrentValue = Mathf.Clamp(CurrentValue,0f,1f);
Value = Mathf.Clamp(Value,0f,1f);

FadeValue = Mathf.Clamp(FadeValue,0.0001f,1f);

print ("FadeFactor = 0 does not produce a good gradient all the way through the bar");

/lcreate variable to store the colors for the gradient
gck = new GradientColorKey[GradientColors.Count];

/ladd colors to gradient

inti=0;

float f = Of;

while (i < GradientColors.Count)

{
gck[i].color = GradientColors[i];
gck[i].time = f/(GradientColors.Count - 1);

i++;

f++;
}
/[if you do not want to use these colors you can hardcode them like so
/*

* gck[0].color = [any color];
* gck[0].time = [float number between 0, and 1];
*

* gck[1].color = [any color];
* gck[1].time = [float number between 0, and 1];

* ..etcetcetc

*

*/

/Iset the alpha keys for the gradient

45



gak = new GradientAlphaKey[3];
gak[0].alpha = 1.0f;
gak[0].time = 0.0f;

gak[1].alpha = 1.0f;
gak[1].time = CurrentValue - (FadeValue/2);

gak[2].alpha = 0.00f;
gak[2].time = CurrentValue + (FadeValue/2);

/ladd keys to gradient
g.SetKeys(gck,gak);

/[The following methods can be used within other code do change how the GUIBar Looks
public void AddNewColor(Color color, int Key)

{
GradientColors.Insert(Key,color);
}
public void ChangeColor(Color color, int Key)
{
GradientColors[Key] = color;
}
public void RemoveColor(int Key)
{
GradientColors.RemoveAt(Key);
}
public void SetNewValue(float V)
{
Value = V;
}
public void SetNewCurrValue(float V)
{
CurrentValue = V;
}

public void SetNewValue(double V)

Value = (float)V;

}
public void SetNewValue(float V, float MV)
{
Value = VIMV;
}

public void SetNewValue(double V, double MV)

Value = (float)V / (float)MV;

}
public void ForceUpdate()
{
UpdateBar();
}
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6 Awngopés ékdoong Android pe Yaoroyrot

H Unity éxet mv dvvatommta vo mapdyst apyeio eykatdotaons epappoyng Android (.apk).
Xpetdleton 6pmg va vrdapyet katefacuévo to Android SDK dote va dnpovpynoet o .apk apyeio.

H dwopopd etvar 6Tt dev VTAPYOLY KOVUTLY TANKTPOAOYIOV KOl TOVTIKL EVOMUATMOUEVO OAAY EYEL
006vn apng Kot Toug aentpeg oav €i6000. Apa aALALEl 0 TPOTOG TOV 0 ¥PNoTNG B aAANLoETIdPA
elvon S10pOPETIKOG KoL TPEMEL KATOEG ALTOVPYieg va aAldEovy. Zvykekppéva, oty epyacio ERaia
EWKOVIKA Kovumd mwhve otnv 086vn yua v kivion tov maiytn, N Képepo mEPIoTPEPETOL KAVOVTAS O
¥PNoTNG OAlcOnom pe To SAKTLAOG TOL WAV GTNV 000VN KOl TO KOVUTLE TOL WEVOD UTOPOVV V.
atnfovv amid Pe TV 0QT TATAOVTOG TAVE TOV.

Ta xovpmd g Kivnong ivor ta anAd kovpmd g Unity pe pa ewova mavo pe Beddxt mov
QVTITPOCHOTEVEL TNV KaTeDOVVOT. TVyKeEKpEVa, Eival To Vo, KAT®, 0e&1d, OPIGTEPE KOl TO UEGHIO
7ov tpéyel unpootd. H kivnon padi pe ta Animations yivetor a6 to script MobileMovement.cs.

Ymv de&1d peptd g 006vng vrapyet Eva adpato touchpad[l] to onoio ohoBaivovtog to ddkTLAO
TV TOV TEPLOTPEPEL TNV KApePa (KL O Ty TNG LE TNV GEPE TOV akoAoLOdEL TNV KAUEPD).

Téhog, Yo voo unv vIapyovv TOAAG Kovpumid oy 00dvn kot yio va, uny yivetoalr cuvleto o
gameplay tov dev éBala ToPOTAVED KOLUMTIE 0TTOTE KATOLEG AEITOVPYIES, Ol POCIKES Yo TO Tatyvidt,
dev gtvan drbBéoipeg yia v £kdoom Tov KvnToD.

Quests:
Kill 2 worms (0/2)
Kill 3 snails (0/3)

Elévu 29 Meprpariov 6To KiviTod
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Kddwkag MobileMovement.cs:

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

public class MobileMovement : MonoBehaviour {

Animator anim;

private Rigidbody rb;

public GameObject camera;

public float speed:;

public Texture up,down,left,right,mid;
public GameObject Dante;

private bool movement;

private PlayerShooting shoot;

/' Use this for initialization
void Start () {
anim = Dante.GetComponent<Animator>();
rb = GetComponent<Rigidbody>();
shoot = Dante.GetComponent<PlayerShooting>();

}

private void Update()
if (isMoving() == false)
{

shoot.set_fire(true);
rb.velocity = Vector3.zero;
rb.angularVelocity = Vector3.zero;
if(shoot.get_fire())
anim.Play("ShotgunAimldle™);
else
anim.Play("Start");
}
}

void OnGUI () {
movement = false;
Ilkato
if (GUI.RepeatButton(new Rect(Screen.width * (14 / 100f), Screen.height * (81 / 100f), Screen.width * (9 / 100f),
Screen.height * (12 / 100f)), down))

shoot.set_fire(false);
rb.velocity = camera.transform.forward * -15;
rb.AddForce(-2 * camera.transform.forward * speed);
anim.SetBool("back", true);
anim.Play("Back");
movement = true;

}

/lpano
if (GUI.RepeatButton(new Rect(Screen.width * (14 / 100f), Screen.height * (57 / 100f), Screen.width * (9 / 100f),
Screen.height * (12 / 100f)), up))

shoot.set_fire(false);

rb.velocity = camera.transform.forward * 15;
rb.AddForce(2 * camera.transform.forward * speed);
anim.SetBool("isWalking", true);
anim.Play("WalkFWD");

movement = true;
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/I aristera
if (GUI.RepeatButton(new Rect(Screen.width * (5 / 100f), Screen.height * (69 / 100f), Screen.width * (9 / 100f),
Screen.height * (12 / 100f)), left))
{
shoot.set_fire(false);
rb.velocity = camera.transform.right * -15;
rb.AddForce(-2 * camera.transform.right * speed);
anim.SetBool("Left", true);
anim.Play("Left");
movement = true;
}
/ldeksia
if (GUI.RepeatButton(new Rect(Screen.width * (23 / 100f), Screen.height * (69 / 100f), Screen.width * (9 / 100f),
Screen.height * (12 / 100f)), right))
{
shoot.set_fire(false);
rb.velocity = camera.transform.right * 15;
rb.AddForce(2 * camera.transform.right * speed);
anim.SetBool("Right", true);
anim.Play("Right");
movement = true;

}

/I treksimo
if (GUI.RepeatButton(new Rect(Screen.width * (14 / 100f), Screen.height * (69 / 100f), Screen.width * (9 / 100f),
Screen.height * (12 / 100f)), mid))

{

shoot.set_fire(false);

rb.velocity = camera.transform.forward * 45;
rb.AddForce(2 * camera.transform.forward * speed);
anim.SetBool("isSprint", true);

anim.Play("Sprint");

movement = true;

}

private bool isMoving()

{

return movement;

3
}
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7 To mayyvion

To kepdAaio avtd givar To TeEAEVTOIO TG AVOPOPAS Kot Ba avapép® OAO TOV XEIPIGUO TOV
T VIO100 kaBdS Kot SuoKoAieg Kotd TV vAoToinom kal ThovEG PEATIOOELS.

7.1 Gameplay

v apyn g papproyng eppaviletal £va mapabupo Pacikmdv pubuiceny e emA0YEG avaivong
006vnc, TOLOTNTA YPAPIKOVY Kol 000vn mov BEAovpe va Tpéet To Tatyvidl (o€ TEPITTMOT TOV £YOVE
v omd Eva).

trecroromstn convurosor I ==

Graphics | Input

Screen resoluton | 1920 x 1030 - | Windawed
Graphics quality |Fantastic - |
Select monitor |Display 1 i |
[ Play! ] | Quit

Ewova 30 Configuration Window

"Enerta epgaviCeton yio tpio devtepdrenta to Splash Screen pe o pikpn kivion.
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Made with Q uni‘l‘y

Ewoéva 31 Splash Screen

Ko petd to apyixd pevon[38].

Ewova 32 Apyuko Megvod

[Motmvrog Start Eekwvaet o Tayvidt omd to onueio mov arodnkedtnke TV TPONYoHUEVT PopPd. Av
dev vapyel kATl amobnkevuévo tote Eekvdel amnd éva cvykekpuévo onueio. Iatmdvrag to kovumi
Delete Saved Data tote yiveton dtaypagr] 6€ 0To100MTOTE aAmoONKELUEVT TANPOPOPIa KAl LETH IE TNV
gvapén ovotlaotikd Eekvaetl amd v apyn. Aeov Eexvnosl, epeavilel apykd évo loading screen[41]
Kol LT TOEL GTO aVAA0YO omnpEio.

51



Ewove 33 Loading Screen

H wnpd™ miota mov Bydlet yia mpdtn @opd mepiéxel tovg NPCs kot v whin €£600v Tov mnyaivel
oty dgvtepn miota pe tovg ovtmdiovg (houses[27], skybox[2], fountain[28], grass[29], stone
path[30], wall image[43], music[7]).

Quests:
Kill 2 worms (1/2)
Kill 3 snails (0/3)

Orav mapet To. Quests o maiytng T0TE dev £)EL VO KAVEL KATL GAAO GTNV TPOTY TIGTO, OTOTE TAEL
otV debTEPT Y10 va avePAceL To emimedO TOV HEYPL va gival £TOHOG Vo avTIHETOTIGEL TO BOSS.
Yrapyet BéBaro n duvatdtnta va tapet To. Quests toAlamiég popég(ground1[32], ground2[36]).
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Quests:
Kill 3 snails (0/3)

e

Ewoéva 35 Agvtepn Iliota .

Mo mBavi amoevyn avTimdAov 1 Yo GTOYELGT AVTITAAOL GTO BOVVO VITAPYEL OLVOTOTITA O
Ty TNG Vo TETAEL OMAL GTPEPOVTOAG TNV KAUEPH GTOV OVPAVO KOl TPOYDPADOVTOS UTPOGTA.

Quests:
Kill 3 snails (0/3)

Ewova 36 O maiytng 6Tav meraet

Yrxotwvovtag tov Frog King 161e gppavileton | eil6odog tng onnAldg tov Boss mov eivor ko m
tpitn mioto (trees[4]).
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Quests:
Kill 3 snails (0/3)

Ewéva 37 Tpitn Micta

Kot to moyvidt tedeumvel €00, Zav amodeKTIKO OTL TEAEWWGE TO ALY Vil 0 ToiYTNG POpPAEL £val
1dlaitepo avtikeipevo[26].

Ewova 38 Amodsiktiko Teppatiopod Mavyvidron
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Y7rapyet n dvvototnTo Opm¢ va maileTor to moyvidl avePaivovtog eninedo en’ amepov yopig
Kamolo ckomd. Av 1 {on tov maiytn etdost oto 0% totTE TEDGVEL Ko eppaviletor to Retry Mevov[40]
omov ToTwvtog Retry emotpépel oty TpdTn miota pe To prod XPS kot matdvtag Quit Byaivel and to
T ViolL.

Retry

i

Ewéva 39 Retry Mevov

Tt elvan dpog éva oy vidt ywpic kamoto cheat; TV’ avtd ooy matdvtag “0” o maiyg yepilet
Com, avePaivel 610 déK0TO £KTO EMIMEDO Kot avoiyel TV €icodo TG omnAldg tov Boss.

7.2 Avoxoliec vAomoinanc

Ievikd vdpyovv dvokorieg pe v Unity omwg to 61t oAralel ovuyvd 1 €kdoomn, ta Kakd assets
glvar emi TANpOUN, SPOPEG GTOV KAOSIKA HETAED OLOUDV GUVOPTICEMVY KOl OTL TPETEL VA, £YEL KATO10G
axp1o VTOAOYIGTH Y10 Vo, TPEXOVV OA0L TEAELN (KUPI®G KAPTA YPAPIKMDV).

AlNaCovtog ékdoon tng Unity givan and tnv pia copfath o tolaidtepeg ekd00€1S 0ALG VITdpyoLY
TOALG TTpofAnuato av 1 €kdoon Tov Project sivar peyoddtepn g epappoyns. Av to project ivon
TAOTEPNG £KdOONG OO TNV €QPAPUOYN TOTE deV VTTAPYEL TPOPANUA Kol 1 EQApUOYT TPOGOPUOLEL
aVTOWOTO. TO Project otnv idia £kdoomn evd av copPei 1o avdmodo Oa avoiel To project aAdld Oo deiyver
aAdokota mpdypoato. To mpdPAnua avtd kvping eivar 6tav Béhel KAmMOLOG Vo HETAPEPEL 1 Vo
TOPOVGLACEL TO Project o GALO VITOAOYIGTH O’ AVTAOV TOL BOVAEVEL.

Ztov KOdike vrdpyovv dvo Tapduoleg cvvaptioelg g C# mov Aéyovron Update ko FixedUpdate.
Me v kown Aoywkn dev dlaxpivetorl kdmolo dlapopd. LTV TEPITTOON TNV KA pov Yo To
animations g kivnong tov maiy ypnoonotovco v FixedUpdate kat eved dovrieve cwotd testing
g Unity, dev étpeye xkabohov cwotd 6tav to fkava ekteléoipo. H dapopd tovg eivon mmg np Update
gkteleite pio opd avd frame gvéd m FixedUpdate exteleite avd Physic Step kot emedn To animations
givar Bépo omtikoy omoteAéopatog, £mpene va ypnowomomow tnv Update. Emiong emedn eivon
dVOKOAO VO TPOCEYYIGEIS TO TATNHO TOAAATAGY Kovumidy Kot enedn 1 Unity dev £xel enelepyacia
TV étowmv animation, dev kotdeepa va KAve Tov maiytn va mnycivel doydvia. Yrapyst dopedv
asset ywo tnv kivnon tov maiytn oAAd TpoTipnoo va 10 OTIE®D Ao TV apyn.

7.3 Mellovuréc Beltuiwaeic

Ye YEVIKEC YPOUPES WmOpoLV vo yivouv PeATIOOES oty Kivnon Tov maiytn, viobeTmvrag
nePlecoTeEpa oTolyEln 0o didonpo RPG kot Shooter maiyvidia kot peyoddtepo aplOpd avikelévoy.
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H xivnon pmopel va Bertiobdel dnpovpydvioag Ty duvatodTnto, Kivong Tpog OAEG TIG Katevbiuvoelg
evoALdocovTog Ta animations opaAd kot oyt andtopa. Eniong kot n kiviion tov avimdlov vo. yivel
o “éEumvn” EMELON O AVTITOAOG KOVVIETOL LOVO v EXEL LEYOAT OTOGTOCTY| LLE TOV TTOLYTY.

Mo v Tpocéyyion mpog ta RPG, pumopel va yivel fertimon va £yl TEPIEGOTEPH AVTIKEIUEVO OTTMG
omha, mavomAla kol yopoxtipes. Emiong Bo pumopodv va mpooteBoldv oynuota M dAoya yuo va
KWvoOVTOL 7o GVeETO OTIS ToTeg KOOMG Kol MeEPLocOTEPEC Tioteg Ue meplocdtepa BOSS kar €idn
AVTITOA®V.

To v mpocéyyion mpog to. Shooter, pmopel vo aArdEel o Tomog g Kapepog oe first person
dnradn va gaivovtor pdvo o yépla pe to OmAo oav va PAETEL 0 ¥pNOTNG amd T “UATI TOV TOlyTY).
EmumAéov, o maiytng va propel va £xel v duvatdtnrta vo 6ToYEVEL TO OTAO Kot KAOeTa.

Téhog, yperdleton Bertioon n ékdoon tov Android dote va éxet o Taiyng OAES TNG AelTovpyieg oL
€xel Kat 1 €KS00T TOL VIOAOYIGTY| OAAE TavTOYpOVa v unv etvan 1 006vn yepdro kovumd dcTE va
€xel Kot @paio Lopon.
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