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Evyaprotieg

®&lovpe va guYOPIOTHGOLHE OGoVG forBncay va dnpovpyndel avt) n truyaxn. H otpién
TOVG, L€ TOV, OMOLOONTOTE TPOTO, NTAV OTAPOLTNTN UG KOL TAV 1] TPATN QOPA TOL AcyOAN O KapE
e éva project peyolvtepov peyébovug kot yevikotepa e Tov topéa tov game development. EAzniCovpe
TO OMOTEAECUO VO SIKOLMGEL OYL HOVO EUAC OAAG KOl EKEIVOVC, TOV VTOUEIVOVE T TEPIEPYD @PAPLL
HOG KoL TaV EKEL OTAV YPELCTNKOLE TO OTIONTOTE.

EmmAéov Bélovpe va Tovg aQlep®GOLUE TNV TTuykh avt) eAmifovtoc mmg Ba eivar to
Eexivnua yio o emtoynpévn kapiépa oto game development kot tmg Oa pog otnpilovv ce oTdNmoOTE
ATOPUGICOVUE VO, OTLLOVPYNGOVLE GTO UEALOV.

Téhog Béhovpe va evyapiomnoovpe Beppd tov Avopéa Xtopovio o omolog pog mapeiye v
BonBeld tov 6moTE TV YpEldpacTAV.
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Abstract

Our Thesis is a three dimensional adventure game created for educational purposes so the
player can gain some knowledge about the great city of Minoan Crete, Knossos. By interacting with
the game, the player will learn about antiquities found in ancient Crete. Through various restoration
mechanisms he will interact with those antiquities to restore them so he can see how they looked back
then.

The player, who is an archaeologist, begins his adventure inside his lab. The purpose of the
lab is twofold. First he uses one of four mechanisms for restoring the antiquities. Once restored, they
are displayed in the exhibition room where the player can interact and see some information about
them. The mechanisms are:

e Cleaning an object from dust.

¢ Rotating and cleaning an object from mud.

e A scanner that x-rays objects that have accumulated rocks over time.

¢ A fun mini game where the player has to connect fragments that are broken.
Each object that is restored is put on display in the display room atop some pedestals or inside the
main marble display with a glass casing.

We chose to create our game using the popular game engine Unity 3d. It offers a very clean
and understandable graphical user interface that has a small learning curve to master, easy importing
system for assets and packages, easy animation system, intuitive particle system and many more
features that a first time user can use quite easily of the box. It supports the following scripting
languages. Javascript, boo and C#. We chose to develop our game using Javascript because it is more
versatile in its use and implementation.

For our assets creation we used a plethora of software such as: Autodesk’s 3dStudio Max,
Google Sketchup, Autodesk’s motion builder, Pixologic’s Zbrush, N-Sided’s Quidam, Photoshop and
Audacity. Our export format, for the 3d assets, was the .fox format which is supported by all these
programs and gives many options upon exporting.
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Xovoyn

H wtoyox) pog epyacio eivar éva Tpiodidototo Tonyvidl TEPIMETELNG TOV dNUovpyNOnKe yo
EKTTALOEVTIKOVG GKOTOVG, DGTE O TOIKTNG UTOPEL VO AITOKTI|GEL KATOLES YVGELS GYETIKA e TN UEYEAN
oA ™S Mwvowmng Kpnmg, mv Kveocd. Aniemdpaviog pe to mayyvidl, o maiktng Oo pdbet ya
dupopec  apyondtnTeg mov  Ppédnkav ommv  opyoio. Kpnm. Méowm da@dépov  UnNyovVIGUOV
OTOKOTAGTACNG OLTAOV TOV opyoot)tev o umopéoel va mhpel o W0éo Yoo T0 TOG Umopel va
QovoTay TOTE.

O maixtng, o onoiog givon Evag apyatordyog, EEKIVA TNV TEPWMETELL TOV PEGO GTO EPYACTNHPLO
tov. O okomdg 0V gpyaotnpiov eivar drtog. llpmto ypnoyomolel évoav omd Tovg TEGGTEPLG
WNYOVIGHOVE Y10 TNV OMOKATACTOCT TV opyototnteov. MOAG éva avtikeijevo amoxatactadel,
gupavifetor otov ekbeclakd Ydpo, OTOL 0 TaikTNG pmopel vo aAAniemdpdost poll Tov kot va dgt
Kdmoleg TANpoeopieg Yt 'avtd. O unyavicpol ivat:

* KaBapiopdc evog avtikeipevon amod tn okovr.

* [Ieprotpoen KaBapiopodg evog avTIKEIUEVOD amd AAoTT).

* 'Evag copotc avIIKEWWEVOVY Y10, AVTIKEILEVO TOV €YoV KOAVQOEL e TETPEC Ue TNV TAPOdOo

TOL YPHVOL.

* 'Evo. mini game, 6mov o maiktng mpémel va cuvdéoel PeTaEd TOLG KOPUATI amd éva

OVTIKEILEVO TTOV €YEL KATAGTPAPEL.

Kd&0e avtikeipevo mov £xel amokataotadel eppavifetal cav Exbepa oty povoelakn aibovso Tavm 6€
Kdmotlo BaBpo N oTo KEVTPO TG aifovoag 6To KeEVTpkd pappdpvo fadpo.

EméEape va dnpovpynoovpe 10 moyvidl pog pe v dnpogid; game engine Unity 3d.
[Ipoc@épel pior TOAD Kabapn Kol KATAVONTH YPOEIKY SIETAPN ¥PNOTI TOL £YEL MO LIKPT KOUTOAT
ekpadnong, €0koAo cvotnuo glcoymyng asset kot packages, gvkolo cvotnua animation, £Eumvo
particle system kot ToALG GALG YOPOKTNPIGTIKG TTOV O XPHOTNG UTOPEL VO XPNOLOTOICEL AUECO |E
Alyn exudOnon . Ymootmpilel tig akdrovbeg yAdoosg npoypoupatiopov. Javascript, Boo ko C #.
Eueig emé€ape vo avamtoéovpe 1o matyviol e Javascript, Enedn &ivol o gvEAMKTN oTn XPNOoTM TNG
KOL TNV EQOPHOYN TNG.

Mo mv onuovpyioc tov assets pog ypnoomomoope u TANOm®po AOYIGUIKOD, OTMC:
3dStudio Max g Autodesk, to Google SketchUp, to Motion Builder tng Autodesk, to ZBrush tng
Pixologic tov, to Photoshop kot to Audacity. I'o v e€oyoyn tov 3d assets mov ypnNoYOTOCaLLE,
ypnowonomoape v .FBX popen mov vmoomnpiletor amd 6Ac ovtd To TPOypAupaTo Kot Oivel
TOAAEG EMAOYEC KT TV €€y Y.
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1. Evoayoyn

To video game development givar 1 dwadikacio dnpovpyicg EVOG NAEKTPOVIKOD TOLXVISION
€lTe Y10 NAEKTPOVIKO VIOAOYIGTY], KOVGOAQ 1| KvnTi cvokevt|. H avémtuén tov maryvidrod yivetar amd
évav game developer, amd pio pukpn opdda 1 amd o peyddn emnyeipnon. H cuvndng npoxtikn eivan
ToL oy VIS ot vor ypnpatodotovvtat amd vav publisher kot cuvnBmg BELoVY Koo xpdvia yio va
ohokANpwOovV. Yrdapyetl BEPota ko 1 katnyopia Twv Indie Games(opddeg ToAADY 1} evOS ATOHOL TOV
dnuovpyodv video games ywpig kdamowov publisher), 6mov 1o moryvidin pmopel va yperdlovron
MyoTEPO KOPO Y10 vo. dnpovpynfovv aAld kat pukpdtepo budget.

Ta mpdta niektpovikd maryvidio avartdydnkav v dekaetio Tov e€nvta, aAld dev Eyvav
EUTOPIKE O100€G10 AOY® TNG EAAELYNG TPOCHOTIKMV NAEKTPOVIKMOV VTOAOYIGTAOV GTO, VOIKOKLPLE. Trv
dekaetion Tov efdopunvTa PAETOLLE Ta TPDOTA NAEKTPOVIKG Toyvidla va yivovion epumopikd Stobécia.
Ady® 1OV HIKPOL KOGTOVLG Yl OVATTLEN, €Kelvn TNV €moyn, évag TPOYPOUUOTIOTS UOVOS TOV
Umopovoe vo avartHEEL Eva OAOKANPOLEVO Toyviol. Opmg arnd Tic amdueveg dEKAETIES LEYPL OLUEPQ
Kol KoOMG Ol AmOITNOEL CLOTNUATOV avEdvovTay €161 avEavOTay Kol 0 TPOUTOAOYIoUOS Yol TNV
dnuovpyio evog mayvidrod. TIAéov yo Ta. mainstream zmovyvidwe, to budget xvpaiveton omd 5 ex$
uéxpt 20ex$. Ta Indie games Brémovv pa GvOion tov televtaio Kopd Aoy £OKoAo TPOsPAcIL®V
game engine, 6mw¢ to Unity 3d, kou mhoat@opumv ypnuotoddtong onmg to Kickstarter.

O TPAYHOTIKOG EUTOPIKOG GYESIOGLOC KOl aVATTLEN MAEKTPOVIKAV T VIOIOV Eekivnoe
dexaetio Tov 1970, O6tav ta arcade mMAEKTPOvViKG maryvidle Kot Ol KOVOOAES TPMTNG YEVIAG
KuKlopopnoav cto eumodplo . To 1971, to Computer Space Tav T0 TPAOTO NAEKTPOVIKO TOLYVidl, TOV
AELTOVPYOVOE UE KEPHOTO, TO OTOI0 EUPAVIOTNKE OTNV ayopd. XPNOGUYOTOOVCE [0 LOLPOUGTPN
AEOPACT] GOV GLOKELT] €£000V KOl TO VTOAOYIGTIKO TOL GUGTHUO OITOTEAOVVIOV OTO U0 GEPE
gpodounvta teocapwv TTL chips. . To 1972, kukho@opnoe 1 TPOTN KOVGOAX OIKIOKNAG XPNONG , TOV
avartoydnke and tov Ralph H. Baer . To id10 étog, n Atari kukhopopnoe Pong , éva arcade mouyvidt
mov avénoe v SnpotikdtnTo, TV Video games. H sumopikn emtuyio tov Pong odnynoe dileg
gtopeieg va avantoEovv Khdvovg tov  Pong, mpdypa mov Eekivnoe, ovolooTikd, v Propnyavio
Bvteomauyvidumy .

Q61660, 1 TANUUOPO TOV KAGV®V ToL PoNng, ekeivi v mePiodo, 0dNyNGE OTN TTOGCT TOV
video games tov 1977 , n omoio teAikd pOs oT0 TENOG TNG pE TV mainstream emtvyio tng Taito , 10
noyviot Space Invaders (1978) , mov onuatodotei v évapén g xpvong emoyng twv arcade
T VIOV Kol EUTVEEL OEKADEC KOTOOKEVAOTEG Vo, E16EADOVY otV ayopd. Zovtoua petapépdnke 6to
Atari 2600 kot €yve 0 AOYOG Y10 TOV TETPOTAAGLOAGUO TOV TOANGE®V TG Kovaorag. Tnv idwa otrypn,
Ol TPOCMOMIKOL VTOAOYIOTEG EUPOAVIOTNKAYV OTNV OYOpd, EMTPEMOVIONS GE TPOYPOUUATIOTEG KoL
YOUTIGTEC VO avotTOEOLY Loy Vil AVTO ETETPEYE TOV KATAGKEVAGTH TOV VAIKOD KO KOTUCKEVOGTES
AOYIGUIKOD VO, EVEPYNGEL YOPIGTA.

Me v oloévo av&ovopevn emefepyaoTikn Kol ypagikny dvvarotnto tov arcade, TV
KOVGOAMV Kol TPOIOVIOV TANPOPOPIKNG, GE CLVOVAGUO HE TNV a¥ENCT TOV TPOCIOKIDV TMV
YPNOTAOV, 0 GYESUOUOS TOV TaLYVIOIDY KIvHONKE TEPO amd TNV 10€0 EVOC LOVO TPOYPOUUATIOT VO
TPENEL VO, TAPAYEL £VOL EUTOPEVGILO TPOIOV GE GUYKEKPLUEVO XPOVIKO SlacTna. AVTO TVPOSOTNGE TNV
évapén g avantuéng 1e opdoEs.

Amd Vv Tpitn yevid koveoldv , M Prounyovio. NAEKTPOVIKOV Torvididv ov&avetor Kot
enekteivetat. Ta €o0da g Prounyoviog Exovv avénbel Tovddyiotov mévte eopég amd 10 1990. To
2007, ta £€6000 TV MAEKTPOVIKOV Toyvididv nTav 9,5 dicekatoppoplo doAdplo, EEmepvadvTog Ta
£0000 TG PLOUNaVIOG TOV KIVILOTOYPAPOL.

1.1 Mepiinqyn

YKOTOG TNG TTLYOKNG GLTAG NTOV 1 dNpovpyic, evOg TPIOECTUTOL Tayvidoh Tpitov
TPOCAOTOV UE EKTOUOEVTIKO TpocavatoAlond. Kevipikd g 0épo ko potifo frav n Kvwodg g
Mwowng Kpintng, amd v omoio URVEVCTHKALE Y10 VO UTOPEGEL O TOUKTNG VO OVOKOADWEL, KOl Vo,
Yvopioel, apyoldTTeg omd SIAPOPEG EMOYES KO TEPLOYES .

Yelida - 10



IMtoyakn Epyacio tupatog Epappoospévng Iinpogopikig & [oivpéomv

[Tépo amd ToV eKTAOEVLTIKO YOPpaKTPA TOV BEANGAE, GTO KOAVTEPO TOV SLVUTOTHTOV WOG,
va ddoovpe 610 Tayvidl Empene kol o0 TpOTOG Tov Ba Ppickel o maikIng TIg apyadTnTeg Ko o Tig
ene&epydletor va glvar SooKedAoTIKOS APKETA Yo Vo Tov TpaPnEet To evolapépov.

‘Etol amogacicope vo kpotoovpe v Pacik ovcio omd TV Sadikacio ovAaKTnong
OVTIKEWEVOV OO 0Py OOA0YIKOVG XDPOLS KAl TNV ENEEEPYATIia TOVG Yol v ovacTNA®BOOVY 060 o
TOTA GTNV APYIKN TOVG KOTAGTAGT. OU®mS TO VO TPOGOUOUDGOVUE KATE YPAUL TIG dadkacieg auTéc,
€KTOC OO OPKETE TEPITAOKO, ETPETE O UNYOVIGHOL TOV TOLYVISIo0 va €ival o TPOoiTol Ko Aol yia
Vo TOPOUEIVEL 1 100ppOTioL AVAUESH GTO Ty Vidl Kot TV ekpdadnon. ‘Etol kataAnéope oe mévte
ATAOVG PUNYOVIGLOVG.

O Boowdg unyaviopdg givar 10 okGyWo mov yivetol oto terrain yio vo. avoKTioel Tig
apYOLOTNTEG. ZTNV CULVEXEWL Ol VTOAOUTOL TEGGEPLS UNYOVICUOL EKTEAODVTOL GTO EPYOCTNPLO TOL
apyoordyov. Exel, mpénel va kobopicel kbmola avtikeipeva amd T oKoOvY, KOmowd GAAL amd AAGTY,
Kémotlo To omoio pmopel vo Ppickovtal 6e kémolo mETpoUa TEPVAvE péca amd Eva SCanner ywo va
amokaALEOEL N apyodTNTe Ko TEAOC Evar MiNi game mov mpémet va KOANGEL HETOED TOVG KOUUATIO
oo v GTOCUEVO OVTIKEILEVO.

Metd and avtéc TG AmMAOTOUMUEVES JOIKAGIEG O TAIKTNG MEPVAEL KOl OTO EKTOUOEVLTIKO
KOUMUATL TOL TTonyvidloh Otav mapatnpel amd Kovid To avtikeipeva mov cuvéreée kat dwaPalel pia
UIKPT| TEPTYPOPN Y10 TO TL Eivan To KabEva kat amd Tola exoyn g Mvoikng Kpfng.

1.2 Kivntpo yuo v Aweayoyn e Epyoaciog

Baowkd kivntpo mov eiyope yioo TNV ONpovpyio TG TTLUYLOKNAG, NTOV M oyamn Ko Yo To
Video games ywo to. omoict £YOVHE APIEPDOEL TOAD YpOVOo omd madid péypt onuepa. ‘Etotr Nrav
amoOAVTO AOYIKO KATolo oty va BeAcovpe va Onpovpyncovpe £va S1ko Hog oy viot.

To va mpoteivovpe katl va daAéovpe pia TTuylokn 1 omoio oyetiletar katl PpiokeTon péca
otov KAGSo Tov game development ftav puoikd enduevo. Hrav o tpdtng tééemg svkaipio, vo SoOUE
amod TPOTO YXEPL MOEG €ival 0l SlodKaGIeG avanTLENG €VOG MAEKTPOVIKOD TayvidloD kol Tmg Oa
umopovcoue vo. avtaneEéAbovue o€ aVTEG.

1.3 Xxonoc ko X100t Epyaciog

YKOTOG TNG TWTVYLOKNG, TEPOQ OO TO TEMKO AmOTEAEGUN OV OENQUE VO KATAPEPOVUE VO
QEPOLE €1 TEPOC, NTOV VO AVOTTOEOVUE TIC IKOVOTNTES HOC GE OA To 6TAdIL dnutovpyiog evog
niektpovikov mayvidov. Ta otddia avtd kot o1 dadkacieg ivol moALL Kot tepimioka. ‘Enpene va
avamtvéovpe Tig kavoteg pag oto 3d modeling kot 6la to Tapdywya avtov, To animation kot to
scripting.

Ot 61601 avtol mov Bécape NTav Pacucol Kot Expene, UEypL Eva oNUEio, VO KATAPEPOVUE V.
avromeEéABovpe 6Tl omouthoglg mov Ba mapovoialovrovoay. EEGALoL OAot ovtol ot Topeig mov
avaQépape, oe U HEYGAN mapoywyn sivoar Eexdbapa Stakprtoi Kot EEXmPLOTOl KOL  TOLG
AVOAQUPBAVOUY GUYKEKPLUEVEC OUASEC UE TTELPOL KoL TTOAD EUTELPIaL.

1.4 Aopnj Epyaociog
H Aopn g epyaociog etvar 1 e€1g:

e X710 TPOTO KEQAAOLO YIVETAL [0 ELCOYOYN YO VO KOTOAGPBEL O aVOyVAGTNG TOV GKOTO TIg
gpyooiog Kot avaAdoVTaL GUVOTTIKG T KIvNTpo KOl 0 GKOTOG TNG,.

e Y10 Kepdilawo dvo Ba dovue kol Ba avardoovpe Ta oTAdE dNUIOVPYING EVOS NAEKTPOVIKOD
T VIS100.

e X170 kepdrawo Tpio Oa acyoAnbolpe pe To TPOYPEUATO AOYIGUKOD TOV YPTCLLOTO|COLLE Y10
VoL OTLLLOVPYTGOVLLE TO ASSELS TNG TTLYL0KNAG Kol KUPImG Vo avaADGOVUE TO PaciKO TPOYPOLLLLN
ov €lvar 0 GVVIETIKOG Kpikog OAne ¢ epyaciag, to Unity 3d. o to kdbe Aoyiopukd Oa
VTAPYEL U0 LUKPT EIGOY®YN YO VO UTOPECEL O OVOYVOOTNG Vo KATaAdPel mold givor m
Aettovpyia TOV Kot TWG TO YPTCLUOTOW|CULE EUELS VIO VO TETVYOVUE TO TEMKO OMOTEAEGLOL.

o Y10 ke@PGAawo téooepa Ba kdvovpe £va OVErView tov moryvidiod yio vo e€nynoovue oTov
avayvAaoTn MG ToileTol TO TOLyVidl Kot Tolot Eival ot pUiyavicuot.
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210 ke@dAoo mEvte Oo avVOADCOLUE OVOADTIKA TOLG UNYXOVIGHODS TOL TOLXVIOOD Kol
e€NyNoov e TOV KOJIKO TOL KPUPETAL Atd TOW TOVG,

10 ke@PALao €1 Bo SoOpE TG dNoVPYOVUE YPaPIKA mepiBdAirovta oto Unity.

>10 ke@ALao mtd Ha dovpe Tt givat, TG Agttovpyovv ot shaders kot ol givar to €01 TOVG.
10 kePALao okT® Oa acyoAnbovue pe peddovtikd implementations tov oty vidiov.

210 ke@arato evvéa Ba cuvoyicovpe kot Ba KAVOLLE TIG TEMKEG TTOPATNPNGELS TG EPYAGIOG.
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2. AvaTUEN NAEKTPOVIKAOV TULYVIOLOV

Onwg gidope kot otV gl00ymyn g epyaciac, to video game development, sivol diadikacio
dnpovpylog Kot mapaywyng evog niektpovikod moryvidoov. [TAéov, pe v dddoon Kot To gOKOAN
TPOCPOCT OE EMOYYEAUATIKG EpYOAEln, EKTOC OO TIC PEYAAEG ETALPIEG TOPOUYWDYNG EXOVV EUPOVICTEL
ToAEG aveEdptnteg etoupieg ol omoieg péow tov crowd funding pmopovv va @épovv €1g TEPAG TOL
project Tovg.

Ta nAekTpovikd moyvidle SnUovpyYoLVTAL MG SNUIOVPYIKT S1E£000G, Omd EPUCITEYVES, KUl Y10
™V Topay®yn kéPOovg amd mainstream oAld kot amd aveEaptmreg etarpeieg. H avdmtuén tov
o vidon Aoppdavel ypnpotodotnon, cuvnbwe, ard vav ekdot (publisher). Hiextpovikd mouyvidia
VYNNG modtnrag Bo amopépovy oty etaipeia kKEPOM dueca. [loap’ dAa avtd, gival onuavTIKO Vo
ANeOoLY VITOYN 01 OIKOVOLIKEG AmUITHOELS TOL Oa ypelaoTel To Toyvidl, OT®G Ta KOGTN AVATTLENG
TOV EMUEPOVS YOPOUKTNPICTIKAV TOV.

H Bropnyavio moyvidiov amaitel kovotopieg KaBmg o1 ekdOTEG eV LITOPOVV Vo ETOPEANBOVV
amd v avartuén emavoroufoavopevoy moyvidimv . Kabe ypovo eupovifovior véeg aveEaptnteg
eTopeieg avaTTLENG NAEKTPOVIKAOV TALYVISUDV, 01 OTTOIEG KOTAPEPVOLV VO TAPEYOLV £V TOVAYLOTOV
emtuynuévo titho. Opoimg, modloi developers kieivovuv emedn dev Pmopovv va Bpovv pia EKSOTIKN
ovppaon M yti ot Topaymy£EG TOVg dev givar emtkepong. Eivar 60okolo va Eekivioet i véa etarpeia
AOY® NG VYNANG apykng emévdvong mov omotteitat. Iap 'Ola avtd, n avartuén casual moyvididv
(1waitepa yroo KvnTd TNAEPOVE), ETETPEYE GE PIKPOTEPEG OUADES Va E1GEABOVY 6TV ayopd. MOALG ot
emyepnoelg otabepomomBodv owkovouikd, pmopel va emektafodv kol vo TApovv TO picko va
AVOTTOEOVY LEYUADTEPTG KMULOKOG O VIOl

H avantuén niextpovikov mayvidiov (Game Development) eivor pio dradikacio mov Eekva
amo o 10éa 1 Evvola. Zoyva, 1 1Wéa PfacileTar o€ pia TpomonoinoT Kamoov non vrdpyovtog concept
mayviolon. H éa tov moyvidod pmopel va eumintel avdpeco o€ éva 1 meplocotepa €idn. Ot
OYEOIOOTEG GLYVA TTEPAUTICOVTAL UE SOPOPETIKODS CLVIVAGLODE TOLYVISIDV. TNV GUVEXELD O game
designer apdayet éva tpdTo apyeio mpotdoemv, T0 omoio mePEXEL To concept, To gameplay, v Aicta
TOV YOPOKTNPICTIKAOV TOV TOLYVIO00, TNV Tomofecio kot TNV 10Topin, TO KOWO OV GTOYEVEL, TIG
amattioslg Kot to budget kot moAld aida. H kabe etarpeio éxel tnv 81k g A0GOQI0 TAVEO GTO
0TA010 AVTO OAAG VTTAPYOLY TOAAEG KOWVES TPUKTIKES.

H avamtoén Eexwvder and tov Game developer, mov umopei va givot amd éva GTopo péypt pa
ueydAn stoupeio. O aveEaptmror developers ypeialovtor v owkovouky otpiEn Kamoov peydiov
€K00TN . XvvnBwg, Tpémel vo avanTuEouy KAmoov €100VG TPMOTOTLTO YOPIC Kapior ypnUaTodoTNnoN
péxpt va. to mapovoidoovy atov publisher.

Kotaokevaotég koveormv, 0mmg 1 Microsoft , Nintendo , 1 1 Sony , £xouv éva TOTOTTONEVO
GUVOAO TEYVIKOV TPOSLOYPUP®V, UE TO OTOI0 TO TALYVIOL TPOG TAPAYWDYT TPETEL VO CLUPMVEL Y10, VOl
mhpel £ykpion. EmmAéov, to concept tov mouyvidod mpémel va eyKpldel Kot amd TOV KOTACKEVAOTI O
omoioc pmopet kot vo, apyvn el va eykpivel kdmolov Titho.

Ta €0000 amd TIC TOANGELS TOV MAEKTPOVIKOL Touyvidod poipdloviolr  Kotd URKog NG
aAVGIdAG TOPAY®YNG TOL o VIdoD ovtod, Omwc o developer, 0 ekddTNG, TO KOTOGTAKOTO TOV Ha
TOVAIGOVY TO Taryviol kKTA. Avotoymg, molhoi developers dev kata@épvovy va er@@eAnBodv omd
AL TN SLdIKAGI0 Kot TT@yYEVOLV.

2.1 Awodkaoio avamTuENG NAEKTPOVIKOV TALVIOL0U

H Avémtoén emomtedetor and eomtepikod kot eEmtepikode mapaywyove (Producers). O
napaymyos mov epydletor ywo. tov developer eivar yvootdc ¢ 0 €00TEPIKOG TOPOY®YOC Kot
Swyepiletar v opdda avamntvéng, wpapia, Tig eKBEGEIG TPodSOL, TPOSAUUPAVEL KOl KATAVEUEL TO
TPOoCOTIKO, kKot ovT® kobe€ns. O moupaywydg mov epyaletor yi tov €kdOTN €ivol YvooTdC ©C
e€TEPIKOC TaPUy®YOS Kal EMPAETEL TNV TPOOOO TOL EPYOV Kol TOV TPoDTOA0YIGHO. Ot evBiveg Tov
TAPOy@YoD TEPIAAUPAVOVY dNUOGLES GYECELS , TN OOMPUYUATELOT TOV GLUPAcE®Y, ETaPES neTalD
TOV TPOCMOTIKOV KOl TMV EVOLLPEPOUEVOV LEPDV, TO YPOVOSIAYPOUUE KOl TI) GULVINPNCN TOL
npoimoloylopuod, ™ Owo@dAiion tng moldtnTog , Owyeipion tov beta testing, kabmdg ko TO
localization. Avtdg o polog pmopei emiong vo avo@épetol ¢ project manager, project lead, 0
devbovrrg (director).
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O1 TpoYPOUIOTIOTEG UTOPOLV VO KLpaivovTol 6€ LEYEBOg amd HIKPES OUAOEG TOV AVOTTOCOVV
casual games péxpt eKATOVIAOES EMAYYEAUATIEG TOVL  OVORTTOOGOLY TOAVTAOKO Ty vidio
exoatoppvpiov. Ot etaupeieg yopilovv Tig devtepedovoeg epyacies Katd TNV avamTvEn Tov TaLVIdL0V.
H opdda avimruéng amoteleitor amd moArd péAn. Opiopévo péAn g opddog pmopel vo €govv
TEPLOCOTEPOVG OO EVOV POLO, OTIMG KOl TEPIGCOTEPES GO L0l EPYAGIES pmopovy va avatebodv og
éva dropo. To péyebog g opddog pmopel va mowkiddet, 20 pe 100 1) ko meprocdTepa PEAN, avarloya
pe 1o péyebog tov moyyvidlov. Ol MO  OVIWIPOCOTEVTIKEG ouddeg eivol ot kaAMtéyvee,
TPOYPOUUATIOTES, OYESLOOTEC, OTN CLVEXELD, KOl, TEAOC, €JKOVG YloL TOV MNYO0, UE OV0 £€mC TPELG
TOPOy@YoUS oToV Topé TG Olayeipione. Avtég ot Béoelc amacyolodv dtopa pe TANPES ®PAPILO.
Aldeg Béoelc, OTMG HOKIUAGTES, TAPEXOVV LEPIKT| OTAGYOANON.

‘Evag oyedoaotig (game designer) sivar éva mpdowno mov oyedidlelt to gameplay , v
GUAANYT Kol ToV oxedlopd TOV Kovoveov Kot Tr dopr Tov oy vido. Ot opddes avamtuéng £yovv
ouvnBmg évav emkePaing oxedlaoty o onoiog cuvtovilel To €pyo TV dAL®V oyedlacTdV. Avtdg givol
0 KUPLOg OPOUOTIOTAS TOL moyvidlov. Evag amd tovg poiovg tov oyediaoth eivar vo egivol o
CLYYPAPENS, TTOV TPEMEL VA, GUAAAPEL TNV AQPNYNON TOL TOLVIdD, Tov O1dhoyo, T GYOAd, TO
cutscene , KAT. Xe peydho €pyd, vmdpyovv cuyva Eeymplotol oyedoTés yio didpopa PéPT TOV
TaLVId100, OTMC, O uNYavicuol , to user interface , yopoxtpeg , S1Ghoyog , KAT.

"Evag xaAltéyvne mayvidiov (game artist) eivoar 0 eikaotikdg KaAATEXYNES TOL dNovpYEl TV
TéEXVN Ko To concept art tov waryvidiov. Eronteveton amd évav kodhteyvikod digvbovn 1 art lead, mov
opovtilel va akolovBeitar 1 KoAALTEXVIKY KOTELOLVGT TOL TTALKVISOD . O KaAlTEYVIKOS dlevBuvTrg
Swyepiletar v opdado TEXVNG, TOV TPOYPOUUATIOUO KOL TOV GUVTOVIGHO €VTOG TNG OMASOC
avanTuéng.

H dovAeld tov koAltéyvn pmopel va €xel 0160146TATO TPOCAVATOAMGUO 1] TPIGOICTOTO
npocavatoropnd. Kolltéyvee mov epyaloviar oe 0160100TOTO AL Vidl UTOpodV Vo TopayovV
concept art,sprites, veic , mepiparlovtikd oknvikd kat user interfaces. 3D koAlitéyvee pmopodv va.
TOPAyoLV povtéla, animation, tpiodidotata TEPBAALOVTO Kol KIVILOTOYPOQIKEG CUt SCenes.

"Evag mpoypappatiotiq maryvidlod gival £vag Unyovikoc AOYIGUIKOD TOV OVOTTOGGEL KUPIimg
NAEKTPOVIKA oy vidlo 1 GYeTIKO AOYIoMIKO (OT®G epyoAeion avamTuéng mayvidimv ). Yrapyovv
ocwvibwg évag émg peptkoi lead mpoypappatiotés , mov VAOTO0HY T0 apykd codebase Tov TaVISIOH
Kol GVOAOUBEVOLY TNV EMGKOTNGT Y10 TV HEALOVTIKY] OVATTLEN KO TV KOTOVOUTN TPOYPUUUOTIOTOV
o€ EMUEPOVG EVOTNTEG.

Ot unyovicol fyov etvon emayyeipaties teyvikol vmevBuvor yioo MymTikd €€ Ko TNV
tomofétnon tov Nyov. TToAléc popéc emPBAEmovy To Voice acting kat tmv dnuovpyia twv sound assets.
O1 6vvBéteg oV dNUIOVPYOVV TNV LOVGCIKT ETEVIVGT TOV TALYVIOIOD GLUVOSEVOVTOL KOl VTOL Ao pia,
OUAdO UNYOVIKDV X0V, OV Kol GUYVA TO £pYo avtd avatifetor og eEmtepikodg cuvepydtes.

H dwopdiion tng modtnTog Tov NAEKTPOVIKOD Totyvidloh TPOg TOPOY®YT TPOYUOTOTOLEITO
and dokiuaotég maryviduwv(game testers). ‘Evag tester avaAlel To Toyvidt yio v avokaADWEL Kot vo
TEKUNPLDOEL TO EAOTTOWOTO TOV Aoytouikov. To game testing eivar éva onuoviikdé KOuudatt Tov
TEYVIKOD TOUEN KO OTOLTEL VTTOAOYIOTIKT EUTELPT KOl OVOAVTIKY] IKOVOTNTO.

Ot dokipaotég dacpaiifovv OTL TO Toryvidl EUmINTEL 6TO TPOTEWVOUEVO GYEO0. H dovdetd
Toug  TEPAapPaveEl ToV EAEYX0 OA®V T®V JUVOTOTNTOV KOl UNYOVIGU®OV TOL TOLVIOon, T
ovupatdtna, evionionds bug , kKA.
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3. lIpoypappata Aoyiopikov

I'a avt) v epyacio ypnooromdnkay ta £NG TpoypappaTo:
Google Sketchup

Autodesk 3d studio max

Blender

Autodesk Motionbuilder

Pixologic ZBrush

3.1 Google Sketchup

To Sketchup g Google givar évo mpdypappa yi 3d modeling mov ypnoylonoteitor yio
OPYLTEKTOVIKO, HNYOVIKO, TOMTIKO PNyovikd oxédio Ommg kot yio tawvieg kot video game design. To
Bookd yapaxmplotikd Tov givor 1 gvkorio ypriong tov, kabhg moapiystl évo kabopod Interface wat
amAd epYOLElD KATOGKELNG TPICOIICTOTMV OVTIKELLEVMV.

Xpnowonowdvtag tpio Pacikd primitive shapes, 1o mopoAAnAdypappo, tov KOKAO Kot To
Tpiymvo dnpovpyodue Ty TpdTN PACT Yo TO avTikeipevo mov Béhovpe va pTiaéovue. Emiéyovpe to
EPYOLEIO Y100 VO OYEGLAGOVUE TO TAPUAANAOYPOULUO Kot TO oyedtalovpe e Pdon Tovg a&ovec.

To endpevo Prina elvar va dnpovpyncovpe £va Tplodtdotato Koo and to TapeAnAdypapLo
ov uohc ptiagape. Edd @aivetal n evkoria ypriong tov Sketchup oe oyéon pe mpoypaupara yio 3d
modeling 6mw¢ to 3ds max. Emeidn o oyediaotig 6ev aoyoreitol pe To TOAHY®VA TOL LOVIEAOD TOL
Kot TV Tomoloyio, Tov ypnouonotei To andd epyaieio push/pull yio @épel to amhd primitive otnv
Tpitn ddcToom.

Emléyovtog to gpyoleio push/pull kot tpapdviog v mhevpd mov embopodpe, dnpuovpyodue
T0 TPLOodoTOTO oyYnue. mov B€lovpe. Xto vEo UOVTELO TOL dnulovPYNONKE UTOPOVUE, OV TO
emBopovpe, vo tpafnéovpe ol Ao TIC LVRAPYOVGES MAELPEG YL VO TO EMEKTEIVOLUE N v TO
pikpovouvpe. Xoveyilovtag PE OLTAV TNV AOYIKH, QTIAYXVOLUE TIS TPIOOIUOTOTEC UOPPEG oL O
ATOTEAOVV TO AVTIKEIEVO LLOC KO TIG EVAOVOLLLE Y10l VO TAPEL TNV TPMOTUPYIKT TOL HLOPP].

Allo epyodelo TOL YPMOYLOTOOVUE Yo VO OOCOVUE AEmTOUEPELD, €ivar To rotate ywo va
TEPLOTPEPOVE TA AVTIKEIpEVO 6TOVG GEOVEG IOV BENOVNE, TO Make group yia vo ene&epyalOUacTe 10
avtikeipevo oav obhvoro, 1o scale yio va ovéopsidvovps to uéyefog TV avVIIKEUEV®OY Kol T0 MOVe
tool yia va tpaPape TAEVPEG Kot VO LETOKIVOVLE OVTIKEIUEVAL.

Enavolopfavovtog v Sadkacio avt) yio kdbe Eeywpiotd pélog tov poviédov pog fo
napovpe 10 TEMKO amotédecua. Edd amatteiton tpocoyn oia to eEmtepid faces va sivan front faces
Kot Oy back faces yia va punv vrap&et petd mpdPAnua ue ta materials. Exiong katd v e€aymyn tov
avtikelévov, emdéyovpe to fhx format kot mpooéyovue, otig emhoyég eaywyng, va ot TAELPEG vo.
glvar S1mAng Oyng, Kot To TEAKA TOADY®VO VoL EIVOL TPIYOVIKE £TG1 MGTE TO LOVTELO UaG VO Eival 060
7o cvuPotod yivetan e Tic amotioelg Tov Unity 3d.
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Ewoval- Anpovpyia BactkoV KopHoU TPLESLACTATOU AVTIKENEVOU KL TEALKO aTtoTEAEopA
povtedomoinong oto sketchup
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3.2 Pixologic ZBrush

To ZBrush tng Pixologic givat éva gpyodeio ynolakng yAvrtikng yioo modeling avtikepévav.
Xpnowonoteitar yo. vo dSnUovpynoel vynAng aviivong poviéda (uéxpt 10k moAvywva), yio
TEPALTEP® YPNON TOVC ©€ Tovieg, moryvidwe koi animations. Ilpémer va ovagepbei 611 1O
YPNOWOTO0VV peydes etatpieg 6mmg 1 Electronic Arts, évag amd tovg peyakvtepovg developers kot
publisher otov y®po tov video games kot n Industrial Light&Magic, n etaipeio kv €@é TOL
George Lucas.

¥to Zbrush ewsdyovpe ta povtéra mov @tidyvovpe oto Sketchup ya va ta eEopaivvoupe Kot
vo. tovg ddoovpe o mo Smoothed empdvein. To mPOypoppo mopéyel o PeYOAN YKo
TPLEOLACTATOV TIVEADV YAVTITIKNG 7OV £X0VV JAPOPEG 1010TNTEG, OMMC YN0 KOTA TNV YALTTIKN,
dovaun kot dapdvela. Mapaxkdto okolovdel pwo ewdvo, Tov interface tov ZBrush, to onoio dgv eivor
TO 10 €VHYPNGTO YPUPLKO TEPIPAALOV, E101KA Yl Evay apydplo ypnotn kot BEAel Alyn expddnon yuo va
ypMnolLomonoet.

To npdTo Prina eivor va glcdyovue o avtikeipevo omd to Sketchup, to onoio mpémet va givar
og popon object. Avtd o emttvyydvovpe ToT®@VTOG IMPOrt oo to pevov oto de€d. Metd dtahéyovpue
T0 opyeio pe 1o omoio Ba dovAéyovue. Mo TPOEMIGKOTNGT TOV TPIGOAGTATOV OVIIKEHEVOD LOG
gupaviCeton oto de&l pépog. IMatmvrag T, Kdvovue KAIK oTnv Kevipikn o06vn, 6mov Oa epyactolye,
Kol GEPVOLUE TOV KEPCOPO Y10l VO, UPYIKOTOCOVUE TO avTiKeipevo. Ed® etvar moAd onuoviikd va
npooéfovpe o Aomtopépeia. Enedn 1o ZBrush dovievet oyt povo pe tpiodidotoro Lovtéla, aALd
ypnoonoteiton ko yo 2.5d, mpénel va umovue o edit mode natdvrog to ‘T’ oto TANKTPOAHY1O.

"Eyxovtag to povtélho pag mAéov £toluo yio enelepyocia, emAEyoupEe £va, 0O TO TOAAGL TIVEAQ
nov mapéyel To ZBrush, neipdlovpe tig pubuicelg ya to intensity kot Eekwvape va opolomolobue To
LOVTELO TPOGHETOVTOG KOl APALPMVTAG AETTOUEPELD. OOV Ypeldletal. e Kamowa povtéda Poievet va
YPTCULOTOLOVUE TNV EMIAOYN TNG CLUUETPIOG Yol v YivovTol opotdpopea ot oAiayéc. Emiong o
akopo onuavtikn Aettovpyia givor to sSmoothing mov evepyomoteitar kpotmdvog matnuévo to Shift’
KévovTag KAMK Le ToV kK€poopa oTa. oneia Tov BEAOVLE.

Otov gipoote euyoploTNUEVOL UE TO OTOTELECUO SLOAEYOLUE TNV avdAven ov Béhovue va
£xet to unified skin wov Oa kévovpe export kabmg kot Ty T Tov SMooth wov o Tov dhcovpe. Avtd
10 pevoy emhoydv Ppioketor 610 KAt HEPOS Tov de&oh menu bar. Otav kdvovpe T pubuicels
natdpe make unified skin kot to avtikeipevo givar £towo yio e€oyomyn.

To teMkd omotéhecyo PAEmOVUE TG €lval TOAD TO AETTOUEPEG (PO KOl TO KOVTA GTO
AVTIKEIIEVO TTOV BEAOVLE VO 0TOdDOOVLE GTOV TPLodLAGTOTO KOGHO. Ot duvatdmreg tov ZBrush eivar
TOAAEG Ko umopel vo Tpoo@épel peydAn eveléio otov ¥pNoTN Yoo Vo OMUOVPYNGEL TOAD
EVIVTIOGLOKA TPIOdIIoTOTO HOVTEAD, Ue GpBovn Aemtouépela. Onmg emONUAVOUE KOl 7O TOVEO, 1
oV 0pVNTIKN TTTUYT TOL TPOYPaupoTog eival to interface tov to omoio givar apketd dboTpomo.

Ewova2-TeAko anotéAeopa tov sculpting 6to ZBrush
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3.3 Autodesk 3d Studio Max

To 3ds Max egivor icwg éva amd TO. TO YVOOTE KOl OVOYVOPIGUEVO ETOYYEMUOTIKG
npoypappata otov kAado tov 3d modeling. Xpnowomoteitar svpvtata amd developers niektpovikmv
oy Vs Kot peyaro studio tov Hollywood yio va kaAddyouv tig aviykeg Ttovg 6cov apopd v
dnuovpyio TpLedidotaTmv HoVTEA®Y, animation kot yevikd 0Tt umopel vo xpelastodv otny evotdpeon
TOPOYDYT QVTDV.

H Aoy miocw amd tov oyedacpd tprodidotatov noviéAov oto 3ds Max givar avti tov box
modeling. Avtog eivon o de facto tpdémoc oyedacpod Kot 0 7o omodoTIKOC, €V OVTIOEGEL e TO
sketchup, ywti kGbs moAdy®mvo tov poviédov avtipetomiletol Egymplotd. Avtd emtpémel peydin
gvluywoia otov modeler, o omoiog pmopel vo PeATicTOmOM|GEL GTO EMOKPO TO HOVIEAO TOV
KATOQEPVOVTOG £TCL VoL €XEL M0 TEAELD TOTTOAOYiO. AVTO givorl 1daiTEPO ONUOVTIKO Yo TO VTOAOLTO
otad0 dnpiovpyiag evog yopaktipa, 6mmg to skinning.

H dnuovpyio evog tpiodidototon, avOpdmvov, poviéhov oto 3d studio max sivor o
dwdkacio 1 omoia opileTor KVPiwg amd To TOCO EUmEPOG €ival KATOOC OTNV EKTEAECT CLTHG.
Anhadn dev vrdpyet kamotog de facto tpdmog dOVAEIAS OALG TEPIGGOTEPO KATOLEG GUVIOELG TTPOUKTIKEG
ot omoigg dievkorvvovv tov designer. Edd Ba avaidcovpue kamolo Baotkd Prjpata yio Ty dnpovpyio
€VOG TPLEOLAGTATOL HOVTEAOD avOpmTTOoV.

To mpdto Prpa eivatl vo Ppodue pia €IKOVO EVOEIKTIKT VO ovOpdTIVOL cdpotog oe t pose.
Avt 1 ewdva ovopdleton reference image. ®@a ypelaGTOVUE LU0, TOV VO ATEIKOVILEL TOV XOPOKTNPO €N
face, ka1 po mpo@id. Avtég ot ewdveg Ba pag PBonbnoovy va poviedomomcovue Prpa Pruc to
HovTéLO pog. MoOAc Bpodpe Tig amapaitnTeg E1KOVEG TPEMEL va dnuiovpyroovue dvo planes ya va tig
opicovpe cav textures kot vo LTopodE Vo SOLAEYOVLLE.

‘Eyovtog étopo ta planes to povo mov pével givar vo opicovpe oto kabéva v aviloyn
gikova. Avtd yivetar avoiyovtag tov material editor tov 3d studio max. EmAéyovtag kdmolo material
umopovpe va avabécovpe évo, texture gite yayvovtog o péca amod to epyaieio gite kavovrag drag and
drop v gwdva amevdeiog.

e avtd 10 onueio mepvaue otov Pooikd kopuod tov character modeling kot oty KOpio 16€a.
oV KpvPeTal amd TGO TOL. XPNOUYOTOIOVTIOS POCIKE YEMUETPIKA oyYNUaTo To. omoio Oa
TPOTOTOWGOVUE OTNV TOPEia KatdAnia ®ote va tavtiotodv ue to reference images, Oa yticovpe
o1y OLYQ TOV YOPOKTNPO LOG. EEKIVAOVTOG 0td ToV Kopuod Ba dnpovpyncovpe Evav ko tov omoio Oa
TOTOBETAGOVE KATAMANAN EKUETOAAEVOUEVOL TO, TTOAAATTAG, VIEWPOTTS.

Topa Oa Tpénetl va apyicovpe va petafdiovpe tov kOo dote va apyicetl va tavtileton pe Ta
reference images. Ipw Eekwvnoovue owtv T dadikacio gival GNUAVIIKO VO TOV TPOETOUAGOVUE
TPMOTO KAVOVTOG KAmOolEC amopaitnteg evépyeleg mov Oo pog devkoAdvovy oty oyediacn Tov
UOVTELOVL.

e Emnedn dev Oéhovpe o kvPog va kpHPet to reference image motdviag Tov cuVOLACUO
alt+x Ba kdvel To avTiKeipevo dapavo.

o H Baocwdtepn kivnon eivor va uetatpéyovue tov koo oe convertible polygon. Avto
onuaivel 6Tt Bo LTopovUE VoL SLOYEPIOTOVUE TNE AKUES, TIC TAEVPEG KOL TO, TOADY DV
Tov Omo¢ eueic Oéhovpe. Avtd yivetar kdvovtag de€l KMK GTO OVIIKEIUEVO Kol
emAéyovtag convert to editable poly.

e O kVPog mov dnpovpyNoape givor Eva KaAd apyikd oynue aAld KoTd TV Stdpkeld
g povtehonoinong Ba xpelacTov e 0pKETEG POPES VO TPOGHEGOVIE VEEG TAEVPES YO
vo akolovBncovue to reference image. And to véo toolbar mov éxst eupaviotel
SoAéyovpe TV EMAOYN Y10 TOV YEPIGUO TOAVYOVOV Kot moatdue extrude. TTAéov
€yovpe éva vEo TOAVP®VO To 0moio Ba pépovpe 6To ornpeio Tov embvpove.

Ed® npémel vo mpocéovpe pia modd Pacikn Aemtopuépeta. Kabmbg doviebovpe 1o poviélo dev
0élovpe vo Tpocapuolovpe TV po HePLd Kot petd mv dAin. H koddtepn Avon (Log Kot To oynuo
pog eivol cLUUETPIKO) VO KPOTHGOVUE TNV UK PEPLE TOL TOAVY®VOL Kol OTL dAAYEG YivovTol og
avtVv vo gpapuoloviol ko amd v dAAN. o va to Katagpépovue avtd Ba mpénet va KOyouvue To
OVTIKEILEVO OTNV HEST. Apyikd B0 KAVOLLLE Lo TOUY GTNV HECT) TOL TOAVYMVOU ETAEYOVTOG LULOL OKLLY|
TOV TTOAVYOVOL KOl TOTOVTAG FiNG. TNV cvvéyela emiéyovtag connect fAémovpe ot eppaviletan puo
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KéOetn ypouun mov ympilel to avtikeipevo oty péon. Topa pmopodue va daypdyoovpe tnv deéld
pepio.

Edd ¢tavoupe otovg modifiers tov 3d studio max. Xvykekpévo o acyoinbovue pe tov
symmetry modifier. Avtog Bpioketar oty AMota pe tovg modifiers énmg anekoviletor oty ewdva
16. Apéowg petd emiéyovue flip. ‘Etor omoxtdpe mhéov €vo oLUPETPIKO oynfua t0 omoio Oa
petafaiietor kot omd TG 600 PEPLES e TOV 1010 TPOTO.

Ewdva3-Symmetry modifier kat Bacikt) Snuovpyia koppot

e ovtd 1o onueio uropovue vo Eekivioovpe va tarpdlovpe tov kOPo pe to reference image
YPNOWOTOIOVTAG TIG akpéEG Tov. Xto Selection menu smdéyovpe to submenu tov akudv (vertices).
XPpNGIOTOIDVTOG TOV KEPGOPA Kal EMAEYOVTOG TIG aKUEG TOL BEAovpE umopodpe va petafdAalovpe
Tov KOPo Omm¢ embovuovue. Xpedletor mpocoy OU®G, Vo UV EMAEEOVUE IO, LEUOVMOUEVT] OKUN
YTt ovTég ov Ppickovror and micw g dev Ba aAddEovv Béon.

Ao €0 ko mépa to g Ba emAéEovpe va kivnbovpe givarl kabapd dwn pag emioyn. To
olyovpo eivar 0Tt emALYOVTOG OKUEC LOPPOTOLOVUE TO AVTIKEILEVO, KavovTag extrude to molvywva
umopovpe va emnektabovue oto reference image, pe 1o gpyaieio ring xai connect dnuiovpyodue
KOLVOUPYIEG OKUES OOV GTNV GLVEXELX B0 UTOPEGOVE VO LETOXEIPIOTOVUE TIG KOpLeEG Toug. Emiong
£xovpe Ko otV 61d0son pog to scale tool to omoio avéopsidvel Ta ToAOY®VO o uéyebog £tol dote
va TopldlovE TO LOVTEAD UaG GTNV EIKOVOL.

3.4 Blender

To Blender givor évo open source mpoypoipo. yio Ty dnuovpyic. Tplodidotatoy HoVIEA®MY.
XpNOWOTOLEITOL EVPEMG Y10, TNV dNUIOLPYio ToVIdY animation, eWk®V €QE Y10, TOVIES, NAEKTPOVIK®OV
TOLVIOIOV KOl TPIGOAOTATOV €Pappoy®mv. Ot duvaToTNTEG TOV KOADTTOUV £va €uph  PAGHA
Aerrovpyudv, 6mog 3d modeling, UV unwrapping, texturing, rigging, skinning kot moAAd dAia. No
onuewbel emiong mwg mapéyel v Sk Tov game engine. To Blender 6o to ypnoyonocovpe yio v
dovpe Tmg yivetan rigged évag yopokthipag Kot Tt akpipdg eivot to rigging.

Ortav éva tprodidotato povtého dnuovpyndei oto 3d studio max, ywa va pmopéoet vo dexdei
Kamoto animation, Ba mpénel va mepdost and po dadikacio 1 omoia ovopdleton rigging. To rigging
glvar moAL Pooikd Kot avoykoaio ywoti omnv ovcio mpocOétel oto poviélo éva €id0g OKEAETOD
(Armature) o omoiog amoteleitar amd Evav apBud koxkolmv (bones). Avtog o evoouatoUEVOS
OKEAETOC AE1TOVPYEL OTMG 0 aVOPMOTIVOG £TGL MOTE TO TPIGOLAGTATO HOVTELO VO, UTOpEl va Kiveitan
(UGLOAOYIKA.

Aol 1o emBouuntod poviého poptwbel oto Blender, n dadikacio Tov rigging Oo Eexwvnoet
tonoBetdvTog to Tpdto bone (to omoio ovopdleton root bone) oto HoviéAo TATOVTOG TOV GLVILOGUO
mktpov Shift+A. And avtd 1o mpdto Bone Bo dnuiovpyrcovue kot OAa o vrdolouta To. onoia Ho
tonofetnHovv 6T0 LVIOAOITO GO

v ouvvégela emdéyovtog edit mode amd to drop down menu kdatw aprotepd, o
uetakivnoovpe kot Oa avéopsidoovpe to bone dote va tonobetnOel kot va KeAOWEL TNV TEPLOYN TG
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OTOVOLMKNG GTAANG. AVTO YiveTal XPMOUOTOIDVTOC TOV Gved KOKAO Tov bone o omoiog oAAhalel to
LéyeBog Tov Kat Tov KATm KUKAO 0 0moiog To petaxivel otov ydpo. Emeldn dev B ovpe povo éva Bone
Ba 1o Swpécovpe ce €vav aplBpd pkpdTEP®V, KATL TO omoio eivol kabapd eumelpky €mAOYY.
‘Exovtog to emleypévo matdviog to mAnktpo W emhéyovpe subdivide doeg popég Béhovpe va to
Stapéoovpe. AMAN (o GNUAVTIKY EVTOAN ivar To extrude bone, to omoio onuaivel 6Tt amd éva Mo
vrapyov Ba dnuovpyndei éva kavodpyto. Totdvog Tov cuvévaoud E+Z, O etia&ovpe to bone tov
KEPUAL0D.

YuveyiCovtog pe avtdv tov Tpomo Bo KoAvWovpE OAO TO GOMUO TOV LOVIELOL £YOVTIOG OOV
mapadelypa tov avlpomivo okeretd. Avtd etvar Aoykd eEGAAOL ooy avtov TpooTabodue va
eCopotwoovpe. [Iépa amd TIg TEYVIKEG MOV €ldape PEYPL TOPA LRLAPYXEL GAAN o TeAevTaio TP
kataAnEovpe vo 0vpe To TeEMKO amotédeoua. Otav Béhovpe va Balovue coupetpikd bones, avti va
Kavovpe extrude pe to, mAnktpo E, éva ) @Qopd, av TO KPOTHGOVUE TOTNUEVO KOl TOVTOXPOVO
nmatnoovpe tov GEova mov Béhovpe va tomoBetnBel kKo to péyeBdg Tov Ba pmopovue gvKOAX Vo
dNUovpyncov e pe Tov id10 TPOTO T0 GVUNETPIKO og avTd Bone.

To povo mov pével mAéov givarl To Hoviélo va yivel maidi Tov GKEAETOO oV UOAMG QTIAENUE
§to1 hote kabe Popd mov Kiveitar éva bone, vo Kveitol Kot T0 ovTiGTOr(0 YKPOLT TOAVYMV®OV OV TOV
avtiotoyyel. Mupvaviog e object mode kot emtAéyovTog 10 LOVTELD Kol TOV okeAETO, matdpue Ctrl-p kot
emAéyovpe set automatic weights. Emiéyovtac Pose mode upmopovpe va dodpe akpipdg mmg
petafdrletat To povtéro otav Kivovvtot ta bones.

Ewkéva4-TeAko amotéAeopa rigging

3.5 Motion Builder

To MotionBuilder ¢ Autodesk eivor évo emayyelpotikd mpdypopupoe yioo 3d animation.
XPpNOUOTOLEITAL EVPEMC Y10 TAPAYMYT YIPLOKOD TEPLEXOUEVOD, ETAYYEALOTIKO MOtion capture oAld
kot Yoo mopodooctokd key frame animation. Xpnowomolgitor oTNV  TOPAYOY  TOLVIOIOV,
KIWVNUOTOYPOQPIK®OV  TOWVIDV, THAEONTIKOV ekmoumdv. Kdmotor mainstream tithot mov  €yovv
emo@enBel amd avtd givor ta nAekTpovikd mayvidie Assassing creed, Killzone 2 kat otnv touwvia
Avatar. Emiong a&iler vo avagépovpe 6t 10 molvypnowonomuévo format fbx ywo avroiloyn
SE0OUEVMV TPLEOIAGTATOD TTEPIEXOUEVOD EEKivNoE Kol TpTOYpnoomomOnke arnd to MotionBuilder.
e avtd 0 VIToKEPGALo Ba dodue mwC yivetal og va rigged TplodidoTato HOVTELD VO EQAPUOCOVUE
éva apyeio kivnong tomov bvh.

TMo va epappocovpe Kamolo animation oto povtého mov Béhovpe mpémel vo akolovdncovle
v TpoPremduevn dwadikacio Tov opilel to MotionBuilder. e avtibeon pe 011 éxovpe det péypt tdpa
to MotionBuilder éyel o mokd cvykekpyévn dadikacio mov mpénel va akoiovdndei. To npdto
TPALO TOV TPETEL VAL KAVOVLE gival va, poptdcovpe to bvh apyeio mov Béhovpe va epapudcovpe otov
YOPOKTAPO Hog 6To Tpdypoppa. Me to mov o kdvoupe avtd Ba dovpe Tov okeAeTd ToL animation va
gppaviCeton oto interface. Edv matioovpe to kovuni play oty pundpa eAéyyov Oo dovdue To animation
€V KIVIOEL.
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To apyeio mov HOMC lo0ydyapE, OV UTOPOVLE VO TO EQPAPUOGOVUE ameLheiog TAv® GTOV
okeletd tov rigged poviédov pag. Ipémer mpodTa va dnuovpynoovpe éva characterized oxeleto,
Tave otov onoio Ba mepdoovpe OAa To dedopévo Tov animation kot oty cuvéxel Ho GLVIECOLLIE
OVTOV TOV GKEAETO WE TO HOVTEAO MaG doTe vo dgytel To animation. Apo 1o mpdto mpdypo. mov Ha
Kavovpe givarl va todue oto MotionBuilder ntmg 6élovpe va Tpofodue oty dnpovpyio Tov €161K0H
okeletoV. Emdéyovtog and to pevod kato de&1d tnv emdoyn| characters, 6o sppaviotei éva véo pevov.

210 0g&l nélog Eyovpe OA To PEAT TOL OKEAETOD TTOL OV £XEL YOPUKTNPIGTEL KOL ETOUEVEMG,
To WEAN aVTA, OEV £YOUV Ovoud. XTO 0ploTEPO UEPOG kdvovtag collapse to bvh apyeio speaviCovra
Oho o uEAN (xopaxTnpiopéve) Tov animation. Avtd mov Oo TPETEL Vo KAVOLLE Y10 VO YOPAKTNPIOTEL
o okeletdg (control rig), eivar pe drag and drop vo kGvovpe TG 6MOTEG aVTIoTOLYiES OTMG PaiveTal
oV ekéva 21. Ed® 10 facicd mov TpEMEL Vo £(OVIE GTO VOU UaG Eival OTL TPEMEL VO AVTIGTOLYLOTEL
onwodnmote to base. Mg 10 mov TEAEWDOEL M AVTIIOTOIYION TGEKAPOVUE TO KOLTAKL OV YPAPEL
characterize kot oto véo pop up window evnuepmvovpe to MotionBuilder 61t to control rig 6a
gpapuootel o biped. To telikd Priua eivor vo mathoovue create ko 1 dadikacio ovt Oa Aafet
TEAOC,.

Ymv 006vn tdpa PAémovpe to characterized control rig. Av maticovpe play Bépaio Oa
TOPATPHCOVUE TMOG dev Kiveitatl. Avtd cvpuPaivel didtt to animation mpénel va yiver bake otov véo
uog okeletd. Amod to menu character controls nave 6e&1d Oa pénel vo emhéEovpe NONE 610 deHTEPO
drop down menu. Ztnv cvvéyela kKavovtag KMK oto umhe kovumni emtiéyovpe Bake to control rig. Me
10 7oV yivel bake av matmoovpe play 6o dovpe tow to control rig élafe emtvymg To dedopéva Tov
bvh apygiov.

Producer Perspective

Ewkdva5-To control rig

Topo 10 pévo mov pével givarl vo yiver import to poviého mov BEAOVUE VO AOKTHGEL TO
animation. Avtd 6o yivelr petatpémovtag tov okeletd tov oe control rig kot Aéyovtag tov va
axoAovBei To mponyovuevo control rig mov etidEape. Otav €inacTte eVYOPIOTNUEVOL LUE TO OTOTEAEGLA,
Umopovpe va To kévoovue bake dmmg kot mpv Ko mAéov va dtaypdyovpe To maAld control rig.

3.6 Unity 3d

To Unity 3d sivar pia omd tig dnpopiréotepeg Game engines mov kvkAoeopovv. H emtuyia
¢ Paciletar kupiwg 610 YeYOVOS OTL 01 dNpovPYoi TG giyav Gov 6KOTO VoL TIAEOLY Lo UNYOVT TOV
0o ovtomokpwvotay OTIC OvVAYKEG TV  AveEAPTNTOV  ONHOLPYDV MAEKTPOVIKOV —TOLYVIOUDV
(Independent Game Developers 1 Indie developers ), ot omoio dgv pmopovsav vo @TIdEovy TNV 81KN|
TOVG game engine 1 vo. ayopdcovy akpifd licenses yvootmv unyovov.

3.6.1 Game engines

Mo punyovi oy vidtol eivol £va GUGTNHO AOYICUIKOD GYEOOGUEVO Y10, T ONIoVPYia Kot TNV
ovanTuEn Prvteomayvididy. Yapyovv moAAEG UNYOvEG TaL VIOV Ol omoieg €ival GYESIUGUEVEG VA
dovAeboVV GE KOVGOLEC PvTeomonyvioldV Kol AEITOLPYIKA GUOTHUOTO EMTPATELIOV VTOAOYIOTMV
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onw¢ ta Microsoft Windows, to Linux, kot to Mac OS X. H kevtpikn A1TovpyikoOTTe Tov TopEYETOL
TOTKG, O pioL unyavy oy vidlod tepiapPavet po pnyavny eotooroddoong ("renderer") yia 2D 1y 3D
YPOPUKE, [0 UNXavi QLGIKNAG N evtomopoh cuykpovoewv (collision detection, kabdg kot collision
response), Mo, scripting, animation. teyvnt) vonuoovvn, diktbwon, streaming, diayeipton uvniung,
vipoto (threading), vrootpi&n tomkomoinong, kot £va ypaeo cknvig (scene graph). H dwdikacio
™G avantuéng moyvidloy GLYVE OKOVOIKOTOlElTal HE TO OTL GE peyddlo pépog m idwo pnyovn
TOLYVIOI00 ETOVOYPNCILOTOLEITO Y10 VO SN IIOVPYN B0V S10POPETIKA TTatyVidLd.

Ol unyovég moyvidldv mopEYOVV U0 GOVLITO OTTIKGV E€PYUAElOV OVATTUENG €KTOC Ao
gnOvopNooTomotua  otoyeion Aoyliopukov. Avtd to gpyolelo yevikd mapéyovior oe  €va
oloxkAnpouévo mepPailov avdntuéng dote va Kablotovv Kavh TV OmAN, Ypnyopn avamtuén
TALYVIOIOV UE €va 00N YOVUEVO amO OE00UEVA TPOTO. AVTEG Ol UNYOVEG TTOLYVIOIDV GLYVE KOAOVVTOL
"game middleware" engidn, OT®G pE TNV EUTOPIKN £VVOLNL TOV OPOL, TOPEXOVY HL0, EVEMKTN KO
EMOVOPTCLLOTOMGIUN TAATOPOPUA AOYIGUIKOV 1) omoia wap€yxel OAN TNV KEVIPIKY AELTOVPYIKOTNTA
ov amalteitol, ouéomg €€ omd TO KOLTI, Yo TNV avaAmTLEN U0, EQPAPUOYAG TOLYVIOOD EVM
TOVTOYPOVA LUELDOVEL TOL KOGTH, TIG TOAVTAOKOTNTES, KO TO ¥pdvo péypt v ayopd (time-to-market) —
OMOL KPIGILOL TAPAYOVTES GTNV VYNAL AVTOYOVICTIKY| Bropnyavia Brvteomaryvidumy.[2]

Onwc dAleg Moeig middleware, ot unyavig mayvididv cuvnOmE TOPEYOLY LI APOIPEST] TNG
TAOTEOPUOG,  EMTPEMOVTIOG OTO 1010  moviolt  va  TpEYEl  ©€  OIQOPEC  TAUTPOPUES
GUUTEPTAAUPOVOLEV®V TOV KOVGOADY TALYVIOIDV Kol T®V TPOSOTIKOV DTOAOYIGTAOV UE AlYES, av o)L
KaBOAOL, oALayEG 6TOV TYaio KO TOL mayvidlov. Xvyvd, to middleware moyvidiov oyedidleTon
UE (o PaciGUEVI] GE GTOLYEID OPYLITEKTOVIKN 1| OTOl0 EMTPENEL GE GUYKEKPIUEVE GUOTHUATO OTN
pnyovi va avtikataotafovv 1 va enektafolv pe mo eEgdikevpéva (Kot cuyvd mo axpiPd) ototyeia
middleware 6mwg o Havok yio puoikn, to FMOD yia 1o, 1 To Scaleform yio Ul kot Bivteo. Megpikég
unyovég moyviduov ommg n RenderWare eivar kot axdun oxedloouéveg G UL GEPG YOAAPE
ovvdedepévov ototyeiov Middleware to omoio pmopodv va cuvévactobv Kotd BodAnon yo T
dnuovpyio po TPOGAPUOCUEVIG UNYOVIG, OVTL Y10 TNV O KOWN TPOCEYYIoT TNG EMEKTACNG N TNG
TPOCAPUOYNG M0 EVEMKTNG EVOMUATOUEVNC ADONC. Me 00100NTTOTE TPOTO KoL AV 1 EXEKTOCIUOTITA
EMTUYYAVETAL, TAPOUEVEL U0, DVYNAN TPOTEPAUOTNTO OTIG UNYXOVEC TOLVIOIDOV AdY® TNnG gvpeiog
mowkMog ypnoewv yuo v omoieg avtéc epappolovtat. [lapd v cuykekpuévn évvola Tov ovOUaTOG,
Ol UNYOVEG TOLVIOIOV GLYVE YPNOLLOTOOVVTOL Yol GAAC €101 Sl0dpUCTIKOV EQUPUOYADV LE
TPOUYUATIKOD ¥POVOL YPOUPIKEG OTULTAOELS OTTMG EMIOEIEEIS LAPKETIVYK, OPYITEKTOVIKEG OTTIKOTOINGELS,
EKTALOEVTIKEG EEOLOIDGELS, Kol TePPdAlovTa poviglomoinong.[3]

Mepikég punyovég maryvidldv mapéyovy Uovo wkavotnteg eotoonddoons 3D mpayuatucon
ypovov (real time 3D rendering) avti tng gvupeiog yKAUOG AELTOLPYIKOTNTOG OV omotTeital amd To
mayviolo. Avtég ot unyavég PBaciloviar otov dnpovpyd ToL TALXVIOL Vo EQAPUOGEL TO VTOAOLTO
QUTAG TNG AELTOLPYIKOTTOG 1 Vo TOo cuvOésel and dAla otoyeion middleware moryvidiov. Avtov Tov
TOTOV O PNYOAVEG YEVIKG OVOPEPOVTOL OG KUNXOVE YPAPIKOV», «unyovn rendering», 1 «unyavy 3D»
avTi Y10 TOV 7O TEPIANTTIKO OPO «UNyov matyvidtovy. Qotdco, avti 1 0poAoyia, ¥PNCIUOTOLEiTaL
avakoAovBa KaBdG TOALEG TANPELS OE XOPAKTNPIOTIKA punyovéG 3D mayvididv avagépovtan amid g
«unyavég 3Dy, Mepkd mopadeiypoto unyavav ypagikav ivol ot e€nfg: RealmForge, Truevision3D,
OGRE, Crystal Space, Genesis3D, Irrlicht ka1 JMonkey Engine. Ot povtépveg unyavig o vidumy 1
YPOPIKOV YEVIKA TopEyovv £va Scene graph, o omoiog givol pio OvTIKEILEVOOTPEPNS OVATAPAGTAGT
tov 3D Kkb6cuov Tov TaVISIOV 1) 0Toila GLYVE AmAoTolEl TOV GYESIOGHO TOV TTaLyVIdloD Kol UTOopEl v
ypnoponomnOei yio o amodotikd rendering tepdoTiov EIKOVIKOV KOGU®V.

Mo ovyvd, ot 3D pmyovéc M 1o ocvotiuate rendering otig pnyovég moyvididv
katackevaloviol Tave oe éva APl ypapikdv, onmg to Direct3D 13 OpenGL, to omoio mapéyet o
apalpeTkOTTa Aoyiopkov g GPU 1 tng kaptag Pivieo. Bifiodnkeg youniov emmédov 6nmg Ta
DirectX, SDL ka1 OpenAL eriong ypnoiporolobvior cuyva o€ moryvidia kabhg mapiyovv tpdcfacn
avelaptntn ond 10 VAKO o€ GAAO VAIKO TOV VTOAOYIOTH OMMG GUOKEVEG €16000V (TovTiKl
(vmohoylotég), mANKTpoAdYlo Ko joystick), wdpteg diktdoov Kot kdpteg Myov. Ilpwv omd Ta
gmroyvvopeva omd to VAIKO 3D ypagikd, eiyov ypnowonombei renderers Aoyiopikod. To rendering
AOYIoUKOD OKOUO YPNOLUOTTOLEITAL OE KATow gpyoieion povtedomoinong 1 oo €kéveg okivnto
rendered 6tav M omtiky akpifela amoTidton TAVED and TV EMIdooN TPAYUATIKOD Xpdvoy (Kapé ava
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SEVTEPOLETTO) N OTOV TO VAKO TOV VTOAOYIOTN dgv GuVaVTA amatioelg dnwg vrootnpiEn shader 1,
otV mepintmon tov Windows Vista, vrootipi&n yia to Direct3D 10.

Me v oavatodn g emrayvvopevng and 1o vAkd emefepyaciog Quoikng, didpopa API
@Vo1KNG 0mmg o PAL kot o1 emektdoelg puoikng tov COLLADA (pag avtadlhaktiknig popoeng yio 3D
otoyela) éywav dSwbéoa yioo va mopEYOLV MO OPOIPETIKOTNTA AOYIOUIKOD TNG Hovadag
eneEepynociog PLOIKNG SaPOPETIKMV Tapdywv middleware kot TAATPOPUOY KOVGOADY.

H mpdt yevid unyovov ypoeikdv tpitov pepmv i renderers (Kot mpoyovev OUTOV TOV
yvopilovpe ©g¢ unyovég) Kuplapyovtay and Tpelg maiktes: v BRender amd tv Argonaut Software,
v Renderware ond tv Criterion Software Limited kot v Reality Lab ¢ RenderMorphics. H
Reality Lab ftav n to0tepn amd T1¢ TPELG Kot NTaV 1) TPAOTH TOL avaAeONKE o€ o embetikn Kivion
¢ Microsoft. H oudda ¢ RenderMorphics, o1 Servan Keondjian, Kate Seekings ka1 Doug Rabson,
akolovbmg mpooydpnoav oto eyyeipnua g Microsoft o omoio petétpeye v Reality Lab oto
Direct3D, mpwv o1 Keondjian kot Rabson @bdyouvv yia va Eekivioovy por GAAN gtanpeio. middleware
Qube Software. H Renderware telikd ayopdotnke amnd v EA aAld té0nke otnv akpn and tov
YiyovTo TV ToyvVIoumy.

O 6pog «unyovn Toryvidov» Npbe oty emedvela ota péca g dekaetiog tov 1990, e101kd oe
oyéon pe 3D maryvida 01mg To oty vidl foldv Tpdtov tpocdnov (FPS). Tdéon ftav 1 dnpotikdTToL
tov mayvidiwvy Doom kar Quake mov, avti va dovAéyouv amd pndevikn Baom, dAlol dnuiovpyol
POV AOEW Yol TO KEVIPIKE KOUUATIO TOL AOYIGHIKOU Kot oyedioocav Ta Ol TOug YPOoOLKd,
YOPOKTNPES, OMAO KOl EMITESD — TO KTEPLEYOUEVO TOVL TOLYVIOLOV» 1 T «GTOLKElR TOV Ay VIdov». O
SLYOPIGUOC TOV EWOIKMV Y10, TO TOLYVIOL KOVOVMVY KOl 0S0UEVOV a0 PUCIKEC EVVOIEG OTIMG O EAEYYOC
GUYKPOLGNG Kot 01 OVTOTNTEG TOV T VIS0 GNUOVE OTL Ol OPLADES LITOPOVGAY VO LEYOAMGOLY KOl VOl
€101KELTOVV.

3.6.2 Overview tov Unity 3d

To Unity 3d givou puo oo t1¢ dnpogiréotepec Game engines mov kvkAo@opobv. H emttuyia
¢ Paciletar kuping 610 YeYOVOS OTL 01 dNoLPYOL TNG Eiyav Gav 6KOTO Vo TIAEOLY UL, UNYOVT| TTOV
0o avtomokpwvotoy OTIC OVAYKEG TV  OVEEAPTNTMOV  OMUOVPYDV MAEKTPOVIKAOV TOLYVIOUDYV
(Independent Game Developers 1 Indie developers ), ot omoio dev pmopodoav v etid&ovy v Sikn
TOLG game engine N va ayopdcovv akpiPd licenses yvootdv unyavov.

To Unity 3d mapéyet éva kabapo kot todd £dypnoto ypapikd nepifdilov 10 0moio o ypHo™g
umopei vo avampooappocel Omwg embvuei. Aroteleitan and mévte mapdbvpa. 1o npdTo, scene/game,
OTHVOLUE TIG OKNVEG TOV Tayvidloh pag kat otav otdpe Play ekel epgaviCetor n mpoemickénnon. To
devtepo mapdbvpo, console, eivar avtd oo omoio gppavifoviol OAa To UNVOUNTO GLOTHUATOC, TO.
omoio, UopovpE VKON Vo dtayelplotovue. Xto mopabupo Hierarchy pmopodue vo dovue 6la ta
avtikeipeva mov gival tomobstnuéva oty oxnvi. OAot o1 @dxelol Kot T apyelo. TOL TOLYVISIOL
anewcoviovtol oto mapdbvpo Project. Téhoc oto mapdbvpo inspector Brémovue AemTouépeleg yia
Kké0e emieypévo otoryeio.

To Unity 3d mapéyer 6Aa ta epyareio Tov O mepipeve kaveic and o game engine. IMapéyet
mv duvatdmto dnpovpyiag primitives (omwg sidape kot oto Sketchup), kataockevn terrain yw
dnuovpyio TGTOV, SUVATOTNTEG PLGIKNG, EICAYMOYT] SVVOUIKOD QOTIGUOD GTN GKNVH Kol TOAAN GALQ
yprowa epyareia. Emiong mapéyetor o editor mono develop ywo cuyypogn kot dwoyeipion tov Script.

Eexwavtog éva véo project oto Unity mpémet va xovpe 610 pooAd pag ivat 1 opyaveooT Tov
QUKEAOV Kol TV apyeimv. Eivol KoAn 7TpokTikny vo, onpovpyodviol @OKEAOL e £Va, TEPLYPUPIKO
ovopo yio v torobgtodvtarl oha ta apyeia. o mopdadetyua, ot factkol @akelol Tpémel va gival ot
scenes, scripts, materials kot animations. I'evikd otdnmote propel va ta&vounbei og o, opdda givon
KaAO va tomobeteiton og Eva Eeywplotd pdrero. Ot AKeLOL TOL dNUIOVPYNCALE EUEIC PaivovTol TNV
TOPOKATO EKOVOL:

Eekwvavtog To project émpene vo dnpovpyncovie to terrain oto omoio o maiktng Oa ywiryvel ta
apyotoroykd avtikeipeva. O terrain editor tov Unity 3d eivor éva modd yprioyo kot €dypnoto
gpyaAeio to omoio mapfyst moAAEG duvarotntec. O ypnotng umopei vo. dnuovpynost to terrain
MUoLPY®OVTOC VYOUOTO Kot AakoOPeg, va tov avabéost textures kot va mpocBécer mOAAEG
AEMTOUEPELEC OTIMG OEVTPO, BAVOLS Kal YPaGiotL.
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Kdavovtog khk oto terrain oto dvo toolbar kot emdéyovtag new terrain dnuovpyodue éva
Kowvovpyto terrain. Tlpwv Eekivnoovpe OU®G TPETEL Vo OPIGOVUE KATOEG GMUOVTIKEG AETTOUEPELES
o6mwg, avaivon tov terrain, péyebog k. Inyaivovtag Eova oto toolbar BAérovpe 6tL gppaviCovrot
OMLEG O1 EMAOYEG OV TPV NTAV YKPLLOPIGUEVEG.

e Set Resolution: Xto véo mapdBupo mov avoiyel puOuilovpe v avdiven tov terrain
KOl TOV AETTOUEPEIDV TOV.

e Flatten Heightmap: Eé® pumopodpe vo SOGOVUE puo T £T01 MOTE VO, WITOPOVLE VO
okéyovpe o terrain.

[T éov umopovpe vo Egkvioovpe vo, divovpe popen oto terrain. ‘Eyovtog 1o emieyuévo 61o
hierarchy pmopovpe va dobpe otov inspector 6ia ta gpyoieion mov €xovpe otnv 0140ect| HoG.
Mmopobpe vo vydoovpe to terrain (kpatovtag matnuévo o shift pmopodue va 1o okdyovpe), va 1o
gEoporvvoope ktA. Emiong pmopovpe vao emié&ovpe to textures mwov Bo ypnoLOTOICOVHE KO LE TO
omoio Oa Bdyovpe To terrain.

INo 10 loaymykd scene eptidéope to TpLodidotote ypaupato oto sketchup, torobethoape
KOl SL0KOGUNCOUE TNV TEPLOYT| TV omoia Ba kortdel | Kapepa kot epopuooape to image effects, otnv
Kauepa, mov mpooPépetl to Unity. Eivar wia oA dodikocio 1 omoio pumopei va kdvel Tnv diapopd
omv aobntikn tov mayvidov. Ta image effects Bpiokovior oto menu components. Avtd mov
ypMNoLoTocape pelg etvon ta e&ng:

e Screen Overlay

e Vignetting

e Contrast Enhance

e Bloomand Lens Flares

"Eyxovtag emléel kamolo epé, otov Inspector eupaviCovral 6Aeg ot pvOuicelg Tov PUTopovUE
va kévovue. Ta @iktpo mov mapéyovtal sivar ToAAG kol pe moALEC pubuicelc to kabéva. Ot Omoleg
YVOGELG 0poroyiag Tov Photoshop 6o pavovv oiyovpa ypnouytes.

To emdpevo Pacikd SCENe TOL EMPENE VO, GTHCOVUPE NTOV OLTO TOL EPYOOTNPIOL TOV
apyatoldoyov. ‘Eyxovtag ¢tidéet 1o dopdtio kKot To dtakoountikd avtikeipeva oto sketchup m
dadikaoio Tov GTNGIHATOC, POV EovE KAveL IMPOrt ta assets, sivor mold amkn. ' tov poticpud
tomofetnoope spotlights oto dwpdrtio pe to exBépata, éva point light oe kdbe dwpdtio kol éva
directional light ywa va. dmoetl pa Tpdm otpdon potiouod. Ot mnyéc emtdc Ppickoviar oto toolbar
omv emhoyn gameobjects. Oleg o1 pvbuicelg yia o emieypévn myn eotdg Ppickoviar otov
Inspector.

Ewkdva6-Xtiopo oknviig oto Unity 3d
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4.0verview tov mayviolov

Onwg avagépope Kot 6NV €10ay®YN, TO TALXViOl givol o TEPITETELN TPITOV TPOGAOTOL e
eKTadeVTIKE oTolyeio yio va pudbet o moaiktng pepwkd mpdypata v v Mwvewn Kprrn. Hoyvidt
TPiTOV TPOCHOTOL GNUAIVEL TT®G O XPNOTNG YEPileTan Tov yapaktpa PAETovTag Tov and Ticw. Katd
v odpKel Tov Toyvdwy Ba mpémel vo WaEel Tov apyoohoyikd xdpo vy va EgBdwel pvoukd
OVTIKEILEVO KOl OTNV GUVEYELN, VO UTTEL GTO EPYOCTNPLO TOV Yla va T Kobapicel kot va To TpoPdiet
oV piKpn aibovco exbepdtwv.

4. 1.Apyukn 000vn Kon EPYRGTNPLO

To mp@to Tpdypo mov avtikpilel o maiktng EeKivdvTog To oy vidt ivar 1 apyikn 006vn. Ze
avTv umopel vo. emhééel va Eexvioel évo Vo Tovidt 1 vo KAgioel TNV €QOPUOYT.
EmAéyovtog éva véo matyviol o ypnotng Ba aviikpicel To pyacTiplo TOL aPYUOAOYOL GTO OmOio
umopei va mhonynBel. O moiktng Kwveiton pnpootd pe 1o TAnktpo ‘W’, wicw pe to mAnktpo ‘S’ ko
otpifel de&1d M aploTepd KivavTag To Tovtikt atny emBounth koatevbovvon. To epyactiplo Tov Taikt
amoteleitor and dvo pépn. To mpdto pépog givarl o ekbeciaxds ydPog 0 0moiog TPog To Tapdv eivar
KEVOG.

To 6e0tePO HEPOC ElvaL TO VITOAOUTO EPYUGTNPLO GTO OTOI0 VILAPYOVY Ol TAYKOL GTOVG OTOIOVE
0 moiktng Oa aAAnAemOpaoel pe o apyolohoyIKa aviikeipeva. Tlpoyopmviog mpog v TdpTo Kot
TaTOVTAG T0 TANKTPO ‘E’ 0 maiktng petapépetal 6Tov apyaiohoyiko xdpo.

4.2.Terrain

O Apyooroyikdg yopog eival €va peydlo terrain to omoio €yl OpKeT AEMTOUEPELO.
AlgoTOpTO GTOV YMOPO O TOIKTNG TPEMEL VoL WAEEL va. Ppetl Tov pmopel va etvon Oappéva apyotohoykd
gupfuata. Tovnbog to onueia oto omoio Ppioketol kdtt givor mo eueavn yoti To texture xor to
terrain givon Aiyo diapopetikd. Emiong vadpyovv kat kamoleg Aemtouépeieg apyaioloyikod ympov. Ta
mo dvokola Ppickovtal g PéEPT oL gival o SacmON.

Moig Bpet KGmolo ornpeio T0 0moio pmopel va EYEL KAMOL0 OVTIKEIIEVO TATOVTOS TO TANKTPO
‘E’ o maixtng okaPel to &dagoc. [Matwvrag Eovd o ‘E’, kabmg eivarl move and to avtikeipevo, 1o
GLAAEYEL

4.3.EpyacTtiipro

"Eyxovtag paléyetl ta avtikeipevo mov 0EAEL, 0 TaiKTNG UTOPEL VO ETIGTPEYEL GTO EPYACTNHPLO
Yo va to eneEepyaoTel Kol vo TEPACEL OTO OEVTEPO POCIKO PEPOG TOL TOLXVIOOD TOL €ival 1
AVAKTNGT TOV OPYOUIOAOYIK®Y OVTIKEWEVOY. AVTO TO KATAPEPVEL TATOVTOC TO TANKTpo ‘E’. Moig
UTEL GTO €PYacTNPLO TPEmel va katevbuvlel mpog Tovg mlyKovg Kol TO Scanner yio vo Ogl Ta
avtikeipeva mov pHaleye mmg UToPEl VoL TOL OVOKTIGEL KO VO, TO, OVOYVOPICEL.

O mp®TOG TPOTOG AVAKTNONG VOl 0 KOOOUPIGHOG TOV aPYALOAOYIKMDY OVTIKEIUEVOV amd TNV
okovn. [TAncidlovtag Tov Tdyko Kol Tatodvtag To TANKTPo ‘E’ 0 maiktng HeTapépeTal 6TV GKNVY TOV
kaBapiopov. Emnv mhiveo aplotepn yovia Ppioketoar évag opBudc kovpmidv. O aptBuog avtdc
kaBopiletoar avdioyo pe to moéco avtikeipeva mov kabapifovior amd v okovn €xel paléyel o
naiktne. Hatoviog ta kovumd avtd, to avdioyo avtikeipevo eppaviletal otnv 086vn. Iatdvtag o
mnktpo ‘Space’ kdbe popd to avrtikeipevo kabapiletar amokoAvmToviag TV Kabopn emipavel.
Iotmvrag To mnktpo ‘E’ 0 maiktng emotpépel 610 pyaoThplo.

O debtepog tpoOMOC ovaktnong eivor o kabaplouds avtikelévoy omd TV Adom.
Evepyomoumvtag Tov mlyko o Taiktng petapépetan oy avaioyn oknvr. Edd sppaviCovrol moi ta
KOVUTLA TTOV OvVOAOYOUV GTO OVTIKEIUEVO TTOV €0V AGGTN Kol puwopovv va kabapiotovv. Tatdvrag
omo1o kovumni O€Ael o maikTng, To aviikeipevo gpeaviletotl oty 006vn. Me 10 de&l KK TOL TOVTIKION
Kol Kvovtag otny embount katehBvvon to aviikeipevo kdvel rotate ywo va pmopel vo @avel mowa
ONUELD TOV ,E0MOTEPIKA 1) EEMTEPIKA, UTOPOLV Vo Kabapiotobv. Kdvovtag apiotepd KAIK [LE TO TOVTIKL
ota onueio Tov vdpyel Adonn avty kabapiletal kdbe popd.
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O tpitog TpOTOC avAKTNoTG EIVOL XPNCLOTOLDVTOS TO SCANNEr TOV £pYAGTNPIOoV. XTNV GKNVN
ot Kot whAl o maiktng Ba emiéEel T avTikeipeva mov cLvéreEe PHECH TOV KOLUTIDV GTNV TAVEO
aplotepn yovia g 086vne. Emiéyovrog ta, avtd gpeaviCoviol oty apyr] tov SCanner Kot KuAGve
7pog TNV 006vn 6mov Ba EPPAVICTEL TO TEPLEYOUEVO TOV TETPOUATOG.

O tehevtaiog TPOTOG AVAKTNONG OPYALOAOYIKAV AVTIIKEWWEVOV givol éva pukpd mini game mov
npénel va waigel o maikmg. Emiéyovtag to avrikeipevo mov Bélel pécw TOV KOLUMIMOV OV v
aplotepn yovia e 000vng, avtd euavileTol GTAGUEVO GE KOUUATIOL XKOTOG TOL €ival Vo EVOGCEL
ovTd o KoppdTio Yo vo Eavayivel To avtikeipevo eviaio. ‘Eva amd to koppdtio mopapével otabepod
o1 Béom Tov KO TPETEL VAL GUPEL TO, VTOAOITA GTIS GMOTES OEGELG.

Ewikéva7-Mnyavicpnoi Ka@apilopov avTikelpévmwy

Kabe @opd mov éva avtikeipevo kabapiletal 1 avoktdtal, avtd Tomodeteital otnv UIKpn
ekBecrokn aibovoa. Edd o maiktng mepvael 6to tpito PHEPOG TOL T VId0V, TOL EIVAL TO EKTALOEVTIKO
koppdtt. To avoktnuéve avtikeipevo tomobetovvral ota Pabpa mov Ppiokovior TEPUETPIKG TNG
aibovoag N oto KeEVTPIKO MHapudpvo Pabpo. Av o maiktng embupel vo pabel Kamolo TpayuaTe yio, To
apyororoykd avtikeipeva tov EEBaye kot kabdpioe, apkel va mincidost ta fadbpa. Kédvovtag to avtod
N Kauepa tomobeteitol og onpeio tétolo Mdote va TPoPdrel povo ta avtikeipeva. Emiong oty mévo
aplotepn yovia epeavifetol £vo, Kpd KEIUEVO IE OYETIKEG TANPOPOpPIES.

Ewova8-Ep@avion avacTUA®PEVOL AVTIKELPREVOV GTOV EKOEGLAKO XWPO
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9. Av@AvoN UNYEVIGHOV KOl KOOIKOS

H yAoooa mpoypappoticpot JavaScript dnpovpyndnke apyikd amd tov Brendan Eich g
etarpeiog Netscape pe v emovopio Mocha. Apydtepa, Mocha petovopdotnke og LiveScript, kot
tehMkd og JavaScript, xvpiog emeldn 1 avamtuén e emNpPedoTKe TEPIOGOTEPO Omd TN YADGGO,
mpoypappatiopov Java. LiveScript ftav 1o emionuo O6vopa TG YA®GGOS OTOV Yot TPAOTH QOpd
KuKhopopnoe oty ayopd ot Pita (beta) exdocels e 10 mpdypappa wepynong oto Web, Netscape
Navigator gkdoyn 2.0 tov Zentéufpio Tov 1995. LiveScript petovopdotnke o€ JavaScript e pia kown
avakoivmon pe v etoipeio. Sun Microsystems otic 4 AegkeuPpiov, 1995, dtav emektdbnke oy
£€Kd00™ Tov TPOYPANLATOS TEpMYNoNS oto Web, Netscape ekdoyn 2.0B3.

H JavaScript anéktnoe peydin emtuyio og YAdoco oty mievpd tov meddrn (client-side) yio
EKTELEDT] KOOIKO GE 10TOCEAIDES, KOl TEPIANPONKE GE dAPOopO TPOYPULUITE TEPUYNONG 610 Web.
Koatd ocvvénela, n etapeio Microsoft ovopoce v epdppoyn g oe JScript yio va amo@Oyel SUGKOAL
6éparto epmopikmv onudtov. JScript mpdchece véoug pebddovg ya va dtopBmcet ta Y2K-mpofinparta
otv JavaScript, ot omoiot Baciotnkav otnv Java.util.Date taén ¢ Java. JScript mepianednke oto
npoypappa Internet Explorer ekdoyn 3.0, To onoio kukhopopnoe tov Abyovsto tov 1996.

Tov NoéuPpro tov 1996, nn Netscape avaxoivwce 6t glye vmofddel ) yAdoca JavaScript
oto Ecma International (o opydvmon g TumOmOINGNG TOV YAMGG®MV TPOYPOUUOTICUOD) Vi
g€étaon ®¢ Prounyovikd TPOTLTO, KOl GTI| GUVEYELN TO £PYO0 EIYE (OC OMOTEAEGUN TV TUTOTOMUEVT
popen mov ovopdleton ECMASCript.

H JavaScript £yt yiver pio amd 11 o SNUOPIAEIG YADOOEG TPOYPOUUATIOUOD NAEKTPOVIKMDV
vrohoyiote®v otov Ilaykoouo Iotdo (Web). Apyukd, Opme, moAlol emayyeLOTIEC TPOYPAUUATIOTEG
VROTIUNCAY TN YA®GGO 00Tl TO KOWO TNG NTOV EPUCLTENVEG GLYYPOQEIG 10TOGEMOV Kot Oyt
EMOYYEALOTIEG TPOYPAPLOTIOTES (Ko PETOED GAADY AOY@V). Me pe T xpnon g texvoroyiog Ajax, 1
JavaScript yAdooo €MECTPEYE GTO TPOCKNVIO KOL £€QEPE  TO  EMAYYEAUOTIKY] TPOGOYN
wpoypoupatiopov. To amotélecua RTOV £vo KOWVOTOUO OvTIKTUTO oty e£AmMAmon TV TAUGI®V Kot
tov Biprobnkodv, m Peitioon mpoypappatiopod pe JavaScript, kafdc kot avénuévn xpnon g
JavaScript é£® amd to TpoypaupaTe TEPMYNOoNG 6To Web.

Tov lavovdpto tov 2009, 10 £pyo CommonlJS 13p00nke pe 6tdy0 T0v Kabopiopd evog Kovon
wpotvmov PfAodning Kupiwg ya v avémtuén g JavaScript £ and 10 TPOYpAuLO TEPUYNOTS
Kot péca o€ AAAeg teyvoloyieg (m.y. server-side).

5.1 Mnyoaviopog Kivnong Xapoaxktipo

I'a vo dnpiovpyncovpe tov dikod pag custom character controller énpene va opicovpe kamoleg
petafintég ol omoieg Ba glyav vomua oe mepintwon mov Tig petafdlope 0o petapdiloviav kot ot
WOLOTNTEG TNG KIVNONG TOL YOPOKTNPO HECH GTO TALYViIOL. ZTOV TOPaKAT® Tivake PAETOVE TOEG vl
01 HETAPANTEG ALTES.

private var charController:CharacterController;
var walkSpeed:float = 6;

var runSpeed:float = 40;

var walkAnimSpeed: float =1;

var rotationSpeed: float = 80;

var gravityFall:float = 1;

var gravity:float = 2;

var walking: AudioClip;

Mivakag 1 - ANA®GELG HETABANTOV

walkSpeed: Yrodeicvdel v todnto pe v omoio 8o Tepmatdel o YopaKTNPOG
runSpeed: Yzrodewviel v taydTnTo. 1e TV omoio, o TpéYEL 0 YO.EOKTHPAS.
walkAnimSpeed: H taydtnta pe v onoia Oa mailovv ta animations.
rotationSpeed: H toydtto pe tv omoio Oa teplotpéPetan o YopaKThpoC.
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e gravityFall:
e gravity: TlIoco oSvvar Oa sivar n dvvoun g Papdmrog mov ookeitol GTov
YOPUKTNPA.

e charController: & avt ™ petapint Ba avabécovpe tov character controller.

Ytov mwivoko 2 PAénovpe Tog yiverar n avabeon tov character controller otny petafint mov
opicope. ZTov KdOOWd pog mhéov Ba avapepOLOoTE GTOV XOPAKTPO HECH QVTAG TNG UETAPANTAG.
Onwg Ba d0vpE KOl TOpOKATO HEGH TG UETAPANTAG AVTNG, TOL Teptéxet Tov controller kaiovpe OAeg
11§ neBddoVg OV YpedlovTar o va Tov Kavouvpe vo Kwveitol. H pébodog Start(), onmg vrodikvoet kot
70 GVOUA TNG KOAEITOL GTNV (OPTMOOT TNG GKNVIG Kot €ival KATtdAANAN Yo apytkomoinomn petafintomv
KO OVTIKELUEVOV.

function Start ()

{

charController= GetComponent (CharacterController);

}

Mivakag 2 - Avd@som character controller

"Exovtog apycomomost otnv puébodo Start() tov character controller, mepvaue oty enduevn
oAd onuavtikn puébodo, v Update(). To kéBe script mov ypdpetor ko yivetoan compiled pmopei va
nepiEyel o puéBodo Update() ko Start(). Kéavovtog to tehkd Build n kabe Update() won Start()
gevaovovtol. H Update() exteleitar ke frame ko €8 eivor mov pmaivel o kddikog o omoiog Bo, Kavet
TOV YOPOKTNPA oG va Kiveitar. Aniadn oe kabe frame vmoloyiletor n 6éon tov yopaxtipa, T0
animation wov 0o mpémet va maigel KabmE Kot 0 avAAOYOg YOG TEPTATHUATOG AV TPEYEL, OV TEPTOTAEL
N av Bpicketal 6To vepo.

Ytov mivaka 3 0o SoOE apyIkd TOV KOSIKA TOL ¥PEALETAL Y10 VO, 0KODYOVTOL Ol KATAAANAOL
NYoL avAAoyo HE TNV TOYVTNTO OV TEPTOTAEL O TOIKTNG KOl TAVMD GE Tl EMPAVELN TEPTATAEL O
TOAKTG.

function Update () {

if(excavate.waterWalking==false)

{

if (Input.GetKeyDown (KeyCode.W))
{
audio.clip = walking;
audio.Play () ;
audio.loop = true;

}

if (Input.GetKeyUp (KeyCode.W))
{
audio.clip = walking;
audio.Stop () ;
}

if (Input.GetKeyDown (KeyCode.S))
{
audio.clip = walking;
audio.Play() ;
audio.loop = true;

}

if (Input.GetKeyUp (KeyCode.S))
{

audio.clip = walking;
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audio.Stop () ;

}

if (Input.GetKeyDown (KeyCode.W && KeyCode.LeftShift))
{

audio.clip = walking;

audio.Play();

audio.loop = true;

audio.pitch=2;

if (Input.GetKeyUp( KeyCode.LeftShift))
{
audio.pitch=1.25;
}
}

Mivakag 3 - KOSikag yia avamapaywyn 1)X0V KATA TO TEPTAT LA OE 6TEPEO £8a oG

O kodwkog eivor yopopévog oe kamoleg if Statements, ot omoieg meprypdpovv Oleg Tig
TOovEG TEPUTTMGELS OV Umopel va suuPfodv. o mapddery o Kavoviko TepTATILN GE GTEPED £D0.POG,
TpEE0 o8 0TEPED £00.90C, mepmdtnua og vepd KTA. [Ipémetl va avapépovpe 0TI 0 KOOKAS avTOG givar
TerEimg EeY®PIOTOG OO TOV KMOTKO TTOL YPEIALETOL Vi VO, KIVIOEL 0 YOpaKTPAG LLE TOV TPOPAETOUEVO
TpoOTO.

Apyicd enedn 610 oy Vidt VLAPYOVY FVO EMPAVELES (VEPO KOl GTEPED £80.POC) 0 KDIKAG Oal
TPENEL VO avayvopilel ovd Taco otypn Tt Bpicketol KAT® amd Ta TOdle ToLv ToikTr. Etol o koo
yopiletal og 6VO KOPUATIO.

270 TPMOTO KOUUATL EAEYYETOL AV O TOKTNG OeV Ppioketon Tavm oTo vepd. Avtd yivetal Le TNV

TPOTN YPOLLUY.

if(excavate.waterWalking==false)

Mivakag 4 - 'EAsyxog av BpioKeTal vepod KAT® Ao TOV TTaiKTY

Edd péom tov script excavate shéyyeton av nj Boolean petofintr waterWalking ivou true 1 false. O
TPOTOC 7OV yivetow 0 €heyyog avtog &ivar o &€nc. ‘Evag kdPoc tpomomotuévon ueyéboug eival
TOmofETNUEVOG UTMPOGTA GTOV XOPOKTHPM, G KOTAAANAO VWOG MOTE Vo, £XEL EMAPT UE TO £D0POG.
Avtoc 0 KOPog yivetar Toudi tov yapaxktpo £161 ®ote va Kiveitar pali tov. To Script excavate givat
tomofetnévo o€ auTov Tov KOPo. O TapaKATO KOIKAG avayvmpilel ov KOTm amd TOV IOkt VIdpyEl
vepo.

function OnTriggerStay(other : Collider)
{

if (other.tag == "water" )

{

waterWalking=true;

}

if (other.tag !'= "water" )

{

waterWalking=false;

}

Mivakag 5 - Aettovpyia eEAéyyov em@avelag vepol
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H pébodog OnTriggerStay eAéyyxel pe Tt ovtikeipevo kaver collide to avtikeipevo oto
omoio eivol Tpocsaptnuévo to script. H uetafintn other ypnoponoteiton kébs popd yio v pumopei va
vap&el avapopd 6to avtikeipevo mov Oélovpe va eleyyBei. ‘Etol péow g other eréyyeton miéov 10
tag Tov avrikelpévou pe to omoio yiveton collision. Xpnoonowdvrag tov éleyyo if (other.tag
== "water" ) kot 10 avtiBeto if (other.tag !'= "water" ) uUTOPOOUE €VKOAQ VO
aidaEovpe v petafanty waterWalking amo true oe false kot o avtifeto.

2V mepinton mov eAEYXOVUE TOPA 0 TaiKTNG Oev PpioKeTal TAV® GE VEPO OMOTE UIOPOVLE
VO TPOYWPTCOVUE OTIS GLVONKES OV Ba EMTPEYOLY TNV OVATOPAYDYT TOV COCTOV NYOV. XTNV
apot if () PAémovue O6TL pmaivel cav ovvOnkn to Input. GetKeyDown (). H xAdon Input
ypnowonoteitot yio va propel va kotoddPer n Update() d6o mpdypoto. Apyikd pe modv tpoémo Ha
natnOel To mANKTpo 7oL Ba pmel cov Opiopa Kol devTEPOV o0 TANKTPO Ba givor avtd. o v
aVOyVOPIoN TOL TANKTPOL KoAeitar n péBodog, GetKeyDown (),GetKeyUp (). H pio opilel av 10
TANKTPO TOTIETOL KOl 1] OEVTEPT OV TO TANKTPO OLPNVETUL. TNV GUVEXELN GOV OPICUOTO, UTAiVOVY Told
TMNKTpa BELOLE VO EVEPYOTTOLOVV TIC EMBLUNTEG EVEPYELEG.

Mmraivovtog 6tov Kmotka yia 1o Tt Ba yivetal av Exovv matnfel ta KatdAAnAo TANKTPO EYOVUE

Ta €ENG:

e audio.clip = walking; : To mymtikd khin mov Ba morytel katd v ddpkela Bo givan
avtd mov Exovue avobéoetl otov editor pe drag and drop, dniadn v petafAnt pe to Gvopa
walking.

e audio.Play() ;: Alvovue Tnv evtoAr] va moi&el 0 oG mov opicapie.
e audio.loop = true; :Aivovue v evtoln o Nyog va Toilel 6€ EXAVOATYT.
e audio.pitch=2; :Aivovpe v evtoAn o Nyog va mailel o€ emavainym.

v ovvéyew Bo avoADoOLUE TOV KMOKO Yo TV KIVIon TOL XOpOKTAPO KaBMG Kol TNV

oot Hién tov avtictorymv otig Kivioelg animations. Ed® 0o ypnoyonomoovpe kot mdit kémota if
statements ta omoia 6tav tKavorolovvTal Bo kKaAoDV Tig KatdAAniec uebddovg ol 0moieg e TV Gepd
ToVg Bol KIvohV TOV YOPaKTHPU GTNV KATEVHLVON TTOL TPETEL LUE TNV TOYVTITO, TTOV OTALTEITOL.
I'a v mepintoon mov o maiktng Ppicketar og empdvela vepov 1 dodikacio eival oxeddv 1 id1a. Xe
LTIV TNV TEPITTOOT 0 aPyIKOG EAEYYOG elval if (excavate.waterWalking==true) . Me 1oV id10
Tpomo eAéyyetar 1 Boolean petapinth waterWalking tov Script excavate. Ot mepintt®cels mov TpEmeL
va eheyyBolv gival OTav TATIETAL TO KOVUTL W Y10 VO TPOYMPNCEL O TAIKTNG UTPOCSTE Kot va taiet o
Nyo¢ (L€ow TG Input.GetKeyDown (KeyCode . W) ), OTOV 0Q1GEL TO KOVUTL W Y10, VO, GTOLOTHGEL VO
nailel o Myog (Léow TG Input.GetKeyUp (KeyCode.W)) Kot O6tav Tpéyel 0 mouktng (LEom Tng
Input.GetKeyDown (KeyCode.W && KeyCode.LeftShift)) KpOTMOVIOG TATNUEVO TO aPLOTEPD
Shift.

if(excavate.waterWalking==true)
{
if(audio.clip==walking)
{
audio.clip = waterWalking;
audio.Play () ;
audio.pitch=1.5;
}
if (Input.GetKeyDown (KeyCode.W))
{
audio.clip = waterWalking;
audio.Play () ;
audio.loop = true;
audio.pitch=1.5;
}
if (Input.GetKeyUp (KeyCode.W))
{
audio.clip = waterWalking;
audio.Stop() ;
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}
if (Input.GetKeyDown (KeyCode.S))
{
audio.clip = waterWalking;
audio.Play();
audio.loop = true;
audio.pitch=1.5;
}
if (Input.GetKeyUp (KeyCode.S))
{
audio.clip = waterWalking;
audio.Stop() ;
}
if (Input.GetKeyDown (KeyCode.W && KeyCode.LeftShift))
{
audio.clip = waterWalking;
audio.Play();
audio.loop = true;
audio.pitch=2.5;
}
if (Input.GetKeyUp( KeyCode.LeftShift))
{
audio.pitch=1.5;
}

Mivakag 6 - Asttovpyla eA£yyXov eTLPEVELAC VEPOV

H ovvéyewn tov kddka kabopilel g Kot mpog Ta mov O Kiveitor 0 YopakIpag, Kadmg Kot
T avtioToye animations mov Ba wpémet va mailovy kot tog Bo evorldccovtal peta&d Toug pe GLGIKO
TpOTO. H  «ivnon OV yopoktpo  KoBopiletor  opykd ond mv EVTOM)
Input.GetAxis("Vertical™) . O apywog €Aeyyog mOL YiveTal €lval av O YOPOKINPOG EXEL
ratevBuvon TPog o UTPOoTa N TPOGS Ta Tiow. Avtd yiveron ywpilovtag tov kddka oe dvo pépn. Otav
N mopamdve evtoln eivar Betik) o yapaxmpos Ba mpoywpdel pumpootd. Otav givol apvntikny o
YOPOKTNPOG Oo TPOYWMPAEL TPOG TO TOM. XTO TOPAKATO UTAOK KOSIKO O YOPUKTNPUS TPEXEL UTPOCTAL.

animation.CrossFade ("indIdle™) ;
if(Input.GetAxis("Vertical)>0)
{
if(Input.GetButton("Shift"))
{
animation['indRun'].speed= walkAnimSpeed;
animation.CrossFade ("indRun") ;
charController.Move (transform. forward*runSpeed*Time.deltaTime) ;

}

Mivakag 7 - Tp£ELpo Tpog Tta epmpog

Apywd moiler to  mpdro  animation, mov egivar to idle péom g evtolig
animation.CrossFade ("indIdle™) ;. Anlodn OTOV O YOPAKTNPOS Elval axiviTog Kol 0dPAVIC.
2 ovvéxeln yiveror o Pacikog ELEYXOC av O XOPAKTAPAG KIVEITOL UTPOGTA 1 TPOG T, Tio®. AVTO
yivetan eAEyyOVTOG av T0 Vertical AXis givan Oetiko M apVNTIKO
(if(Input.GetAxis("Vertical”)>0)). v ocvvéyela yivetar éAeyyoc ov gival Tatnuévo To
Kovumi tpe€iparog, onhadn 10 aplotepd Shift UEC® ™mg EVTOMIG
if(Input.GetButton ("Shift")) .Av &lval TOTNUEVO TOTE EKTEAOVVTOL Ol EMOUEVES EVTOALG:
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e animation['indRun'].speed= walkAnimSpeed; Apywd dlveton pua toyvTnTo
oto animation mov Oa moyTel .

e animation.CrossFade("indRun"); Méow g evtoing CrossFade Oa mavytei to
animation tov tpe&ipatog, to omoio Ba evodroytel opord pe to idle animation.

e charController.Move (transform.forward*runSpeed*Time.deltaTime) ;
Méow tg uebddov Move() o Character Controller xweitonw otov yopo. Ztnv
napévheon Ppiokovrol ta opiouata to omoio Oa kabopicovy Ty ToydTNTA Kot TNV
rkatevBvvon. H katevBovon opiletor omd 10 transform.forward ,m ToyOTNTA
amd TNy petafinti runSpeed kol TEAOG ToAhamAaoidlovpe pE TOV YpOVO
Time.deltaTime .

To emdpevo pumhox kddKa Kvel TOV YopaKTipo UTPOSTE OAAG LE ToyOTNTO TEPTATALOTOG,
OvGlO6TIKG EIVOL 1| GUVEYELD TOV TPONYOVUEVOL UTAOK TO omoio Eekivnoe pe v if vo eléyyel av 1o
kovpni Shift tov tpe&ipatog sivar matnuévo. H else Aowmdv eléyyst v mepintoon mov dev eivol
notnpévo to Shift, dpa o yopaxtpog tepratdet.

Else
{
animation['indWalk'].speed= walkAnimSpeed;
animation.CrossFade ("indWalk™) ;
charController.Move (transform. forward* walkSpeed*Time.deltaTime) ;
}
}

Mivakag 8 - MepTtdtnpa TPog Ta RTPOC

Ed® PAémovpe mwg o kddkag exavaroppdverar aAld TAéov To animation wov Oa mai&et, Oa eivat Tov
TEPTOTNLOTOG,

To enduevo UITAOK KOSKO avOAAUBAVEL VO KIVGEL TOV XOPAKTHPA TPOC T To® wailovTog
To kKatdAAnio animation av tpéyel | mepmatdet He TNV KATAAANAN TaydTTO.

else if(Input.GetAxis ("Vertical)<0) {
if(Input.GetButton("Shift")) {
animation['indRun'].speed= -walkAnimSpeed;
animation.CrossFade ("indRun™) ;
charController.Move (transform. forward* -runSpeed*Time.deltaTime) ;

}

Mivakag 9 - Tpé&Lpo Tpog Ta Tiow

®étovtac to walkAnimSpeed pe apvntikny T daceolilovpe 6Tt To animation avti tm eopd Ha
naigel avdmoda. ‘Etotl o yapoktipog Oa eaivetor 6Tl tpéyel mpog ta wicw. Exiong otnv uébodo Move 0
uetaPAnty runSpeed 6o mpémer ko ovty va whper apvnTikd wpdonupo. ‘Ercr Exoviag —
transform.forward o yapaxtipog Oo kivnOei Tpog ta wico.

Else

{
if ('animation.IsPlaying("indwalk™))
animation['indWalk'].time = animation['indWalk'].length;
animation['indWalk'].speed= -walkAnimSpeed;
animation.CrossFade ("indWalk") ;
charController.Move (transform. forward* -walkSpeed*Time.deltaTime) ;
}

}

Mivakag 10 - lepTtdTnpa TPOG TA oW
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To mapokdtm prlok Kodika eivatl avtd To onoio divel Papdtnta oTov YapoakTpo dTav TNddel,
N vevikd 6tav dev Ppioketon otov aépa. Eivar modd onuoviikd oe éva mouyvidl va eA&yyetal avti 1
TEPIMTOON Kot vo, YPAQETOL 0 ovéAoyog kddikag mov vo géopowdvel v Papdtnrta. Otav évag
character controller kiveiton otov ¥®po Kot PTdceL 6€ KAmO10 GNUELD TO 0010, OTWE £EVOG YKPELOG, Y10,
Vo AEITOVPYNGEL PLGLOAOYIKA Kot va doBel oTov TtaikTn 1 vIvm®on GTL 0 YapakTnpag £xel fApog Kot
VIOGTOOT TPEMEL VO, EPAPLOGTEL 1] SVvaun TG PapvTnTog.

if ('charController.isGrounded)

{

charController.Move (transform.up * gravityFall * Time.deltaTime) ;
gravityFall -= gravity;

Mivakag 11 - E@appoyn Bapvtntag

H mpot if eléyyet av o yapaktipag ival otov 0épa. if (!'charController.isGrounded) . Xg
LTIV TNV TEPITTOOT oNUAiveEl TOG 0 TaikTNG eite &xel mONEeL, gite LOMG TpoydPNOE Amd TV dipn
€VOG VYNAOTEPOL emimEdOV. AV dgv Ypa@Tel KOdKag Yo eEopoimon Papvtntog avtd mov Oa yivel sivar
oTL 0 yopaktnpog Bo cvveyioel va mepratdel otov aépa. ['a va anopevyBel avtod, péom g pedodov
Move, kwvolue Tov YopokTNpo TPog To mhve (transform.up) Kot TOAOTAOGLAOVUE pE TNV
petafint gravityFall. 'Etotl eéopoidveral n obvaun g Paputtog kot o xopoktnpos Bo méoet
TPOG TO  KOT®. A@oupdviag kdbe @opd omd TNV  TponyoOuevn peTofAnT  pic  GAAN
Tiuf(gravityFall -= gravity;), o mapatnpnOei Kot pio mtéyvvon 6Ty TTOGT TOL TAUKTN GTO
KEVO.

Téhog 0 kDA OV KAvel rotate Tov yopoktipa glvor o mapakdtw. Onwe ypNoIHoTolode
v pébodo Move yuo voo KIviioovpEe TOV YOPOKTIPA, €ival AOYIKO Vo, LTAPYEL Kol [ OVTIGTOLYN
uébodoc yia to rotation tov yopaktipa. Avti 1 uébodog sivar n Rotate kat cuvtdcoeton £Tot:

transform.Rotate(Vector3(0,Input.GetAxis ("MouseX")*rotationSpeed*Time.delta
Time,0));

Mivakag 12 - Rotation Tov yapaktipa

H péBodog Rotate maipvel wg opiopata éva Vector3 oniadn éva mivaka tpidv Tipnmv. Méow g Input
déyetar oe mowdv Gfova Oélovpe vo otpifel 0 yopakmpag Input.GetAxis ("MouseX™), UE Tl
Ta0INTa rotationSpeed , KAl TOV (POVO.

Koaton&ope va €govpe évav yopoktipo pe CUStom ovotnpo kivinong, mailovioag tovg
AOPAITNTOVG NXOVS OVAAOYO GE Tl EMPAVELN TEPTATAEL, LE TO, KOTOAAN G animations yio v Kabe
nepintowon mepmotnuatog 1 tpekipatog mpog OAeg Tic katevbvvoels. Emiong tov 660nke Papdrnta
MOTE VO, TEPTEL OTAY VTTAPYEL KEVO M| OTAV 00 £voL LYNAOTEPO KaTERAIVEL GE EVOL YUUNAOTEPO.

5.2 Manager Script

To emduevo Script mpog mapovsioon gival kot omd 0 MO GNUAVTIKG a@od Ppicketol og
Aertovpyio kKB’ OAN TNV SLAPKELN TOV TOLYVIOOD KOl TOPUCKIVIOKE EAEYYEL KATOLEG TTUYEG TOV. X
KGO oy viol Tpémel va VIGPYEL TOLAGYIGTOV £va TETOL0 SCIPt TO 07010 KPOTAEL OVTIKEILEVO AVETOPOL
amd TNV UETAPOPE, OVAUESH GE OKNVEC, 1 KPOTAEL OVETOPOVE TVOKES Ol 00101 EY0oVV amobnkevuéva
TOAD onuavtikd ototysio yio to mayvidt. To 6wkd pag Manager Script e&vanpetei Tov €E7g okomoie:

® Tnv dnuiovpyia mvakmv mov Ha amodniedovTal T OVOULTH TOV AVTIKEWEVOVY ToL O
palevet o maikTne.

® Tnv dwatypnon Tov Manager Script kotd v Sidpketo GAAyNG OKNVOV.
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® Tov éheyyo Y10 TV 6OOTN EUeavion Tov tutorials.

® Tnv oot ToToBETNOT TOV YOPAKTHP GTOV ¥DPO KAOE pOopd mov pmaivel Kot Byaivel
oo éva mode kaBapiopod AVTIKEWEVOV.

5.2.1 Aqpmovpyio TvaK®V amodfkevong String avTikelpuévov

Onoc avaeépbnkKe Kol 6€ TPONYOVUEVO KEPAAOLO VITAPYOLY Téocepa MOdes kabapiopol Tmv
aviikeévov. Kabe ¢@opd mov o yapoktipog paledel oviikeipevo ovtd mpémel KOmmG va
avayvopiloviol kot pe Kamolo Tpomo va amobnkevetal mola £xel GLAAEEEL. Mo Tp®TN oKEYT HTAV VO
amoOnkevovral omevdeiog cov game objects aAid to Unity 3d £yxet Bépa pue v amevbeiog amodnrkevon
OVTIKEHEVOV.

"Etot1 ta avtikeipeva dev amofnkevovtan ta idto 6€ KAmowov mivaka, aAAd 1 ovopacio Tovg og
évav mivoko tomov String. T, va amofnkevtodv 6e KAmOoV Tivaka T0 KAOE aVTIKEINEVO TPEMEL VO
€xel Egyoplotd Ovopa Kot va Exel éva tag to omoio mePtypApel TNV OUASO OVTIKEWWEVOV GTNV OOl
avfket. Ta tags etvon To axdAovBa:

e Mud

e Dirty

e Scanner
e Broken

‘Eto1, péom tov Excavate Script, mov avaldcape kol mopamdve, 0Tov avoyveoplotel Kamolo
avtikeipevo péow tov tag yiverar push otov katdAinio mivaka. Aniadn dwPdaletor to Gvopo tov
QVTIKELEVOL Kot To String avtd anobnkedetal miéov otov mivaka mov £xetl dnuiovpyndei oto manager
script. O kmdikag Tov excavate script wov to kabiotd dvvatd givar o €ENG:

else if (other.tag == "mud" && Input.GetKeyDown (KeyCode.E))
{

Instantiate(pickup particles,other.transform.position,Quaternion.identity);
manager.mud.Push (other.gameObject.name) ;
Destroy(other.gameObject) ;
audio.PlayOneShot (sound pickup) ;
display message pickUp=false;

Mivakag 12 - AvayvapLot) avTIKELLEV@Y 6TO excavate script

'Eto1, péom tov Excavate Script, mov avaldcope kol mopamdvm, 0Tov avoyveplotel kamoto
avtikeipevo pécm g petafintmg other ko tov tag mov tov épovpe dwoel (other.tag == "mud")
Ko &yovtag natoel 10 E (&& Input.GetKeyDown (KeyCode.E) Ba yivouv ta mopakdatom. Apyikd,
0o eppaviotodv to, particle okdvng to onoia dnuovpyRoaue kat ta omoia Ba avaAddoovus oe GAAO
KepOalowo(Instantiate (pickup particles,other.transform.position,Quaternion.id
entity) ;). TtV GLVEXEID TO OVOUO TOV OVTIKEWWEVOL TOL avoyvopictnke o mpowbnbel otov
KatdAAnA0 mivake tov Manager script(manager.mud.Push (other.gameObject.name) ;). H
EVIOA aVTH OLGLOOTIKA Aégl, 6To SCript manager, otov mivaka mud, kéve push(dniadn Paie) to
string, onAad” To Ovoua Tov game object mov avoyvopioTnKe HOAG TOPO. XTNV GUVEXELL
KOTOOTPEPETOL TO OVTIKEIPEVO yloti Ogv ypedletar vo vrdapyel oty oknvy puéocm tng destroy
(Destroy(other.gameObject) ;), moiler o Myog mov avobéooue o100 paleua TOV
avtikelévov(audio. PlayOneShot (sound pickup) ;). H ypnon g emdpevng evioing 6o
avaAvei og ETOUEVO KEPAAALO.

Ouowg Tmg dnidvovtal kot ote gival n odvtaén yio TNy onpovpyic Tov avikov avtov; Ot
mivokeg ov dnpovpyndnkay eivar ywpiopuévor e 600 opddes. H pio opddo amoterel Tovg TivaKeg
oMoV amodnKeHhovTol To, OVOLOTO TMV OVTIKEIUEVOV TPV KaBapioTovV Kot 1) Og0TEPT OUAd TIVAK®V
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VIAPYEL Y10, VO AtoONKEHOVTOL TO, OVOLLOTO TOV OVTIKELEV®V TOV £yovv Kobopiotel Kot eivar ETola
Vo ITovy 6Ty povoegtakt| aibovsa. Ot tivakeg g Tpdng opddag ivor ot:

e Mud
o Dirty
e Scanner
e Broken
O mivakeg tng 0e0TEPNC OPLAdaG Elvat ot
e Display_mud
e Display_dirty
e Display_scanner
e Display_broken

O mopakdto Tivakag TapoLelalel TOV KOOKO Y1 TNV O1NHOVPYIN QVTOV TOV TIVAK®V:

static var mud = new Array ()
static var display mud = new Array();

static var dirty = new Array ()
static var display dirty = new Array();

static var scanner = new Array();
static var display scanner = new Array();

static var broken = new Array ()
static var display broken = new Array ();

Mivakag 13 - Anpuovpyia mMvakwv

OAot ot wivakeg Bo dnAwBovV mg static yio va pmopodv va ypnopuoronody amd driia SCripts.
Omnotladnmote petafAnt mov mpénel va ypnoipomomel omd eEmwtepikd SCrpts mpémet va SnAdVETOL MG
static. ' va kAnOsi and dAlo script mpdTa ypdpetarl o 6vopo Tov SCript and to omoio TpoépyeTar N
petafAnt wov BEAOVUE VO, YPTCLLOTOUGOVE, LETA TEAEID KOL LETA TNV UETAPANTY.

5.2.2 AMhoy1 oKnvav Kot orotipion script

To manager script to omoio avalvovpe, OTmg Kot OAa Ta. SCripts og £va project tov Unity 3d,
npénel vo. Tpocoptatol o kamolo Game Object. Eite avto to Game Object givar kamoto avtikeipevo
g oknvig 10 omoio @aiveton kot veiototor (6nwg wy o character controller), eite sivar éva Gdelo
Game Object eivon xoBapd Aertovpywkry emloyn wote vo, gévmnpetel T1¢ avaykee uag. Epeig
dnuovpynoape évo. empty Game Object, to omoio ovoudoape kol avtd Manager, Kot Tov
npocoptioope To Script manager. T v dnovpyioc empty Game Object emdléyovpe omd t0 TOV®O
toolbar to game object kot petd empty. Avtd dnuiovpyei to Gde10 avtikeipevo kat To Tomobetel otV
oknvn. And 1o hierarchy pmopei va petovopootel og 611 Porevet Tov ypnotr. To empty game object
dev yiveron rendered xat dev o @ovel TOTé 6TOV TAIKTY €ite GTOV ¥PNHOTN, YO OLTO TO AOYO €ivol
Kot@AAnio yio tomobétnon script. Kavovtog drag and drop to script oto empty game object to
ovoyetilovpe.

Todpo oV T0 SCript £x€1 GLOYETIOTEL [lE KATO0 OVTIKEIUEVO GTNV GKTVI] LITOPEL LE TO TOL Yivel
ALY OKNVIG VO UMV KOTOOTPAPEL Kol VO GUVEYIGEL VAL DTTAPYEL OTWS NTAV KOl GTNV TPOTYOVUEVN
KOTAGTOOT TOL KoL GTNV EMOUEVN KOL OTNV OOl OKNVA. AVTO yivetol yloti 0 KMOKOG TTOL
epapudletor yoo Ty SlaThHpnon Tov Manager avtikelévov 1oyveL Kot yio. To SCript to omoio eivor
TPOCAPTNUEVO GTO OvVTIKEINEVO avtd. H evtoAn yu v Swothpnon €vog OVIIKEEVOD KOTA TNV
dwapkero. oAloyng oknvig eivan n DontDestroyOnLoad() tv omoia 8o dodue mapoxdrtw. Exi 1
gukoipia Bo doOLE KoL TNV EVTOAN LE TNV OTolol e TO TATNHO eVOC TANKTPOL aAAALEL 1] GKNVI]. XTOV
TOPOKATO TIVOKO QUIVETOL O OmAPOiTNTOC KMOKOC TOL VAOTOIEL TNV OAAOY OKNVAG KOl TNV
dratipnon Tov avtikeévov manager poli pe to script:
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function Update ()

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

Application.LoadLevel ("Lab");

DontDestroyOnLoad (this.transform.gameObject) ;

Mivakag 14 - AAAayn] oknVIIG SLaThpnon avTIKEHEVOU

Xtov wivaxa 14 BAémovpe Tov KOO Yo 0VTA TNV 0AAAYY] GKNVIG KOl TV Olatipnon evog
avTIKEWEVOL avémaeov. Omoto avtikeipevo dev datnpndel and v DontDestroyOnLoad (), Oa
KkatooTpagel poli pe OAo To VTOAOITA AVTIKEILEVA TG OKNVIG Kol dgv Ba vITdpyeL 6TV VEa oK,
dpa oev Ba pmopet va ypnoyomoindet.

Apykd yuo va. adddEel o oknvn ypnotpomoteiton  uéBodog LoadLevel() n omoio maipvet
oav optoua to String, o dvopa, T™C oKNVAG oL BEAOVUE VO POPTAOGOVUE. ETOV TOPUTAVD KOIKA,
QOIVETAL TMOG POPTMVETAL 1) CKNVI TOV EPYAGTNPION TOV XOPOKTNPO. THV omoia Exovpe ovoudost ‘Lab’.
Onwg éxovpe det kat o mponyovpeva pe v xpnon tg GetKeyDown() motdvtog, 6Ty GuYKEKPUEYT
nepintwon, to ‘L’ Ba petapepbole GTov Ydpo Tov EPYacTNpiov.

XV ovvéyewr M DontDestroyOnLoad (), KPOTAGE TO OVTIKEIUEVO OVETOQO KOTA TNV
petéfoom. To optopa tng ival amhiog T0 avTIKEIUEVO OV Tpémet vo. datnpndel. Xtnv cvykekpluévn
nepintwon €nedn to SCript Ppicketor mTPOCAPTNUEVO OTO OAVTIKEIUEVO OV TPEMEL VO TOPAUEIVEL
avémago ypnotpomoteital o this. . To ‘this’ dnladn avaeépetor ThvTo 6T0 AVTIKEILEVO TO 0TO10
euo&evel to script mov tpéxet ekeivn v oty To ‘this’ €0 dnAadn avagépetal 6To AVTIKEILEVO
manager. I'a va oAokAnpwbei 10 dpropa ovaeepdpaocte 6to aviikeipevo péow tov transform. Iavzo
otav yivetan ovapopd o€ Eva OVTIKEIIEVO YPNOUOTOLEITOL TO transform. gameObject.

5.2.3'EAegyyog Y10, TNV 66T Ep@avicen Tov Tutorials

Ta tutorials oto mouyvidl epeavifovial 6 GLYKEKPYEVEG OTIYIEG Kot gival QTiaypéva £Tot
®oTe vo KaBodnynoovv tov Taiktn ot TpdTa Tov Pripata. e tov Adyo avtd dev eppaviletor va
Kelpevo to omoio emeényel OAeC TIG SLVOTOTNTEC TOL TOLYVIOOD KOl TOVG GTOYOLS TOV, OAAG kdéOe
uivopa mov epgavifetor odnyel tov moiktn oto TL mpémel va kdvel uetd. Emiong 6tav o maiktng
eUPavileTol TPMTN POPA GTOV YMPO TOL EPYUCTNPIOL LE TO TOL EEKIVIGEL TO T VidL EMELDN deV EYEL
oLAAEEEL akoua kKavéva avtikeipevo ot colliders tov mhykov mov aArdlovv v oknvhi Kot 081 yodv
ot0 téocgpo. modes eivat amevepyomotmuévor.

O naixg mpénel TpadTo vo daPdoet to tutorial To omoio Oa tov evnuepmdoel g Tpénel va
Byel oTOV 0pyo10A0YIKO YDPO Vo WAEEL KOl Vo BPEL OVTIKEIPEVO KOl HOAG ETIOTPEWYEL VO TANGLAGEL
TOVG ThyKovg Yo, vo. det umel oto ddpopo Modes. Xe ekeivo to onueio o colliders gvepyomotovvtat
Kol 0 TOUKTNG LOALG TANGLAGEL TOVG TAYKOVG Bl del val ep@avileTon 160monTIKd PpvLpe 0Tl WTopel va
K@vet xpron tov modes.

O tpdmog pe tov omoio pmopel va viomoindel To TapPUTAVE® GEVAPLO ivarl av avd oo oTiyun
pumopet va givorl yvaotd mold oknvi etvan poptopévn. Eniong npénet va gival yvootd ndéceg popéc €xet
eoptmlel o oxknvn. Tevikd avtég ol AemTopépeleg UTopovY va YEIPLOTOVV e KATolovg integers ot
omoiol koD ovEoUEdVOVTOL, GE GUVOLOOUO LE TNV YVAOOT TOV TOl GKNVI| €ival QOPT®UEVT,
gpeaviCer o tutorials oe Aoyikd kot kouPikd onueio Tov kKabodnyovv Tov maikTy.

Apa Aowmdv, pe Pdon To mOpamAve, GAAN M. TOAD OMUOVTIKY ouvaptnon eival 1
(onLevelWasLoaded (level : int)). Avtf gival 1 €VTOAN Ue TV omoiol PTopovuE ave OO
oTiyun va yvopilovue moto oknvi £xEl eopTmBEl Kol Vo KAVOVUE TOVG VITOAOYIGHOVS Tov BEAovpe. To
opopo Tov dExeToL Eivol amhd évo akEPALOG O 0TOl0g avTITpooOTEDEL cav index number v kdbe
oknvi. O apBudc yio kabs oxnvi umopel va Ppedel nnyaivoviog oto file ko petd emdéyovtag v
gmloyn build settings. Zta build settings 6o avagepbfodue ce endpevo kepdroto. Apa EEpovtac ta
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index tov oxNvOV puropodue HOAG POPT®OEL Lo, oKNVI| OV EMBVUOVLE VO EIGAYOVE KOSIKO TTOL Hol
xewpileton ta tutorials mov BELovE. ETOV TOPAKAT® TIVOKO QAIVETOL O KOSIKOG:

function OnLevelWasLoaded (level : int)

{
if (level == 3)
{
in main=false;
t _cnt=t cnt+l;

if(level==1 && t cnt!'=0)
{
in main=true;

}

if(level==1)
{

t2 cnt=t2 cnt+l;
}

if(level==3 && t2 cnt!=0)

{
t2 cnt=t2 cnt+l;

}

Mivakag 15 - Ep@avion twv tutorials

INa va e€nynbei o kddkog epedviong tmv tutorials kalvtepa éxovrag ta index numbers g kéOe
oknvng Ba Pondnoel 610 va Katavoncovue KAADTEP TOV KMOKO. ApyLKO PAETOVUE TOC 1) GKNVT| TOL
gpyaotnpiov eivor avtr pe tov index apBud tpia. Eival Aoy va EEpovue kot vo Kpataue KOs popd
TNV TANPoopia TOL OTL ATOV EILACTE GTNV GKNVY| TOL £pYAcTNPiov dev yivetol va eipaote
TOVTOYPOVA Kot 6TV Main oknvn. Apa othy tpd if 1o TpdrTo Priua eivor va éxovue wa Boolean
uetaPAntn, v in_main, n oroia Oa yivetar true 1 false avaioya pe v oxnvn mov Bpiokduacte. Apa
apycd givan false yati prokopoaocte 6to gpyaotiplo. 1o gpyactiplo o ppavictodv Tutorials dvo
@opéG. MOMG pmel 0 maikTng Yo TpATH GOPA Kol e 0gvtepn LOAMG yupicel and v oknvi main.
Apa 0Ehovpe va EEpovpie Kol Vo LETPNGOVUE TOGEC POPEC POPTOONKE 1 GKNVT| TOL gpyaotnpiov. [a
avTd 10 AOYO YPMOILOTOLOVNE Evay counter, Ttov t_cnt, o omoiog O avEdvertar katd Eva. Apa OToV
@taoel 6Tov apBpo 6vo Ba EEpovpe Ot 0 TaiKTNG LOMG YOPIGE 0o TV Main SCene Kot Umopet va
gppaviotel to devtepo tutorial.

v enduevn if ouvOnkn odhalovpue v petofint in_main kol v kdvooue true yati
A éov eAéyyovpe av €xel opTmBel 1 oknvn €va, dSNAOST M OKNVH TOL APYOLOAOYIKOD Yhpov. Edd
avTIoTO(O YPNOYOTOIOVNE Evay COUNtEr yio v, EAEYYOVUE TOCEG POPEG EYEL UMEL O TOUKTING OTNV
oKknvn Kot Tov ovopalovpe t2_cnt o omoiog kot avtodg avédvel kabe @opd.

ITAéov ypnopomoidvrag dAlo éva Script to omoio ovoudlovpe Lab_tutorial pmopodue va
gppavicovpe ko vo eéapavicovpe ta tutorials omote Béhovpe. Avordovtag Topokdtom To SCript o
dodue kot ™V owvvdptmon onGui(). H ocuvvépmmon ovtr, eivor mov emtpénel v dnuovpyia
OTOLOVONTTOTE YPUPLKOV TEPPAAAOVTOG OTO Ty VIdL.

Ytov mpwto wivaka Ba dovue mog gupavifetar to apykd soaywykod tutorial pe to mov
gpeaviletat o maiktng oto mayvidl, dNAad GTO EPYAGTHPIO.
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function OnGUI ()
{

if (manager.t cnt==1 && manager.in main==false)

{

GUI.Box (Rect (Screen.width/2,Screen.height/2,Screen.width/2,Screen.height/2)
,"Welcome to the game! This is your lab. If you explore around you will
find some benches that will be used later for restoring archaeological
items. But first thing first. Head for the door to enter the dig site!
Click here to continue.",boxStyle20);

if(Input.GetMouseButton (0))

{
Destroy(GameObject.Find("Lab tutorial"));

}

Mivakag 16 - Ep@avion 1¢v tutorial

Apywcd ypnoipomolovpe Om®G eimape Kol TO TAVO TNV oLVEPTNON M Omolo oG EMTPEMEL VO
dnuovpyodue ypoeika mepiBariiovta, v onGUI(). Méoa oe avtiv pmopodue va. kévovue OAOLG
KATAAANAOVG EAEYYOLG Y10 TO TTO0 oNpeio Ppioketar 0 TAIKTNG KOl VoL ELOAVIGOVLE UE YPAPIKO TPOTO
10 Keipevo mov Béhovue. O TpdTOG EAEYYOC OV Yivetan €0 PAEmovpe Tmg givan o EAeyyog g Static
petafintig t_cnt mov pwlooaue o TAve. Av 0UTH 1000TAL OTOKAEIOTIKG ue €va kot 7 Static
petafAnty in_main givar false tote awtd onuaivel 61t o moikng pOMG pmike oto moryvidl. Omdte
eupaviCetor To pnvopa tov Béhovpe. Ia tig eviodéc GUI Ba avapepBovpe oe enodpevo kepdAaio.

H emduevn if divel v eviodn av moatnBel to aplotepd KAIK TOL TOVTIKIOD VO KOTAGTPAPEL TO
avtikeipevo 1o omoio priogevel to GUI pe amotéhecpa va eapaviotel omd v 006vn. Edd yiveton n
TpdTN Yvopio pe v cvvaptnon Destroy() ko thv pébodo Find(). H cuvaptnon Destroy émmg Aéet
Kol TO OVOUO TNG KOTAOTPEPEL OmO TV oKnvhy évo avtikeipevo. O kaAVTEPOG TPOTOG Yo V.
avaeepbodue o€ évo avTIKEILEVO TO omoio PpiokeTol oTnVy GKNV €ival Vo Y¥PNGIULOTOMGOVUE TNV
pébodo Find. Ztnv cvykekpipévn mepintwon yayvoupe to ovtikeipevo pe dvopa ‘Lab_tutorial’. Apa
BaLovtag awtd to String cov opiopa 1 Find Ba Bpet awtd to Game Object. Balovrtag avtd miéov oav
opiopa otny Destroy Oa katactpogel To avtikeipevo avtd ue amotéheoua va eEapoviotel to Tutorial.

O emdpevog mivakag deiyvel mog kaAgitor o endpevo Tutorial. Avtd mpémetl va eppaviCeton
otav o maiktng £xel emoke@tel to Main Scene thv mpdT™ EOPa Ko Yl emoTpéyet Exoviag paléyet
KATTO10. 0PYOLOAOYIKE OVTIKEILEVO..

if (manager.t cnt==2 && manager.in main==false)

{

GUI.Box (Rect (Screen.width/2,Screen.height/2,Screen.width/2,Screen.height/2)
,"Now that you have gathered some items approach the benches and the
scanner, follow the instructions and start restoring! Each item you found
corresponds to only one restoring mode. Click here to

continue." ,boxStyle20) ;

if(Input.GetMouseButton (0))

{
Destroy(GameObject.Find("Lab tutorial"));

Mivakag 17 - Ep@avion 20v tutorial
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Edd PAémovpe 0tL Yoo va gppaviotel to devtepo tutorial mpéner ) static petapinty t_cnt va
160070l ATOKAEIGTIKG pe 6V0 Ko 1 static petaPfint in_main va givon false dniadn o maiktng vo givar
OTO OPYOLOAOYIKO €PYOOTAPLO. AV 16300V TO Tapamdve epeovifetor to emdpevo tutorial o
Kévovtag KAMK endvm tov Ba eEapaviatel edv to emBupel o mailktg.

Mo nave avoeépape mog givor Aoykd o maiktg vo umopei va éxel tpdoPfacn oto. modes
povo amd T otiypn mov Bo emoTpéyel TV PO Popd amd To main scene. Avtd onpaivel 6Tt povo
T6te B0 UTOPOLYV VO EUPOAVIGTOVV TO UNVOUOTO TO OTOi0 EVNUEPMOVOL TOV TOUKTN OTL UTOopel va
€16éM0g1 ota modes TAno1dlovTag Tovg TAYKOLC.

O ke maykog £xel TomoBetnuévo yopo tov évav box collider o omoiog givar vreevOVVOG Y1
Tov £Aeyyo g cOyKpovong pe tov maiktn. Tomobetmdvtag éva, SCript to omoio ovopdlovue kébe popd
avaloyo pe to mode mov evepyomotel 0 KABE TAYKOG, TO OMOI0 KAVEL TOVG OTOPALTITOVS EAEYXOVG
pmopei var gppaviCeton kot va g&agavifetal To pivopa g1domoinong el00dov oe mode. Xtov £TOpeEVO
mivako givol 0 KOJIKAGC.

var display tutorial: boolean;
var mySkin : GUISkin;

static var PlayerPos:Vector3;
static var dirty entered:boolean;

function Start ()

{
display tutorial=false;
dirty entered=false;

function OnTriggerStay(other : Collider)

{
if (other.tag == "Player'" && manager.t cnt>=2)
{

display tutorial=true;

if (Input.GetKeyDown (KeyCode.E))
{
dirty entered=true;
PlayerPos=GameObject.FindWithTag("Player") .transform.position;

Application.LoadLevel ("Dirty");

}
}
}
function OnTriggerExit (other:Collider)
{
display tutorial=false;
}

function OnGUI ()
{
GUI.skin = mySkin;
if (display tutorial)
GUI.Box(Rect (0,0,Screen.width/3,Screen.height/9),"Press E to enter
Dirt Removal mode!") ;

}

Mivakag 18 - Epg@avien pnvopdtwv évaping modes
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Kot g avtd 10 xoppdtt kmdika Ba dovAéyovpe ue kamowo Boolean petapinty, to tag tov
maikTn Kot v petafinty t_cnt wov ypnoipomomacope oo Tave. AVTO IOV LG EVOLLPEPEL 0M givol
7O pvupa va gpeavifetatl 0Ty o Taiktng umaivet yio 6e0TEP POPA GTO EPYACTIPLO KOl VO TOPALLEVEL
uovo 660 Ppioketarl o€ cuykpovor ue to box collider tov maykov.

Apycd Eekvdpe dmAdvovtag TIC UETAPANTEG Kol OPYIKOTOUDVTOG TEG LE TNV GLVAPTNON
Start(). Avtd onpaivel 6Tt pe To oV PopTwhEL M oknvn N cuvaptnon display_tutorial Oa sivau false.
2V cuvéyrela, eneldn Béhovpe 660 Ppioketan og emapn pe tov box collider o maixtng va eléyyovpue,
Oo ypnowomomoovpe v cvuvaptnon OntriggerStay(). Apa av to tag mov kaver collide pe tov box
collider eivon ‘Player’ kot m petapAnm t_cnt éxst maper v Ty 8o (if (other.tag ==
"Player" && manager.t cnt>=2)), 10T Kol povo tote M peraPint display_tutorial Oa yiver
true. Apa yia ve gpeoviotel to GUI kaiovue tyv OnGUI() kot ypnoipomoidvtag Ty cuvinkn (if
(display tutorial)), dniadn av n petaPint display tutorial ivou true.

Ouwmg, emedn av o maiktg ydoetl Tnv eman pe tov Box collider tov ndykov 1o GUI pivoua
6éhovpe vo a&apavioTel TPEMEL VAL PNCLUOTOWGOVUE GAAN Lo cLVAPTNOT. AVTH 1| GLVAPTNOT elvan
n OnTriggerExit(). Apa kdBe @opd mov amopokpOveTal 0 TOIKTNG amd ToV TAYKo N UeTafAnTh
display_tutorial yivetau false kot to pvoua 0o e€apavileton oe k4Be update.

[TAéov 10 pdvo mov amopével givan to Tutorial mov e€nyel otov maiktn 7ol givol ot 6TOYOL
OV POMG QopTmBEel | MaiN oKNVH Kot EREAVIOTEL GTOV aPYaOA0YIKO X®dpo. Edd 0nmg avapépaype mo
v Oa ypnowomombel n petafinty eAéyyov t2_cnt n omoion eAéyyel mdoeg PopEg €xel umel o
YOPOKTAPAG OTOV OPYALOA0YIKO ydpo. Epdg pag eviiapépetl va epeaviotel povo o gopd to tutorial
dpo apkel n petaPfAnt va elvar éva.

if (manager.t2 cnt==1 )

{
GUI.Box (Rect (Screen.width/2,Screen.height/2,Screen.width/2,Screen.height/2)
,"This is the dig dite. Here you will unearth archaeologicl items. Just

follow the pillars of light to find them. Click here to
continue.",boxStyle20) ;

if(Input.GetMouseButton (0))

{
Destroy(GameObject.Find("Main tutorial"));

}

Mivakag 19 - Ep@avion 3¢v tutorial

5.2.4 Yoot Tomoditnon yopokTipa Katd v €060 amé Mode

Kavovtog po ovakepolaimsot, 6To onueio mov PPIoKOUOcTE TOPU O TOIKTNG EYEL ELPAVIOTEL
ot0 gpyootiplo kot £xel daPdost to mpwrto Tutorial. T 10 cvykekpyévo vrokepdiaio Ba
TPOCTEPAGOVE OAES TIG dadtKacieg Kot o eEETAGOVIE TOV KOOIKO TOV ETOVAPEPEL TOV TTOUKT OTNV
0éom mov frav pv €16éX0gL o€ kdmolo mode kabopiopov.

10 kéOe script apygio mov vrapyel Tomobetnuévo oe kdOe collider méyxov Tapoatnpodpue 0o
petaPintég axdua mov dev oyohdcape mpwv. H e eivar n dirty_entered woi n dAAn eivor 1
Plyer_Pos. Na avagépovpe 0Tt yioo kabe Script méyxov m petafinty entered sivar diapopetikn
(scanner_entered, mud_entered, ktA). Ed® yia vo. e€nynoovue Oa cvveyicovus pe tnv dirty_entered.

H petofinm dirty_entered sivon kon avt) Boolean kor apywonoteiton cov false pe to mov
@opTM®VEL 1| 6KNVH oty cvvdptnon start(). H petafinty Player_Pos eivol tomov Vector3. Aniadn éva
nivakag Tov d&yetan Tpeic Tiég. Avtég ot Tipég kabopilovv T Béon tov maiktn otov ydpo (X,Y,z). H
uetaPAinty dirty_entered yivetou true pdiig o moiktng natnostl to kovuni ‘E’ yio vo petoagepbel oy
OKNVT OV OVTIGTOLYEL 6TOV TTAyKo TTov dtddege. Oco yia v petafint Player_Pos BAénovpe 6t yio
va, ™mg OTOOMCOVE TN YPNOUOTOLOVE Lol YVOPLUN nuéBoodo
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(PlayerPos=GameObject.FindWithTag("Player").transform.position;). Edd £&yovue
mv  pébodo FindWithTag n omoia maipver cav dpiopa kdmoto String to omoio eivor tag xdmotov
avtikelpévov. ‘Etot Bpioketar o yopaktipag kot ypnoiomowdvtag to transform.position maipvovue
™mv Béom Tov 6TOV X®PO(X,Y,Z) Ko TV amobnkevovpe oty petafAnty PlayerPos.

Apa mhéov €yovpe kpotnoel v Béomn amd v omola €xel PmEL 0 TAUKTNG GTNV VEX GKNVY).
Ovrtog mhéov ot véa oknvi av BEAOVLLE VO ETIGTPEYOLLLE GTO EPYOCTIPLO TATOVTOG TO ‘L’ 0 TaikTng
Ba eppavictei oty 161a 0£om Kot aVTO YEPN GTOV TAPUKAT® KMOSIKE, TOL Manager script.

if(Dirt Removal.dirty entered==true)

{

GameObject.FindWithTag("Player") .transform.position=Dirt Removal.PlayerPos;

}

if(lab _door.main entered==true)

{

GameObject.FindWithTag("Player") .transform.position=lab door.PlayerPos;

}

if(Mud Removal.mud entered==true)

{

GameObject.FindWithTag("Player") .transform.position=Mud Removal.PlayerPos;

}

if(Broken Removal.broken entered==true)

{

GameObject.FindWithTag("Player") .transform.position=Broken Removal.PlayerPo
Sy
}

if(lab_scanner.scanner entered==true)

{

GameObject.FindWithTag("Player") .transform.position=lab_ scanner.PlayerPos;

}

Mivakag 20 - OpLopo¢ cwa TG B£61¢ ETAVAPOPES TOV TAIKTN

BAénovpe 611 1 k4Oe if og avtd 10 KoupdTl KOdIKO, eAEYXEL TO aviioyo SCript tov kdbe
collider tov maykmv yio va det av 1 petofint _entered givon True. Edv givat owtd mov yiveton givar m
véa Béom mov Ba €xel o maiktng 6tav Eavaumrei 6TV oKNnvn Tov gpyactnpiov Ba elombel kan Oa mhpet
v T ¢ petaPintig PlayerPos mov €idape mo mévo, dnhadn v T g 0éong amd 6mov umnKe
0 maiktng oto Mode.

5.3 Scripts apyo10Aoy1IKov YOPOV

Mobhg o maiktng dwafdoet to mpmto tutorial Ba kvnbei mpog v TOPTO TOV EPyaGTNPiOL KAl
0o Bpedel otov apyooroyikd ydpo. Onwg avardoape wpwv to tutorial mov Oa gupaviotei exei Ba
eEnynoel otov TaiKTN TOwo¢ €ivol 0 GKOMOG TOL GE OVTNHV TN OKNVI]. XTOV OPYOLOAOYIKO YMDPO O
moiktne mpémel va avoyvopicel to onueioa 6mov pmopel vo okdwyel kKot peTd vo cuAAEEEL TO
OPYOLOAOYIKO AVTIKEIUEVO.

e avto TO onueio Tov moyvidloy Ta. SCripts mov Tpéyovv evepyd givar o manager(to omoio
Tpéyel mhvta Onmwg £xovpe mer), to player script tov yapaxtipo PePaimg ko to excavate script to
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omoio eimape nwg Ppioketon tpocaptuévo otov collider mov Ppioketar umpootd amd Tov ToikTn KoL
nov eléyyel OAa ta collisions.

private var scrollPosition : Vector2;
static var waterWalking: boolean;

var someRect : Rect;

var hit : RaycastHit;

var excavate particles : GameObject;
var pickup particles : GameObject;
var display message excavate: boolean;
var display message pickUp: boolean;
var sound excavate: AudioClip;

var sound pickup: AudioClip;

var mySkin : GUISkin;

function Start ()

{

display message excavate=false;

display message pickUp=false;

someRect=Rect (0,0,Screen.width/6,Screen.width/6) ;
waterWalking=false;

}

function OnTriggerStay(other : Collider)
{

if (other.tag == "water" )

{

waterWalking=true;

}

if (other.tag !'= "water" )
{
waterWalking=false;

}

if (other.tag == "cap" )
{
display message excavate=true;

}

else if (other.tag == "mud" || other.tag =="scanner" || other.tag
=="dirty" || other.tag =="broken" )
{

display message pickUp=true;

if (other.tag == "cap" && Input.GetKeyDown (KeyCode.E))
{
Instantiate(excavate particles, other.transform.position,
Quaternion.identity) ;
Destroy (other.gameObject) ;
audio.PlayOneShot (sound excavate) ;
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display message excavate=false;

}

else if (other.tag == "mud" && Input.GetKeyDown (KeyCode.E))
{

Instantiate(pickup particles, other.transform.position,
Quaternion.identity) ;

manager .mud.Push (other.gameObject.name) ;

Destroy (other.gameObject) ;

audio.PlayOneShot (sound pickup) ;

display message pickUp=false;

}

else if (other.tag == "scanner" && Input.GetKeyUp (KeyCode.E))
{
Instantiate(pickup particles, other.transform.position,
Quaternion.identity) ;
manager.scanner.Push (other.gameObject.name) ;
Destroy(other.gameObject) ;
audio.PlayOneShot (sound pickup) ;
display message pickUp=false;
}

else if (other.tag == "dirty" && Input.GetKeyDown (KeyCode.E))
{
Instantiate(pickup particles, other.transform.position,
Quaternion.identity) ;
manager.dirty.Push(other.gameObject.name) ;
Destroy (other.gameObject) ;
audio.PlayOneShot (sound pickup) ;
display message pickUp=false;

}

else if (other.tag == "broken" && Input.GetKeyDown (KeyCode.E))
{
Instantiate(pickup particles, other.transform.position,
Quaternion.identity) ;
manager.broken.Push (other.gameObject.name) ;
Destroy (other.gameObject) ;
audio.PlayOneShot (sound pickup) ;
display message pickUp=false;

function OnTriggerExit (other : Collider)
{

display message pickUp=false;
display message excavate=false;

}
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function OnGUI ()

{
GUI.Box (Rect (0,0,Screen.width/3,Screen.height/9),"Press L if you want to
return to the lab"):;

if(display message excavate)

{
GUI.Box(Rect (0,0,Screen.width/3,Screen.height/9),"Press E to excavate

here.");

}

if(display message pickUp)

{
GUI.Box(Rect (0,0,Screen.width/3,Screen.height/9),"Press E to pick up
this object");

}

Mivakag 21 - Excavate script

5.4 Mnyoviopnoi KaOopiopov apyotoroYIKOV GVTIKELLEVOV

e outod 10 onpeio o moikTng Exel paléyel Kamola, 1 OAL TO OPYULOAOYIKE, AVTIKEILEVO KO EXEL
EMOTPEYEL GTOV gpyaoTNPlokd xmdpo. Onmg tov €xel evnuepmost kot to tutorial, omwg &idape
AVOAVTIKG TOPOTAV®, TAEOV UTOPEL VO, TANCIAGEL TOVE TAYKOVG KOl VO EVEPYOTOINGEL TO, O1APOpQ
modes kaBapiolod TOV OVTIKEUEVOV TOV £xel GLAAEEEL. TTo emdpeva vIoKePAAala Ba avaiboovue
TOLG UNYaVIoHoVG Yo kGO Eva mode Eeywplotd.

OMot ot unyaviopoi govv KAmolo Kowd 6tov Tpomo mov Exovv doundei pe Pacetl to Scripts
toug. Olot ot unyoviopoi éxovv €va empty game object to omoio mepiéyel éva script to omoio
dnuovpyei to GUI pe to kovpmid to omoio evepyomolovv ta cuALeyuéva avtikeipeva. Emiong avtod to
script evepyomolel kamolo GAAO SCript to omoio €ivol EVOMUATOUEVO OTOL OVTIKEIHEVO OV E)EL
oLAAEEEL O TTakTNG.

AMO £va KOO YopaKTNPIoTIKO dounong mov popdlovtal 6ha ta modes kabapiopod tomv
OPYOLOAOYIKDOV OVTIKEIUEVAOV EIVOL O TPOTOG LE TOV OTOI0 OAANAETIOPA O XPNOTNG LE TO, OVTIKEIUEVO.
On avrikeipevo €xel GLAAEEEL 0 TaikTn, OT®G €ldape otV apyn TOov KePaAaiov téooepa, divel ToO
ovoua Tov og pia Béomn evog mivako amnd strings. Avté ot Béoeig drafdlovtar kot avarloya pe to mAnBog
TOVG ONULOVPYOVV KoL TOL AVAAOYO KOVUTLY GE aptBpd, Kot TiTAo.

IIpwv Eextvaoovpe v avaivotn Tov KOO, ival KOAO va EXOVHE Hid LIKPT 1060 Yo TO Tt
yiveton wiocw amd v kdpepa oe kabe scene. H kauepa g oxnvig eivor tomobetnuévn £161 dote vo
OTOYEVEL KUl VO OEiyVEL TPOG £va, oTNUEVO Y®PO Omov 0 Ttaiktng Oa umopei va aAAniemdpdost. Xe
aVToOV 10 Y®po Ppickovral eniong tomobetnuéva to audio sources(to omoia PePaing dev eaivovtatl.).
To evdwoeépov gival 0Tl Tiow amd TV Kdpepa (| TOLAGYIGTOV €KTOG TNG TEPLOYNG OV PAETEL )
Bpiokovton TomobeTnuéva OAa Ta. avtikeipevo o omoia Oo uropicetl vo oAANAETIOpAcEL 0 TtoikTnG. Mg
KATOAANAO KDOKa LOAG TOTAGEL KATO0 KOVUTL EMAOYNG AVTIKEWEVOL ALTO EUPAVILETOL GTO GMGTO
onueio ko apyilel n oAnieniopaon.

Téhog vy 6Xo To. Modes KabopPIGHOD aPYOLOAOYIKMY OVIIKEUEVOV, OTAV £VO OVTIKEIUEVO
Oeopeitan mog €xetl kabapioTel Kot vl £TOHO Vo UTTEL GTNV UKPT povaglakn aifovoa, tdte T0 dvoud
TOV JYPAPETOL OO TOV TPAOTO TIVOKE TOL NTAV amonKeVUEVO Kot TePVEEL GTOV devTEPO TvVOKO
nov &idape mov £xet template display .
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5.4.1 Mud Removal

To mpdt0 amd ta técoepa Modes KaOAPIGUOD OPYOUOAOYIKAOV OVTIKEWWEVODY 1oL Ba
acyoinBovpue givar owtd tov Kebopiopod Adonng. H 18éa elvar o maiking va aviihappdvetotr 6Tt T0
AVTIKEIPEVO OV €YEL UTPOCTE TOL €lvan Ovimg Aepopévo kot yperaletar kabapiopd. I'a avtd 1o Adyo
dNUovpYNoaLE YOVIPOKOUUEVH KOUUATIO AGGTNG To ool ival KOANUEVA VO GTA OPYOLOAOYIKA
avTIKEIIEVAL.

EmnpdcBeta mpémel o maiktmg va pmopel va xeipiletal 10 avTIKEIUEVO TPOUYUATIKG U0 Kot
Aertovpyel o€ TprodidoToTo YOpo. Apo M koAvtepn Abon NTav va umopel va KAvel rotate to
aVTIKEILEVO TTPOG OAES TIG KATEVBVVOELS KOt TOVTOYPOVO VO KATOGTPEPEL LIE IKOVOTOMTIKO TPOTO TNV
GLGGMPEVUEVT] AAGTN.

Apo ta SCripts mov Ba avaidocovpe o avTd TO VIToKEPALao Ba ivar Tpio. To TpdTO gival T0
‘Destroy Dirt’ o omoio givor owtd 1o omoio dnuiovpyei ta kovumd tov GUI, 10 debtepo givar to
‘Rotate’ to omoio, 0mwg LTOdeKVLEL Kot To Ovopa Tov, givor vrevBuvo yioo to rotation tov
QVTIKEIPEVOL Kol TéMog To Script ‘Destroy Mud’ to omoio givar vaedBuvo yio v KOTOGTPOYT TNG
AdomNG oTO AVTIKEILEVAL.

To npdTo script mov Ba avaidcovpe givar to ‘Destroy Dirt’. Onwg sinope ko otv apyf ToL
Kepahaiov éva amd To Kowa SCripts, 6cov apopd oe Aettovpyia, eival avtd o omoio dnuovpyel Ta
kovpumid Tov GUI pe v Aettovpyikdtta tovg. To ‘Destroy Dirt’ eivor avtd o script. To kouudrio
OV APOPOLYV TNV dMHOLPYIL TOL YPAUELKOD TEPBEALoVTOg Ba To aVOADCOVUE GE EMOUEVO KEPAALO.
Ed® 0o emkevipmBoldpe povo oty Aettovpyio tov kovummv tov GUIL ®a Eexvicovue omd Tig
MADGELS PHETOPANTOV.

var boxStyle3 : GUIStyle;

var boxStylel(0 : GUIStyle;

var cnt: int;

private var scrollPosition : Vector2;
private var scrollPosition2 : Vector2;
static var selected object mud: int;
var back: Texture2D;

var object 1: Transform;
var object 2: Transform;
var object 3: Transform;
var object 4: Transform;
var object 5: Transform;
var object 6: Transform;
var object 7: Transform;

Mivakag 22 - AnAwoeig petaBAntwv Destroy Dirt script

H mpdmn petafinty mov pog evdiapépst yioo v avaivon ovtod Ttov Script sivar m
selected_object_mud. Eivon évag axépaiog o omoiog Oo pog Pondncer oe emduevo Script vo
SOMOTOGOVUE TOL0 avTIKEipEVo enelepydleTon 0 TAIKTNG Kot Vo, Sy papel amd ToV TPAOTO TIVOKO TOV
Bpioketar ko va tepdoet otov display mivaxa.

Yy ovvéyelo Exovpe emtd dnimoelg petafintov tomov transform (object_1, object 2,
object_3 ktA). Ovcuactikd og avtég Tig petaPpAntés, otov editor, Ba amobnkevtovv o avtikeipeva ta
omoia Oa dtoryelplotel 0 TOIKTNG KO vl KPLUEVOL GTNV GKNVT).

Xe ovtd 10 omnueio givar mov moailer Poackd Kor peydho poAo 0 mvaKOG OTOV 0moio
amonkevovtal Ta ovopaTo, (Strings) Tav avtikelpévoy mov &yl LOLEYEL O TAIKTNG GTOV 0PYOLOAOYIKO
x®po. I'a va gTioyTtodV To KOLUTLE, Tov Ba EEPVOVY TO OVTIKEILEVO UTPOCTA GTNV KAUEPQ, TPETEL O
KOOKOG VoL EIVOIL EVIILEPOG GYETIKA LLE TO OGO AVTIKEILEVA £XO0VV GLALEYDEL.

|if(manager.mud.length >=1)
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if(GUILayout.Button (manager.mud[0],boxStylel0))
{
GameObject.Find(manager.mud[0]) .GetComponent (Rotate) .enabled = true;

GameObject.Find (manager.mud[0]) .transform.position=
instantiation node.position;

selected object mud = 0;

}

Mivakag 23- Anpovpyia evog kovumov péocw TG cuvaptnong OnGUI()

"Exovtog tov mivake mud oto SCript manager pe amofnkevupuévo To OVOUATO TOV OVTIKEIUEVOV
ov &xel poléyel o maikme pécm Tov SCript eivar €dkolo va yvopilovpe 10 péyebdg Tov pécm g
length (manager.mud.length). EAéyyovtag to pufikog tov mivako av givor peyaAdtepog M i6og pe
éva gipaocte ciyovpor 6t Bo dnuiovpynOei éva kovpmi. To Kovpuni aVTO dNUIOLPYELTAL GTNV AUECHOG
endpevn if kot Tavtdypova eléyyetan av éxetl TotnOel £161 MoTE Vo EEKIVAGEL 1] AELTOLPYIKOTNTA Y10,
NV peToKiviion tov Strings otovg mivakeg mov cvlntioaue mo mwave (if (GUILayout.Button
(manager.mud[O],boxStylelO)))

Apa gqv mobei To Kovuni (ov onuaivel 6Tt 0 TaikTNG emBLUEL VO PEPEL GTO TPOGKNVIO TO
GUYKEKPIUEVO AVTIKEINEVO Y10l VO TO emelepynoTel) TEPVALE OTIS EMOUEVEG EVIOAEG. Apykd Ba Tpémel
va evepyomomBel to Rotate script yia vo. pmopei o maiktng va yopilel 1o avtikeipevo otov ydpo
(GameObject.Find(manager.mud[O]).GetComponent(Rotate).enabled = true;). Tnv
uébodo Find() tnv eidape ko oe Tponyobuevo SCript kot EEpovpe OTL Yhyvel va BPeL TO avIIKEIUEVO
OV €YEl TO Gvopa oLV £xovpe Pdlel cov Oplopa. TNV GLYKEKPIUEV TepinTmon To String mov pog
evolapépet givarl avtd mov Eyel anodnkevtetl oty Béon 0 tov wivaka Mud (manager.mud[0]). Apa
T0 Script Ba ya&el otov mivaxa mud, Tov script manager tu string vrapyst otn 0éon 0. TTAéov péoa
otV oknvn Ba Bpet 1o avTiKEipEVo e avTo TO OVOLLO.

I'a vo gvepyomomnei to script Rotate 6to avtikeipevo antd TPETEL VO, UTOPOVUE VO, EXOVLIE

npocPaocn oto script avtd. Edo eppoaviCetor m uébodog GetComponent m omoio umopei va
npooneldoel OAa to. components (scripts, colliders, children xtA) kor va o dioyeipiotel OmwG
emBopovpe. Epeic BEhovpe va gvepyomomcovpe to SCript dpa apkei va tov mobpe vo 1o kdvetl enable
(GetComponent (Rotate) .enabled = true;).
"Exovtog evepyomomoet to SCript, To pdvo mov pével eivar va petopephel To AVTIKEILEVO UTPOGTA GTIV
Kauepo, Yoo va pmopel va 10 xeplotel o moikme. Zovd péow ¢ pebddov Find() Ppickovue to
avtikeipevo kat Ppiokovtoc v 0éon tov (transform.position) HWOPOVUE VO TOL TOVE TTOL0L
0élovpe vo eivar m véa Béomn tov. AvTd TO KOTOQEPVOLUE EXOVTOG VO OVTIKEIUEVO OVOPOPAC
(reference object), ywpic renderer yiao vo unv eugaviletar, ko elodvovtag To position
ﬂnKGameObject.Find(manager.mud[O]).transform.position=instantiationinode.po
sitionj;).

Télog Yo To TpdTO avtikeipevo 1 uetaPintn selected_object Oa mapel v Ty 0 €161 dote
otav Oa ypelaotel vo ovapepodpe 6€ 0VTO TO AVTIKEILEVO Y10, VO, TO SL0,yPAWYOVUE OTd TV GKNVA Vo
LITOPOVUE EVKOAN VOL TO KATAPEPOLLE. Ba SoDE TG AettovpYel o€ emdpevo Script otd.

INo va pmopéoet va dnuovpynoel TG Kovumd 6ca avtikeipevo €yl poléyel o moiktng o
KOdKag avtdg Bo emavadnebsi pe tig avaroyeg if yia va kavel tovg amapaitntovg edéyyovs. Kabe
@opd mov o, if oyvel tote dnpuovpyeital kot Evo kKovumi oty 006vn.

function OnGUI ()

{
boxStyle3.wordWrap = true;
boxStyle3.fontSize=18;
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boxStyle3.normal.background=back;

GUI.Box (Rect (Screen.width-
Screen.width/3,Screen.heightScreen.height,Screen.width/3,Screen.height/5),"
To rotate the object, use the right mouse button. Using the left mouse
button will remove the mud. Each object cleaned will be displayed in the
displays room. Return to the lab by pressing L.",boxStyle3);

scrollPosition = GUILayout.BeginScrollView (scrollPosition, GUILayout.Width
(Screen.width/6), GUILayout.Height (Screen.height/3)):;

if(manager.mud.length >=1)
{
if(GUILayout.Button (manager.mud[0],boxStylel0))

{
GameObject.Find(manager.mud[0]) .GetComponent (Rotate) .enabled = true;

GameObject.Find(manager.mud[0]) .transform.position =
instantiation node.position;

selected object mud = 0;
}
}

if(manager.mud.length >=2)
{
if(GUILayout.Button (manager.mud[l],boxStylel0))
{
GameObject.Find(manager.mud[1l]) .GetComponent (Rotate) .enabled = true;
GameObject.Find(manager.mud[1l]) .transform.position =
instantiation node.position;

selected object mud = 1;
}
}

if(manager.mud.length >=3)
{
if(GUILayout.Button (manager.mud[2],boxStylel0))
{
GameObject.Find(manager.mud[2]) .GetComponent (Rotate) .enabled = true;
GameObject.Find (manager.mud[2]) .transform.position =
instantiation node.position;

selected object mud = 2;
}
}

if(manager.mud.length >=4)
{
if(GUILayout.Button (manager.mud[3],boxStylel0))
{
GameObject.Find (manager.mud[3]) .GetComponent (Rotate) .enabled = true;
GameObject.Find(manager.mud[3]) .transform.position =
instantiation node.position;

selected object mud = 3;
}
}
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if(manager.mud.length >=5)
{
if(GUILayout.Button (manager.mud[4],boxStylel0))
{
GameObject.Find (manager.mud[4]) .GetComponent (Rotate) .enabled = true;
GameObject.Find (manager.mud[4]) .transform.position =
instantiation node.position;
selected object mud = 4;
}
}

if(manager.mud.length >=06)
{
if(GUILayout.Button (manager.mud[5],boxStylel0))
{
GameObject.Find(manager.mud[5]) .GetComponent (Rotate) .enabled = true;
GameObject.Find(manager.mud[5]) .transform.position =
instantiation node.position;
selected object mud = 5;
}
}
if(manager.mud.length >=7)
{
if(GUILayout.Button (manager.mud[6],boxStylel0))
{
GameObject.Find(manager.mud[6]) .GetComponent (Rotate) .enabled = true;
GameObject.Find(manager.mud[6]) .transform.position =
instantiation node.position;
selected object mud = 6;
}
}
if(manager.mud.length >=8)
{
if(GUILayout.Button (manager.mud[7],boxStylel0))
{
GameObject.Find(manager.mud[7]) .GetComponent (Rotate) .enabled = true;
GameObject.Find(manager.mud[7]) .transform.position =
instantiation node.position;
selected object mud = 7;
}
}
GUILayout.EndScrollView ()

Mivakag 24- Anpovpyia kKovpmwv pécw Th¢ cuvaptinons OnGUI()

To enduevo script mpog e&étaon Ba eivor owtd to omoio evepyomoince to Destroy Dirt.
Anrodn avtd 10 omoio divel TNV SVVATOTNTO GTOV TOIKTY VO TEPIGTPEPEL TO AVTIKEILEVO GTOV YMDPO
YOop® and Tov €avTd Tov. [0 vo dnpovpynBel avTdG 0 PUNYAVIGUOC TPETEL VO CKEPTOVUE Tl EYOVUE
otV 01a0gon pag kot to ypelalopoote. Apykd o maiktng Oa xepiletor Eva TpoIdIGTATO OVTIKEIUEVO
o€ Tp1odldoTato Ympo. Avtd Oo mpémel va, yopilel eAevBepa Tpog OAES TIC KOTELOVVOELS Yo VO, UTopEl
0 TOUKTNG Va. evtomicel OAa T onueio 6mov vapyel Adonn. H kivinon Oo mpénel va givor Aowmdv dco
MO OHOAN Yivetar, Gpa 0 €AeyY0G HE TO TOVTIKL Qaivetol AOYKN €mAoyn. A doOUE apyKd Tig
peTaPAnTEG oL Bl YPEOGTOVIE.

var speed : int;
var friction : float;
var lerpSpeed : float;
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private var xDeg : float;

private var yDeg : float;

private var fromRotation : Quaternion;
private var toRotation : Quaternion;

Mivakag 25- MetafAntég yix to Rotation Script

Apywucd €yovpe v petaPAnt (var speed : int;) m omoic &ivol €vag 0KEPOLOG TOV
OVTITPOGMTEVEL TNV YEVIKN TayVTNTA pe v omoia Ba yupiler to avrikeipevo. Xnv cuvéyela etvon
AOYIKO vo ddoovpe oty OAn efopoimorn o dvvaun TP n omola eivor m petaPfint (var
friction : float;) kot etvan dekadkog apBpog. I'a va givon mo pealotikn 1 kivnon kadd gival
Vo VTAPYEL Kol piot PHETAPANTA 1 ooio, Oa avTITPOGMTEDEL TNV TOYVTNTO AVAUESH GE OVO GTUEia.
Avt givar ) (var lerpSpeed : float;). Eniong ypeolopacte 300 petafAntég yio va propovpe
va avoaeepbovpe 6Tig Yovieg Teplotpopnc. Avtég Oa eivau 1 (private var xDeg : float;) Kol m
(private var yDeg : float;). Téhog Oéhovpe va EEpovpe amd molo onueio péxpt moto Oa
nepotpael 10 avtikeipevo. To onuelo ekkiviong Bo avrmpocomedeTonr amd TNV HETAPANTY
(private var fromRotation : Quaternion;) Kot 10 TeAkO onueio amd v (private var
toRotation : Quaternion;). Ta quaternions oto Unity 3d ypnowomowodviar yoo va
OVTUTPOCMOTEVOVY TTEPITTPOPEG.

AoV &yovpe otNoEL TIG LETAPANTEG TG omoieg Ba ypelacToOE TO apécmg emopevo Prpa ivon
Vo TEPAGOLE GTOV KOOIKO TWWES Y10 TNV TOXVTNTA, TNV TP Kol TNV TaydTNTO avApecso og dvo
onueia.

speed=10;
friction=2;
lerpSpeed=3;

Mivakag 26- Hardcoding Ti¢ petaBintég

Y& outod 1o onueio eipaote £rowol va acyoinBovue pe v cvvaptnon Update(), n omoia
ommg Bupduaote, extedeital og kGOs frame tov moryvidoy Kot KAVEL GAOVG TOVG VITOAOYICUOVE TTOV
g &xovue avabécet.

function Update () {
if(Input.GetMouseButton (1))
{

xDeg —-= Input.GetAxis("Mouse X") * speed * friction;
yDeg += Input.GetAxis("Mouse Y") * speed * friction;
fromRotation = transform.rotation;

toRotation = Quaternion.Euler (yDeg,xDeg,0) ;
transform.rotation =
Quaternion.Lerp (fromRotation,toRotation,Time.deltaTime * lerpSpeed);

}}

Mivakag 27- Update Tov rotation script

v apyn ™m¢ Update() oLVOVTaUE mv  yvoplun mAéov EVTOM
(if(Input.GetMouseButton(1))) 1 omoio. vEodewkviel Tt Bo yivel, amd ekel ko mépa, of
TEPIMTOGT 7OV 0 YPNOTNG TATHOEL TO Oe&i TANKTPO TOL TOVTIKIOD. Apyikd ot uetafintég XxDeg kot
yDeg 0o mapovv tiuéc. H xDeg Oa mpocappootei pe Paoet tov X a&ova mov Ppioketol 0 KEPGOPUS
gkeivn T otiypn Aopfavovtag oy TNV TaXVTNTO Kol TNV TP Tov EXOVUE OPIGEL EUEIG TTO TAV®.
v ovvéxelo | uetaPinty fromRotation n omoio avtimpoowredel 10 onueio exkiviong mePLoTPOPNg
0o maper v TN G yovioag wov Exel ekeivn OTIYUN TO OVTIKEINEVO UEGH NG EVIOANC
(transform.rotation;). Exoviog mv yovia mov Ppioketol T0 avTIKEILEVO TPETEL VAL OPIGOVLE TNV
yovia oty omoia Béhovue vo mepoTpael TeEAKG divoviog pa Tiu otnv uetaPAinty toRotation.
Xpnowonoidvrog T1¢ X ko Y poipeg omd mpv kou pécm tov Euler Bo vmoloyiotel n tehikn yovia
(Quaternion.Euler (yDeg,xDeg,0) ;). To uévo mov anouével mAéov eival va Taue opaAd amd to
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fromRotation 1o toRotation pe v puébodo Lerp(). H pébodog avtn déyetar Eva onpeio ekkivnong Kot
éva onueio teppotiopoV. ‘Etor 1o avrikeipevo Bo mepiotpopel opoid avdapeco oe avtd ta 600
GnusﬁKQuaternion.Lerp(fromRotation,toRotation,Time.deltaTime*lerpSpeed);)

Olo kodd AoumdV e TNV TEPLOTPOPT] TOV AVTIKELUEVODL OAAY HUECH GE AVTOV TOV KMOKO TOV
Bpiokovtar o1 eVTOAEG Y10 TOV EVIOTIGUO KOL TNV KOTAGTPOPT] TOV GTOWEI®V TNng AACTNG TOV® GTO
avtikeipevo; Avtoi o1 vToAoyiopoi, Tpog xdptv evkoliog, Exovv Tomobetnbel oto Tpito KOl TEAKO
script yw avtév to unyaviopo, to Destroy mud script. e owtd Oa dovpe puo Kavovpylo TEXVIKY M
onoia givon mapa oD ypnown kar ovoudletar Ray Casting. Ag dodue kot €d® TL £OVUE OTNV
duabeomn pog kot tL Ba gperootovpe. To aviikeipevo pe ta tpiodidotata povtéra g Adonng (Ta omola
glvan Egywplotd avrtikeipeva pe tnv kN Tovg LIOSTACT CAAA £xoVV TEDEl G TAOLA TOV AVTIKELLEVOL
v vo teptotpépovtor pall Tov.) PpiokeTat 6TV oKNvI| Kot 0 ToUKTNG XPNCLOTOUDVTAG TOV KEPGOPO,
LTopel Ko TEPIOTPEPEL TO AVTIKEIIEVO.

®a givar moAd BoAkd v KaODC 0 TAIKTNG TEPVAEL TOV KEPGOPH TOV® OO TO OVTIKEILEVO, OV
yiveton va avayvopiletl to SCript T ivot Adomn Kot 7o1o ival To apYotOAOYIKO AVTIKEILEVO £TCL HOTE
L€ TO AT TOV OPIGTEPOV KOVUTIOV TOL TOVTIKIOV 1| AGGT Vo SIHAVETL GTASIHKA. AVTOG O TPOTOG
VIAPYEL Kot pag divel Tnv duvatdtnto avti n uébodog tov Ray Casting, n omoia metdet pia axtivo amd
70 onueio ekkivnong mov BéAovpe (OTNV GLUYKEKPLUEV TEPIMTMON, TNV KAUEPA) Kol ekel 6oL Oal
KATOANEEL (OTNV GLYKEKPIUEV TEPITTOOT TO oNLEl0 TOL PPICKETOL O KEPGOPAGS), VO LA ODGEL OTTOLL
mnpoeopia BEAovLE Yo TO avTikeipevo avtd. Enedn eueig 0éhovpe va pmopovpe va avayvopilovue
v Adomn péow tov Ray Casting 6o ovopdoovpe to tag twv game objects g Adonng og mud. Ag
Eexwvnoovpe pe Tig LeTAPANTES TOV Ba YPTCULOTO|GOLLE.

var ray : Ray;

var hit : RaycastHit;
var cnt: int;

var Sound mud: AudioClip;

Mivakag 28- MetafAntég tov Destroy mud script

Yty wponyoduevn mapdypogo avaidoaue mtog Asttovpyei to Ray Casting, dpa n mpd™ pog
petapint Oa etvon n (var ray : Ray;), 1 onoia avTtimpooonedel TNV axtiva Tov Oa Eekvaetl amd
Vv Kdpepa Kot Bo KotaAnyel 6to onpeio mov delyvel 0 KEpoopag. Apa TAEOV ¥Pe(ONACTE KOl [l
peTafAnt pécw g omoiag Ha UTOPOVUE VO AVOyVOPICOVUE TO OVTIKEILEVO TTOV YTOTNGCE 1 OKTIVCL.
Avmy Qo eivan m (var hit : RaycastHit;). Xpewldpoote kol &vav oképalo 0 omoiog O
avédvetal kdbe @opd mov o moiktng Oo matder To ApPLoTEPO TANKTPO TOVL TOVTIKIOD Yo Vo
KOTOOTPEYEL, OTAOLOKG, €vo Kouudtt Adomng. Avti eivor M (var cnt: int;) Ko gival €vag
axéparog. Télog emedn] Bélovpe va axolvyetol kdmolog Myog ypealopocte v petafinti (var
Sound mud: AudioClip;) otV onoio Oo amobnkevcovpe and tov editor Tov Nxo mov emBvpodye.
v ovvéxelo kKokodue v ovvaptnon onMouseOver() n omoio givor vmevbovvn yoo oTIdNTOTE
ovpPaivel OTav 0 KEPGOPOS TEPVAEL TAVD OO KATOO OVTIKEILEVO.

function OnMouseOver ()
{
ray= Camera.main.ScreenPointToRay (Input.mousePosition);
if (Physics.Raycast(ray, hit, Mathf.Infinity))
{
if(hit.transform.tag=="mud")
{
mud=hit.collider.gameObject;
if(Input.GetMouseButtonDown (0) && cnt<=3)
{
mud.transform.localScale/=1.5;
audio.PlayOneShot (Sound mud) ;
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cnt=cnt+l;

}

if(cnt==3)

{
Destroy (mud.gameObject) ;
audio.PlayOneShot (Sound mud) ;

if(cnt == 3)
{
manager .mud.RemoveAt (destroy Dirt.selected object mud);
manager.display mud.Push(this.transform.root.gameObject.name);
Destroy(this.transform.root.gameObject, 3);
cnt=0;

Mivakag 29- EVTOTIo UGG Kol KATAGTPOPY) AAGTING

To TpdTO TPAYUE TOL TTPENEL Va. Yivel ivat vo optotel N aktive omd mov Oa Eekivdel Kot Tov
0o tedeidvel. Xpnowomotovue v pébodo ScreenPointToRay() pe 6picpa o onueio mov Ppioketar o
Képoopag ekeivip T otiyuf] (Camera.main.ScreenPointToRay (Input.mousePosition) ;).
Aot N ypopuun Kodtka pog Aéet 6Tl 1 axtiva Eekivael amd onueio g 006vng kot Bo kataAnyel oTov
képoopa. H apéomg endpevn cuvnkm if vadpyetl yio va domotdoet av 1 axtiva (ray) €xel yTomnoet
kéri (hit) éyovtag dmoel mepBdplo anepng amodctacng(Mathf.Infinity). O kddikag mAéov Ba pmet
uéoo, oy if av kot udévo av éyel yromnost kért. Ta va damotd@oovue mowo givar to tag tov
QVTIKEWWEVOL oL YTOTNoe mpocOétovpe v enduevn if. Eav n petapinti hit, péow g omoiog
UTOPOVLLE VO TPOGTELAGOVUE TIC TANPOPOPIES TOV AVTIKELLEVOL OV YTLTNONKE, OVTITPOSMTEVEL vVl
game object pe tag mov ovoudleton ‘mud’ (if(hit.transform.tag=="mud")), 10T O0
anoBnkevtel o o petoPfinty tomov Game object mov ovopdlovpe mud to aviikeipevo avtd
(mud=hit.collider.gameObject;).

[TAéov €govpe OAeg TIg TANPOPOpPiEg TOL YPEOLONOOTE Y10 VO UTOPEGOVLE VAL XEIPLOTOVLE Kol
VO JUKPOVOVHE Ta ovTIKEipeva Adomng péypt va e€apaviotovv. Edo Oa ypelactodue v petafinm
cnt, mov petpdel mdoeg Qopég fkave KAK 0 ToUKTNng yio v pkpOvel Ty Adomn, kot Kdmoteg if
ouvOnKeG Yo va xeplotovpe OAeg Tig mepmtdoelg. H Adomn 0éhovpe vo peudveton Kotd  pidpuon
©opa Kabe @opd mov emAEYEL 0 YPNOTNG VO KAvel KAk mhveo e Emiong 0éhovue omv tpim
ouikpvven n Adomn va eEapoaviCetal. Apa n mpotn if cuvBnkn apénel vo eléyyel av o maikng Exst
Kével  KAIK  KOL O HETPNTAG  pog  glvor  pikpotepog  omd  tov  aplBpud  tpia
(if(Input.GetMouseButtonDown (0) && cnt<=3)). Xe avtv Vv Tepintwon o game object
OV OVTITPOCMOTEVEL TNV AGCTN TPENEL v PKPLVEL (mud.transform.localScale/=1.5;), va
maigel 0 avtioTtoyog Mo agaipeong g Adomne (audio.PlayOneShot (Sound mud) ;), Kot O
uetpnTig vo avénbei katd éva (cnt=cnt+1 ;).

Av o petpntig eTacel Tov aplBpd tpia, dSNAad) o TaikTng £xel KAVEL KMK TPEIC POPEC TAV®
otV Adonn, T0TE TPEMEL To game object ¢ AMaomng va dtoypogel and 1o SCene pHécw TG cLVAPTNOTS
Destroy() mov €idape kol oe mponyoLuevo kePdAato (Destroy (mud.gameObject) ;). T'a to
gmdpuevo Prua Oa mailel poro n petaPfintn pe template selected_object mov éyovue Baiel oto KGbe
script dnuovpyiog TOV KOLUTIOY Yo TNV TPOoTEAAON avTikeElévoVY. Ta to cvykekpipuévo mode to
script awtd givan to destroy_dirt. O aképoiog avTdg ¥pNoIULOTOLEiTOL Yo Vo EEpovpE avd Thoo GTypn
Vv 0€0M TOV OVOUOTOG, TOL PYOLOAOYIKOD OVTIKEEVOL TTov emetepydleTal o maikTng, oTOV Tivaka
7ov €yl omobnkevtel uoMg o maiktng to udleye. ‘Etol pmopovpe topa vo kabapicovue tnv BEon tov
mivaka ovtov ypnoyorowdvtag v puébodo RemoveAt() éxoviog g avoapopd tov mivaka mud tov
script manager 6mov Bpioketot o mivokag (RemoveAt (destroy Dirt.selected object mud) ;).

ITAéov 10 avtikeipevo eivor kabapod Kot eivor £Too vo umel oty aibovoa Tov ekbepdtov.
Apa OTMG AVOPEPOLE GE TPOTYOVUEVO KEPAAOLO, TO OVOU TOV OVTIKELLEVOL vTOL o Tepdoel 6To
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display mivoko g kotmmyopiog tov uéom ™¢ pebddov Push éyoviag cov avagopd tov mivaka
display_mud (manager.display mud.Push(this.transform.root.gameObject.name) ;).
To udvo mov péVeL gival vo KOTaoTPOPEL T0 avTiKeipevo amd v oknvi pnéow tg Destroy() (Balovtag
ota opiopata Evav apud Oo Tepluével TOOO SEVTEPOLETTA TPV TO KOTOGTPEYEL) KL O HETPNTAG VOl
EavapndevioTel Yo 10 ETOUEVO OVTIKEILEVO.

5.4.2 Scanner Mode

Xe avto 10 VIokePGAalo Ba acyoinBodpe pe Tov pnyoviopud Tov scanner. e avtdv o TaikTng
SlAéyel To. avTikeipeva, ta onoio Bpiockovtol UEGOH GE TETPOUATA, OO TNV Aot Kol ovTd KaOdg
@tévouv oty 086vn Tov scanner amoxaAvmToLV TO KoBopd avtikeipevo. IIpwv Eexkwvnoovpe v
avdAvon Tov Kmdka Bo dovpe Tov TpdTo LEe Tov omoio kabicTatatl Suvatd owtd.

Olo T0. apyYOlOAOYIKA OVTIKEIUEVO GTNV OKNVY OUTH OTOTEAODVIOL OO TO OPYOLOAOYIKO
avtikeipevo mpog e€étaomn kot dAha dvo game objects (to metpmdpota). Avtd, otny ovoia, eival To 110
game object to omoio £xsl mpootedel cav moudi dvo eopéc. H o ékdoon tov mETpOGUOTOG Eivar
KOVOVIKT] ®oTE va givat opath otov maiktn pe tov amid diffuse shader. H dgbtepn éxdoon éxet évav
drapavo shader dote 10 TéTpOO. VO UNV givar opatd 6To pdTL.

Méoa 6to Scanner kot 6to onpeio oto onoio Ho GTANATNOEL TO OVTIKEIUEVO £xEL TpooTeDEl
devtepn kauepa 1 omoia Ppioketor kel ya vo epeavilel To aviikeipevo péow evog render texture to
omoio givar TomoBetnuévo oty 006vn tov scanner. H Aettovpyia evog render texture eivot vo mpoPaiet
oTIdNTOTE Ogiyvel uio KAUEPA TOL EYOVUE EMAEEEL EUEIG. TNV CLYKEKPEVT TIEPITT®ON, M KAUEPQ
mov Ppiokeror evtdg Tov Scanner.

Opwg avtd dev eivor apkerd yo vo pmopécovpe otnv ofovn tov scanner va Sovue 1o
avrtikeipevo youvo. Edd @dvnke ypriowun 1 xpnon tov layers. Onmg avabitovue oto game objects
tags ywo va pmopovpe va 1o Eeympilovpue Ko vo o avayvopiloope Baon avtdv, HTOPOVUE VO TOVG
avaféoovpe kat o€ oo layer Ba Bpiokovtat. Onwg kot oto photoshop propovpe va emdé€ovpe moto
layers Oa eivar opatd, £tot kol oto Unity 3d pmopobdue va opicovpue, o po kduepa, moto layer 6a
Kkéaver Render, dnAadn mowo Ba gugavicet. 'Etot howmmdv opiloviag oty £0mTEPIKT KAUEPA VO, KAVEL
render povayo ta ovtikeipevo mov Ppiokovrar oto layer default (dnAadn tovg Ppdyovg mov eivon
S1GPAVOL KoL TO, OPYOLOAOYIKA GVTIKEIHEVA TTOV E0MKAEIONV ) KATOPEPVOVUE VO EUQOVIGOVUE OTNV
006vn tov scanner (mov g £xet avatebei To render texture), To avtikeipgvo youvo.

Enedn og awtd to mode OElovpe To AVTIKEIUEVEA VO LETAPEPOVTOL OUAAR 0O TNV Tomobesial
ov glval KPLUPEVA, TTPOG TO TEAOG TOL Scanner mov Ppioketar m 086vn mov Ba mpoPAnbodv, M
AELTOVPYIKOTNTO TOV ivorl GYETIKA oA Ko yopiletor oe dVo SCripts. Avtd eivor to scanner script kot
To scanning script.

To scanner script givar owtd 10 omoio Oa avardfel vo dnpovpynoet OAo To amoPOiTTO
KOLUTLO avaAoya e TO TOco, cvuPatd aviikeipeva udleye 0 TOIKTNG KOl VO EVEPYOTOLNGEL TO
scanning script pe to mwov motnBel Eva and avtd To Kovpumid. Avtd e v oelpd tov Ba avardafet vo
LETOPEPEL TO €V AOY® OVTIKEIUEVO, OHOAG pe TV xpnom g ovvdptnong Lerp(), oto téhog g
dwadpounc tov, onradn otnv 0B6vn tov Scanner. Onwg Ba mopotnpricovue to Scanner Script
Aertovpyika gival mapduoto pe to Destroy Dirt script.

private var scrollPosition : Vector2;
static var selected object: int;

var boxStyled : GUIStyle;

var boxStylel0 : GUIStyle;

var back:Texture2D;

var object 1: Transform;
var object 2: Transform;
var object 3: Transform;
var object 4: Transform;
var object 5: Transform;
var object 6: Transform;
var object 7: Transform;
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function OnGUI ()
{

//boxStyle="box";
boxStyled.wordWrap = true;
boxStyled.fontSize=18;

boxStyled.normal .background=back;
GUI.Box (Rect (Screen.width-Screen.width/3,Screen.height-
Screen.height,Screen.width/3,Screen.height/5),"To scan an object simply

select it. Each object scanned will be displayed in the displays
room.Return to the lab by pressing L.",boxStyled);

scrollPosition = GUILayout.BeginScrollView (scrollPosition,
GUILayout.Width (Screen.width/6), GUILayout.Height (Screen.height/3));

if(manager.scanner.length >=1)

{
if(GUILayout.Button (manager.scanner[0],boxStylel0))
{
GameObject.Find(manager.scanner[0]) .GetComponent (scanning) .enabled = true;
selected object = 0;
}
}
if(manager.scanner.length >=2)
{
if(GUILayout.Button (manager.scanner[1l],boxStylel0))
{
GameObject.Find(manager.scanner[1]) .GetComponent (scanning) .enabled = true;
selected object = 1;
}
}
if(manager.scanner.length >=3)
{
if(GUILayout.Button (manager.scanner[2],boxStylel0))
{
GameObject.Find(manager.scanner[2]) .GetComponent (scanning) .enabled = true;
selected object = 2;
}
}
if(manager.scanner.length >=4)
{
if(GUILayout.Button (manager.scanner[3],boxStylel0))
{
GameObject.Find(manager.scanner[3]) .GetComponent (scanning) .enabled = true;
selected object = 3;
}
}
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if(manager.scanner.length >=5)
{
if(GUILayout.Button (manager.scanner[4],boxStylel0))

{

GameObject.Find(manager.scanner[4]) .GetComponent (scanning) .enabled = true;
selected object = 4;
}
}

if(manager.scanner.length >=06)
{
if(GUILayout.Button (manager.scanner[5],boxStylel0))

{

GameObject.Find(manager.scanner[5]) .GetComponent (scanning) .enabled = true;
selected object = 5;
}
}

if(manager.scanner.length >=7)
{
if(GUILayout.Button (manager.scanner[6],boxStylel0))

{

GameObject.Find(manager.scanner[6]) .GetComponent (scanning) .enabled = true;
selected object = 6;
}
}

if(manager.scanner.length >=8)

{
if(GUILayout.Button (manager.scanner[7],boxStylel0))
{

GameObject.Find(manager.scanner[7]) .GetComponent (scanning) .enabled = true;
selected object = 7;
}

}
GUILayout.EndScrollView ()

Mivakag 30- Scanner script

¥t ovvéyewn Bo avoddboovpe TV AgrtovpykdtnTo Tov Scanning script. Edd ta mpdypota
glvarl coQac mo amkd yloti EEpovpe NON TV apyikn 6€om Tov KABe OVTIKEWEVOD KOl TO HOVO TTOL
npénel vo, mpocbécovue oty oknvh givon éva, empty game object péoa oto scanner, oty 6éon mov
0élovue vo otouatdel to avrikeipevo (ending). Emiong, 0élovue pa petapinti tomov Audio Clip
®ote va g avobécovpe otov editor to mymTikd Khmdkl wov Oa Toilel POMG (TACEL TO OVTIKEILEVO
ooV TeEMKO TTpoopiopd tov (Sound_scanner). Apa ot petapAntég mov Oa opicovpe givar o1 TOPUKAT.

var ending : Transform;
var Sound scanner: AudioClip;

Mivakag 31- MetafAntég Scanning script

Aol €&yovpe opicel Tic petaPfAntéc mov Bo ypelactovpe OBa dobue moleg cuvvapthioel Ba
YPTOILOTOGOVUE. Apyikd kGBe QOopd TOL €vo OVTIKEIHEVO gUEOVILETOL GTO TPOCKNVIO TPEMEL
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anevbeiog va Eekvdel v mopeia tov mpog to ending game object 6mov kot Ba otapatiosl. Apa o
vroloylopdg g mopeiog Ba mpénel va pret oty Update() tov script.

function Update ()
{

transform.position = Vector3.Lerp(transform.position, ending.position,
Time.deltaTime * 0.8);

}

Mivakag 32- Xprjon Lerp() ylx peta@opd avtikelnévou avapesa o Svo Nodes

‘Etot dowmdv PAémovpe nog n Béon mov Ba £xel o ovtikeipevo (transform.position) o€
kabe frame oAlalel avaroya pe avtd mov opilel n cuvaptmon Lerp(). To mpdTo dpiopa mov o mhpet
glvan n Tpéyovoo BEon tov aviikelévoy oe kGOs frame (transform.position), To 6gbtepo Opicua
givar n Béom mov Ppioketar o Game object ending (ending.position) kot Télog opilovpe Tov
xPOVO e Tov omoio BELovpe vo. petakiveitat To avtikeipevo(Time .deltaTime * 0.8).

[TAéov €yovue KAADWEL TOV TPOTO UE TOV 0010 YIVETOL 1| LETOKIVIGN TOL OVTIKEUEVOD. MOAIG
OUOG PTAGEL TO OVTIKEILEVO GTOV TEMKO TPOOPIOUO TOL TPEMEL, TO SCript, va éyel évav TpodTO Va
KatoldPel mOTE €QTOCE YL VO TMOPEL TIC OMOPOITNTEG €VEPYElEG. Xe& avTd TO onueio Oa
YPTCULOTOUGOVLE TNV TOPOALOYT UG GUVAPTNONG OV EYOVUE ENVOGVUVOVTAOEL X€ TPOTNYOVUEVO
Kkepalato gidape tic OnTriggerStay() kot OnTriggerExit(). H npd éleyye to collision 6o kdmoto
avTikeipevo Ntav péoa oty mepoyn tov collider kou n devtepn Eleyye av €xet Pyst amd v meployn
QUTH. ZTNV GUYKEKPIUEVT TEPITTO®GT B0l YPTCILOTOUGOVUE GAAY UI0 TOUPOUAAXYT] QVTDV.

function OnTriggerEnter (other : Collider)

{
if (other.gameObject.tag=="scanner endpoint detector")
{
audio.PlayOneShot (Sound scanner) ;
manager.scanner.RemoveAt (scanner.selected object);
Wait please();
}
}

Mivakag 33- Xp1jon ¢ OnTriggerEnter

H OnTriggerEnter() kdver éleyyo povo v otiyu mov yiverar to collision tov dvo
AVTIKEWEVAOY. Apa aLT 1] GLVAPTNOT B0 SOVAEYEL LE TO TTOL TO OPYOLOAOYIKO OVTIKEILEVO YTLTNOEL
tov collider tov ending game object. Me to mov yiver awtd otn petapinty other, mov déyetar cav
oplopo(OnTriggerEnter (other : Collider)), Oa avatebei o collider tov ending avtikeipévo.

‘Etol gpyopaote oty mpadtn if cuvnkn n omoion eAéyyet av 1o tag tov ovIIKEWEVOL OV
yromnOnke €xet To String ‘scanner_endpoint_detector’. Av n cuvOfkr 10Y0eL, KATL TO 0Toi0 CMUaivEL
OTL TO OvTIKEIPEVO £QTOoE 0TO TENOG TNG dtadpouns, tote Ba cvuPodv tpia Tpdyuata. Oa mailel o
KOT@AANAOG Myog (audio.PlayOneShot (Sound scanner) ;), Bo aopebel To String and tov
Tivako Scanner(manager.scanner.RemoveAt (scanner.selected object) ;) kot Oo KAnOel 1
ocvvaptnon Wait_please().

function Wait please()

{
yield WaitForSeconds (5);
manager.display scanner.Push(this.gameObject.name) ;
Destroy (this.gameObject) ;

}

MMivakag 34- Custom cuvaptnon Wait_please()
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H ocvvapmon Wait_Please() e&vmnpetel pe v 6€1pd g Tpelg okomong. Apyikd avaykalel o
script va kdvet pior wavorn mévie dguteporéntmy (yield WaitForSeconds (5) ), mpwv mepdoet
OTNV TOPUKAT® YPapu KooKa, Tpombel To dvopa tov avtikelpévov otov mivako display() uéow g
Push(), wag kot givar étotpo yo va pmet oty aibovco ekOEUATOV Kol KOTOGTPEPEL TO AVTIKEIIEVO
péom g Destroy().

5.4.3 Dust removal mode

Ztov unyoviopd KaBapiopov okoOvNg, 0 TOiKTNG EMAEYEL TO AVTIKEILEVO TOV £YEL GLAAEEEL KO
a@o avtd TomobeTovvVTOl KATAAMANAG GTNV GKNVY|, ypNolpomowdvtag to space bar ta kabapilet
OTOOKA OO TNV okOVN oL €xEl cvoowpevtel. [ va dnuovpynbel 1 aicbnon otov maiktn 6T
Eeokovilel Ta avtikeipeva Oa yperaotodue dvo mpdaypota. Evav dikd pag shader o onoiog déyetan oav
input dvo materials. To éva givar 10 okoviopévo kat T0 de0TEPO givar 0 KaBapd TEMKS. Mia
uetapinty float n omoia, 6tav ypnoomombel uéow script, kabmg puewbveral, pécw pag Sladtkaciog
ov Bo avaAVGOoLUE GTO TEAOG TOVL VTOKEPOANioV, eupavifoviog otadiokd To Kabapd. Alio éva
ototyelo mov Ba mpémel va mpocéEovpe elval Vo LTOPEGOVIE VO TOPOAGTIGOVUE YPOUPIKE TNV GKOVI
ypnoonoidvtag particles. Tédog 1 mpocOHnKn Myov TV GTiyun oL o ToikTng matdet to space bar fa
TPOCdMGEL otV aicOnomn tov kabopiopod.

"Exovtoag opiocet 0t o dirty shader 8a ypnoiponombei ota avtikeipeva, Ba npénet va ypdyooue
dvo script. To mpdto Ba ivar to dirty script. Avtd givor to yvodpipo mAéov SCript yio v dnovpyia
TOV KOLT®V, MV avdfeon TV OVOUATOV o€ oUTA KOl Tr YPNOILoToinon Tng UETAPANTAG
selectedobject. To devtepo givon to dirtying, to omoio Oa avaldfet yio kdOe aviikeipevo mov £xetl £pbet
GTO TPOGKNVI0, VoL EAEYYEL TO TOGO TG OKOVTG Kot LOALS avTd Kabapioet Tedeimg va To dtaypayet amod
TNV GKNVI Kol Vo TEPAGEL T0 dvoua Tov otov tivaxo, display_dirty.

Ocov agopd to dirty script dev 8o to giodyovue dho ool to Erovpe EOVAGLVOVINGEL GE
TOPOUOLEG HOPPEC. XTOV TTopakdte Tivaka Oa deifovpe oav mapadetypo povo pio epemigvpévn if
ouvOnKn Yo va BounBod e Twg cuVTAGGETOL Kot TOlEG LETAPANTES YPNOLOTOIOVVTOL.

if(manager.dirty.length >=1)
{
if(GUILayout.Button (manager.dirty[0],boxStylel0))
{

GameObject.Find(manager.dirty[0]) .GetComponent (dirtying) .enabled true;
GameObject.Find(manager.dirty[0]) .transform.position =
instantiation node.position;
selected object dirty = 0;

}

Mivakag 35- ETtrypotumo tov Dirt Script

T"o 7o dirtying script 6o avaidoovpe apykd Tt petofAntéc 0o ypelootovus. Edd o kmdukag
dev Kdavel ovvheta mpayuata omdte Oa ypelactodpe o float petaPint yu vo pmopet to script va
gmkovovel pe ) uetaPAnt tov shader mov pvOuilet to alpha tov Ppoukov texture, o petafinty
Yoo vo. umopovue vo, opicovpe mov Oa mowa Oo givar ta particles mov Oo gugavictovv Kor o
HETAPANTY Y10 VO 00BN KELGOLLE TOV 1O TTOV BELOVLLE VO OVATOPAYETOL.

var dirty amount: float = 1.0;
var particle instantiation : GameObject;
var sound clean: AudioClip;

Mivakag 36- Ztrypdtumo tov Dirt Script

Tdpa PTopovE VO, TPOYDPNCOVLE GTNV AVAAVCOT] TOV VTOAOITOL KOJIKA, EEKIVAOVTAS OO TNV
Update() n omoio ka1 gpoivetal 6Tov TiveKo mopokiTo.
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function Update ()
{

if(this.dirty amount>=0.1 && Input.GetKeyUp (KeyCode.Space))
{

Instantiate(particle instantiation, transform.position,
Quaternion.identity) ;

audio.PlayOneShot (sound clean);

dirty amount = dirty amount - 0.1;

renderer.material.SetFloat (" dirtiness",dirty amount) ;

}

else if(this.dirty amount<=0.l && Input.GetKeyUp (KeyCode.Space))
{

Wait please();

Mivakag 37- Tvvaptnon Update() tov dirtying script

H npdn ovvéptmon mov Ba ypnoyomomcovue ciyovpo givon n Update() yioti Oéhovue oe
kabe frame tov marvidov vo yiverar €leyyog av matibnke to space bar kot av keAvmTOVTOL O1
ouvinkeg Yo va Eekvnoet kaBapiopog. Apyikd tpémetl va Bécovpe oo Ba givar 1o 6pro oto omoio Ha
Oswpeitar to avtikeipevo kobopd. Me dAha Adywa, péxpt mowo T Oo etdost M petafAnti
dirty_amount.

Avto onpoiver 6t Béhovpe ua if cuvOiKn 1 onoia Ba Tpaypatomolel avTdHV TOV EAEY)0 AV KoL
povo av éxet motnOel T0 space bar (if(this.dirty amount>=0.1&&
Input.GetKeyUp (KeyCode.Space))). Ta particles 0o eppoavictodv péom G GuvAPTNONG
Instantiate(particle instantiation,transform.position,Quaternion.identity);
To mpdto Opiopo eivar M petaPinti v omoio. cvoyeticoue pe to particles mov 6élovue va
eupaviotovyv. To devtepo Opopa Bo Ta gpeavicel otnv 0éon mov PpIcKETOL TO AVTIKEILEVO TTOL
kabapilel o maiktng kot to Tpito pvbuilet To rotation. Ttnv cuvéyelo Ba mai&el 0 Mog mov opicape
otov editor (audio.PlayOneShot (sound clean) ;). IToAD onpovtikd eivar vo HEWOGOVUE TNV
petofAnty dirty_amount katd 0.1 ®ote va apyicet vo gugavietar to kaboapd texture
(dirty amount = dirty amount - 0.1;). Erewdn opog vt n petofinti opifel v avtictoyn
Ty otov shader, mpéner va avoavemBei ko ekel yio vo dodue 1o amotélecpa. Oo mpémer vo
gmkowvoviicovpe ue to material tov shader péom tov renderer kot kaAmvtag tnv pébodo setFloat() da
napeL v véa TN (renderer .material.SetFloat (" dirtiness",dirty amount) ;).

Ortav n tiun Tov dirty_amount yivel pukpdtepn tov 0.1, dnhady to avtikeipevo &yl kabapiotei
0o mpémel va opicovpe GAAN po. cuvONKnm 1 omoia B oAoKANP®GEL TNV dtodikacio daypdpovtag To
avtikeipevo Ko evnuepovovtog tov mivaka display_dirty (). Avto Oa yivelr kakdvtag tnv custom
ovvaptnon Wait_please().

function Wait please()

{
yield WaitForSeconds (2);
manager.dirty.RemoveAt (dirty.selected object dirty);
manager.display dirty.Push(this.gameObject.name) ;
Destroy(this.gameObject) ;
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Mivakag 38- Tvuvdptnon Wait_please() tov dirtying script

Me 1o mov kAnBei n Wait_please() to script 6o mepéver dvo Aemntd péow g (vield
WaitForSeconds (2);), 0o a@aipécel To GVOUO TOV OVTIKEWUEVOL TOV KaBOPIoTNKE amd TOV apyikod
mivako (manager.dirty.RemoveAt (dirty.selected object dirty);), Ba mpowbncel To0
6vopa otov mivaka display_dirty (manager.display dirty.Push(this.gameObject.name) ;)
Kol TEAOG 00 KATOGTPEYEL TO OVTIKEILEVO.

IIpwv KAgicovpe owtd T0 vrokeParoio Oo e€nynoovpe mTwg dnuovpyndnke o shader mov
ypnowonomoape. Me tov Strumpy Shader Editor pmopodue va dnuiovpyncovpe custom shaders
yopig v ypnon g YAdocag CG mov éyetl mepimhokn doun katl cvvtaén. O Strumpy Shader Editor
givan dwpedv gpyodeio mov pmopei kaveig va to Ppet oto Unity Asset Store. Mg owtd 1o gpyaeio
dnuovpyodue shaders pe évav amdhd Graph Editor o omoiog pog emtpénel va GUVOEOVUE GE YPAPIKO
nepiarlov k6puPovg (nodes), 1610tnteg (properties), otabepég (constants) kot cuvaptioetg (functions)
ot omoieg givar drabéoipeg amd to APl tov Unity. Mg avtov tov tpdmo pmopodue Vo KOTOOKEVAGOVUE
akoun kot Tovg To mepimhokovg shaders pe koppovg armopevyovtag tov kddika o CG. To Tpdfinua
glvar o ypnomc Ba wpémel va Exel Kamoieg Pacikég Yvaoelg mhve oty YAdooo CG, dtupopetikd dev
0o pmopel vo kavel ypnon Tov katdAiniov kopPov kal cuvaptioeny tov SSE. O SSE kdvet ypnon
TOV AOEVTIKAOV 1010TTOV (TOGO GTO OVOLL, 0G0 Kol TNV Agttovpyia) g yAwooag CG.

I tov dirty_shader 6a ypetootovpe 3 1816tteg T1g 0moieg TpocsBétovpie amd to pevov Inputs:

e To facwod main_texture
o Todirty_texture
e To nocootd mov Ba opilel Suvapkd toco «dirty» givat To main_texture (dirtiness).

To dirtiness sivar 1816t Ta Tomov “Range” xot pmopel va waper tuég omd A éog B. Edd
€yovpe Paier Tig apyucég Tinég and 0 €wg 1.

e avto 10 onueio opicape Tig 3 1010t TEG 01 OMoieg Ba eivarl eppaveic wg emAoyég TAEOV GTO
material mov B kdvel yprion Tov shader avtdv. to Graph Editor tov SSE matdviog de€i KAk og Kevod
Y®dpo eupaviCovtol ot emAoyég Yo to Tt Béhovpe va mpocbécovue oto Graph. Amd avtd 1o pevon
pUropovLe va TpocHEcovpie OAEC TG O100Ea1IEG 1010TNTEG, oTADEPES, GUVAPTICELG KAT.

Ao to Properties mpocOétovpe 2 Sampler2D kot amd to Functions mpocbétovpe 2 Tex2D.
I vo pmopel vo pgavilel éva vrotunddeg texture o shader yperdleton Evav Sampler2D kot éva
Tex2D cav cuvaptnon.

Amo 1o pevov Nodes kat £xovtag emheypévo Evav Sampler2D opilovpe mo Input o kéver
xpron. Emléyovpe 1660 yio to main Sampler2D 6co kot yio to dirty Sampler2D v avtictoyn
1010 1O,

Ytov Graph Editor kavouvpe évwon tov ka0s Sampler2D pe to Tex2D tdéoo yio To main 6o
ko v to dirty. ITiéov otov Graph Editor 6a éyovue 10 mapakdto:

O shader otv mapodoa edon pmopei va poptdoel 2 textures. Ta v katackevn tov dirty
shader Oo mpémel vo pmopodue vo, opicovpe t0 T0600TO TOVL devTepov texture (dirty) évavtt Tov
npwrtov texture (main). o va emitevydei antd Oo Tpénel va torlomiacidlovpe v Wdotnta. Range pe
to dirty texture.

Téhog mpocHétovpe to apywkd texture pe to moldamlacioopévo pe v cvvaptnon Add.
Axoun Ba evidoovpe 10 teEMKO amotédecpa pe kavodr Diffuse tov shader. O Graph Editor 6a éyet
AoV Ta EENG: Pixel Graph

Ewova 9 - OAokAnpwpévo ypa@npa
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A@ob kavovue export tov shader Ba eivar TAiéov dabéciuoc vo tov Tpocbicovpe g OmO10
material tov Unity 6élovpe. TTopaxdto BAEmovpe mapadetypa xpriong tov shader oe éva material tov
Unity and tov Inspector:

Ewdva 10 - Tuyuég Dirtiness, 0, 0.35 kat 1 avtictoya
Me v xpnon tov SSE anogidyape tov kddika oe CG o onoiog yio tov dirty shader eiye peta&d dAiov

Ta €ENG:

5.4.4 Fragments recomposing mode

To 1étapto kot televtaio mode mpog avdivon givar owTd 6TO0 0m0I0 O TAIKTNG EMAEYEL
avTikeipeva (Omme TOUTAETEG), TO 0TTOl0, £X0VV GTAGEL G€ KATO10 KOUUATIO KoL YPT|CIUOTOLUDVTAG TOV
KEPOOPO TPETEL VO, GUVOPLOAOYNGEL TO TEAIKO avTikeipevo Palovtag ta otnv cwotn 0éom. Edd Oa
ypelaoTovpe Tpio scripts. To Breaking script ivan owtd mov pvOuilet ta avtikeipeva mov Ppickovrat
oV oknvy, tpocbétovtag kovumid kth. To Drag script ektehel OAeg TIG amapaitnTEG EVIOAES Y1 VL
umopei 0 moikTng Vo, GEPVEL Ta, SIAPOPE KOUUATIO, GTOV XDPO KoL VO TO EVAOVEL LOAG OVTA PTACOVY O
évo. Kovtivo omnueio mov éyovpe opioel epeic. Téhog, To broken_main script avoloppdaver v
Swyeipion TV EEYMPIOTOV KOUMOTIOV TOV OVTIKEWWEVOL Kot evepyomolel to drag script ota
OVTIKEILEVA OVTAL.

Ocov agopd to Breaking script dev 6o avagepBodue ektevdg a@ol givar kot ovtd puo
wapoAlayn tov SCript mov eidape To TAVE, Yo TNV SNUIOLPYID KOLUTIOV KOl TV dtoyeipion tov
AVTIKEWWEV@OV TTOV Ppickovtal oty oknvi. Oa tapabécovpe amAd Evo Topadery o TOL KOSIKA, Yol Vo,
VIAPYEL WG OVOPOPAL.

if(manager.broken.length >=1)

{
if(GUILayout.Button (manager.broken[0],boxStylel0))

{GameObject.Find(manager.broken[0]) .GetComponent (broken main) .enabled =
true;
breaking selected object = 0;

Mivakag 39- Koppdte tov Breaking script
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Eekwavtog v avdivon tov Drag script Oa mpémel va oke@ToOUE Kal Vo, avaAdGoVUE Tt
petafAntég Oo mpénel vo ypnoyonomcovpe. Onwg kot oto Rotate script 6An n AsitovpykdTnta g
Kkivnong tov avtikelwéveoy £yKertar oTov kEpoopa Tov movtikiov. Apa ciyovpa Ba ypelaotel va
YPTCULOTOUGOVLE TOVAGYIOTOV €vav Tivaka Tpiov 0écewv Yoo va  amobdnkedoovpe 0Oéoelg
OVTIKEHEVOV.

private var offset: Vector3;

private var curScreenPoint : Vector3;
static var curPosition : Vector3;
private var screenPoint : Vector3;
var myPos : Vector3;

var Sound destroy: AudioClip;

Mivakag 40- MetafAntég tov Drag script

H petapint (private var offset: Vector3;) 0o ypnowomomOei apydtepo yio va
Bpickovue to offset avapeso oty Béon Tov aviikelEvov Tov BELovpE va svupovpe Kot to world point
nov Ppioketon o képoopac. H emdpevn petafint (private var curScreenPoint : Vector3;)
Ba ypnoomomBei yia va Bpickovpe v Béom mov deiyvel o kEpoopag ava taca otryur]. H petafint
(private var screenPoint : Vector3;) Ba ypnowonombei yio v anodfkevon g Oéong o€
Screen space.

Ot ocvvaptioelg mov Ba ypelaotodpe yoo avtd To SCript eivon tpeic. Mag evolapépsl va
KGVOUE VITOAOYIGUOVE OTOV 0 ¥PNOTNG KAVEL KAIK LE TOV KEPGOPU TAV® GTO GTMAGHUEVO KOUUATL, OTAV
10 Gépvel Kou Otov to agrvel. Apa Ba ypetactovpe v OnMouseDown(), tv OnMouseDrag() ot
v OnMouseUp().

function OnMouseDown () {

screenPoint =Camera.main.WorldToScreenPoint (gameObject.transform.position);
offset = gameObject.transform.position - Camera.main.ScreenToWorldPoint (new
Vector3 (Input.mousePosition.x, Input.mousePosition.y, screenPoint.z));

Screen.showCursor = false;

}

Mivakag 41- Xprjon tns OnMouseDown

MOMG ToTNOEL 0 TaiKTNG TO avTiKeipevo, oty petofAnty screenPoint Ba aodnkevtei n OEon
OV avTikelévon, oyt oto World space alld oto Screen space. v cvvéysia oty petafint offset
0o amobnkevtei 1o 0Offset tov onueiov avapeca oty Bom TOL AVTIKEIWEVOL Kol 6TO TOV PpioKeTol
akpPadg o képoopag otnv 006vn. v cvvéyeia BEAovpe va e€etdoovpe Tt Ba kdvovpe Kotd to drag
TOL OVTIKELLEVOV.

function OnMouseDrag () {
curScreenPoint = new Vector3 (Input.mousePosition.x, Input.mousePosition.y,
screenPoint.z);

curPosition = Camera.main.ScreenToWorldPoint (curScreenPoint) + offset;
transform.position = curPosition;

}

Mivakag 42- Xpfion tng OnMouseDrag

Kotd v dudprela mov Bo 6é€pvel 0 Taiktng T0 ovTikeipevo BéAovpe va avavedvetol kdde
@opd M véa Tov Béom. Apa oty petafAntr curScreenPoint o amodnkevetal, og kabe frame, n Béon
oL K€poopa aTovg dEoveg x Ko Y. ['a va pmopéoovue dpmg va evtomicovpe v 8€om mov Ba €xetl 10
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avtikeipevo kabe @opd mpémer va kdvovpe tnv petatpomny oto World Space kar vo v
anoBnkevoovpe otnv CUrPosition kot ev télel vo TEPAGOLUE TNV TN LT ©6TO POSition tov
OVTIKEEVOV. ZTNV GLVEYELD, 0TO TEMKO Koupdtt Ba dovue TL yivetar POALG O mAIKTNG QPNCEL TOV
KéPcopa.

function OnMouseUp () {
Screen.showCursor = true;
if (Vector3.Distance(transform.parent.position,transform.position)<1.5)
{

transform.position = myPos;
broken main.puzzle cnt += 1;
audio.PlayOneShot (Sound destroy);
Destroy (this) ;

Mivakag 43- Xp1jon t™s OnMouseUp

MOMg 0 maikTng apnoet Tov képoopa o yivel Evag Eleyyoc HEo® e mpdTng cvvONkng if av
1M ATOGTACT| TOV EYEL TO KOUUATL TOL EAEYYEL LE TO GKIVITO KOUUATL OTTOVL TPETEL Vo TpocapTnOel eivart
pkpotepn tov 1.5. Avtd yivetar péom g pnebddov Distance(), n omoio déyetan wg opicpata, tnv 0éom
TOV dVO AVTIKEWEVOV KO TNV amdctacn mov BéAovpe va eAéyEovpe. Av 11 amdoTaon oty gival Ovimg
WKpOTEPT, TOTE TO KOopudtt Bo Tpémel vo mpocsaptnbel 610 croTd onueio kol o counter tov script
broken_main 6a avénbei katd éva.

[poywpmvtag oto script broken_main Ba dodue Twg yivetar 1 peETAXEIPION TOV KOUUATIOV
TOV OVTIKEWPEVAOV. Apyikd Ba ypelactovpe Evav mivako mov Oa amodnikedel T0 GTACUEVE OVTIKEILEVA,
évav mivako mov Bo amobnkedel v Oéon toug oto ydpo, 6vo float petafintéc ov omoieg Oa
YPNOLEDGOVY GTNV TOTODETNON TOV KOUUUTIOV GTOV ¥HPO Kol TOV COUNLEr 1OV avOQEPALE TTPLY.

var fragments : Transform[];

var fragmentsPos : Vector2[];

var minRAN : float;

var maxRAN : float;

static var puzzle cnt: int = 0;
var instantiation node: Transform;

Mivakag 44- MetafAntég ywx to script broken_main
2V cuvéyeto, Tov SCript oty cvvaptnon Start() 6o mpénet vo, yepicovue tovg mivakeg mov
dAdcape otV apyn pe to. Koppdtio Tov o vdpyovy KGbe Popd GtV GKNVH Kol e TNV Tomodecia
TOVG TG MOTE UETA, YpToonotdvog tovg dvo float, mMiNRAN kor maxRAN, va tonobetovvral otov
ADPO € eheyyOUEVa TVYOiEG BEEIC.

transform.position = instantiation node.position;

for(var i = 0; 1 < fragments.length; i++)
{
fragments[i] .gameObject.AddComponent (drag) ;
fragmentsPos[i] =
Vector2 (fragments[i].transform.position.x,fragments[i].transform.position.y
);
}

Mivakag 45- 0pLopdg 0£01¢ parent KOUUATLOU KAl YEULGUA TIVAK WV

Apykd Ba mpémer 1o parent xopudti, 0To omoio givor mpocapTnuévo avtd to SCript, vo
petapepbei oy Béom tov instantiation_node. To koppdtt ovtd dev Bo kvnbel moté Ko OA Ta.
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VIOAOITOL KOUWATIO TOV povTéAov Ba TomoBetnBodv yOopw tov 61tmg Ba dodue mapakdtw. Eyovtog
ovoyetioet Ta koppdtia otov editor pe tov mivaka fragments, péow puag for loop Oa evepyomomooupe
to drag script. Ztnv cvvéyea otov mivako fragmentsPos 6o anoBnkevcovpe Tig BEGELS TOV KOUUATIOV
£to1 wote oty emdpevn for va ta tomobetcovpe 6Tov Ydpo.

for(i = 0; i < fragments.length; i++)

{
fragments[i] .position =
Vector3 (Random.Range ((fragmentsPos[i] .x+minRAN+2) , (fragmentsPos[i] . x+maxRAN
+2)) ,Random.Range ((fragmentsPos[i] .y+minRAN) , (fragmentsPos[i].y+maxRAN)) ,tr
ansform.position.z);

}

Mivakag 46- EAsyxopeva Tuxaia Tomo0£TNon T®V KOUUATLOV

v odevtepn for loop OBa dwwPdoovue tov mivake Omov amobnkedooue Tig Oécelg TV
Koppatidv kot péow g Random.Range() to koppdtia Ba tonoBetnbolv oe pia, eAeyydpeva, toyoio
KAlpoka otov a&ova X ko Y. To pdvo mov péver mhéov givan 1 Update() va ehéyyet oe kabe frame av o
counter (o onoiog émmg Bvpduacte, uetafdiietar pécm tov drag script dtav to KOUPATIo KOAAHGOoVY
ekel oL TPEMEL) £xEl PTACEL TOV OPOUO TOV KOUUATIOV TTOL £XOovV omoONnKeLTeEl GTOV mivaKo
fragments étor ®ote va tEAEIOGEL TNV Sl0dIKOGI0 TPOWODOVTAG TO OGVOUX TOV OAOKANPOUEVOL
avtikelpnévoy otov mivakoe display_broken, vo kataotpéyel to avtikeipevo kot téhog vo Eovd
undevicel Tov COUNter Y1 To EMOUEVO OVTIKEIUEVO.

function Update ()
{
if(puzzle cnt == (fragments.length))
{
manager.display broken.Push(this.gameObject.name) ;
manager.broken.RemoveAt (Breaking.breaking selected object);
Destroy(this.gameObject, 2);
puzzle cnt = 0;

Mivakag 47- OAokANpwoT) TG SLadSkaciag yia TO GUVAPHOAOYHEVO AVTIKELLEVO

5.5 Scripts ywo tqv aifovco ekOepaToV

e avTtd TO VIoKEPGANIO O aoyoANBoVE [E TO TL YIVETOL QPO TO OVTIKEIUEVE KOOoploTOvV
Kot givol £TOYo Vo, TOPOLCLOGTOVY oty aifovca ekbBepdtmv Tov apyotoAoykoy epyactnpiov. O
TPOTOG oV Agrtovpyel M mapovoiaon givar o g€ng. Otav o maiktng mincidost kdmolo €kBepa, M
Képepa TOL OmEVEPYOTOLEiTAL KOl EvEPYOTOLEiTOL pio (ALY, TomoBeTnuévn e TéTolo TPOTO DOTE Vo
PAEMEL TO OVTIKEIUEVO O TTOUKTNG GE TPMTO TPOCHOTO.

IIpv 6p®G dovUE TOV KOJIKA Yl TNV TOPATAvVe Agitovpyia, Tpénel vo eEeTdoovpe g Oa
eupaviCovtorl To avtikeipeva mov €govv Kabapiotel oty aibovca exbepdrov. Onmg eidape Kol oTIg
OoKNVEG KaBUPIoHOD TOV OPYOOAOYIKOV avTIKEEV®Y, O0mtoto game object 6élovue va yeiplotodue
Bpioketon 6N péoa otnv oknvn oAb dev eivar opatd otov maiktr. 'Etol kot €0 0o akoiovdncovue
mapopote taxtikn. To avtikeipeva Ba givor TomoBetnuéva 6mov mpémet yio va Tpofinbovv, aArd Ba
gvepyomolobvtal povo Otav 1o ovtikeipevo &xel kabapiotel. Edd €pyovior va pog Bondncovv ot
nivakeg pe template display_* 6mov eivar amobnkevpéva ta ovopoto TV ETolumv aviikelpévoy. To
script yayvovtag pHéca 6€ OVTOVG TOVG TVOKEG EVEPYOTOLEL OGO OVTIKEILEVO, GTNV OKNVA £)0VV 1510
ovopa.

Apykd yio va umopéoel to script va yaker otovg display mivakeg, Oa mpénetl va avabicovpe
OA0 To avTiKeipevo o€ petafAntéc tomov game object. Molg ptid&ovpe Tig petafintéc, otov editor
KAVOLLLE TNV avTIoTOl 10T HeTapépovTag Ta avtikeipeva, e drag and drop, otig petafintég Tov Script.
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var scanner 1 GameObject;
var scanner 2 GameObject;
var scanner 3 GameObject;
var scanner 4 GameObject;
var scanner 5 GameObject;
var scanner_ 6 GameObject;
var scanner 7 GameObject;
var mud 1 GameObject;

var mud_ 2 GameObject;

var mud_3 GameObject;

var mud 4 GameObject;

var mud 5 GameObject;

var mud_6 GameObject;

var mud 7 GameObject;

var dirt 1 GameObject;
var dirt 2 GameObject;
var dirt 3 GameObject;
var dirt 4 GameObject;
var dirt 5 GameObject;
var dirt 6 GameObject;
var dirt 7 GameObject;
var broken 1 GameObject;
var broken 2 GameObject;
var broken 3 GameObject;
var broken 4 GameObject;
var broken 5 GameObject;

Mivakag 48- MetafAnTtés yiax avd@eon game objects

Amd gdm xor mépa Bo gival woAD g0kOA0 va dodue av To dvoua Tov Kabe game object mov &yet
avTioToyn0el He TIg Topomave PeTaPANTES, VITapyEL péca o€ Kamolov amd Tovg display mivakec.

To pévo mov pével Thpa eivar ypnopomoldvrog kKaroteg if cuvOnkec, va ehéyEovpe ol omod
o OVOUOTO TOV Tapamdve aviikewévov Bpickovtal otoug mivoakeg display mov tovg avtietoryovv. O
£leyyog av Ppioketol Kamolo otolyeio o€ Kamowov mivaka yivetaw pe tnv decpevuévn AEEn in. T va
gvepyomom el Kamowo avtikeipevo Tov omoiov to 6voua Ppébnke, Ba ypnoomomaoovpe v peBodo
setActiveRecursively(). O Loyog gival 0Tt kdmoto, ovtikeipeve sivar Thovov va Exovv Kamola Todid,

omote €11 Oa evepyomomBovv kot avtd pali.

function Start ()

{

if(scanner l.name in manager.display scanner)

scanner 1.gameObject.

if(scanner 2.name in

scanner 2.gameObject.

if(scanner 3.name in

scanner 3.gameObject.

if(scanner 4.name in

scanner 4.gameObject.

if(scanner 5.name in

scanner 5.gameObject.

if(scanner 6.name in

SetActiveRecursively (true) ;

manager.display scanner)
SetActiveRecursively (true) ;

manager.display scanner)
SetActiveRecursively (true) ;

manager.display scanner)
SetActiveRecursively (true) ;

manager.display scanner)
SetActiveRecursively (true) ;

manager.display scanner)
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scanner 6.gameObject.SetActiveRecursively (true);

if(scanner 7.name in manager.display scanner)
scanner 7.gameObject.SetActiveRecursively (true) ;

if(mud 1l.name in

mud_1.gameObject.

if(mud 2.name in

mud_ 2.gameObject.

if(mud 3.name in

mud_3.gameObject.

if(mud 4.name in

mud_4.gameObject.

if(mud 5.name in

mud_5.gameObject.

if(mud 6.name in

mud_6.gameObject.

if(mud 7.name in

mud_7.gameObject.

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

manager.display mud)
SetActiveRecursively (true) ;

Mivakag 49- MetafAnTtég yla avaBeon game objects

Tdopa mov ta avtikeipeva Tov £yovv Kobapilotel £xovv epeoviotel otnv aibovca exbepdTov
npénel va gvepyomoindei ko 1 SuvatdTTO TPOPOANC TOVE GE TPMTO TPOGMTO, ONMC ElMaE Kl TPLV.
To wpdto Tpdypo mov Ba kdvovue eivor va tomofetoovpe box colliders yopw omd o Babpa mov
givon tomoBetnuéva avtikeipeva. Avtoi ot colliders Oa givar angvepyomompévor péypt va dromiotmbei
OTL TO avTikeipevo Tov embupel va detl o maiktng £xel kabapiotel. Eniong xatd v gvepyomoinon tov
gxdortote collider, 6o evepyomoteitor Kol M KAUEPO YL, TNV TPOOMTIKH TPMDTOV TPOCHTOV TOV
AVTIKEIEV@V. Apytka Ba dovpe Tig HeTafANTéC Tov Oa YPNOUYLOTO|GOVLLE.

private var scrollPosition Vector2;
var LinearB camera: Camera;

var Cam to disable:Camera;

var display message: boolean;

var someRect Rect;

var someMessage String;

var mySkin GUISkin;

Mivakag 50- MetafAnTtég yla avaBeon game objects

O1 petafintég mov BEAovpe Vo, EEETACOVE Y10 TO CLUYKEKPIUEVO KOUUATL TTOL OVOADOVLE
glvar ot €€ng:
e var LinearB camera: Ytov editor Ba ocvoyeticovue ™V Kdpepo
TPMOTOV TPOCMTOV UE OLTAV TNV  UETOPANT Y10 VO  UTOPEGOVLUE VO, TNV
EVEPYOTOUGOLLLE.
e var Cam to disable:Camera; Xtov editor 6o cvoyeticovpe TV KApEPO TOL

YOPOKTNPO TOV OELOVLLE VO OTEVEPYOTOGOVLLE [IE ALTNHV TN UETAPANTY.

Camera;
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H npdn cuvOnim if Ba eléyyetl 011 10 avtikeipevo ivorl dvimg otov mivoxa display. Edv sivot
o collider Oa evepyomotgitat.

unction Start ()

{
display message=false;
if("LinearB 1" in manager.display broken || "LinearB 2" in
manager.display broken )
{
this.gameObject.collider.enabled=true;
}
}

Mivakag 51- MetafAntés yiax avd@eon game objects

To enduevo Pripa givor va evepyomoteital n Kapuepo Tpd@TOL Tpoodmov (LinearB_camera) kot
vo amevepyomoteitol 1 kKauepa tov waiktn (Cam_to_disable), 6co o maiktng Ppioketar ce emoen ue
tov collider. Apa Oa ypnoipwomomoovpe v cuvdptnon OnCollisionStay().

function OnTriggerStay(other : Collider)
{
if (other.tag == "Player'")
{
LinearB camera.camera.enabled=true;
Cam_to disable.camera.enabled=false;
display message=true;

}

Mivakag 52- MetafAnTtés yiax avd@eon game objects
Opwg otav yabei 1o collision avipeca otov maiktm kot to Padpo, mpémer va Eavd
gvepyomom el 1 kapepd tov. Ondte avtd pag Aéet o1t ypelalouaote v cvvaptnon OnCollisionExit()
otV onoia B amEVEPYOTOUGOLLE TV KAUEPO TPMTOV TPOCHTOL Kot O EVEPYOTOGOVLE AVTH TOL
TOAKTY.

function OnTriggerExit (other : Collider)
{
if (other.tag == "Player")
{
LinearB camera.camera.enabled=false;
Cam_to disable.camera.enabled=true;
display message=false;

}

Mivakag 53- MetafAntés yiax avd@eon game objects
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6. Anuovpyia ypagikod wepifdirovrog (GUI) oto Unity3d

H dnovpyia evog ypagikov mepifdriovioc (GUI) elvar pio amopoitntn oAl Kol oyeTiKd
ypovoPdpa ko tepimiokn dwadikacio oto Unity 3d. o va dnpovpynoovue éva, GUI anotelecpotikd
TPENEL OPYIKE VO GKEPTOVE TL BEAOVLE VA KOTAQEPOLUE ooV TEMKO amotéreoua. [Ipénel va AdPovpe
VoY mota Ba givarn 1 KAAVTEPT TPAKTIKY DGTE O XPNOTNG VO, LTOPEL va KATATOTIGTEL dveTa yopig va
TOV UTTEPOEVEL TO YPOUPIKO TEPIPAAAOV.

Avtég glvar ol yevikég mpadTeg OKEWELS OV TPEMEL VO kAvovpe. Opmg vrépyovv Kot Mo
teyvikd Bépota ta omoia Ba pog amacyorncovy. To ypagikd mepifdiiov Ba Aettovpyel yio Oleg Tig
avaAvoelg oBovav; Oa Tapéyel Aeitovpyio kovummv; O €xet textures to omoia Ha to Saxoospovv; 'H
uI g Ba gival Tplodidototo; LTo eTOUEVO VTOKEQAAaLO Bo Sovpe TG Agttovpyel 0 KMOKAG Yo Ta
KOLUTMA OTIG OKNVES KoBaplopod Tov apyoloroyikodv avtikelévoy. Emiong Oa dodue mmg
Aertovpyodv ta GUI styles.

6.1 Anuovpyio kovumav oo Unity3d

"Eva a6 ta Paocikd otoyyeio ypapikov teptfailovioc mov Ba kAnbovue va ptidEovpe o Eva
OTO100NTTOTE MAEKTPOVIKO TOyvidl, €ivol To KOUUTIA. Apykd Y10, VO O1UOVPYGOVE OTOL0ONTTOTE
otoyeio GUI oto Unity 3d Oa mpéner péow script va koréoovpe v OnGUI(). Avt) sivon n
cuvaptnon M onoia ovorapPavel vo (oypagpicet to ypagikd ctoyeia mov Ba g modue gpeig. Ag
dovue TG PTIdYVETOL . KAOETN GEPA KovUmIdY 1) omoia, £xgt TV dvvatdtnta scrolling.

Apyikd oTig MNADCELS TPETEL Va, EXOVLE o LETAPANTA 1 omoia va givor wivakag dvo Bécemv
hote vo propovpe oty cvvaptnon OnGUI() va opicovpe amd mov péxpt mov Oa givor n meployn
scrolling.

private var scrollPosition : Vector2;

Mivakag 54- AjAwon tn¢ scrollPosition

‘Eyovtag dnAmoetr v scrollPosition petofintm, 0o xaiéocovpe v ocvvaptnon onGUI() yw va
opicovpe mown Ba givor ta Tep@mpra wov Ba ToroHetnBovV T KovUTLE TOL Bal SNUOVPYHGOLVLLE.

scrollPosition = GUILayout.BeginScrollView (scrollPosition, GUILayout.Width
(Screen.width/6), GUILayout.Height (Screen.height/2));

Mivakag 55- 0pLopdg TeEPLOwPIL®wV TNG GELPAC KOV UTILWV

lNa vo opiotei 10 mepBoplo mov 0Oéhovue, Prémovpe 0Tt KoAobue v pébodo
BeginScrollView() n omoia 6o avoldafer vo @épet e1g népag ovtd mov OEAovpe avéroyo pe T
opiopato mov o g dmoovpe. e avtd To oNUElo TPENEL Vo avapepfode G€ KATL CNUOVTIKO OGOV
agopd. to ypapikd mepiPariovia. Otov dnidvovus mov Bédovue vo tomobenBel kamowo ypapikd
otoryelo Kot TL péyeBog vo Exel MPEMEL VO CKEPTOVUE AV 1| EQOPUOYN Hog Ba Tpéyxel puoévo oe pia
avaivon o00ovng. Av dev eivar cuykekplévn Tpénet Tavia vo opifovpe ta peyédn pe Pdorn to vyog
Kol T0 TAGTOG NG Kabe ovdAivong. Too avtdév 10 Adyo ypnowuomotovpe v Screen.width o
Screen.height. Emotpépovtag ota opicuata tg BeginScrollView(), pAémovue tmg avtd sivor tpio.
To mpdTO €lvan 0 dVGAAGTATOG TIVOKOG TOV Opicape Kot To GAA dVO givol To TOGO VYOS Kot TOGO
mAGTog o kataiaupdvel n meployn. Aivovtag cav opicuo Screen.width/6, fa kataldapel to éva, £kto
g 000vn¢ og TAdtog. [TAéov oTdnmote dnuovpynoovue Do Bpicketal LSO 6 OLTHYV TNV TEPLOYN.

2mv cvvéyela Ba dnuovpynoovpe to. Kovpmid Tov Ba tomobetnBodv oty mepoyn avty. o
va dovpE TG Asttovpyel avtod, Ba yprnoyomocovpe évo mapddstypo SCript amd v oknvi pe To
scanner 1o omoio, OT®G £YOVILE TTEL ONUIOVPYEL TO KOLUTLE ovaAOYa e TO TTOoO avTiKeipeva paleye o
TOAKTNG.
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private var scrollPosition : Vector2;

function OnGUI ()
{

GUI.Box (Rect (Screen.width-Screen.width/3,Screen.height-
Screen.height,Screen.width/3,Screen.height/5),"Use the left mouse button to
piece together the artifact. Each object restored will be displayed in the
displays room. Return to the lab by pressing L.",boxStylel):;

scrollPosition = GUILayout.BeginScrollView (scrollPosition, GUILayout.Width
(Screen.width/6), GUILayout.Height (Screen.height/2));

if(manager.broken.length >=1)
{
if(GUILayout.Button (manager.broken[0],boxStylel0))
{

GameObject.Find(manager.broken[0]) .GetComponent (broken main) .enabled =
true;

breaking selected object = 0;
}

if(manager.broken.length >=2)

{
if(GUILayout.Button (manager.broken[l],boxStylel0))
{

GameObject.Find(manager.broken[1]) .GetComponent (broken main) .enabled =
true;

breaking selected object = 1;
}

if(manager.broken.length >=3)

{
if(GUILayout.Button (manager.broken[2],boxStylel0))
{

GameObject.Find(manager.broken[2]) .GetComponent (broken main) .enabled =
true;
breaking selected object = 2;
}
}
GUILayout.EndScrollView ()

Mivakag 56- Anpovpyia KOVUTLEV

H avaivon avtod tov kddikoe gival Eva ToAD KaAd mopddetyua yio v doOue Tola. gival 1
Sleopd otV SMUIOLPYIN YPOPIKMOV OVTIKEIUEVOV HEGO O TEPLOYES Kol £EM amd TEPLOYEG, OV
umopovv vo vITdpyovy GALEG EVTOAEG GoyeTo e TOV o)edlacpd avtikelévay GUI kot 1 akpipag givar
to. boxStyles.

Eekwavtog, mpwv avoi&el 1 ovvaptnon onGUI() Prérovpe tov opiopd g scrollPosition 6mac
mv avolvooue mpwv. Zekwvovtag oty onGUI(), mpoteg ypoupéc kmdwka, PAEmOLUE TO
BeginScrollWindow énwg to meprypdyaue npv. Apuéowng uetd oung PAénovpe if kat cuvbnkee. Apa
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€00 va emonudvoovue g doyeto ov 1 onGUI() avaloufdver vo {oypagicet To ypoapikd aviikeipeva
mov Ba g {ntoovue evvoeitol TG 6€yetal omolodnmote gidovg kddwka. EEGAAov dmwc Ba dovdue
apécmS, €161 HOVO yivetar va ddcovpe dSuVOMKO YOPaKTPO GTO. KOVUTLY oL Bol OMHOVPYCGOVLE.
[Ipoomepvdvtag Tig GLVONKES OMLOVPYING TOV KOLUTIOV, TIC OTOIEG OVOADGOUE GE TPONYOVUEVO
KEQAAOLO, PAémovpe mv onpovpyio evog KOLUTLOV (GUILayout.Button
(manager.broken[0] ,boxStylel0)). To mpdTo Oploua wov Taipvel €lvar To Ovopo Tov Oa
deiyver to xovpmi. Edd maipvel to String mov Ppicketon oty 0éon pundév tov mivaxa broken. To
EMOUEVO OPIGHLO, KAVOVIKA, gival To péyebog kot 1 tomobesio Tov kovumov. Avti yio avtd PAEmovE
va, ypaeet boxStylel0. Edd Oa avapepBovpe ota GUIstyles.

Ta GUI styles givatr évag tpomog vo. €TNPEACOVUE TV ONTIKY O1GONTIKY TOV YPAPIKOV
otolyelmv wov Ba ypnoyomolcovpe oto Toyvidt. Mmopoldue vo avobécovue textures to omoia
umopel kot va. oAAGLovV avAaAoya LE TO OV, Yo TOPAOELYHO, €VO KOLUTL TOTIETOL, UTOPOUE Va
aAlGEovpe ypappatooelpég KTA. Ot TpOTOTOIMGoES QVTEG UTopovV v yivouv pécw editor 1 kot péow
script. H enopevn ewdva anccoviCer to GUI style mov dodé€ope epeig yio to Kovpmd avTtig g
GKNVAG.

Ewodva 12- Mapaderypa GUI style péow editor
210 ovykekplévo mopaderypa doAéaue to texture papyrusd vo ugoviCetor 0tov To Kovuml eivat
adpavéc Kot OTav 0 KEPGOPUC TEPAGEL amd TAV® TOL va. eupavifeton éva ddpavo texture. Emiong
€yovpe eMAEEEL S1KN LOG YPOUUATOCEPE, OGS Kot Trv B€om Tov text mov Ba eppaviletar.
Av topo 0€hovpe va TpocBésove kdmolo dAlo otoryeio GUI é€m and v meployn oyediaong
KOVUTL®V, 6€ KAmo10 GAA0 onueio g 006vNg, UTOopPOVUE VO TO KAVOVUE TTOAD EVKOA0, OTIMS QOivETAL
K0l OTOV KOIKO TOL PEAETALLE.

GUI.Box (Rect (Screen.width-Screen.width/3,Screen.height-
Screen.height,Screen.width/3,Screen.height/5),"Use the left mouse button to
piece together the artifact. Each object restored will be displayed in the
displays room. Return to the lab by pressing L.",boxStylel);

Mivakag 57- Anpuovpyia GUI Box

Ed® PArémovue v dnuovpyio evog GUI box 10 omoio Oo dnuiovpynOei o éva teleing
Eexoplotd pEPOG TG 000vNG. Av TopaTnprcovpE To opicpata Bo dovpe OTL OAO €ivol AVOAOYIKA LE
mv avilvon g exdotote 086vng mov o tpé€el to project kot avtimpocwrevovy T0 pPEYEHOG TOV
KouToV kot v Tomobecia tov. Ta dAla opicuata gival to keipevo mwov Oa wpoPfdiietar kot to GUI
style mov emAé€aye.
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7. Tv eivan ov Shaders

2T0V TOHEN TOV YPOPIKOV NAEKTPOVIKOV LIOAOYICT®OV , €vag shader eivon éva mpdypappoa
VTOAOYIOTH] OV TPEYEL OTNV HOVAdQL EMEEEPYOCIOG YPUPIKMOV KOl YPNCLOTOLEITAL Y10 VO TALPAYEL
oKkioon - TNV TAPOYOYN TOV KATAAANA®V ETTES®V TOL POTOG KOl OKIOoNG LECH GE Uid EKOVA - 7,
GTN GUYYPOV EMOYN, YIOL TNV TOPAY®YN EWOKOV EQE 1] postprocessing .

Ot shaders vroAoyilovv v amddoon tov rendering ywo to hardware ypogikdv pe vymid
Bobud evehéiog. Ov ylwooeg mov ypnowomowovvtoal oo to shading mpoypappartiCovv tov
apoypoppatiiopevo aywyd amddoong tng povade emetepyaciog ypapiwkav (GPU), o omoiog €xet
OVTIKOTAOTNOEL, MG €Nl T0 TAEloTov, T oTafepr|] Aettovpyio TOV Oy@YOD OV EMITPEMEL UOVO KON
petapdpeoon yeouetpiag kot Asrtovpyieg pixel-shading. Xpnowomowwvrag shaders, pmopodv va
ypnoorombovv wpocapuocuéva epé. H Béom, 1 amdypmon, 0 KOPEGUOG, 1| POTEWVOTNTO Kol 1)
avtifeon GV Tewv gikovootolyeimv (pixels) , kopveés , N veég (textures) mov ypnoyonolobval yio
TNV KOTOOKELT UG TEMKNG €KOVOG UTopolV vo HETOPANBoOV otV €0KOAN, YPTCLUOTOUDVTOG
alyopiOuovg mov opilovioan péca otov shader, kor umopel va tpomomombel pécm eEwtepikmdV
peTafANTdv N vEOV oL gl XONGOV 0o TO TPOYPOpE TOV KaAeoe Tov Shader.

Ot Shaders ypnowomolobvior gupémG o©TOV  TOpEX TOL  POStprocessing  tawvidv
KIVNUOTOYPAPOD, GTNV dNUIOVPYIO YNOoKOV EIKOVOV Kol NAEKTPOVIKAOV TALXVIOIOV Yid va topaydei
éva. amepo gopog eeé. [lépo omd 10 QOTIOUO HOVTEA®V TO TOADTAOKEG YPNOELG UTOPEL va
TEPIAMAUPEVOLY TNV TPOTOTOINGT| TG ATOYPMONG , TOV KOPEGUOL , TNG POTEWVOTNTO Kot TG avTifeong
™m¢ ewkovag, v mapaywyn blur , bokeh , oxiaong cel , mootepomoinong (posterization) , chroma
keying , mopoudpewon , chroma keying ( n Aeyouevn " umhe 086vng / greenscreen "), aviyvevon
KOV Kot KIvnong , yoxedelkd e, Kabmg Kot Eva eupy QAo GAA®Y.

H oOyypovn xprion tov 6pov “shader" gionydn oto kowvod omd v Pixar pe to "RenderMan
Interface Specification, ékdoom 3.0» mov dnuocievdnke tov Mdio tov 1988.

Kobog ot povadeg emeéepyaciog ypopikav e&elytikay, peydrec Pipriodnkec Aoyiopko
ypapk®dv 6mmg ot OpenGL kot Direct3D dpyoav va vrootnpilovv tovg shaders. H mpdtn képrta
ypopikdv ue oSvvatdotnte shading vmootipille udvo Pixel shading, odld ou vertex shaders
KUKAOQOPNGOY YPIYopo. OTOV Ol TPOYPOUUOTIOTEG cLveldnTomoinoe v dbvaun tovc. Shaders
veopetplag ewonydnocav mpoceata pe Direct3D 10 kor OpenGL 3.2, oddd avti ™ otyun
vrootnpifovtal povo arod high-end képteg ypapikmv.

7.1 Teyvoroywi emokoénnon Shader

O1 Shaders gtvot TpoypALLUOTO TOL TEPLYPAPOLY TO YOPUKTNPIOTIKA EITE H10,G KOPLPTG 1| EVOC
gicovoatoryeiov (pixel) . Ot Vertex shaders meptypdgovv to yopoktnpiotikd (0éomn, cvvteToyusveg
VOT| , TOL XPOUOTA, KAT.) LG KOPLPTC, EVD ot pixel shaders meptypdpovy ta yapaktplotikd (xpodpua,
z BaBog ko a&io dhea) evog pixel. ‘Evag vertex shader xaAeitar yia k@bs kopven oe éva primitive
(Baokd yempetpikd oynua), evdeyousvaog uetd amod tessellation, n pia eviuep®UEvn KOPLEN UETA TV
aAaAn . Kabe kopoon otnv cvvéyeia yiveron rendered o¢ po ogipd omd pixel oe pia empdveia (umhok
™™g vnunc) mov tehkd Ba otaiet otnv 006vN.

Ov Shaders avtikabiotodv éva Tuquo TG KAPTAS YPOEIKOV, Tov cvvhfmg ovoudletal
Ztafepn) Aertovpyio Aywyov (Fixed Function Pipeling) . Tov £xst amodobei avth 11 ovopoocio m€1dm
ekteAEl TOV QOTIOUO Kot yopToypaenon twov textures (texture mapping) pe hard coded tpodmo. Ot
Shaders mapéyovv po TpoypoUHaTICOUEVT EVOALOKTIKT ADCT VTG TNG TPOCEYYIONG.

e H xevtpwkn povada emelepyoasiog (CPU) otélvel odnyieg kot dedopuéva yemuetpiog
o™ povada eneepyaciog ypoeikdv, mov PPIcKEToL TNV KAPTA YPUPIKMY.

e  M:éow tov shader kopvoav (vertex shader) n yeouetpia petacynpotiletat.

e Edv évag shader yeopetpiog Ppioketot oty povdda eneéepyaciog Ypapikav Kot givan
evepyog, M YEOUETPlOL 6TV oKV pUropel va vodionpebet.

e H vrmoloyicuévn yeopetpia dtootavpmdvetot (VTodlopeital oe Tpiymva).

e Ta tplyove avoivovior oe koppdtio quads (éva quad xoppdrtt eivon éva 2 x 2
fragment primitive).

e Ta fragment quad tpomomolobvtan chumva pe tov fragment shader.
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e mpoyuatomoteitoan éva teot Pabovg (depth test), dmov tuquata mwov TEPvolV Ba
EUPAVIOTOVV otV 000vT Ko purmopovv avapyfovv otov frame buffer .
O ypapkdc aymydc ypnotponolel ovtd o Prpata yo vo HeTatpéyel To Tpredtdotatn (1 600
dwodldotata) dedopéva oe YpAoILe dVO SICTAGEMY OESOUEVA YIOL TNV EUPAVION TOVG. XE YEVIKES
YPOUUES, aTO givar i peyddo untpa wi&eh (pixel matrix) r frame buffer.

7.2 Tomow Shader

Yrdpyovv tpeig tomor shaders mov ypnoyomolovvtal gupémg. Evod moaloidtepec kapteg
YPAPIK®V ypnotpomolodv Eexwpilotés povadeg emelepyaciog yio kéOe tomo shader, vedtepeg khpteg
dwbétovv éva eviaiovg shaders mov eivar kavol va ekteAécovv omolodnnote Tomo tov shader. Avtod
EMTPEMEL OTIC KAPTES YPOUPIKDV VO KAVOUV TTO UTOTEAECUATIKN YPNOT TNG EMEEEPYUTTIKNG 10YVOG.

Ot Vertex shaders gktelodvion pion popd yio kdOe Kopue1| TOV LETAPEPETAL GTOV EXEEEPYOOT
ypapikmv. O oxomdg givan va petacynpatiost 1 3D 6éon kdbe Kopveng, oe ewovikd ydpo, o€
dodldotateg cuvtetaypéveg omov kKot o eppaviotel otnv 086vn (kabdg kot o Tipn Bdovg yia to
Z-buffer). Ov Vertex shaders umopodv vo yeiprotodv 1810tnteg, O0nmwg 1 Oéom, 10 YpdUO, TIG
GUVTETAYIEVEG TV teXture, aAld dev pmopovv va dnpovpyncovy véeg kopueés. H é€odog tov Vertex
shader petoépetor 610 €nOUEVO GTAGIO TOL AyWYOD, TO omoio givon ite évag shader yeopetpiog ebv
VIapyeEL, N Sropopetikd o shader pixel ko o rasterizer. IIpoc@épovy 16xVPO EAEYYO TV GTOXEIDOV TNG
0¢omc, ™G Kivnong, ToL POTIGHOL Kol TOV YPOUATOS GE Kabe oknvi mov mepiéyel 3D povtéla. .

Ot Shaders I'eopetpiog eivar évag oyetikd véog THmog Tov shader, mov goMyOn oto Direct3D
10 kou OpenGL 3.2. [Tpanyv dwtiBetar o€ OpenGL 2,0 pe ) ypnon enektdoewnv. Avtod 1o €idog shader
Umopel vo. dnuiovpynoet véa ypapikd primitives, omwg onueio, ypauués, Kot tpiyeva, omnd o v Aoym
primitives mov eoTdAncay 6TV APy TOL AY®YOL YPUPIKAOV.

Ta mpoypappata shader yeopetpiog ektelodviar petd tovg vertex shaders. Ilaipvouv g
glcodo évo ovvolo primitives, evdeyouévog yertvidlovoeg mAnpoeopies. oo mapddsrypa, Otov
Aertovpyolv og Tpiymva, ot Tpelg Kopueég etvan 1 glcodog Tov shader yempetpiag. O shader propel va
EKTELYEL TN cLVEXELD. UNOEV M| meplocdTepa Primitives, ta onoia pactepomolovvTal Kot Opavcpata
TOVG MEPVAve TehMkd otov pixel shader .

Tomkég ypnoelg evog shader yeouetpiag meptiappdavovy point sprite generation, yeouetpia
tessellation, shadow volume extrusion kou single pass rendering oe éva cube map. Eva tomikd
TaPASEy U Y10 TO, OQEAT OV TOV Elvar 1 GLTOUATY TPOTOTOINGT TOAVTAOKOTNTOG TV Mesh. Mia celpd
A@PISOV YPUUU®DV TOV OVTITPOCOTEVEL TA, CNUEIN EAEYXOV Yo 1o, KOUTOAN Exovv mepdoet 6to shader
YEOUETPlOG KOl OVAAOYQ HE TNV TOALTAOKOTNTO 7oL amorteiton o shader pmopel avtdpato vo
dnpovpynoel emmAéov ypopupég, kabepio amd Tig omoieg mMapEyel Ui KOADTEPT TPOGEYYION TNG
KOUTTOANG.

O Pixel shader, emiong yvwotdc wg fragment shader, vmoloyiler 10 ypdpO Kol GAAQ
YOPOKTNPIOTIKA TOV KAOe Opavcpatoc. Mmopodv va eppavifovv mavto o id1o ypodpa, vo adidlovv
™V T Tov eOTIGHOY, va epapudlovv bump mapping , spopuodlovv okiég , specular highlights ,
translucency kot dAla @owvopevo. Mmopovv va petapdiiovy 1o Pdbog tov Opavopatog (Y Z-
buffering ), | va gueavicovv mepiocdtepa and Evo ypdpata ov ta otolyeia Tov Ba yivovv rendered
glvar moAlomAd. Xe 3D ypagikd, évag pixel shader povog tov dev pmopel va mapdysel moAdmloka
amoTEAEC AT, EMELDN AELTOVPYEL LOVO GE £va LOVO KOUUATL, Y®PIC YOO TG YEMUETPIOG TG OKNVIG.
Qo1600, ot pixel shaders &yovv yvdon tov cvvietaypévov 006vng oto oTddio g eneéepyaciog, Kot
UTOpovV VO KAVOUV detypatoinyio Tng 000vn Kol TV KovTvav pixels €6v To meplexopevo oAdKANpNG
g 006vn g mepdiostl ¢ texture otov shader. H teyvikn avt) pmopel va. emttpéyet pio evpeio woikihio
dedldcTatv postprocessing e@é, Omwg Oaunmua, 1| aviyvevon dkpwv, Evioyvomn Yio KIVOOUEVE GYEOLN
waou cel shadering. Mmopovv erniong va epapuoctody o€ evdlipesa 6tado. o€ kKibe SiodidoTatn KOV
oto pipeline, evd oe avtibeon ot vertex shaders anartobv wévta £va 3D poviédo. o mapdadetypa,
évag pixel shader eivat to poévo €idog shader mov umopei va dpdoel g postprocessor 1 GIATPO Yl o,
pon Bivieo apod £xel pacTepOTOIOVVTIAL .

Ov Shaders ypdpovtor yi va €pappolovv HETOCYNUOTIOHOVS o éva peydAo obvoro
otoyEiov TV Qopd, yio Tapddelylo, o€ Kabe elkovooTolyeio o€ o meptoyn g 006vng, 1 yio kdbe
KOPLOT| €VOG UOVTEAOV. AVTN M TPOKTIKY €lval KATdAANAN Yoo TapdAAnAn eneepyacio , Kol Ol To
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ovyypovee Kapteg ypopikmdv £&xovv moldamlovg shader pipelines yw t dSigvkdivven ovt,
Beitidvovtag £Tol TNV OMOTEAEGUATIKOTITO TOV VTOAOYIGUMV.

H yAdoca oty omoia mpoypappartifovrar ot shaders eEaptdtor and 10 mepfdilov mov pog
evolapépetl. H emionun OpenGL ko1 OpenGL ES yAdooo shading eivor n OpenGL I'udooa okioong,
eniong yvootn og GLSL, kafohg kot n emionun yA®ooa Direct3D shading eivar vyniol emmédov
yAdooa Shader , eniong yvoot| g HLSL. Qot6c0, n Cg elvan pa YAdooa okioong mov avamtdydnke
a6 v Nvidia mov €dyet toug OpenGL ko Direct3D shaders.
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8.Melhovtika implementations Tov wayyviolov

Koatd v dibprela dnpovpyiag evog nAeKTpovikoD Tayvidlon, ol WEES Y10 TOVG UNYOVIGLOVG
nov Oa sloaybovv oe cuvaptmon pe to deadline mov mpémetl vo dratnpnBel pmopet va unv KatapEpovy
va vAomonBovv TANP®S 1 Uopel Kot va unv gicayfovv kot kaBoiov. AAlot factkol Tapdyovteg Tov
umopel vo mePLopicovy TNV AEITOVPYIKOTNTO VG Tayvidlolh eivarl n sumepio tov developers. Ta
neplocotepa sequel mayvidiwv moapovstalovy peydAn mpdodo kot givor TOAD TEPIGGOTEPO USEr
friendly. TToA0 onpovtikd otoryeio givan to feedback tov mawtdv 10 omoio cuvNBwg kabopilel moio
ototxeia o Pertiwbodv kot Tola otoryeia Ba ewlcaybodv dote va Pertidwcovy v eumelpio. Kamoleg
gtoupeieg avarapPavouy o akoun peyorvtepn tpokinon. Aeov 1o moyvidt £xel olokAnpwbel Kot
Byet otV ayopd, akobyovtag TIg CUUPOVAEG TMV TUKTOV BEATIOVOLY OAX TO TPOPANUOTIKG KOUUATLOL
Kol BEATIOVOVY TO VIAPY®V O ViolL onpovTikd. Mia GAAN cuvnOiopuévn TaxTiky eival ot eToupeieg v
Byalovv oty ayopd makéta o omoio TPOGHETOVY VEES ATOGTOAES KOl Kapiot GOPa UNYAVIGHOVS GTO
L Vi, TPOG TANPOLY.

INo va peietnoovpe Tt Bo pmopovcape vo, Tpochécovpe 1 vo BEATIOGOVUE GTNV EQOPLOYT
ov avortvEape, Bo mpénel va yopicovpe KAmoleg katnyopies. Ga mpénel va doVUE TG UTOPOHY Vi
BeitiwBobv ot vdpyovteg PNXAVIGHOL Kol oV HITOpovV Vo TPooTeBolV mopandvm, To YPAPIKE TOV
ToLVISIo0 TG Umopovy va Pertiwbodv, mov votepei o Topéag tov sound design kot av umopel va
TpooTeEl KATO10 GEVAPIO.

Ot unyoaviopol mov gwodyape oto moryviol 8élape vo givor apketd omAol ylo va Hmopovy va
glvar mpooPaoyol and maikteg omoladnmote NAkiag. ‘Eva Pacikd yopoxtnpiotikd mov umopei va
nwpootebel eivor évag koBolkdg pnyoviopdc mov Bo mpocbéter mdviovg kobmg o maiktmg Oa
OAAMAETIOPA pE TIG Sudpopec TMTLYES TOv Taryvidwy. Malevovtag to avtikeipeva o maiktng Oa
oLAAEYEL TavTOYpOVE TOVTOVG TOVG omoiovg Bo pmopel vo ypnoyomolel yio va evepyomolel &vav
UNYOVIGUO O 0T010¢ Yo €va XPOVIKO JIAGTNUA, OVOAOYO UE TOVG TOVTOVG Tov £xel paléyel, Oa tov
00MYEl TPOC TO KPLUUEVE, OPYOLOAOYIKE OVTIKEIUEVA. XTNV GUVEXELD, YO VO, TAPOLGIALoVTIoL 1o
EVOLIPEPOVTEG KOL Y10 VO TTPOGPEPOVY UKL LEYOAVTEPT) TPOKANGN, Ol unyovicpoi kobopiopod Oa
npénel va npootebel évag timer omov 6o mo ypryopa kabapicel o maikIng TO GVTIKEIUEVA TOV
ovAle€e Oo maipvel kol meplocdTEPOVE TOVTOLS. Emiong avdioyo pe to mdéco kohd to mhye Oa
EekAeddvouy meplocdTEPEG TANPOPopiec otnv aifovoa ekBepdtov. H duvardmro tov timer propet
va enektobel, €Tl dote va umopel o maiktng va mpoomafel va oAokAnpdoel To moyviol 660 TO
dvuvatdv o ypiyopa, tpocmadmvag £Tot va kavel Hi-score.

To mhg mapovoldletarl £vo NAEKTPOVIKO TTatyvidl 0G0 aPopd TOV TOUEN TOV YPUPIKMV gival
éva TOAD OMUOVTIKO KEQAAOLO YloTl EMNPEAel GUESO TO TMOG AVTIAAUPAVETOL O TAIKTNG TO TOLYVIOL.
BéBaia dev mpémel va GuyyEovTol To YPaQeIKd Tov oty vioton pe v aistntikn. Ta ypaeikd apopodv
GTO OGO KOAG OVATOPIGTATAL O KOGHOG OGO apOopd Kupimg TNV YEOUETPiO. TOV KOGLOL Kol TMV
avtikeyévov. H aicOntikn eivon emiong, {omg Kot akOU TO GNUOVTIKH, OO TNV GOCTH YPUOIKN
avamapdotact). Ocov apopd o YpaQIKd Kol T0, LOVTEAQ, OTOKTOVTOC TUPUTAVE® EUTEIPIN GTOV TOUEN
tov 3d modeling ta apyotohoyikd avtikeipeva o umopodv va. avarapactadody pe ToAd peyaAvTepn
AEMTOUEPELD, KATL TO OO0 Elval amapaiTnTo Yo £va, o viol Le EKTOOEVTIKO TpocavatoMopo. Ocov
aQopd TNV AN TIKY, TA PIATPA TOL EPAPUOCTNKOV GTNV APYIKN GKNVY TOV Touyvidlod eV UTOPOLV
VO EPOPLOGTOVV KOl GTO VITOAOITO O Viol AOY0 EAALTOVC VTTOAOYIGTIKNG 1o DOC.

O topéag tov sound design oe éva moiyvidt ivar ciyovpa amnd tovg mo e&elntnuévong Kot
amotnTkove. o voo amoktioel éva motyvidl Tov O1KO Tov YopakTnpa YpedleTtal ciyovpa KATOLOV
ovvbétn mov Ba aoyoinbel eEoloxinpov e To soundtrack kot pe o Tk £@é Tov Bo Lovtavéyouy
TOV KOGHO TOV oy vido0. O enoyyeAUaTIoUdS 6TOV X0 KAVEL TIC TEPIOCOTEPES POPES TNV SLOPOPE. OE
K@mwoto nAextpovikd mayviol. ‘Eva kodootuévo soundtrack, kabapd nyoypoenuéve nyntikd epé Kot
duvapkdg Mxog o omoiog HeTOPAAAETOL aviloyo pe To moryviot Oo ddoel oTo Toyvidt TOV
EMOYYEMUATIKO aépa, TToL ¥peldletat yia vo Egywpioet. Oupwmg kot €dd M EAdenymn katdAiniov hardware
uropei oA gvkoAa va otafel eumddo.

TéMog PTAVOLLE GTO GNUEID OOV TPETEL VO, dOVUE v KATo10 €100g cevapiov Ha mpelovoe To
mayviol 1 av dev Touptdlel ue v Kevipikn W€a Tmv Mini games Kot Tov EKTaldevTIKOD YOPUKTPOL.
‘Eva ohoxAnpopévo cevdplo mov Ba éBale tov maiktn 6Tov pOAO €VOG KEVIPIKOV Npma. B aAldet
ciyovpa Tov 0€pa TOL O VIS0 Kot Oa peTéPale TOV AmAd YOPOKTAPO TOV TOL TO KAVEL TPOGPACILO
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o€ 0AeG TIC NAKieg kal Bo amotovoe amd TOVG TAIKTEG VO EXKEVIPWOOHV TEPIGGOTEPO GTNV 1GTOPIN
PG TNV GLAAOYN Kot TPOPOAT TV aPYAOAOYIKOV avTIKENEV@Y. BéBata avtd mov Ba propovoe va
pootedel peEALovVTIKG elval KATOL0l SEVLTEPEVOVTES YOPAKTIPES OL OO0 UTOPOVY VO AAANAETIOpOVY
UE TOV YopokTipo, my oviikediotdviog to vmhpyov tutorial, yevikd xdvovtag to moryvidl moto
Lovtavo.

Yvvoyilovtag PAEmovpE TG OAOL Ol TOLELS TOL ALY VIOOD UITOPOVV Vo, ELOPEANBOVV ard TV
TPOCONKN TOPOTAV® AETTOUEPELDY, OT®G UNYOVIoCUol ypdvo Kot Toviov mov Ba mpocHicouvv
replayability kot 6o ddcovv otov moaikt v embopio va EekAeldnoel OAEG TIG AETTOUEPEIEG TOV
APYOLOLOYIK®V avTiKeEV@V. Ocov apopd To Ypaeikd v aichntiky kat to sound design, n éAiewyn
KatdAAniov hardware epeavier onpavtikd gumdde. Télog kataAn&ape 0Tt Bo emm@eAncEL TO
TaLyviol, Oyl évo OAOKANPOUEVO GEVAPLO, OAAG KAmowol Pondntikoi yopaktinpeg ot omoiot Oa
CLovtavéyouv to moyvidt.
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9. XvumEPAGRATO ATO TNV TTVYLOKN EPYUOLQ

Onmg avaeépape Kol TNV EIGOYMYN, VT 1 TTUYOKY EPYACIN NTAV 1] TPAOTN LG ETAPY| LE
Tov kOopo tov game development kot 6Aec T1¢ dradikacieg mov ypetdletar vo akolovdnbolv yia va
dnuovpynBei Eva niektpovikd moayyvidt. [laporo mov glyope KATOWL EIGAYMYIKT EUTELPION LUE KATOLOVG
amo Tovg Topeic Tov cVUPAAAOVY oTNV dnpovpYin TNG EPYACING, TO EMIMEDO TOV amotteiTal TPEMEL VAL
glvar moAd o vynAd. [Na va propécovpe va Pydiovpe kdmola ypr ol copmepdopote KoAo etvat va
yopiocovpe aVTO TO KEPAANLO OTO TL HOG OLCKOAEWE KOl 6TO Tt pabape omd v OAn dwdikacio
avamTLENG TOL TOLYVISL0D.

Ta PBacwd mpoPfAnuato mov aviyetonicops Ntav tpio. Apyikd 1 EAhenyn eumelpiog Kot
YVOCE®V, TO TPOPAUOTO SLUPATOTNTAG OPYEIOV OVAUESH GE EPUPUOYEC KOL VTOAOYIOTIKA
ovoTiuata to omoio dgv  umopovoav vo, avtamokpiBodv oTig omotioslg tov Software mov
YPTCULOTOUGOLLLE.

‘Eyovtog kdmow Pacwkn eumepio oto modeling kot scripting péow tov pabnudatov g
GYOANG NTaV Glyovpa o KOAR opyN GAAG Ol OTaPaiTNTEG YVAOCELS TOV YpelalOpuacTay NTaV Glyovpa
oA meplocdTepeg. Onmg gidape kal oe mponyodueva keaioto £ktdg omd o modeling, to omoio
gival o6 povo Tov ol amonTnTiky dtodikacio, mpene va pabovpe v dadikacio Tov rigging, tov
skinning kot unv Eexvaue to animation. TToAéc dvokolieg eppavioTnkoy 6e aVTOV TOPEN KaBMG
apyiKd dokuacaue vo, dnuovpynoovpe to animations tov yapaxtmpa ypnooroidviag to Kinect,
open drivers kot to motion builder. "Eyovtag mapakoiovbnoet apketd tutorials, avté o workflow
QowoTav TOAD evOlAPEPOV YEUATO TOALEG duvaToTnTeS. Avotuyde, TpofAnuate compatibility ye to
hardware tov vroloyioTd@Vv oV dovAedoue OV UAG ETETPEYE VO, ¥PTGLULOTOCOVUE TO GUYKEKPIUEVO
workflow.

‘Exovtag amoktnoel Alyn eumepio TOPATOVEO OTO TPOYPAUUATO 7OV  YPealOHacTAY,
gUQavioTNKe 10 OgVTEPO GOPUPd TPOPANUA TOV EMPENE VO OVIILUETOTICOVUE, TO TPOPANUA TNg
ovppatdmtog avapeoa oto wpoypaupate avtd. IToAléc @opéc m petapopd opyeiov .fbx oand
npoypappata dnuovpyiog poviéhmv oto Unity 3d 7 ta animation peta&b blender ko motion builder
napovciole apketd TpoPAnuatoe to onoio ypelaldoviovoav apketd trial and error yia va Bpebodv ot
ocmoTég pubuicelc. AVTO HE TNV GEPA TOL OTALTOVGE KOAT 0PYAVMGT OA®V TmV assets pog, KAatl To
omoio dev NTav TAVTA EDKOAO.

Apéomg petd, kot kabmg o project tpoywpovoe, EpPovicTnKe T0 ETOUEVO TPOBANL TO 0TTOi0
av Kol 08V NTOV OIOYOPEVTIKO Yol TV GUVEXELN TNG TTLYLOKNG, NTOV Glyovpa £vag Topdyoviog o
onoiog cuvéPole o610 v mpoywpdel apketd molo apyd kabdg kabe véo compile,yie debugging,
énoipve mOAD meplocdHTEPO YPpOVo am’ 0Tl B €maupve og mO GVYYPOVOLg LIoAoYloTEC. Emiong ta
TPOPAUOTE ACVUPBATOTNTAG OV AVOQEPAUE GTNV TPONYOVUEV TOPAypa®o wog avdykalov va
Kévovpe TOANOTTAG eXPorts amd omontnTIKG, G€ VTOAOYIGTIKN 0%V, KATL TO 0moio omodeiydnke
Wuaitepa ypovoPopo.

BéBaia mpémel vo, avoapépovpe TG To TPOPANUATE TOV EUPavICOVTONCaY GE TOAAG, PriuoTa
NG EKMOVNONG TNG EPYUCIOG G€ TEAKN avdAvon poag Pondncov va katoAdfovue moleg gival ot
ATOITNGELG Y10 TNV dNUIOVPYIC EVOG MAEKTPOVIKOD TOLYVIOOD KOl TMG UmopoVue vo avtame&éibovpe
070 PLeEALOVTIKG projects wov Ba avordafouye, kabdg OELovE v aoyoANBoVUE ETOYYEALATIKA LUE TOV
Touéa Tov game development.

Méow avTdv TV SVCKOM®MY KATAPEPALE VO ATOKTNGOVE TOPATAVED YVOCEIS GE TOUEIS TOV
Katelyope to Bactkd, aALd Kol oe GAAOVG oL dev giyope aoyoAndel moté péxpt topa. Koatardapape
ott 1o modeling tpiodidotatov aviikelwévoy evd sival o dlodikacioo To ToOAOTAOKN omd 0G0
Eépape, mapovciooe PEYOAO evOlAPEPOV Kal TOAD UeYAAN kavomoinon. To Pacikd mpdypapLo o
pog evolépepe va pdboupe va ypnoipomolodpe, to Unity 3d, pog édmoe karéc faoelg yio to endpevo
mayviol mov Ba SMUIoLVPYNCOLLLE.

A0 évo oNUAVTIKO GNUELD TO 0010 YPELAGTNKE VO OOVAEYOLLE, NTOV 1) cLVEPYOTia UeTAED
HOG Yo TV EKTOVIOT TV ddpoprv epyacidv. H cuvepyacio peta&d atdpmv o€ o opddo stvor Eva
nepimhoko Oépa 1o omoio av dev opyavmbel cwotd umopel vo dnpovpynoel koluata oto workflow
¢ oudoac. To mpdfAnua avtd ciyovpo Bo moAlamlacialetor 6tav To LEAN TG OpAdag ival Tivw
amd 600. Av OpmG VILAPYEL CMOTH opYydvmon, To Project mov mpénet va. vAomomBel O Tpoywpnoet
Y®pic TpoPAnLaTAL.
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KAgivovtog mpémel va avapépovpe g 1 OAN TTUYLOKN EPYOCIo NTOV Lo TOAD KOAN E160YMYY
GYETIKA [LE TO TL YVAGELS TPEMEL VO ATOKTICOVLE, GE TOL0VG TOLELS, TG Vo EEMePVALLE TO TpOPATLaTal
mov Ba gppavifovtal, TNV COGTY TPOETOWOGIO KAl TNV 0PYOVOUEVT] OLAOIKT TPpooTdbela Kot HOVAELA.
To Unity 3d anodeiyOnke pio mapa oAb Kok game engine, @uAkn Tpog Tov apyaplo xproT, LE TOAD
Kodo documentation, oAb koA KowoTNTA, TANOMPO AEITOLPYIOV OV UTOPOVV VO, dMDGOVV GE
dnpovpykd poadd To epyaieio yio va onpovpyncovy peydio apiud niektpovik®dv moryvioiov. H
oA eumelpio PéPato pog €deiée mwg £yovpe va pdbovpe akoOUo TOAAG TPAYUOTO OGOV QpPOPE TOV
topéa Tov modeling tov rigging kot Tov animation. To 7o gVYAPIGTO KoL INUOVPYIKO KopudTt BEPata
Nrav to scripting Twv assets oto Unity 3d. O cuvdvacpdsc g onpovpyiog Tov SIK®V pog assets e
TNV SLVOTOTNTA VO T TPOYPULUATIGOVUE Y10, VoL AANAETOPE O aikTNG O¢ To PavtaloUacTE, NTAV
po emPpdpevon amd povo tov. [lictevovpe TG 1 TTUYOKN AVTH HoG E0MCE TIC PACELS Kal TNV AveoT
Yo va EEKIVAGOVLE TaL EMOUEVE. Projects mov BEAOVLE VO VAOTOINGOVE GE EMAYYEAUATIKO EMITEDO.
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