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ITEPIAHYH

Y10 mAaiclo TG TopovoOS MTLYIOKNG EPYACIOG TapovcsldleTon 1 oyedioon Kot 1
avamtuEn evog TPLEOIEAoTOTON TTALYVIOOL TPITOV TPOCMHTOVL LE GKOTO TNV Yuyoymyio Tov
YPNOTN. ZTO TPMOTO KEPAANO 1TNG epyociog OBo avapepdmd oTig pnyoveés avamtvéng
Bwvteomayvididv, v lotopio Tov Unity kou tnv €£EMEN T TAATQOPUASG PIVTEOTALYVISIDV.
21 oLVEKELD aKOAOVOOVV 01 SLVATOTNTES TOL COL TAPEYEL 1] TAUTPOPLLA, T oYEdlOGT Kal Ot

KOOKeG o€ YAdooa CH# mov ypeldotnKay Yio TV LAOTOINGT TOL oLy VIO0V.

AéEeic-khedrd: unyovég avamtuéng Pvteomatyvididv, Tpitov Tpocmdmov, Unity, kddwkeg, C#



ABSTRACT

In the context of this thesis, the design and development of a third-person game is
presented with the goal of entertaining the user. In the first chapter of the project I will refer to
the videogame development engines, the history of Unity and the evolution of the videogame
platform. We continue with the capabilities provided by the platform, the design and the codes

in C# that were needed for the implementation of the game.

Key-words: game development engines, third-person, Unity, codes, C#
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KE®AAAIO 1: EIXAT'QI'H

1.1 IoTopiki] Avadpopn

Ta mponyodueva ypdévia n dadKasion SNUIOVPYING NAEKTPOVIK®OV TTALYVIOIOV NTAV
Wwitepa SHGKOAN S10TL AMOITOVGE APLOTEG YVAOGCELG TPOYPOUUATIGHOD. Extdg avtod Yo va
oAokANpwBel £va Tayvidl pmopel va ypetalotav akdpo Kot apketong pnves. Ola avtd £xovv
A éov aAAdEeL. Ta tedevtaia ypovia eivat o e0KOAN 1 SNUOVPYIN TOYVIOIDV OO TO UNOEV
YOPiG Vo omontovVTOL 1O10UTEPES YVAGELS TPOYPUUUOATICUOD KOl GE MO GUVIOUO YXPOVIKO
dtonuo. Ot unyovég mov YPNOIUOTOIOVVTOL YioL TNV ONUIOVPYio TOV Ty VSV otV
dwfétovv epyareinos PMOTOPEAMOTIKNG OTEIKOVIONG, TPOCOUOIMOTNG PLGIKOV GLGTNUATOV,

TEXVNTNG vonroovvng, Animation, eneéepyaciog fyov.

[MopdAinia pe ) dnpovpyio TV TpOTOV Prvteomotyvididv Eekivnoe kot 1 dnuovpyio
TV game engines. Apywd kabe etorpeion eixe ™ O TG UNYOVY, EMETA OUMOGC
onpovpynnkav d1afécipa dmpedv AOYIGUIKE Yo TNV avETTLEN o VIdI®V KaOdS eniong Kot
tutorials pe amotélecpa kabe ypnoTC Vo UTopel Vo dNOVPYHOGEL TO S1KO TOL TTOVioL.
Xpovoroyikd, Tepimov oTIg apyEs TS 0ekoeTiog Tov 90 Ekavav TNV EUPAVICT] TOVG O LNYOVES
video games. Apywd, pe 2D ypoaewkd ot peténerta pe 3D ypagikd. Avo mayvidio mwov

Bondnocav moAd oty eghiktikn Topeio Twv punyavodv givar to DOOM kot to Quake.

1.2 Mnyovég Avantoéneg Bivteonmaryviowmy
Opiopéveg amd Tig TO ONUOPIANG UNYOVES TTOLVIOIDV Eivo:

» Cry Engine
» Unreal Engine
> Unity

To Cry Engine givot punyovn oy vidudv mov Snuovpyndnke amod m yEPUAVIKY ETOLPELN
Crytek kot éywve yvoot) og 1 agetnpio tov moyvidiov Far Cry. Xapoaktmpiotikd tng
TAaTEOpUOG Elval 1 duvaTdTnTo TPOSPUCNG GTOV TNYOI0 KMOKO TOV EMEEEPYNUCTI TOV, KATL

7oV dtvel peydan eveM&ia kot Tpocapproyn. Zuvnlmg eMAEYOLV TNV GLYKEKPIUEVT TAATOOP O
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ywo. Tayvidwe tomov Virtual Reality(VR) kot Moyo tov e&elyuévov renderers mov mapéyet

OTOVG GYEOIOOTEC.
- N'Aoooa mpoypappaticpov: C++, Lua, C#
- [Motedppec mov givar cvpPartny: Windows, Linux, PS3, PS4, PS5, Xbox One,

Xbox Series X and Series S, Nintendo Switch, Wii U

CRY=NGIN=

Ewoéva 1.1 Cry Engine Logo

Mio akOpo TOAD SNUOPIANG TAATEOp LA dnuiovpyiog matyvidiov sivar p Unreal Engine.
H ocvykexpyévn unyovh moyvidiov avartoydnke to 1998 ond v Epic Games pe mpmto
mayviol To Shooter unreal. O apyikdg 6KOTOG TS TAATEOPLOC NTAV 1) SNULOVPYI TALXVISIOV
TpdTOV TPoo®dTOV(FPS), kotd v e&EMEN ™ TAATEOPUA Ol XPHOTEG TNV EMEAEYAV Y10
drpopa £idn Pvteomayvidldv Ady® TV duvaToTNTeOV TS TELOG NTOV WAVIKT| Yo oy viote

ue ToAOTAOVG oy TEG EMELON TTOPEiye HLEYAAN YKAUa epyolreiny yioo To multiplayer koppdrt.
- MNooca npoypappoticpod: C++
- [Motedpuec mov givar cvpPartn: Windows, macOS, PS4, PS5, Xbox One,

Xbox Series X and Series S. Android, iOS, Nintendo Switch, ARKit, ARcore,
SteamVR, Open XR, Oculus, SteamDeck
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UNREAL

ENGINE

Ewoéva 1.2 Unreal Engine Logo

Mo axopo punyovn v omoia kot eméde€a yio T dnpuovpyio Tov oy vidlov wov Ha
avaQEPm oTNV mopeia g epyaciog eivatl to Unity. To Aoyiouiko ypnoonoteitatl toco yio 2D
660 ka1 yio 3D ypagikd. To Unity ékave tnv gpepdvion tov to 2002 ard tov Aavd Nicholas
Francis. Zopoova pe to koo g n Unity Osopeitat n vodpepo éva pnyovi yio tn dnpovpyia
TOLYVIOLDV Y10 KIVITEG GUGKEVEG LLE L OTTO TIG O YVOOTEG Kol LEYAAES EmTLYIEG TNG VoL Elvat
10 Pokemon Go. Eniong ypnoyomoteitar apketd cuyva yio ) dnuovpyio frvieomaiyvidumy

Kot €101kd yuo Tomov VR.

- MNwoca tpoypoppatiopot: C++, C#

- IThateoppeg mov givon cupParr: Windows, macOS, Linux, PS4, PS5, Xbox One,
Xbox Series X and Series S, Android, i0S, WebGL, Oculus, Android TV, tvOS,

Nintendo Switch, ARCore, Stadia, Microsoft HoloLens, Magic Leap.

1.3 Eidn ko1 0@éin Bivreomarvioimv

Mia amd TIC To Sl0oKEUCTIKEG dpOaoTNPLOTNTEG gival Tao Video games kat avtd
1GYVEL TOGO Y10, TOVS PIKPOVS 0G0 Kat Y10, TOVG PeyaAovs. Extdg and ) dtaokEdaomn kot tnv
Betucn emidpaon otn youyoroyio Kotd TNV EVOCYOANGN HE TO PVTEOTOLYVIOIN TPOKVTTOVY
Kl GAA0 OeTikd, Ommg 1 PeAtioon oty TaxhtnTo TG ONTIKNG Enesepyaciog TANPOPOPIDV,
n Mym aropdoewv Kot 1 opadikdtnta. [To avaivtikd Bo dovpe mopakdto o £10M TV

T VIOV Kol TOG TO Kabéva dpa BeTikd pe Ty evacyOAnon Tov.
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Ta oy vidio oTpoaTyIKng 0leyeipovVv T LV, TV £KTOCT TPOGOYNG KOl T AOYIKN
oK&YT. AVTO TPOKVTTEL O10TL O ALY TNG EIVAL OVOYKACUEVOS VO OVOADGEL L0 KATAGTOOT GE
TEPLOPICUEVO YPOVIKO SLUCTN O, KOL VO KOTAGTPMGEL L0 GTPOTNYIKTY Y10, TO BEATIOTO THOVO

OTOTEAEG L.

Ta mayvidwe porov (Role Playing Games - RPGSs) Bonfovv otnv ypriyopn Anym
anopdoewv kobOmOG o maiktng Oo ypelaotel 6e TOAG onueiot ToL TOYVIOWD Vo ThPEL

AmoPAGELG 01 0Toieg o Kabopicovy TV mopeia Kol TO TEAOG TOV.

Ta shooting games amottodv tayeia eneéepyacio ontikng TAnpogopiag. Ymdpyovv
dvo €16cdv shooting games, to FPS (First Person Shooter) kot ta TPS (Third Person
Shooter). H dwopopd peta&d toug eivar ) ortikn yovia 0éaong tov maiytn amd v Kauepa.
Inuovtikd poro Kot ota dvo mailel 1 cvveyng enaypvmvnon tov maiyt. Kotd m didpkeia
TOV TTAYVIOOL TTPEMEL VO YiveTal YpMyopa 1 aviAvon Tov ototyeiwv g 00dvng v v
AyYM TANPOPOPLOV LLE ATOTEAEGHLO O YPNOTNG VA EGTIALEL GLVEXDS GE dLAPOPa oTueio TNG.
Me avtdv tov Tpomo 0 eykEParog pabaivel va Lolpdlet TV TPocoyT TOL Kol va. PEATIOVEL

NV eMECEPYNGIN TOV EICEPYOUEVOV OTTTIKMV TANPOPOPIDV.

AveEapnta and o €100¢ TOL TALYVISOD OTO T O CNLLOVTIKE TPOTEPNLOTA TOL
EYovv vo, TpocPEpouvv givar 1 opadikdtra. To maryvidwa propel va givar opadicd online 1
axopa kot offline pe @ilovg. Ttdx0g TOLC €ivar pe T GLVEPYAGID TOV ATOU®V THG 1010

opdoag va kataotpmbel Eva o010 e GKOTO VoL VIKIGOLV.
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KED®AAAIO 2: UNITY

2.1 Evoayoyn

To Unity amoteiel po unyavn mov ypnouonoteitol toco yia 2D 6c0 yia 3D. Agv
aQopd  HOVO moyvidle OAAG Kol EQAPUOYEC OMMOC YL TOPAOELYHO  EKTOIOELON
npocopolwtdv. To Aoyiopkd Unity mapéyet duvatdmra cuyypaeng KOSKO OAAG Kot
onTiK®V ototyeiov. H andn ékdoon eivar dwpedv, PEPata vdpyel Kol 1 EXAYYEALATIKN M
omoia mapéyel egapetikég duvatdTTeg kot givar ent mAnpourn. Emmpoodétmg, to Unity
vrootpiler MOALEG Hopeég Nyov kot pmopel vo ypnoyomomBel GLVOLAGTIKA E TO

Photoshop 6161t avayvepilet apyeia pe kotdinén oe .psd .

@ Unity

Ewoéva 2.1 Unity Logo

‘Evo and ta mohd onpavtikd koppdtio tov Unity amotelei to Unity Asset Store. g

avto pmopeite va Ppeite oTidONmoTE, OTMG Y10 TOPASETYLLOL:

e Movtéra 3D
e Apyela Kivoupévov oyediov

e Eopényov

2.2 Xapaxktnprotikd Unity

To Unity givor por omd Tig o yvOoTEG uNYaveg mayvididy Kot €yl dtokplel yia
TOAOVG AOYoLs. Opiopéva and ta kbpila yopaktnpiotikd tov Unity mov v xabiotodv 10660

OMUOPIAN Kou emtTuynuévn etvon ta e&ng.

1. EvxoAio Xpnong:

To Unity mpocpépet pia ebypnot Slemapn kat £va eViaio o0t SNUovpYiog
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TOLVIOLOV TOV KOOIGTOVV TNV OVATTUEN TOUY VIOV TPOGRAGIUN Yol 0Py EPLOvG GAAG
EMIONG OPKETA 1oYLPN Y10 O EUTEIPOVS TPOYPUUUOTICTES.

SopuPatod pe ToAAEG TAOTQOPLEGS:

To Unity vrootpiletl S10pop@v 10OV TAUTEOPUEG OTMC VITOAOYIOTEG, KIVITA
mAépmva, tablet, VR kot GAAEC GLOKEVES EMTPETOVTAG GTOVE TPOYPUUUOTIOTES VO
OMUOVLPYOLV TOLYVIOLK TTOL AEITOVPYOVV GE TOALEC GUOKEVEC YMPIG LEYAAEG OAAAYEG
GTOV KOOKA.

Kowoémra kot Yroompién:

Yrdpyet o peydin kot evepyn KOwvOTnTo TPOYPOLUUATIGTAOV KOl AVATTUEIKOV
OUGd®V TOL TOPEXOVY VITOGTHPLEN Kal HOPAlovTaLl YVACEIS HEG® GOPOLL, Sites kat
social media.

I'pagucd ko 'Hyoc:

To Unity mpoceépet mponypéva ypaptkd Kot 10, COUTEPIAAUBOVOUEVOV VOLOVG
(QLOTKNG KOl KOV POTIGHOD TOV EMTPETOVV TN SNULOVPYIN EVOS TO PEAAMGTIKOD
nepPaALovTog.

Awpedv Exdoon kot Avorytd Kmdika:

Yrdpyet pia dwpedv ékdoon tov Unity mov eivar dtobéoiun yia GAovG Kot emmAéov
napéxel TPOGPACT GTOV TNYAI0 KOSIKA Y10l TEPULTEP® TPOGOUPLOYEG OO

TPOYPOUUOTIOTEC.

2.3 Ietopikn} avadpoun} oto Unity

Tov Mdiwo tov 2002 o Aavoc mpoypaupatiotig Nicholas Francis péco oamd pio

onpocigvon cg £va Opov {ntdet Bondeta GYETIKG e TNV UNYOVY AVATTUENG TOLYVIOLDY TOV.

H andvinon épyeton and tov Joachim Ante o omoiog mpoceépbnke va Tov Bondnoet kabmg

AVTILETOMCE TOpOUOLN TPOPANLATO LE TNV OKT| TOL pnyovy]. Metd amd oyt Kot ToAd peydAo

YPOVIKO ST OU®G Amo@acifovy Vo dNUOVPYNGouY amd TO UNoEV £va Kovovuplo game

engine. H gidnon avt evBovsioce tov Tpito g mapéag, tov David Helgason, o omoiog apéowg

yivetan 10 Tpito HEAOG TG ORAdGC.

MetaxopiCovv otnv Komeyydyn kot EeKvave vo ypAQOLVE o TOAD GNLLOVTIKT) GEAMOO

oV wotopio g Propnyoaviog Tov frvteomoryvidudy. Avtd Tov EKOVE TN TAATEOPLLO TOVG TOGO

OMULOVTIKN KO ETLTUYNULEVT EivaL TO YEYOVOS OTL EKELVN TNV ENMOYT TOALOT TPOYPOUUUATIOTES O
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amAQ OV UTOPOVGOV VO OMUIOVPYNOOVV TIC OIKEG TOV UNYOVES AVATTLENG OAAL OVTE Va

OTOKTNGOVV AOELN YPNONG KATOLUG UNYOVIG DOTE VO DAOTOGOVV TOL O1KA TOVG TTatyvidia.

To 2004 yivetar Kou emionua 1 Evopén g etopeiog Tov TpLov pe enovopio Over the
Edge Entertainment. Atevfovaov souBovioc g etoupeiag eivarl o Helgason, o omoiog kou tav
0 O EMKOWVAOVIOKOS OO TOVG TPES. TO EMYEPNUATIKO GYES0 TOL aKoAovONoaY NTav Ot
amAd vo ovaTOEOLY Pl oV avATTUENG, 0AAG Kot TN OMpovpyio LeyGAmy OVOUAT®Y TOV
B Vv ypnoporooveay. Aemdpnooy TOS 01 KOTAvaA®MTEG ogv B NBehay va ayopdcovy pia
aKpn unyovn avartuEng xopis va EEpovv 0Tt peydia ovopata Ty ypnoonotovcay. Iico
a0 TO GKENTIKO 0TO NTov 1 Bpetavikn etaipeio avamtuéng mayyvididv Criterion 1 ool fjtov

TOAD emTUYNUEVT EKEIVI] TNV TTEPI0SO KO E1YE AKPIPDOG TO 1010 EMLYEPTLATIKO GYESLO.

"Exovtag ptdoet kovtd otnv kukAoeopia tov Unity, amogaciovv va dnpovpyncovy
EVOL EUTOPIKO TTALY VIOl YPNOUOTOIDOVTOS TN VEX Tovg unyxavn. Ot Adyot yio v Kivnon auth
ntav 300, 0 TPMTOG AOYOS TOV OIKOVOUIKOS Kot 0 OEVTEPOC Y10, VO SOKILOGTOVV TO OPLOL KOl Ot
avtoy€g ™G unyavig toug otny tpdén. To 2005 dnpocievetar to mpdTo moryvidt g Unity, To
GooBall ot pe 1o éc0da and avtd n Over The Edge Entertainment mpochopfdvet
TEPLGGOTEPOVG TPOYPOUUUOATIOTEG DOGTE VO KAVEL TPOTOTOMGELS GTNV UNYOVI TNG KO VO TNV

BeAtidoel.

To Eexivnua 6ev NTov TOAD KOAO Yoo TNV €TOLPElR LOC, OL TEPICCOTEPOL YPNOTEG TNG
UNYovNG NTOV EPACITEYVES Kol aveEAPTNTOL TPOYPOUUUOTIOTEG EVA Ol ETOUPEIEG TOL TO
dokipdlovv 6ta project Toug AmoTVYYAVOLV GTIS TOANGELS Tatay®wonc. H etarpeia dev To Palet
Katw Kot 2 yxpovie opydtepa PBydler otmv ayopd v ékdoon 2.0 ¢ Unity n omoia
EMKEVTIPOVOTAV GTO Vo eVIcyVoeL TNV vrootnpién oe Windows. To 2008 Byaivel otnv ayopd
10 Tp®To 1Phone @épvovtag to AppStore. H yvoot pe 1o dvoua miedv Unity Technologies
amo@acilel apécme va avamtugel pio £kdoom g 1 onoia Ba ypnoyoromOet yia dnuovpyia
Ty vty mov Ba tpéyovv oe 10S Aoyiopko. To 2010 épyetar n éxdoomn 3.0 pe peydheg
npooOnkeg ko avaPfabuiceic. ITo onuavtiky aAioyn amd Oleg Opmg givor To yeyovog OtL
OVYKEVIPMOVEL; OAEC TIG €KOOGEIS TOL ATOUTOVGAV OLUPOPETIKO EMTEPIKO TPOYPOLLLLLOL
enelepyaociag oe pio. ApHESMG AmOKTAEL TOAAOVG EYYEYPAUUEVOLS YPNOTEG KO KATAPEPVEL VL
yivet m vooduepo €va pmyovi Yoo EKTOOEVTIKOVG OKOTOVG OAAG Kol Yyl Ompuovpyio
neplexopévou oe kivntd Aépmva. To 2012 Byaiver n €ékdoon 4.0 kot 1o 2015 1) ékdoon 5.0 pe
peydieg avaPabuicelc oe MYovg Kol ypoaeikd kol or ypnoteg mALov Eemepvovv Tta 5.5

exatoppdpla. Xnuepa n Unity €xel 6 Version kot kuprapyel otnv avantuén mobile games 1060
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oe 10S 600 ka1 oe Android kol cOpQ@vVO pe EPEVVEG ypnolponoteital ond €vo TOGOGTO

TPOYPOULLATIOTOV TTOVL Egmepvdet To 50%.

2.4 Moyvidwa wov £xovv onuiovpyn0ei oo to Unity

To npmdTo mayvidt 1o omoio dnpovpyHONKe amd Ty unyovn Taryvididv Unity 1 aAldg
Over the Edge Entertainment 6mw¢ ovoualdtav 1 etaipeion v mepiodo ekeivn gival 1o
“GooBall” ka1 dnuootedbnke 1o 2005. To mayyvidr PEPata dev yvdpiloe v emitvyio. TOL
nepipevay ot dnuovpyoi tov kabmg Nrav VYNAO 1o eminedo dvokoriag Tov. 'Ewg kot to 2009
dnovpyovvtat dAle 4 oryvidla pe to Unity ahdd n mpdn peyain emrvyio Epyeta Tn xpovid
2010 otv omoia dnuovpyovvtol 5 moryvidi 6to ddotnua gvog xpovov. Tnv ypovid 2011
dnuovpyovvtar okoun 11 kot to 2012 dnpovpyodvran 21. Daiveror Aowdv nwg to Unity
TAéov apyilel vo amoKTAEL HEYOLEG DLOGTAGES 6TOV YDPpo tov game development. Mepukoi
a7t0 TOV TO GNUAVTIKOVS TITAOVG TOL dnuovpyndnkay pésa og avtn TV Tpietio kot a&ilet va

onpebovv etvar ot €€NG:

e Battlestar Galactica Online (2011)
e Temple Run (2011)
e Bad Piggies (2012)
e Escape Plan (2012)

Ewova 2.2 Battlestar Galactica (2011) Ewova 2.3 Bad Piggies (2012)

To moyvidle mov  onuovpyRdnkay ypnyopa yvoploav HEYOAN emTuyio Kot
avayvapion. ‘Etot 1o Unity katapépvel ta endueva ypovia vo. yivetl icmg 1 Kopugaio pnyovn
dnuovpyiag moyvididy otov ydpo kot amd to 2013 péypt kou ofuepa to Unity £yxet

xpNoomom el ylo TV 6YeS00T Kot TOV TPOYPOUUOTIGUS G€ Tepiocdtepa amd 400 moryvidia.

Méoa ota mayvida avtd avikovy tithot Onwg to Pokemon Go (2016) icwg éva and
0. MO YVOOTA Talyviowe moykoopimg. Ilpdkertor ywo €va amd To TPAOTO oLy violo

AR(Augmented Reality) to onoio oyedidotnke and tv Niantic e cvvepyacio pe v The
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Pokemon Company. To motyvidt kukAo@opnoe yio kivntég cvokevég 10S kot Android ko
Kathpepe va omhoel apuéTpnTa pekodp Ommg ot 10 exatoppdpla ANyes v pdn gfdopdoa

KUKAOQOpiog.

Ewova 2.4 Pokemon Go (2016)

K\eivovtag aAdog évag tithog mov a&ilel va avapepbei givon to Ori and the Blond
Forest (2015). ITpoketton yio éva 2D mouyvidt wov €xet PpoPevdei yio to vroderypatikd level
design tov kabmg Katd TN SLAPKELD TOL TOLYVIOIOD UE TNV TPAOTN HoTtid payvntilesol amd o

LLOYEVLTIKA TApOtLOEVIO EIKACTIKO TOV.

Ewéva 2.5 Ori and the Blind Forest (2015)
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KED®AAAIO 3: AOMH KAI EPI'AAEIA

3.1 Unity Editor

To xvpro pépog oto mepiPdirov tov Unity eivan to Unity Editor kabmg oe avtov
dnuovpyovvtart To projects. Xto Unity Editor eicdyovrar OAa ta assets, scripts kat 6t GAAo
umopel v xpelotel yuoo T dNUovpyio TOL TOLVIOOD KOl GTI) GUVEXEW UTOPOLV Vo
tpomomomBov avordyms. O Editor amoteleitar amod didpopa panels pe ta omoio 0 ypHotg
&xel m duvatdtnTo dnpovpyiog demagng Kabmg emiong €yl tn dvvatotnta vo PAEmet

dpeca v KaOe Tpomomoinom mov KAVEL.

3.2 Unity Editor Panels
To Scene View panel armotelel T oknvn, dSnAadN TOV YHOPO GTOV 000 0 YPNOTNG
umopel va dnpovpynoet Kot vo eneEepyacTel To avTikeipeva mov BEAeL va ToToBeTNoEL GTO

Ty viot Tov.

Ewova 3.1 Scene View
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Y10 Game View panel pe 1o mov marioovue to kovuni Play pumopodue va dovue
Covtavd Tog anetkovileTar To moryvidl Tov £xovue ONUOVPYNGEL KOl VO TPOTOTOMGOVLLE

OTIONTOTE OEV HOG OPECEL.

Ewova 3.2 Game View

To Hierarchy panel anotelei éva pevod oto onoio Bpiokovrol OAM TO AVTIKEIHEVA
oL £YOVUE TOTOOETNOEL OTNV TPEYOLGA GKNVY. AVTN N MOTO AVAVEDVETOL CVTOUOTOL OV
ONUIOVPYNGOLLLE EVO KOVOVPLO OVTIKEILLEVO.

= Hierarchy

mpleScene*
i ional Li

Ewdva 3.3 Hierarchy
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>to Animator panel o Badiovpe Kivobueva ypapikd oto avtikeipevo mov BEAovue va
TOVG OGOV E “Con” OTMS Yo TAPAGELYLLOL O XAPUKTNPOS TTOL YEPILONOOTE OTOV LETAKIVELTOL
vo gvepyomoteitat to animation mov avamaptotd 1o mepmatnuo. o vo To emttdyovpe avtd
€KTOG 0o TNV €0peCN 1 TN dNpovpyic Tov animation wpémet vo opicovpe o cGuvOnKn 1 omoio
Oo to evepyomolel ko amevepyomolel avOAOY®C HE TNV KATACTAOT TOv Ppioketon To

OVTIKEILEVO.

Eucova 3.4 Animator

Y10 mapabvpo Project pmopovpe va Bpodue toug QakéAOVG e To assets mov £xovpe

KatePAoet ylo vo YpNGLOTOGOVUE GTNV £PYOCTOL LLOG.

Ewova 3.5 Project
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To Inspector panel amotelel to Tpuqua 6mov sugavifovrat OAo To. YOUPAKTNPLOTIKG TMV
avtikelévov ta oroia Bpiockovtor ota Hierarchy, Animator kot Project panels kou pmopovpue

VO TPOTOTOGOVLE TIG PLOLUGELS TOVG.

Open

Transform

~ Character Controller

+ Third Person Movement (Script)

Ewova 3.6 Inspector

To Console panel epgavilel ta unqvopata mov TPOKLLTOLY HETA To compile kat av
ELLPAVIOTEL KATO10 error umopovue vo dovpE o€ Tolo SCript Kot oo 6e1pd fpioketar oALG Kot

pe Sumdhd aprotepd KAK mhve Tov Ba pog PeTaeépet omevbeiag o avTo.

Ewova 3.7 Console
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>7o lighting panel yivetai ) ene€epyocio Tov QOTIGUOV, YPOUATOV, CKIOV KOl ETIA0YY

YPOPIKDOV Y10 TOV OVPOVO.

® Lighting
[+ K

Scene Environment Realtime Lightmaps Baked Lightmaps

Environment

Auto

Intens

Other Settings

None (Texture 2D)

Ewova 3.8 Lightning

To Navigation panel emtpénel otovg yopoktipes TOL TOYVSWD va Ppickovy

dladpoég otig omoieg Oa petaxvovvion pe Bdor tn doun Tov YapTn.

® Lighting
Agents Areas Bake Object

Baked Agent Size

Advanced

Ewova 3.9 Navigation
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To Asset Store givar oelida g Unity otnv omoia 01 TPpOoyPOUUOTIGTES LITOPODY VaL
Katefdoovv dwpedv N eni TAnpour assets yio va ta. eilodyovv oto Project tovc. Eniong, £xovv

™ SVVATOTNTA VO ONIOGIELGOLY asSets Ta omoia ot idtot dnuovpyncav.

Arcade Sale: Save 50% on top assets

@ Unity Asset Store Q

3D 2D Add-Ons Audio Decentralization Essentials Templates Tools VFX Sell Assets

e Over 11,000 five-star assets @ Rated by 85,000+ customers @ supported by 100,000+ forum members @ Every asset moderated by Unity

GIVE YOUR GAME A 1-UP

Arcade Sale

Enter the arcade and save 50% on top
assets.

Shop sale

& N A o s B ] R *&

3D 2D Tools Audio VFX Templates Add-Ons Essentials Decentralization

Ewova 3.10 Unity Asset Store
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KEDAAAIO 4: ANAIITYEH ITAIXNIAIOY

e 0vTO TO KEPAAAo Oa avaADGOVUE TO TPUKTIKO HEPOG TNG EPYUsiog KaOMG 0 Ba

neptyphyovpe TV dtadtkooio oyedicong Tov mayvidtod pe ™ xpnon e mhatedpuac Unity.

To cevap1o Tov Taryvidov eival 1 dStomon pag yvvaikog 6mov £xel eykAwpPiotel e éva fouvo

10 omoio £xel katoaktnOel amd (Oumt. Xkomdg pog eivar va gvtomicovpe v tomobecio wov

Bpioketor 1 yuvaiko Kot vo TNV EMOTPEYOLUE OO OT0 eMKOTTEPO Kabmg Loumt

neprrpryvpilovy 6e OA0 10 YAPTN. TN cvvéxewn Oa yivel avaAvTiKY Teptypaen TV Pnudtov

oL aKoAoVONGA Y10 TNV LAOTTOINGT TOV.

4.1 Map Design

Apyikd, ywo TV vAomoinom Tov TOLXVISL00
npémel va yivel n dnuovpyia gvog Terrain. To Terrain
elvar ovolotikd 10 “mhtopa” oto omoio Oa yivel M
OVOTOPACTACT] TOL TOYVIOWh Kol HE Tn Yxpnon
epyorei®V Kot YPOQIKAOV OV oG TopEYEL TO asset store
UTOPOVUE VO EMTOYOVUE TNV ONuovpyio  €vOG
peaAloTKo epPdrAiovtog. [ Tapddetypo propovpe
vo emAEEOVIE SLAPOPO GNUEID TOL KOL LLE TNV COOTY|
emioyn Tov textures va Omuovpynocovpe Pouvd,

YPOGidw, YOUATOSPOUOVG Kol GAAC TTOAAG.

Ewodva 4.1 1o anotéleopa tov Terrain

o v Terrain

Paint

from the terrain

MNew Brush

Stroke

Brush Size

e Savehs

B FadeGround

Ewova 4.2 Inspector Panel tov Terrain
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X1 ovvéyela, maAl pe ™ Pondeia tov asset store Oa tomobetoovue objects yio va.
YEUGOVHE KOt VO KAVOLE TL0 mpoio oisONTIKd TOV ¥MPO TOL oty vidlov. YTapyel 1 ETA0YN
va tonofetcovpe 10 Kabe avtikeipevo Eeymprotd | polikd. o mapddetypa otny mepintmon
TV 0EVOpwV, emeldn NBera va dnpovpynbel 6460¢ 0 o e0KOAOG TPOTOG TV VO, TOTOOETHG®
10 object oto terrain editor kou pe ™ ypnon Povproag va emAéém oe moto onueia Oa Exel

0évopa. Ta makéra asset mov emAéyOnKay yio T dnpovpyia Tov Toryvidlov vt ta ENG:

e Rock and Boulders 2

e Conifers

e Flooded Grounds

e Rifle

e Pistol 92

e Crosshairs Plus

e Procedural Terrain Painter
e Terrain Sample Asset Pack
e Wasteland Cabin

e Grass Flowers Pack

e Fallen Tree Barrier

e Yaghues Free Ground Materials
e Fog of War Gun Sound FX

=T o
v v Terrain v 7 v Terrain

L Edit Details.. Refresh
fedium Tre« Small Tree  Tall Tree

Mass Place Trees QEdit Trees.. Refresh

Settings

Brush Size & 6 o New Brush...

C TRERE
%y »

Y

Ewova 4.3 Entloyn outdv Kot dEvipmv
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Ewoéva 4.6 Afpvn
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4.2 Aqmovpyia Tov Swat

"ot dnuovpyio Tov yopoktipa pog Oo Eektvicovpie pe T dnpovpyio voc 3D object
capsule oto hierarchy panel. Xtn cvvéyeia Oa alddEovpe o Gvopo Tov avTIKeEVoL o€ Swat
kot Ba. Tov TpocBécovpe amd to Inspector panel to Character Controller. H Aeitovpyeia avtod
TOV component givot vo dMGEL T dVVATOTNTO GTO AVTIKEILEVO VO UTopel var LeTaKIVEITOL Kol
Vo 0AANAOETISPA e To TEPPAALoV mov Exovpe dnpovpynoet. H Bacikn 0éa tov “Character
Controller” givon to cvotnpa tov collider kot n duvatdnTa Tov TAPEYEL GTOV TPOYPUULOTIOTH

VO, TPOTOTOMGEL KATOIEG OO TNG TIUES TOL OTWG:
Slope Limit: H péyiot yovia khiong (o€ poipec) mov umopel vo avoppyynbei o yapaktmpoag.

Step Offset: Avagpépetal oty péYoT amdeTacn OTOL 0 YOPUKTAPAS UTOPEL vV avePel 1} va

katePel amd po empdvelo OTWG GKOAOTATIO 1) AVTIKEILEVOL.

Skin Width: H e£wtepuicn meproyn yOp® amd Tov YopoKTipa 1) 0Toio ¥pnoYLOTOIEiToL Y10 TNV

aviyvevuomn GUYKPOVGEMY KoL TV OHOAOTNTO TNG Kivnomng.

Minimum Move Distance: H g dyiotn andotocn mov Tpénst vo, petakivndel o yopaktpog
npwv avyvevBel 1 kivnomn tov. Avtd givar ¥poIHo Yo amopevyBodv yevdeic GuyKpovong M

aoTA0e1Eg GTNV KIVIOT TOL YOPAKTIPAL.

Center: Ot cuvtetaypéveg X, Y, Z yuo ™ 8€om tov KEvTpov palas Tov YopaKTipa.
Radius: Kafopiletl to TAGTOC TOV YopOaKTHPa YOP® OO TO KEVIPO TOV.

Height: Kabopilet to Hyog tov yapaktipa omd ™ Baon og Ty KOpuen Tov.

'&'; v Character Controller

Slop

2
4

03
0.08
0

Min Move Distance

= |
-

Center

3
> o

Radius
Height

- o X oo =
W
~

~

Ewova 4.7 Character Controller

Xm ovvéyelo Bo  kdvoope un  opatd TOV  KOAWOPO TOL  ONUIOLPYTCOLE
amevepyomoldvtog Ty enthoyn Mesh Render kot ot 0€om tov o totobetcovpe TV apeicon

nov BéAovpe va Exel 0 xapakTpos poc. 'Evag tpdmog yio tnv epedvion Tov yopaktpa eival n
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dnuovpyia TV ypaeik®dv Tov amd To undév o epapuoyic 6nmg to photoshop 1 to blender kot
0 GAAOG TPOTOG elval va Bpelg £Tota Ypapikd 6To d1adikTvo. TNV Topovcea epyacion apeieon

TOL YOPOKTIPO KoL TOV OVTIdA®VY gival omd To Site mixamo tg Adobe.

g ok ot o b by ok ok

TETRRR R

yiabyinks o - 3
b b
AARE

-

Lo o
b 2h
L
4y

= = e
'#m

i
#
Lo

Ewova 4.8 Mixamo Adobe

O napaxdro kodwag Exet tonobetnBel wg component oo avtikeipevo swat 6mov gtvar
0 yapaxtipag pac. O dvo mo Pacikég cuvaptioelg o kaOe script sivan n Start ko p Update.
H ovvdaptmon Start() tpéxet povo o opd katd ™ didpketo Tov tpdTov frame kot av dev
yperaleton pmopei va mopoinebel evd n cuvaptnon Update() eravorappdveron og ke frame
Kot gtvan amopaitntn kabdg péca o avty YPAPOLUE TOV KOPLO KMOWKO OV YPeLdleTal 10
mwoyviol. Eekvape pe ™ oniwon tov anapoitntov BiAtodnkav mov Ba xperactodv Yo Tig
aKkoAovBeg evtoléc ko cuveyiCovpe pe ™ oNiwon petafintov. o woapdostypa n Onimon
wog mo ovvlemg petaPAnmg omwg n public AudioSource p_shootingSound dnidver pua
uetofAnt pe ovopa p_shootingSound tomov AudioSource, oto Inspector panel tov Unity
pumopovue va emiégovpe moto Ba givor To apyeio Myov Tov BELOLLLE VO YPNGILOTON|GOVLE KO
070 SCript Oa ypdyoupe Tov KatdAANAo Kd1Ka, Y1 To TOTE OEAOVUE VoL YIVETAL 1) AVOTapaymYN
tov. 'Emetta péca oty Start() yiveton 1o kAeidmpa tov képoopa yio va gival opoAn 1 kivion
™G KAPEPOS KOl TOL maiytr), akolovbei 1 KAon tov animator mov o ¥pPNOUOTOGOVE Yo
TOL KIVOOUEVOL YPAPLKA TOV YOpOKTHPO. Hog. Xt cuvaptnon Update() kakovpue Tig cuvaptioelg
WalkingRuningJumping(), cameraPosition(), weaponSystem(), CameraSwitch(),
zoomWalkAnim(), takeDamage() kot ot mopeio 0o eEnynOel avarvtikd T kdvel | KGO o
amd oVTEC.
using System.Collections;

using UnityEngine;
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using Cinemachine;

public class ThirdPersonMovement : MonoBehaviour

{
[[AMAmon petaPAnTodv Yo Tig oQaipeg
public float RifleSpareAmmao = 70; ® Lighting 22 Navigation
public float RifleoadAmmo = 30; " o B vy
public float PistolLoadAmmo = 12; rl —— : IL J
private float ammoNeeded = 0; :"l‘ o : o
public bool RifleHasAmmo; ‘*l:m'
lIMphoon petapintdy Gravity, Jump kai [RSHSSES
groundCheck

public float gravity = -16f;

public float jumpHeight = 1.5f;

public Transform groundCheck;

public float groundDistance = 0.4f;

public LayerMask groundMask;
[SerializeField]

public LayerMask aimColliderLayerMask;
Vector3 velocity;

bool isGrounded:;

public Transform cam; e e
public float speed = 3f;

public float turnSmoothTime = 0.1f;

float turnSmoothVelocity;

public CharacterController controller;

[[Emotpépetl Ty amd dAlo script

€ amOTEAEG LA VO, YVOPILOVLLE TO10 .
H H yvep C H Ewova 4.9 Swat Inspector Panel
OmAo eivan emAgyuéVO
public WeaponSwitching weaponSwitching;

int saveWeaponValue;
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/Ul 61600
public GameObject crosshair;

//Animator

private Animator animator;

1K bipepeg

public CinemachineVirtualCamera aimCamera;

[SerializeField]

private Camera aimCameral,;

I[Zt6y0¢
[SerializeField]
public Transform Target;

[IHyoc
public AudioSource p_shootingSound;

void Start()
{
Cursor.lockState = CursorLockMode.Locked;

animator = GetComponent<Animator>();

void Update()

{
WalkingRuningJumping();
cameraPosition();
weaponSystem();
CameraSwitch();
zoomWalkAnim();
takeDamage();
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}

*¥e ovtd 10 onueio €yovv avomtuyBel OAeC Ol GLVOPTNOES MOV givar péoa oTn

ocuvvaptnon Update()*

Eekwvdpe pe v ovvaptnon mov kabopilel v kivion Tov yopaktinpa. Anpovpyovue
éva Vector3 pe dvopa direction to omoio xafopilel tnv kivnon tov yopakTnpo poc, Otav n
Tiun tov direction dgv gival undevikn onpaivel 0TL To avtikeipevo swat givol o€ kivon evo
otav glvar undév mapopévet axivnto. Edv vrapyet kivnon kot wapdAinio ivotl Tatnuévo to
nAfKTpo “Shift” Tov TAnkTpoAoyiov TOTE BEAOVIE TO AVTIKEILEVO VO OVOTTUGGEL LEYOADTEPN
ToYOTNTO Yo TNV avamapdctacn Tov tpeéipatoc. To emduevo Pripa sivar vo eréyEovpe av o
naiytng PplokeTon 6To £30.P0G 1 0TOV 0€Pa TNV dedOUEVN XPOVIKT GTIYUR, LOVO €AV givol o€
EMOPN MUE TO £30POG €xeL TN dLVOTOTNTA VO KAVEL GALO TOTOVTOG TO TANKTPO SPace Tov
niAnktporoyiov. Otav 1oyvel KAmow amd TIg TOPATIve Kotaotdoelg opilovpe aindng v
avtiotoyn HeTAPANT] TOL YXPNGUOTOOLHE oTov ANimator yio vo €mTOYOVUE HI0. O

PEQALOTIKY] OEIKOVIOT] TOL TOLYVIOL0V.

void WalkingRuningJumping()

{

float x = Input.GetAxis("Horizontal");
float z = Input.GetAxis("Vertical");

Vector3 direction = new Vector3(x, 0f, z).normalized;

/[animation yio To mepmaTpOL

if (direction !'= Vector3.zero)

{

animator.SetBool("isMoving", true);
}
else
{

animator.SetBool("isMoving", false);
}
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/[animation yia to tpé&ipo

if (animator.GetBool("isMoving") == true &&
Input.GetKey(KeyCode.LeftShift))
{
speed = 5f;
animator.SetBool("isRunning", true);
}
else
{
speed = 3f;
animator.SetBool("isRunning™, false);
}
ITAMpa.

velocity.y += gravity * Time.deltaTime;
controller.Move(velocity * Time.deltaTime);

isGrounded = Physics.CheckSphere(groundCheck.position, groundDistance,

groundMask);
if (isGrounded && velocity.y <0)
{
velocity.y = -2f;
}

/Iva. kavel dApa povo otav Ppiocketor 6To £60(pOG

if (Input.GetButtonDown("Jump") && isGrounded)

{
/Ivor addaler o velocity y otav kével dipa

velocity.y = Mathf.Sqrt(jumpHeight * -2f * gravity);
animator.SetBool("isJumping", true);

}

else

{
animator.SetBool("isJumping", false);

}
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4.3 Camera System

Téhog, Tpémet va, OMLLOVPYHCOVLE TOV UNYXOVIGHO Yo TIG Kapepes. Emeidn to €idog Tov
oy vidtov wov enthé€ape eivon Third Pearson Shooter ot kdpepeg OéAovpe va Exovv to poOAO
evog “mapatnpnt” Kot v akoAovBovv tov yapoktipa pag. Ovoudooape Tig Kauepeg Aim
Camera kot Third Person Camera, péow tg Main Camera 6o mpoyuatonolgitol  evaiiayn
avT®V TV dvo. Evepyn elvan n kauepa 6mov Exel vynAdTepn T oto medio Priority kot and
TOV KOOIKO UITOPOVLE VO AALALOVUE TNV TN TNG LETAPANTAG Yo VO ETAEYOVLE OO0 OO TIG

dvo Ba etvar gvepyn TN 0E00UEVT XPOVIKT] CTLYU.

o SfesmerT ape Z

Ewcova 4.10 Third Person Shooter kot Aim Camera

void CameraSwitch()
{
float x = Input.GetAxis("Horizontal");
float z = Input.GetAxis("Vertical");
Vector3 direction = new Vector3(x, 0f, z).normalized;
if (Input.GetKey(KeyCode.Mousel) && (saveWeaponValue == 1 ||
(saveWeaponValue == 2 && RifleHasAmmo == true)))
{
aimCamera.Priority = 30;
crosshair.SetActive(true);
speed = 1.5f;

if (Input.GetKeyDown(KeyCode.Mouse0))

{
p_shootingSound.Play();
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speed = 1.2f;

}

transform.LookAt(Target);
animator.SetBool("zoomOn", true);
if (direction.magnitude >= 0.1f)

{
float targetAngle

Mathf.Atan2(direction.x, direction.z) *

Mathf.Rad2Deg + cam.eulerAngles.y;

Vector3.forward;

Time.deltaTime);

else

Vector3 moveDir = Quaternion.Euler(0f, targetAngle, 0f) *

controller.Move(moveDir.normalized * speed *

aimCamera.Priority = 10;
crosshair.SetActive(false);
animator.SetBool("'zoomOn", false);

if (direction.magnitude >= 0.1f && swatHealth > 0)

{
float targetAngle = Mathf.Atan2(direction.x, direction.z) *

Mathf.Rad2Deg + cam.eulerAngles.y;

lImeproTpoen yapaktnpo

float anglel =

Mathf.SmoothDampAngle(transform.eulerAngles.y, targetAngle, ref turnSmoothVelocity,

turnSmoothTime);

Vector3.forward:;

Time.deltaTime);

transform.rotation = Quaternion.Euler(0f, anglel, 0f);
Vector3 moveDir = Quaternion.Euler(0Of, targetAngle, 0f) *

controller.Move(moveDir.normalized * speed *
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H cameraPosition() £yt evtoléc yio Ty €0TI0GT KOL TNV TEPIGTPOPT] TMV SVO KOUEPOV.
H mpokabopiopévn kauepo tov moryvidiov eivar n Third Person Camera otnv omoia o
YOPOKTAPOG LOG LTOPEL VO TEPIOTPEPETAL OVEEAPTNTA LE TO TTOV €0TLALEL ovTH. H addayn oty
devTePN KaAuepa pe dGvoua aim Camera yivetatl 0Tav 0 YopOKTAPAS KPATAEL GTO YEPLLL TOV VO,
Ao To 000 OTAC TOL ALY VIOV Kot TOTHCOVLE TO 0e&l KAMK TOL TOVTIKIOD Y10 VO GTOYEVCEL.
H aim Camera givai torofetnuévn 1o Kovté 6Tov Yapaktipa, 0 Taiktng 6Tl 6TO KEVIPO

g 000vng 6mov PBpicketar 0 6TOY0G TOV dTAOL Kot TeEPLETPEPETOL Ll e auT.

void cameraPosition()
{
Vector3 mouseWorldPosition = VVector3.zero;
Vector2 screenCenterPoint = new Vector2(Screen.width / 2f, Screen.height /
2f);
Ray ray = aimCameral.ScreenPointToRay(screenCenterPoint);
if (Physics.Raycast(ray, out RaycastHit raycastHit, 999f,
aimColliderLayerMask))
{
Target.position = raycastHit.point;

mouseWorldPosition = raycastHit.point;

if (Input.GetKeyDown(KeyCode.Mousel) && animator.GetBool("zoomOn™)

== true)
{
Vector3 worldAimTarget = mouseWorldPosition;
worldAimTarget.y = transform.position.y;
Vector3 aimDirection = (worldAimTarget - transform.position);
transform.forward = Vector3.Lerp(transform.forward,
aimDirection, Time.deltaTime * 20f);
}
}
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4.4 Aqmovpyio TOV OTA®V
To apéomc endpevo Prpa eivoar vo TOTOOETAGOVUE TO YPAPIKAE KOL TO CUGTNLO TOV
Omlwv. Avtd emitedydnke pe v dnuiovpyia evoc empty object o omoio petovopdotnke

“WeaponHolder”, péoa og avtd torobetioape to 6mAa Tov moryvidiov (hands, pistol 92 Dark,

rifle) kot o opicape wg child oto 6e&i xEpt Tov avtikelwévou swat.

Ewoéva 4.11 Omha tov moryvidion

Ytov k®dwko opifovpe va yivetar n oAhoyn oVTOV e TN POSEAN TOL TOVTIKIOD 1) LE TOL

nnktpa 1,2,3 tov mAnktpoAioyiov amd T oTiyun mov o maiyng £xel akdpa tdviovg Long.

using UnityEngine;

public class WeaponSwitching : MonoBehaviour

{

public ThirdPersonMovement swat;
public int selectedWeapon = 0;

void Start()

{
SelectWeapon();

void Update()
{

if (swat.swatHealth > 0)

{

int previousSelectedWeapon = selectedWeapon;

//aAAOyT] OTTA®V LLE TN POOEADL TOV TTOVTIKIOD
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if (Input.GetAxis("Mouse ScrollWheel™) > 0f)

{
if (selectedWeapon >= transform.childCount - 1)
{
selectedWeapon = 0;
}
else
{
selectedWeapon++;
}
}
if (Input.GetAxis("Mouse ScrollWheel™) < 0f)
{
if (selectedWeapon <= 0)
{
selectedWeapon = transform.childCount - 1;
}
else
{
selectedWeapon--;
}
}

if (Input.GetKeyDown(KeyCode.Alphal))

{
selectedWeapon = 2;
}
else if (Input.GetKeyDown(KeyCode.Alpha2) &&
transform.childCount >= 2)
{
selectedWeapon = 1,
}
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else if (Input.GetKeyDown(KeyCode.Alpha3) &&

transform.childCount >= 3)

{

selectedWeapon = 0;

if (previousSelectedWeapon != selected\Weapon)

{
SelectWeapon();
}
}
}
void SelectWeapon()
{
inti=0;
foreach(Transform weapon in transform)
{
if(i == selectedWeapon)
{
weapon.gameObject.SetActive(true);
}
else
{
weapon.gameObject.SetActive(false);
}
i++;
}
}

Ytnv weaponSystem() Eexwape maipvovtag v T tov selectedWeapon amd to

weaponSwitching script kow v omobnkevovpe ot petafinty saveWeaponValue mov
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YPNOUOTOOVUE 6TO SCript Tov yopokthpa pog. Me Baon TV TR TOV HOG EMOTPEPEL 1|

saveWeaponValue propovpe vo kataAdfovue oo 0nAo EXovue EMAEYUEVO EKELV TN OTLYUT.

Orav kdmoro and ta OTAa £xl UNOEV GOAIPES GTOV YEUGTIPO 1] TATHCOVUE TO TANKTPO R OV

TANKTPOAOYiOV TOTE gvepyomoteitol To animation ywo o yéuiopo ceop®Y Tov OTAOL Kol O

YEWOTNPOG PTAVEL GTO PEYIGTO aPlOUO GOAPDOV OV LITAPYEL UPKETO amdOeNQL.

void weaponSystem()

{
saveWeaponValue = weaponSwitching.selectedWeapon;
if (saveWeaponValue == 1)
{
animator.SetInteger("pickWeapon™, 1);
}
else if (saveWeaponValue == 2)
{
animator.SetInteger("pickWeapon™, 2);
}
else
{
animator.SetInteger("pickWeapon™, 0);
}
/[Losing Ammo
if (Input.GetKeyDown(KeyCode.Mouse0)
Input.GetKey(KeyCode.Mousel))
{
if (saveWeaponValue == 2 && RifleLoadAmmo > 0)
{
RifleLoadAmmo = RifleLoadAmmo - 1;
}
if (saveWeaponValue == 1)
{
PistolLoadAmmo = PistolLoadAmmo - 1;
}

&&
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//Shooting

if (animator.GetBool("'zoomOn") == true &&
Input.GetKeyDown(KeyCode.Mouse0))
{
animator.SetBool("fireOn", true);
}
else
{
animator.SetBool("fireOn", false);
}

/Ipistol reload

if (saveWeaponValue == 1 && PistolLoadAmmo != 12 &&
(Input.GetKeyDown(KeyCode.R) || PistolLoadAmmo == 0))
{

animator.SetBool("reloadPistol"”, true);
PistolLoadAmmo = 12;

else

animator.SetBool("reloadPistol"”, false);
}
/IRifle reload
if (saveWeaponValue == 2 && RifleLoadAmmo !'= 30 && RifleSpareAmmo
>0 && (Input.GetKeyDown(KeyCode.R) || RifleLoadAmmo == 0))
{
animator.SetBool("reloadRifle", true);
//DelayReload();
ammoNeeded = 30 - RifleLoadAmmo;

if (RifleSpareAmmo < ammoNeeded)

{

RifleLoadAmmo = RifleLoadAmmo + RifleSpareAmmo;

42



RifleSpareAmmo = 0;
}

else

{

RifleSpareAmmo = RifleSpareAmmo - (30 - RifleLoadAmmo);
RifleLoadAmmo = 30;

¥
¥
else
{
animator.SetBool("reloadRifle", false);
¥

if (PistolLoadAmmo == 0 || RifleLoadAmmo == 0)

{
DelayReload();

if (RifleSpareAmmo == 0 && RifleLoadAmmo == 0)

{
RifleHasAmmo = false;
}
else
{
RifleHasAmmo = true;
}

H zoomWalkAnim() avoloyog pe v tiunq mov o emotpéyel oty HeTafAnTN
aimWalkSide prmopovpue va katoldfovpe Tpog mota katehbuvon Kiveital o xopakTipos Kotd
N SLIPKELDL TOV GTOYEVEL LLE TO OTTAO LE MOTEAEGLO, VO EVEPYOTOLEL TO KaTdAAnAo animation
Y10l TO TTEPTATT|LLOL TOV.

void zoomWalkAnim()
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If ((Input.GetKey(KeyCode.W) || Input.GetKey(KeyCode.UpArrow)) &&

animator.GetBool("zoomOn") == true)

{

animator.SetInteger("aimWalkSide", 1);

}
else if ((Input.GetKey(KeyCode.A) || Input.GetKey(KeyCode.LeftArrow)) &&

animator.GetBool("zoomOn") == true)

{

animator.SetInteger("aimWalkSide", -2);

}
else if ((Input.GetKey(KeyCode.S) || Input.GetKey(KeyCode.DownArrow))

&& animator.GetBool("zoomOn") == true)

{

animator.SetInteger("aimWalkSide", -1);

}
else if ((Input.GetKey(KeyCode.D) || Input.GetKey(KeyCode.RightArrow))

&& animator.GetBool("zoomOn") == true)

{

animator.SetInteger("aimWalkSide", 2);
}
else
{

animator.SetInteger("aimWalkSide", 0);
}

4.5 Aqnymovpyia Tov Zombies

To npmdto Prua eivor n dnuovpyio evog 3D avtikeypévov tomov Cylinder kou 1
ovopacio tov oe FemaleZombie. Xt cuvéyen Oa amevepyomomcovpe to Mesh Render ywa vo
unv etvar 0patdg 0 KOAVOPOS Kot B TOTOHETIGOVE TAVED GE QVTOV TO YPOPIKE TOV £XOVUE

emlé€el yio To Zombie.
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Ewova 4.12 Zombie

Onwg @aivetor otov k®dKe 1 vAomoinon yw v kivion tov {oumt yivetol
ypnoonowdvtag o NavMeshAgent, apov yivel exttoy®dg 11 6APOOT TOL XAPTH UTOPOHV VL
avayvopilovvy v meployn mov pmopovv va mAonynfovv amo@edyovtog eUmOdo. Kot
TapOAANAa va yivetar n avalitnon tov aviikelpwévov swat. Amd 1tn otiypn mov o Swat

mapapevel Lovtavog yivetar cuveyg EAEYY0G TOV TOPOUKAT® GLVOPTHCEMV.

e TakeDamage(float amount): Kabs @opd mov to {oumt déxeton {nuid, ybver TovVToug
Cong

e Die(): Otav yabodv 1ot ot TovTol {ONG TOL GTAUATA VO KIVEITOL KOl EVEPYOTOLEITOL TO
animation yw tov 6évoto Tov.

e SearchWalkPoint(): Yroloyilelr éva tuyaio onueio otnv mepoyn ywo va Kwvnbei 1o
Coumt.

e Patrolling(): Eav to avtikeipevo swat Bpicketar extog g epPELELOG opaTOHTNTAG TOV
&xovpe opicel oto Loumt, 10te T0 {Opum Guveyilet va To avalntd 6g TuYOi0 LOVOTATLOL.

e ChasePlayer(): Eav to avtikeipevo swat Bpicketar evidg Tov 0patol Tediov Tov EXOVE
opioet Yo 1o {Opum aAAd TaVTOYpOVa deV gival o€ amdoTaon Yo va dexTel eniBeon, tote
10 {opmt Eekvd va Kuvnydel Tov maikt).

e AttackPlayer(): Eav to avrtikeipevo swat Bpioketar evidc Tov opatod Tediov kot
TavtOYpova. eivar evidg g aktiva mov Exovue opicet yuu va dexbel emibeon, 101e 1O
Copm Eexva va emitiBeton pe pikpég mavoelg petald Tov emBécemy Tov epOcov o swat
eEaxorovBel va £xel TOvToug {mN¢ Kot Tapapével va Bpioketan viog g epPELELOG Vi

enibeon.
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H cvvaptmon OnDrawGizmosSelected() ypnowedet yio tv mpoPorn tov epperetmv
uovo katd 1 ddpkela g oxediaons. Me kitpvo ypopa Exovue opicel v euPérela oty
omoio To (O UTOPEL VO KUVIYTOEL TOV YOPAKTIPO LOGC, EVO HE KOKKIVO YOO Evon 1 aKTiva

otV omoia pmwopel va Tov emitedel.

using UnityEngine;
using UnityEngine.Al;
public class Zombie : MonoBehaviour

{
public float health = 100f;

private Animator animator;

public NavMeshAgent agent;

public Transform player;

public LayerMask whatlsGround, whatlsPlayer;

public Vector3 walkPoint;
bool walkPointSet;

public float walkPointRange;

/[Attacking

public float timeBetweenAttacks;
bool alreadyAttacked:;

public GameObject projectile;

/[States
public float sightRange, attackRange;
public bool playerIinSightRange, playerinAttackRange;
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public ThirdPersonMovement swat;

void Start()

{
animator = GetComponent<Animator>();
player = GameObject.Find("Swat").transform;
agent = GetComponent<NavMeshAgent>();

}

void Update()

{
if(swat.swatHealth <= 0)
{
animator.SetBool("idle", true);
}
else
{
animator.SetBool("idle", false);
}

if (health <= 0f)
{

Die();
}

else if(swat.swatHealth <= 0)

{

//lgame over

else

animator.SetBool("zombieDeath", false);
playerInSightRange =  Physics.CheckSphere(transform.position,
sightRange, whatlsPlayer);
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playerInAttackRange =  Physics.CheckSphere(transform.position,
attackRange, whatlsPlayer);

if (IplayerinSightRange && !playerinAttackRange)

{
Patroling();
}
if (playerInSightRange && !playerinAttackRange)
{
ChasePlayer();
}

if (playerInAttackRange && playerinSightRange)
{

agent.SetDestination(transform.position);
AttackPlayer();

public void TakeDamage(float amount)

{
health -= amount;
}
void Die()
{
agent.SetDestination(transform.position);
animator.SetBool("zombieDeath", true);
}
private void Patroling()
{

agent.enabled = true;
animator.SetBool("inSightRange", false);
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animator.SetBool("inAttackRange", false);
agent.speed = 1.3f;
if ('walkPointSet)

{
SearchWalkPoint();
}
if (walkPointSet)
{
agent.SetDestination(walkPoint);
}

Vector3 distanceToWalkPoint = transform.position - walkPoint;

//Walkpoint reached
if (distanceToWalkPoint.magnitude < 1f)

{
walkPointSet = false;
}
}
private void SearchWalkPoint()
{

/[Calculate random point in range
float randomZ = Random.Range(-walkPointRange, walkPointRange);
float randomX = Random.Range(-walkPointRange, walkPointRange);

walkPoint = new  Vector3(transform.position.x + randomX,

transform.position.y, transform.position.z + randomZz);
if (Physics.Raycast(walkPoint, -transform.up, 2f, whatlsGround))

{

walkPointSet = true;
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private void ChasePlayer()

{
animator.SetBool("inSightRange", true);
animator.SetBool("inAttackRange", false);
agent.speed = 3.5f;
if(alreadyAttacked == true && animator.GetBool("inAttackRange™) == false)
{
agent.transform.position = transform.position;
}
else
{
agent.SetDestination(player.position);
animator.SetBool("inSightRange", true);
}
}

private void AttackPlayer ()

{
transform.LookAt(player);
animator.SetBool("inSightRange", true);
animator.SetBool("inAttackRange", true);
agent.SetDestination(transform.position);
if ('alreadyAttacked)
{
alreadyAttacked = true;
Invoke(nameof(ResetAttack), timeBetweenAttacks);
}
}

private void ResetAttack()

{
alreadyAttacked = false;
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private void OnDrawGizmosSelected()

{
Gizmos.color = Color.red;
Gizmos.DrawWireSphere(transform.position, attackRange);
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, sightRange);
}

H ovvapton TakeDamage(float amount) vroloyiler T {nud mwov déxeton to Lopmt
Kkd0e popd mov to meTvYaivove pe cpaipes. H Ty g petafAntig amount dev etvon mévta n
idua, drapépel avdioya pe To onueio mov Ba deytel eniBeon To {OUmL AAAG KO e TO OTTAO TTOV
Oa ypnoyomotel o yapaktipog poc. o mapddetypa ov n ceaipo 1o TETHYEL GTO KEPAAL YAvEL
OMAAGIOVE TOVTOLG Atd AVTOVG oL Ba EYOVE AV TO TETVYOIVOLE GTO VIOAOTO GO Mg
TapOUOL0 TPOTO AgLTovpyovv Kat Ta dOTAa T omoia Exovv dtapopetikn dvvaun. To mapakdto
KOUUATL KOIKO GUVOEETOL LE TO OEEL XEPL TOL AVTUTAAOV KoL YPTCUUEVEL OTIG EENG AEITOVPYIES.
Na déyeton {nuid to {oumt 6€ owTd T0 oNUeio ToV COUATOG OAAG dtav emtifBetan pe ALTO Ko

EPYETOL OE EMAPY| LLE TOV YOPAKTIPO LG VO TPOKAAEL {NLLd GTOV YOPOKTIPOL LLOG.

using UnityEngine;

public class RightHandHit : MonoBehaviour
{

public Zombie zombie;
public ThirdPersonMovement swat;

private void OnCollisionEnter(Collision collision)

{
if (collision.gameObject.CompareTag("Player™))
{
DoDamageToPlayer();
}
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void DoDamageToPlayer()
{

swat.swatHealth -= 20f;

public void TakeDamage(float amount)

{

zombie.health -= amount;

ks

4.6 IIovtor Lonjg Tov swat

2g 0TI TN GLVAPTNOT £YOVUE TOVS TOVTOVS {MONG TOV YOPAKTPA LG, KAOE POPA TOV
0 avtimodog pog kaver (nuid o1 TOVTOL PEWDVOVTOL Kol gvepyormoteital to animation {nuudc.
Ortav yabBovv 6lot o1 moviol (ong evepyomoteiton to animation Oavdtov, o yopakTpog
TOPAUEVEL AKIVITOC 6TO £601pOG, euPavifeTal 0To KEVTPO TG 006vNg To punvopo “You Died”
KOl TO 7O VIOl TEAELDVEL.

void takeDamage()

{

if (swatTempHealth > swatHealth)

{
animator.SetBool("takeDamage", true);
swatTempHealth = swatHealth;

}

else

{
animator.SetBool("takeDamage", false);

}

if (swatHealth <= 0)

{
velocity.y = Of;
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velocity.x = Of;

velocity.z = 0f;
saveWeaponValue = 0;
thirdPersonCamera.Priority = 100;
animator.SetBool("death”, true);

animator.SetBool("takeDamage", false);

else

animator.SetBool("death”, false);

4.7 Anpovpyio TOL (OPOKTIPO TOV TPETEL VO, SOLOCOGOVUE

H dwdkasio yio m onpiovpyio tov avrikepévov mov BéAovpe vo dtacdoovpe gival
TOPOUOLOL LE QT TTOV akoAovOnooue yuoo To {oumt. Eekvaue pe m onuovpyia evég 3D
avtikepévoy tomov Capsule kot aArlalovpe v ovouacio tov oe Woman. X cvvéyeia O
anevepyonomoovpe to Mesh Render yio va punv givon opat 1 kéyovla kot Oo torofetoovpe

ot B€om ™G T YPaPIKA TOL £YovpE EMAEEEL.

Ewoédva 4.13 Woman

2TOV KMOKO OV EYOVIE YPAWEL Y10, TO OVTIKEILEVO WOMaN yivetot TOAL 1| PO TOL
NavMeshAgent. H yvvaika mov 0élovpe vo S106MGOVUE TapapEVEL oKiv T ot Tomobesia
oV PplokeTon LEYPL VoL TNV EVTOTIGOVUE LLE TOV YopakTpa pag. ['a va pag akolovdnoet péypt

TO onueio TEPHATICHOV TPETEL KOO OAN TN dLdpKeln va PPlokONOcTE EVIOC TOV OTTTIKOV T
i
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Ediov. AVOAOY®G LE TNV KATAGTAOT OV PpioKeTon YIVETOL 1] OVOTOPOY®YT TOV KOTAUAANAOL
animation.

using UnityEngine;

using UnityEngine.Al;

public class WomanScript : MonoBehaviour

{

public ThirdPersonMovement swat;

public Animator animator;

public NavMeshAgent agent;
public Transform player;

public Transform WomanLookingPoint;

public LayerMask whatlsGround, whatlsPlayer;

public float RunRange, WalkRange, StopRange;
public bool playerinWalkRange, playerinRunRange, playerinStopRange;

void Start()

{
animator = GetComponent<Animator>();
WomanLookingPoint = GameObject.Find("LookingPoint™).transform;
agent = GetComponent<NavMeshAgent>();

}

void Update()
{
playerinStopRange = Physics.CheckSphere(transform.position, StopRange,
whatlsPlayer);
playerinWalkRange = Physics.CheckSphere(transform.position, WalkRange,
whatlsPlayer);
playerinRunRange = Physics.CheckSphere(transform.position, RunRange,
whatlsPlayer);
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}

if(playerInRunRange && !playerinWalkRange)

{
Running();

}
if(playerInRunRange && playerinWalkRange && !playerinStopRange)

{
Walking();

}
if (playerInRunRange && playerinWalkRange && playerIinStopRange)

{
NotMoving();

}
if ("playerinRunRange && !playerinWalkRange)
{
Lost();
}

public void Lost()

{

animator.SetBool("idle", true);
animator.SetBool("inWalkRange", false);
animator.SetBool("inRunRange", false);
agent.SetDestination(transform.position);

public void NotMoving()

{

animator.SetBool("idle", true);
animator.SetBool("inWalkRange", false);
animator.SetBool("inRunRange", false);

agent.SetDestination(transform.position);
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public void Walking()

{
transform.LookAt(WomanLookingPoint);
animator.SetBool("idle", false);
animator.SetBool("inWalkRange", true);
animator.SetBool("inRunRange", false);
agent.speed = 3f;
agent.SetDestination(player.position);

¥
public void Running()

{
transform.LookAt(WomanLookingPoint);
animator.SetBool("idle", false);
animator.SetBool("inWalkRange", false);
animator.SetBool("inRunRange", true);
agent.speed = 4.9f;

agent.SetDestination(player.position);

private void OnDrawGizmosSelected()

{
Gizmos.color = Color.red,;
Gizmos.DrawWireSphere(transform.position, WalkRange);
Gizmos.color = Color.yellow;
Gizmos.DrawWireSphere(transform.position, RunRange);
Gizmos.color = Color.green;

Gizmos.DrawWireSphere(transform.position, StopRange);

4.8 Xnpeio Teppotiopov

Mo v emTuymg OAOKANP®ON TOL TaLVISOD TPENEL VAL EVIOTIGOLUE TV Tomodecia
nov PBpioketar 1 yovaika mov BéAovpe va dacdoovpe. ‘Enetta, tpénet va emotpéyovpe padi

pe avt) {ovtavol oto gAkdnTepo Omov elvarl Kou 10 onueio évapéng. O tpdémog Yy v
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vAomoinomn Tov givar va opicw pia epPéreta yOpo amd 10 EMKOTTEPO Kol Vo YIVETOL GUVEXNG
ELeyyoG Yo ToV av Pplokovtol eVTOg aVTNG TS OKTIVOG TO OVTIKEIIEVO SWat Kot TO avTIKEINEVO
woman. Av givat Kot o1 300 VoG YOV LE OAOKANPMGEL TOV GTOYO TOV Oy VIdL00, EReavifeTol

t0 pvopa “Mission Accomplished” kot emotpépovpe vikntég 610 KHP1O pEVOD.

Ewcova 4.14 Mission Accomplished

using System.Collections;
using UnityEngine;
using UnityEngine.Al,

using UnityEngine.SceneManagement;

public class RescuePoint : MonoBehaviour
{
public float delayBeforeMainMenu = 3.0f;
public NavMeshAgent agent;
public GameObject MissionAccomplished;
public Transform player;
public LayerMask whatlsPlayer;
public LayerMask whatlswoman;
public float rescueRange;
public bool swatinRange;
public bool womaninRange;
void Update()
{
swatInRange = Physics.CheckSphere(transform.position, rescueRange,
whatlsPlayer);
womanlinRange = Physics.CheckSphere(transform.position, rescueRange,
whatlsWoman);
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if(swatInRange == true && womanlnRange == true)

{
MissionAccomplished.SetActive(true);
StartCoroutine(ReturnToMainMenuCoroutine());
MissionAccomplished.SetActive(false);

}

else

{
MissionAccomplished.SetActive(false);

}

private IEnumerator ReturnToMainMenuCoroutine()

{
yield return new WaitForSeconds(delayBeforeMainMenu);
SceneManager.LoadScene("MainMenu'");

private void OnDrawGizmosSelected()
{
Gizmos.color = Color.green;

Gizmos.DrawWireSphere(transform.position, rescueRange);

4.9 Ul(User Interface)

To televtaio Ppa eivar va egetdoovpe tov tpdémov mov oyeddotnke to Ul tov
o VIoLo0 0ol TEPIAAUPAVEL TO KOPLO LEVOD KOl TO LLEVOD TOVOT).

To kvplo pevod Aetrtovpyel g to onueio exkivnong tov mayvidrod. ' to background
oV pevovy eméhela éva ottypdtumo 000vng péca amd To moyviol. e Kabe kovumi £yovpe
npocBécel va ppaviletor po okioom 0Tav TEPVAEL 0 KEPGOPUS TAV® A ALTO MCTE VoL YIVETOL
OTTIKG avTIANTTTA M EMA0YN Tov. o KGBe emAoyn mov Ppicketan 6To pevol £xel Ypaptel Kot

0 OVAAOYOG KMOTKOG.
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Ot emA0Y£G TOL pevoL etvan ot e€ng:
Play: "Evapén tov motyvidioo.
Options: PvOpicelg tov mayvidioo.
Quit: "E€odog amd to mayviot.

Ewova 4.15 Main Menu

using UnityEngine;
using UnityEngine.SceneManagement;

public class MainMenu : MonoBehaviour

{
public void PlayGame()
{
SceneManager.LoadScene(SceneManager.GetActiveScene().buildindex + 1);
}

public void GoToSettingsMenu()
{

SceneManager.LoadScene(""SettingsMenu'™);

public void GoToMainMenu()
{

SceneManager.LoadScene("MainMenu™);
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public void QuitGame()

{
Debug.Log("Quit!");
Application.Quit();

Katd ) dibpketo Tov mayvidod av o ypnotng tatoet to kovuni Escape(ESC) oto

TANKTPOAGY10, eppaviletal To pevov mavons. Ot emloyég Tov pevov elvar:
Resume: Xvvéyeta Tov moyvidlov amd To GNUEID TOV TO GTOUATI|GULLE.
Back to Main Menu: Enietpo@r 610 K0pto pevoo.

Quit: "E€odog 0o to oy viot.

Onmg Kot 610 KOp1o pevoL kdvovpe opath v kéBe emloyn 0Tav 0 KEPGOPOS TEPVAEL
amd TAVE. XtV Topeict AVOAVETOL 0 KAOJKAG Yo TNV VAomoinon g Aettovpyiog kdbe

EMAOYT|G.

Ewédva 4.16 Pause Menu

using UnityEngine;

using UnityEngine.SceneManagement;

public class PauseMenu : MonoBehaviour

{

public static bool GamelsPaused = false;
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public GameObject pauseMenuUl;

void Update()

{
if (Input.GetKeyDown(KeyCode.Escape))
{
if (GamelsPaused)
{
Resume();
}
else
{
Pause();
}
}
}

public void Resume()

{
pauseMenuUl.SetActive(false);
Time.timeScale = 1f;
GamelsPaused = false;

}

void Pause()

{
pauseMenuUl.SetActive(true);
Time.timeScale = Of;
GamelsPaused = true;

}

public void LoadMenu()
{

Time.timeScale = 1f;
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SceneManager.LoadScene("MainMenu™);

public void QuitGame()

{
Debug.Log(*"Quitting game...");

Application.Quit();
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KE®AAAIO 5: XYYMIIEPAXMATA

210 TAOIG10 TNG TTLYLNKNG EpYOsiog Lov avérTuEa Eva motyvidl Tpitov TPOSHTOL LE
Coum otnv mhoteoppo Unity. H dadikacio avantuéng avtod Tov Toryvidlod UHe EQEPE
AVTILETOTO e TOAAEG TPOKANGELS TIG OTOlEG KOTAPEPQ Vo EEMEPAC® e ONUOLPYIKOTNTO Kot
agocinorn. Méoa and avutn v gumepia eEEMEA TIG YVMDGELS OV GTOV TPOYPUUUOTIGUO KoL
e EKaVE VoL KOTAAGP® TOG0 cuUmavTIKY glvor 1) KaAr dtoyeipton Tov xpovou yia Eva project.
Téhog, avayvopilm Tig SLVATOTNTES TOV LOV OVOLYEL AVTN N EUTEPIN GTOV KOGLO TOL game
development kot eipor mpdOvpoc vo eEgpevviiom TEPAITEP® AVTOV TOV TOUED OTNV

EMOYYEALATIKT) OV TTOPEiQL.
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