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AHAQZH ZYTTPA®EA MNTYXIAKHZ EPIrAZIAZ

O/H KATWOI UTTOYEYPOAMMEVOG/N ..ttt ettt aean e ,
TOU ot , ME apliBuod MNTPWOU
.......................... @oItnTAg/Tpia Tou Tunuarog Mnxavikwyv H/Y ZuotnudTtwy T.E.
Tou A.E.I. Meipaia T.T. mpiv avaAdBw tnv ektrévnon tng MNruxiaknig Epyaciag uou,
ONAWVW OTI EVNUEPWONKA YIa TA TTAPAKATW:

«H Mruxiaki Epyaoia (M.E.) ammoteAei Tpoidv TTVEUPATIKAG 1810KTNCIAG TOOO TOU
ouyypa@Ea, 600 Kal Tou |dpupaTog Kal Ba TTPETTEl va £XEl JOVadIKO XAPOKTAPA Kal
TIPWTOTUTTO TTEPIEXOMEVO.

ATTayopeUeTal aUOTNPA OTTOIOONTTOTE KOPUATI KEIMEVOU TNG VA EPPAVICETAI QUTOUCIO
N METAQPACHEVO aTTd KATTola GAAN Onuooieupévn Tnyrh. Kdabe tétoia tTpdén
atroTeAei TTPOIOV AOYOKAOTTAG Kal gyeipel Bépa HOIKAG TAENG yia Ta TTVEUUATIKA
dikaiwpata Tou dAAou ouyypa@éa. ATTOKAEIOTIKOG UTTEUBUVOCG €ival 0 ouyypagpEéag
NG MN.E., 0 otroiog @€pel Kal TNV euBUVN TWV CUVETTEIWY, TTOIVIKWYV Kal GAAWY, AuTig
NG TPAgNG.

Mépav Twv OTTOIWV TTOIVIKWY EUBUVWYV TOU CUYYPAQPEQ O€ TTEPITITWOT TTou To 1dpupa
Tou €xel atroveipel MTuxio, autd avakaAegital hJe ammé@aon TG 2UuvEAEuong Tou
TuAparog. H Zuvédeuon Tou TUAPATOG PE VEQ ATTOPACNG TNG, META ATTO AITNON TOU
evolopepOUEVOU, TOU avaBETel ek vEou Tnv ekttovnon g M.E. pe dAAo B€ua kai
O1aQoPETIKO emIRBAETTOVTIA KOBNYNTA. H ekmmovnon Tng ev Adyw [M.E. TTpétrel va
OAOKANPwOEi EVvTOG TOUAAXIOTOV €VOG NUEPOAOYIOKOU BUAVOU aTTd TNV nNUEPOMNVia
avaBeong TnG. Katda ta Aoird epappolovtal Ta TTpoBAeTTOuEVa aTo dpbpo 18, TTap.

5 ToUu 1I0xUOVTOG EcWwTEpIKOU Kavoviouou.»
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EYXAPIZTIEZ

H mTapouoa TTuxiokh epyacia oAOKANpwONKe PETA aTTd ETTIUOVES TTPOOTTABEIEG,
oc  €va evOIOQEPOV  YVWOTIKO  QVTIKEIMEVO, OTTWG autd TNG  avdaTtiTugng
BivreoTraixvidiwy. Tnv TTPOCTIABEIG JOU AuTr) UTTOOTAPIEE O ETIRBAETTWY KABNYNTAG
Mou, Tov 0TT0i0 Ba BeAa va EuXapIOTHOW YIA TV EUKAIPIA TTOU JOU €DWOE.

Akoua Ba nBeAa va euxapioTACW TOUG CUMQOITATES KAl QIAOUG TTOU doKipyaoav To
TTaIXVidl Kal ue CUPBOUAEUT AV wg TTPOG TNV BeATiwon Tou. TEAOG BEAW va eKpPAcw
TNV aTTEPIOPIOTN AYATTN KAl EUYVWHPOOUVN JOU OTNV OIKOYEVEIQ [JOU Kal T QiAn pou

TTOU PE oTnpiouv o€ KABE atTogacn Kal Briua.
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NEPIAHWH

H TTapouca TITUXIOKA €pyaoia aoXOA&iTal ue TOV OXEBIAONO Kal TV AvATITUEN
BivreoTraixvidioUu oTPATNYIKAG ME XPAON TNG unxavng Unity. Xpnoigotrolgital n
yAwooa Ttpoypapuariogyou C#. livetar pia ouvrtoun I10TOPIKA avadpour oTa
BivTeoTraiyvidla Kal TTI0 CUYKEKPIPEVA OTO €i00G TOU TTaIXVIOIOU TToU Ba avaTTTuXOEi.
Oa avaAuBei n unxavn Unity kai 8a eTTixeipnOei va yivel xprion 60wy TTEPICCOTEPWV
€K TWV €PYOAEiWV TTOU TTAPEXE! YIVETAI WOTE va KAAUQBEI 600 TTI0 OAOKANpwuEva
gival duvatd n XPNOIYOTNTA TOU OTNV QVATITUEN Kal opydvwon Traixvidiwy. To
TTaIXVidl €ival BAcIohéVo O€ YUPOUG, UE XWPIOPEVO O KENIA XAPTN, TOU OTTOioOU
TTapoucidlovTail ol EBodol dnuioupyiag, e TOUG TTAIXTES VA £XOUV TTPOKABOPICUEVO
apIBuwv KIVAoeEwv avd yupo. livetar xpAion aAyopiBuwv yia T dnuioupyia Tou
OUCTAPATOG Kivnong Kal avatrTUoCETAl TEXVNTH vonuoouvn yia TTaixvidl evavTiwv
Tou uTtroAoyioTh. [llapoucidletal 0 TPOTTOG XPNONG TTEPITTAOKWY HOVTEAWV JE
animations kai n TPOOBNKN NXou Kal puBuicewv. MeAetdral n avaTTuén pevou
ETMIAOYWV Kal AeIToupyiag TTaixVviOIoU TTOAATTAWY TTAIXTWY O€ TOTTIKO OiKTUO yIa £va
MO OAOKANPWUEVO €pYO AAAG KOl VIO ETTIOEIEN TWV CUYKEKPINEVWV DUVOTOTHTWV.
Fivetal avagopd OTIG VOMIKEG OIAQUAALEIC TOU OnUIoOUPYoU TToU E€TTIOUMET TNV
TTWwANoON 1 eKPETANAEuUon Tou Traixvidiou. [lapoucidlovtal TTpoBARUATa  TTOU
dnuioupyndnkav oTnv avdmTugn Kai o0 TPOTTo¢ TTou dlopBwbnkav UoTepa aTro
OOKIUA. ZKOTTOG TNG TITUXIOKAG €ival N KATASEIEN TWV YVWOEWV Kal EPYaAEiwV TTOU

xperaddovtal yia Tn dnuioupyia evog BIvreoTraixvidiou.

EMIZTHMONIKH MEPIOXH: Avatrtu¢n Bivreotraiyvidiou
NAEZEIZ KAEIAIA: Bivreotraixvidia, Ztpartnyikr, Texvnti Nonuoouvn, Unity, C#
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ABSTRACT

This thesis deals with the design and development of a strategy video game using
the Unity game engine. The C# programming language is being used. There is a
brief historical retrospective in video games and more specifically the type of the
game to be developed. The Unity engine will be analyzed and the use of as many
of the tools provided will be attempted in order to cover the most complete possible
usefulness in the development and organization of games. The game is based in
turns, with divided cells in the map, with the methods of creation showed, with the
players able of a predetermined number of actions per turn. Algorithms for the
generation of a path system are being used and artificial intelligence is developed
for play against the computer. The use of complex models with animations is shown
and the addition of sound and settings. The development of menus is studied as
well as a multiplayer in local network game mode for a more integrated work and
demonstration of these capabilities. The legal safeguards of the creator who wishes
to sell or exploit the game are being referenced. Problems encountered in the
development are presented and the way they were corrected after testing. The aim
of the thesis is to demonstrate the knowledge and tools needed to create a video

game.

SCIENTIFIC SCOPE: Game development
KEY WORDS: Video Games, Strategy, Artificial Intelligence, Unity, C#
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Avarrtuén Bteomnayvidlol oTpaTnyLKAG Le XpHon Tng unxavng Unity

KE®AAAIO 1

EIZArQrH

1.1 Avartrrugn BivreotraiXvidiou pe xpon Tou Unity

To B€pa TNG TITUXIOKAG €ival 0 oXEBIAOPOG KAl avaTrTugn BivreoTraixvidiou. Na tnv
QvATITUEN TOU XpnoldoTrolgiTal n unxavr Unity kair 1o Traixvidl Ba eival €idoug
OTPATNYIKAG KAl JOPPNG BACIOPEVOU O€ YUPOUGS. Oa avaAubei o TPOTTOG AsIToupyiag
TNG MNXAVAG KAl N OUYPBOAR TNG OTOUG PNXAVIOPOUG Kal Ta YPa@IKA OTOIXEIO TOU
maixvidiou. [Mapouaoidlovrtal kal  €g¢eTdlovral aAyopiOuol  Kal  KWOIKEG TTOU
XpnoigoTtroinénkav yia tTnv avartuén Tou traixvidiou. H yAwooa TTpoypapuaTiouou
TToU XpnolpoTrolgital eival n C Sharp. ©a avagepbei Tiong N TTPOoBKN TTaIXVISIOU

TTOAAWV TTAIXTWV HECW KOIVOU BIKTUOU.

1.2 loTopikn avadpoun ota Bivreotraixvidia

H 1oTopia Twv Bivreottaixvidiwv gekivagl atrd 1o 1947, étav ol T. Goldsmith
Jr. kai Estle Ray Mann é@Tmiagav Tnv «Zuokeur) AlookEdaong KaBodikou ZwArvay,
ME OKOTTO TOU TTaiXTn va TTETUXEl éva 0TdX0. To 1952 0 A.S. Douglas dnuioupyei 10
OXO, uia €kdoaon TNG YVWOTNG O€ PAG « TpiAIlag», TO TTPWTO TTAIXVIdI JE YPOPIKA.
To 1958 o William Higinbotham dnuioupyei o€ TTAAJOOKOTTIO TO «Tennis for Two»
kal To 1967 o Ralph Baer dnpioupyei 10 «Chase», To TTpwTo TTaIXVidI TTOU
atreikovifetal o€ TnAedpacn. To 1971 o1 Nolan Bushnell ka1 Ted Dabney
onuioupyouv 10 « Computer Space», paciouévo ato «SpaceWar!» Tou Steve
Russel, kai gival To TTpwTo Arcade traixvidl kai 1o 1972 KUKAOQOpPEI N TTpwTn
TTaIXVIBO-KOVOOAQ OIKIOKAG Xprong «Odyssey» pe 12 raixvidia. Tnv idia xpovid o
Al Alcorn dnuioupyei 10 didonuo «Pong» TTou eTTavakukAo@opei ammd Tnv ATARI
Computers 10 1075 yia olkiakd cuoTAuaTta. To 1976 n Fairchild epgavilel Tnv
TTPWTN TTPOYPAPUaTIOuEVN TTaIXVIOO-KOVOOAQ, To Channel F. To 1978 apxicel n
Xpuor] emoxn Twv arcade Bivreotraixvidiwy Pe To Space Invaders Tng Taito Kai
akoAouBouv Ta «Asteroids» kal «Luna Lander» Tng Atari, «Pac-Man» kai «Ms.
Pac-Man» tng Namco kal «Donkey Kong» tn¢ Nintendo. To 1983 KukAogopei TO
TTpwTo Mmultiplayer maixvidl pe TithAo M.U.L.E. kai T0 1984 0 paBnuatikog Alexey

Pajitnov oxedidlel kal TrpoypapuartiCel To Tetris. AkoAouBouv TiTAoI OTTWG Ta
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«Legend of Zelda», «Final Fantasy» kai «Metal Geary, TTou atroyovol Toug
ouvexifouv PéEXPI Kal oruepa, kal To John Madden Football Badel To peaAioud oTo
€id0g. MAEov @opnTES KAl OIKIOKAG XPONG KOVOOAEG ival eUpEwg dIadEDONEVEG,
UTTOAOYIOTEG OIKIAKNG XPONG €ival IKavoi va TpEEouv TTaixvidla, Kal €101 Ta
BivreoTraiyvidia yivovtal KOuPAaT TNG dlaokEdaong Tou KOOHUOU Kal BpiockovTal 0€

KABe oTTiTI.

1.3 BivreoTtraiyxvidia oTpaTnyikKing

Ta Bivreotraixvidla oTpaTNYIKNAG €ival €va €id0¢ TTOU aTTaITeEl oKEWN Kal
opyavwaon atro Tov TraiXTn yia va vikfoel. ‘ETol Ta mepioodTepa traiyvidia
oTPATNYIKAG TTEPIAAUBAVOUV TTOAEUIKA OTOIXEIO O€ dIdpopes BaBuideg TToU
EM@aviCouv éva ouvOUACHO TAKTIKWY KAl OTPATNYIKWY OKEWEWYV. EKTOG atrd pdxn
TTOAAEG QOPEC TTPOKAAOUV TIG IKAVOTNTES TOU TTAiXTN OTNV ££€pelivnon Kal
olkovopikr] diaxeipion. Or pifeg Toug TTNyalouv o€ TTapadoCIakd TTaIxVidla OTTwG
TO OKAKI KaI TO KIVE(IKO yKO. To TTpwTo BIvreoTraixvidl Tav 1o «Invasion» 1rou
KukAo@opnoe 10 1972 otnv kovooAa Odyssey. To 1980 kukAo@dpnoe 10
«Computer Bismarcky», To TTpwT0 I0TOPIKO TTaIXVidl oTpaTtnyIKiG. To 1983 1o
«Reach for the Stars» TpooBETel TA TTPWTA OTOIXEIQ OIKOVOMIKNG KOl TEXVOAOYIKAG
avaTTuéng oo €idog. AkoAouBouv To peyadhou peyEBoug 1I0TopikO «Nobunaga’s
Ambition» kai To Bpapeupévo «The Lords of Midnight» TTou cuvdudadel TrepITTETEI
kal oTpatnyikf. To «Herzog Zwei» Tou 1989 Bewpeital WG TO TTPWTO TTAIXVidI
OTPATNYIKAG TTPAYUATIKOU XPOVou, TTPOCBETOVTAG TNV atraitnon diaxeipiong
XPOvou. To €idog €yive dnNUO@IAEG TO 1992 pe Tnv KuKAogopia Tou «Dune ll». To
2000 KUKAOQOPNOE O TTPWTOG TITAOG TNG I0TOPIKNG OEIpAs « Total Wary atrd tnv
Creative Assembly, o€ipd TTou cuvdUaoE OTPATNYIKA O€ YUPOUG E QUTHV
TIPAYUATIKOU XPOVOU KaI TTEPIEIXE OTOIXEIA OIKOVOUIKAG KAl TEXVOAOYIKAG
QVATITUENG KOBWG KAl DITTAWMATIAG, KAVOVTOG EKATOMMUPIA TTWAACEIG JEXPI KOl
OnueEPQ.

To TTaiyvidl TTou Ba avaTTuxBEi yia Toug OKOTTOUG TNG TITUXIOKAS AVAKEI OTO
€ido¢ «TakTIKEG pE BAon Toug yupouc» (Turn-based tactics i Tactical turn-based).
To €idog péow TNG TTAUoNG TNG OPACNG TTPOCOMNOIWVEI TIG OKEWEIG KAl OUVONKES
OTPATIWTIKWY TAKTIKWY OE JIKPOU OKEAOUG PaXES. XapakTnpidovTtal atmd Tnv
TTpoadokia 0TI 0 TTaiXTNG Ba oAoKANpwaoEl TIS d0BEITEC ATTOOTOAEG e
TTEPIOPICPEVO dUVANIKO Kal TTOpouUG. MNapadeiypuaTta Tou €idoug atmoTeAoUV Ta
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«Wars», «Jagged Alliance» kai «X-COM» KaBwg Kai TTaixvidia pOAwWV TOKTIKNAG

OTTw¢ Ta «Fire Emblem» kai «Final Fantasy Tactics».

1.4 Mnxavn Unity

H pnxavi mraixvidiwv Unity cupBaAel otnv avdmtugn diodidoTatwy Kai
TpIodIGoTATWY BIvTEOTTaIXVIOIWV. O XpNOTNG UTTOPEI JE EUKOAIQ VO dnuUIoUpyNOEl
uWnAng ro1dtnTag Traixvidla yia TTOAATTAEG KOVOOAEG Kal AsiIToupyikd. Me Tn
XPNon Twv d10POpWY ECWTEPIKWY UTTNPECIWY TNG MNXAVAG MTTOPET va ETTITAXUVEI
TNV avaTITUEN Kal BEATIOTOTTOINON TOU TTaIXVIOIOU, KOBWG Kal va ouvoeDEi pe To
KOIVO yia dokipr, BorBeia kai evnuépwon. EmTtpétrel Tnv dueon didBeon o€ éva
MEYAAO TTARBOG KIVNTWV Kal ETITPATTECIWYV CUOKEUWYV, TO BIAdIKTUO, OIKIOKES
KOVOOAEG Kal TNAEOTTTIKEG TTAATQOPUES, KOBWG KAl TA VEQ CUCTAHUATA EIKOVIKAG
TTPAYUATIKOTNTAG. [Mpoo@Epel UTTNPETIEG OTTWG TN dnuIoupyia Kal dlavoun
dlapnuicewyv, avaAuoelg, epyaleia dieukOAuvong dIadIKTUOKNG OUVEPYQOIAgG,
OI1adIKTUOKO XWPO attoBrikeuong, EAEYKTH attodoong, AsiToupyieg d1adIKTUOKOU
TTAIXVISIOU TTOAAWV TTAIXTWYV, KABWG Kal TTIOTOTT0INONG OTIG YVWOEIG XPHong TNG
MNxavAg. Mapéxel dIadIKTUAKO KaTaoTnHa PE XINAOES eEAeUBepa A eTTI-TTANPWUA
epyaAcia, TTpooaciyo atrd Tnv IoTooeAida ) Kal TRV idla TNV unxavr).
XpnoiyoTroigital atrd TToOAAOUG EAEUBEPOUG ETTAYYEAUATIEG 1 MIKPEG ETAIPEIEC WG
Mia @Onvi, IKkavr Kal agloTrioTn AUon 0TO XWPEO TNG AVATTTUENG BIVTEOTTAIXVIBIWY
IKOVWYV VA AQVTIHETWTTIOOUV KOAOOOOUG TNG ayopd o€ TToioTATA Kal KEPON. ETtiong
EXEl XpnoiyoTroinBei atrd PeydAeg eTaipeieg OTTWG TIG EA Kai Disney, kal o€ auto
€xouv dnuioupynBei peydAol TiTAol 6TTwG Ta «Battlestar Galactica Online» Tng
Bigpoint, «Hearthstone» tng Blizzard ka1 «Kerbal Space Program» Tng Squad, e

TO TeEAeuTaio va £xel AdBel Tnv TTpocoxn TnG idiag Tng NASA.

1.5 TAwooa mpoypapparicgou C Sharp

H pnxavi mauixvidiwyv Unity Tpoo@Epel SU0 YAWOOES TTPOYPANUATIONOU Yid
TNV avdaTmTuén Bivreotraixvidiwy, Tn Javascript kai Tn C Sharp (C#). lNa 1n
onuioupyia Tou BIvTeoTTaIXVIBIOU TNG TITUXIOKNG XPNOIuoTToINOnke n C#, pia aTTAn,
MOVTEPVA, YEVIKOU OKOTTOU KaI AVTIKEINEVOOTPAPNS YAWO OO TTPOYyPauaTIonou. H
ouvTagn TG yivetal AUECT AvayvwWPIoIPn attd 6ooug £Xouv BOUAEWel he TIg C, C++
Kal Java YAWOoOEG TTPOYPAUPATIONOU. [poypapuaTIoTEG TTOU YVWPICOUV

OTTOIaONTTOTE ATTO TIG TTPONYOUNEVES YAWOOEG UTTOPOUV Va EKIVIOOUV va
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OoUAeUoUV auéowg e TRV C#, n otroia atTAoTToIEl TTOAAEG OTTO TIG TTOAUTTAOKOTNTEG
NG C++ Kal TG Java Kal TTpo0PEPEl DUVATA OTOIXEIA OTTWG TUTTOUG TTOU
emodéxovtal null TipEG, atmapiBunTES Kal Aduda TTapaocTacelg. AvaTiTuxOnke 1O
1999 amd Tov Anders Hajlsberg kai Tnv opdda Tou pe TNV apxikr ovopaoia « Cool»
WG MIa avTIKEIMEVOOTPAPNAGS YAwooa Baciopévn otn C, Kal JETOVOUAOTNKE o€ C#
10 2000 610U KOI TTPWTOEPPavioTNKe. H TeEAeuTaia €kdoon NG €ival n C# 7.0 kai

KukAo@opnoe oTig apxég Tou 2016.
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KE®AAAIO 2

H MHXANH MAIXNIAIQN UNITY

H pnxavi raixvidiwyv Unity d1abétel éva oAokAnpwuévo TTepIBAAAoV avatTuéng
(IDE) pe évav OAOKANPWHEVO ETTINEANTH], KATAOOKEUAOTA OKNVWY, CUVTAKTN KWOIKA,
O1adIKTUAKEG AsiToupyieg kal AAAa. ‘Exel eTTiong pia TEpAOTIA KOIVOTNTA TTOU
TTPOOPEPEI CUPBOUAEG Kal ATTAVTAOEIS yia OTTolov avalnTei odnyieg xprong.
Y1rapyouv €€l BAoIKES OWEIS yIa TRV OAOKARPWON TWV EPYACIWY, N OWn oKNVNAG, N
oyn épyou, n dywn TTaixvidlou, n oyn IEpApXiag, n own KovooAag Kai n own
eAEyXoU, oI 0TTOiEG avaAuovTal TTapakdTw. Ettiong Ba avaAuBouv 10 KatdoTnua
TIPOCOVTWY Kal 0 EAEYKTAG Kivnong, TTapoxES OxI atTapaitnTeS, aAAd Tou Ba

XPNoIhoTToIiNBoUV yia TNV OTITIKA BEATIWON Tou TTaIXVIBIOU.

2.1 Oyn Zknvng (Scene View)
H éyn oknvig €ival yia atrod TIG TTI0 XPNOIYOTToINKEVES OWEIC KABwWG gival
QuUTH oTNV oTToia TOTTOBeTOUVTAI OAQ TA AVTIKEIMEVA TOU TTaXVISIOU Kal

OnNMIOUPYOUVTAI OI OKNVEG TOU.

Eikéva 2.1.1: TpiodidoTaTn 6yn oknvAg
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21NV €IKova 2.1.1 @aivetal otV OWn okNVAG éva eTTITTEO TOU TTAIXVIOIOU
OTPATNYIKAG TTOU QPTIAXTNKE YIA TNV TITUXIOKK. TO €TTiTred0 £X€I OXEDIAOTEI
TpIoOIA0TATA, AAAG ETTITPETTETAI KaI N 810D1A0TATN OYn TOU, TTOU XPNOIMOTTOINONKE

KUpPiwg yia Tn dnuioupyia Twv d1a@opwy PEVOU TOU TTaIXVIOIOU.

Eikéva 2.1.1: AicdidoTarn éyn oknvng

H own autr emTPETTEI OTOV TTPOYPAUMATIOTH va KivnBei oe oAdkAnpo 1o 3D
TePIBAAAOV TOU TTaIXVIOIOU. A va TOTTOBETNBOUV AVTIKEINEVA O OUYKEKPIUEVEG
B€0€IG 0 XPriOTNG PTTOPEI EiTE VO T OUPEI EKEN, EITE VA XPNOIUOTTOINCEI TNV Snap
Aeiroupyia ratwvrtag Ctrl, Trou Ba oTeiAel To avTikeipevo otn B€on opidpevn OTIG
pubpioeig TNG AeiIToupyiag(Snap Settings) TTou BpiokovTal OTOV KATAAOYO
«Etre€epyaciar. O xprioTng PTTopei va del OAa Ta onueia TG oKNVAG TTou
eTTeCEPYAdeTal, akOPN Kal autd TTou O€ Ba gival EYQavA OTOV TTAiXTN OTO TEAIKO
TTPOIOV. H 6wn oknvg gival BewpnTIKA ATTEIPn OTTOTE OTTOI0I TTEPIOPIOUOI

eCapTwvTal aTmo Tov XpAOoTN.

2.2 0Oyn 'Epyou (Project View)

H éyn €pyou gival autry 0TNV oTToi TOTTOBETOUVTAI OAA T OTOIXEI TTOU
atroteAouV 1O TTaixVidl. KwdIKeg, UAIKA, HOVTEAQ, OKNVEG, HOUOIKK), EIKOVEG Kal
GAAa KaBwg Kal To apyeio Tou £pyou. MTTopei va opyavwBei o€ QakEAOUG e

uTTOQaKENOUG Kal Bupicel TTOAU TNV avalATnon apxeiwv Twv Windows.
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& Project
| Create - @ [EYCYES
>/ Favorites | Assets »

—nml 1 L T RN R RN RN
¥ AliensAndMarines
l‘f:';:‘::"’ Controllers lien char.. Al imator .. ages erials. usic fabs cri extures
» & Materials —
& Music
¥ Prefabs
& Scenes
»& Scripts UnityV's killteam
G Standard Assets
&l Textures
¥ & tilable texture pack 1
& Unityvs

Eikéva 2.2.1: Oyn Epyou

2TNV €IKOva 2.2.1 gaiveTal n oyn £€pyou Tou TTaIXVIdIoU. ATTOQACIOTNKE TA
d1d@opa oToIXEia va atroBnkeuToUV O€ BIAPOPETIKOUG PAKEAOUG VIO TV
EUKOAOTEPN avalATnon Kal TTEPINYNOTN O€ QUTOUG PEIWVOVTAG TNV TTEPITITWON

AaBwv.

2.3 Oyn Naixvidiov (Game View)

H éyn mmauixvidiou gival autr) TTou Ba BAETTEI O TTAIXTNG. 2TO TTAVW PEPOG TOU
TTapabupou divovtal €TTIAOYEG OTTwG N aAAayr avAAuong Kal JeyIoTOTToiNONG TOU,
oiyoong, TTapouciacn UTToTTapaBupou OTATIOTIKWY PE AETTTOUEPEIEG OTTWGS Ta FPS
Kal n A&IToupyia Tou ETTECEPYQOTH, KOBWGS Kal AioTa TTOU ETTITPETTEI GTO XPrOTN VA
OIOXEIPIOTEN TA AVTIKEIMEVA TTOU UTTAPYXOUV OTN OKNVI YE TNV ATTOKpUWN 1)

EMPAvVION TOUG.

W
Interact with the 3 spheres to pass the level

Interact

Melee Attack

Range Attack

End Turn .

Eikéva 2.3.1: Own tTaixvidiou
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Ortav o TaiXTng gekivijoel To TTaixvidl TG TITUXIOKAG Ba del pia o€lpd atrod
QVTIKEIJEVA TTOU Ba ATTOTEAOUV TO XWPO KAl TOUG XOPAKTAPES TOU TTaIXVIBIOU,
KaBwg Kal pia ogipd atrd GUI €TTIAOYEG JE TIG OTTOIEG UTTOPEI VA XEIPIOTEI TOUG
XOPakTAPEG. O TTaiXTNG £pXETAI O€ ETTAQPN PE TOV ATTEIPO 3D KOO0 Tou TTaIXVIOIOU,
MOVO yIa TOOO 000 TOU ETTITPETTEI O TIPOYPAUMATIOTAG. 2€ QUTH TV OWn 0 XPRoTng
OOoKIYAlEl OTI TO TTAIXVIOI CUUTTEPIPEPETAI OTTWG ETTIOULEI.

H dyn auTtr &ekivagl oTnv oknvr) TTou €XEl ETTIAECEN EKEIVN TNV OTIYUN va
€€ETAOEI O XPOTNG, OAAG ETTITPETTEI TRV PETAPBAON KAl 0€ AAAEG OKNVEG TOU
OUVOAIKOU €pyou av doB0oUV 01 avTioTOIXEG EVTOAEG ) CUVBNKES aTTd TOV XPROTN
KATa TNV doKIur. EKTOG dnAadr atrd TNV eKKivnon, KaTtd Ta GAAa Asitoupyei oav 1o

TENIKO TTPOIOV.

2.4 Oyn lepapyiag (Hierarchy View)

2TNV OWn 1Epapyiag @aivovtal OAa Ta AVTIKEIMEVA TOU TTaIXVIOIOU TTOU
BpiokovTal ekeivn TN oTiyury oto 3D kGouo Tou. MTTOpOUV va £TTIAEXO0UV,
OUYKEVTPWOOUV Kal dIaxeIpIoTOUV aTTO TOV XPAOTN Yia Tn dnuioupyia Tou
TTaIxVvIdIoU. Mg To va TOTTOBETACOUE £Eva QVTIKEIUEVO O€ €va AAAO oTnV OWn

IEPAPXIOG TO OUVOEOULE.

= Hierarchy | P
Create ~ (arAll

Directional light
Map
Main Camera
PrefabHolder
¥ Canvas
PauseBackground
¥ PauseMenu
PauseText
¥ Main Menu
Text
¥ Quit
Text
¥ Resume
Text
¥ Save
Text
¥ Load
Text
EventSystem
¥ AudioManager
AudioListener
BackGround

Eikéva 2.4.1: Oyn lepapxiag
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2NV €IKOva 2.4.1 utropoupe va dIOKPIVOUME OTI TO AvTIKEIiuEVO « Canvasy
Kal 600 ouvdEovTal e auTod ival ykpifapiopéva. Autd ouppaiver yiaTi ETTIAEXONKE
va JEIVEI KpUQO TTapOTI BpiokeTal oTov 3D KOO0 Tou TTaixVvIOIoU Kal E@avi¢eTal
MOvOo 6Tav eQapuooBei N KATAAANAN OuVONKN. TNV CUYKEKPIPEVN TTEPITITWON OTAV
O TTaiXTNG TTaTdel «Escy ep@avietal To pevou TTalong.

210 TTaIXVidI TNG TITUXIOKNG, EVW TO TTAIXVIOI OV TPEXEI, EAAXIOTA ATTO TA
QVTIKEIJEVA TTOU TO aTtrapTiCouv BpiokovTal otov 3D KOOoMO Tou yiaTi Ta
TTEPICOOTEPA ATTO AUTA dnuIoupyoUvTal auTouaTta Katé Tnv Asitoupyia Tou. H dywn
IEpapxiag TOTE gival evTEAWGS dIOPOPETIKY, dNUIOUPYWVTAG OTOIXEIO yIa KABE Eva

aTTo TA AVTIKEIMEVA TTOU Ba EUPAVIOTOUV.

2.5 0yn EAéyxou (Inspector View)

2TnVv O6yn eAéyxou @aivovrtal, emregepydlovral, aAAdfouv kal arrobnkevovTal
OAa Ta gToIXEIa TOU ETTIAEXDEVTOG QVTIKEIMEVOU. AUTA PTTOPET va gival n ToTToBeaia
Tou oTov 3D KOOMO, N ywvia oTnv otroia BpiokeTal, TO JEyEBOG TToU £XEl, OAQ auTd
o€ TPEIG AEoVeG, Madi he OTI KWOIKEG TO TTNPEACOUV, HOVTEAQ TTOU gival

ouvoedepéva o€ auTo Kal KaBopidouv TNV eUPAvIoN Tou Kal TTOAAG GAAQ.

Eikéva 2.5.1: Own EAéyxou
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21NV €IKOva 2.5.1 gaivovTtal Ta OToIXEIa TTOU aTTOTEAOUV £vav aTTO TOUG
XOPAKTAPEG TTOU PTTOPEI va XEIPIOTEN 0 TTaiXTNG. H B€0N TOU OTO XWPO, O EAEYKTAG
TWV KIVIOEWV TOU KAl 0 KWAIKAG TTOU XPEIACETAI yIa Tr CWOTA AEITOUpYia TOU gival
MEPIKG a1t autd. H Own eAéyxou emTPETTEI TNV TTPOCBECN TOOCWYV CTOIXEIWV OOWV
KPiVEl aTTapaiTATA O TTPOYPAUMATIOTAG. AANQYEG UTTOPOUV VA YivVOUV TTAVTA EKEI,
aAAG dlaTnpouvTal HOVO QUTEG TTOU YivOvTal VW OEV TPEXEI TO TTAIXVIiOI.

Etregepyaoia Twv OTOIXEIWV YTTOPEI va Yivel KAvovIKa atrd Tnv 006vn aAAG
Kal JEOW TOU KWOIKA OUVOEDENEVOU UE TO AVTIKEIMEVO. A va eu@avIoTEi N oyn
EAEYXOU O XPNOTNG PTTOPEI va TTATACEI OTO AVTIKEIYEVO pEoa oTov 3D KOOUO N
EMAEYOVTAG TO ATTO TNV OWN 1EPAPXIAG, KATI TTOU TTPOTIMATAI, KABWG £TO1 £XEI
QKPIPN YVWOon TToI0 ATTO Ta OTOIXEIA EVOG OUADOTTOINUEVOU QVTIKEIUEVOU
emTegepyadeTal.

Mpdobeon oToIXEIWV PTTOPEI Va TTPAYUOTOTTOINGEI €iTE ATTO TO AVTIOTOIXO
KOUMTTi 0TO TEAOG TNG OWNG, ME TTOAAEG TTPOKABOPIOUEVEG ETTIAOYEG, EITE ME
oUPOIKO OTOIXEIWV aTTO TNV OYn €pyou, aAAd Kal Je cUPOCIPO aATTo TNV OYn
IEpapxiag. MoAAG oToixeia aTTaITouV UTTOOTOIXEID YIa va AEITOUPYAOOUY, TA OTToid

ETMAEYOVTAl HE TOUG BUO TEAEUTAIOUG TTPOAVAPEPBEVTES TPOTTOUG.

2.6 Oyn KovooéAag (Console View)
2TNV OWn KovooAdg @aivovtal OAd Ta unvUPATa TToU €XEI OPIOEl O
TIPOYPOUMATIOTAG VA EJPAVICOVTal KATA TV CUYYPOQr TOU KWOIKA KAl EPPaViCEl

TTOU UTTAPXOUV OQAAPATA O€ AUTOV.

nnnnnnnn

| Clear || Collapse | Clear on Play | Error Pause | | ©3[Ao|@o]
N 5
T
©) UnityEngine.Debug:Log(Object)
(1) ttacking position s ((16.0, 27.0))
UnityEngine.Debug:Log(Object)

1) destination invalid
UnityEngine.Debug:Log(Object)

Eikéva 2.6.1: Oyn KovoodAag

‘Exel evOeieIg yia Tov apIBuo Twv OPAaAUdTwy TTou gu@avidovtal, KaBwg Kal
ONMEIWV TTOU UTTOPEI va dnuioupynBouv TTpoBARuaTa Kai xpeidfovtal TTpocox!.
AvaBaBuileTal o€ TTPAYMATIKO XPOVO Kal ETTITPETTEI TNV AUECT ATTOCTOAN TOU
XProTnN OTO OnuEio TTOU aviXveubnke T0 0@AAUa oTOoV KWOIKA PE OITTAG TTATNUG OTO

MAvupa. To idlo uTTopEi va yivel Kal e Ta uNVUUOTA TToU €XEI OPIOEl O
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TTPOYPOUMATIOTAG VA EJPAVICOVTAI VIO CUYKEKPIMEVEG EVTOAEG, avaKATEUOUVOVTAG

TOV EKEi.

2.7 EAeykTig Kivnong (Animator Controller)

O €AeyKTAG Kivnong EMTPETTEI TNV OpYAvwaon TwV d1a@OpwV KIVAOTEWY £VOG
avTikeIuévou. BonBdel otn puBuion NG opaAng evaAAayig atrd Tn yia Kivnon otnv
AGAAN kai divel TNV duvATOTNTA EVEPYOTTOINONG TWV KIVACEWV aTTO AAPBAVOUEVEG

aTTO TO XPOTN EVTOAEG.

Eikéva 2.7.1: EAeykTiig Kivnong

21NV €IKOVA 2.7.1 @aiveTal N oUVOEDT KAl ETTITPETITH HETARAON TwV KIVACEWV. H
QpPXIKA Kivnon ¢exwpidel ue TTOPTOKAAI XpWHa Kal €ival QuTh PJE TNV oTToia Ba
EeKIVAEI TTAVTA TO AVTIKEIPEVO. 10 TO CUYKEKPIPEVO TTAPADEIYUA OI KIVIOEIG
evepyoTroloUvTal atrd AoYIKES TIHEG aAnBouc weudouc. H katdoTtaon «Any State»
TTOU QaiveTal aAAG dev gival ouvdedePEVN KATTOU, Eival TTPO UTTAPXOUC O
KATAOTAON TTOU ETTTPETTEI TN METARACN O€ HIA 1] TTEPICCOTEPES KATAOTACEIG ATTO

oTroladATToTE GAAN KATAOTAON.

2.8 Kardotnupa Mpoodévtwy (Asset Store)
To KatdoTnUa TTPOCOVTWY ATTOTEAEI pIa UTTNPETIa Tou Unity TToU €TITPETTE
TNV ATTOKTNON €AEUBEPWV 1 ETTI TTANPWHN, KABWG Kal TNV TTWANCN n diavopn,

TTAKETWYV OXETIKWY PE TNV avATITUEN BivTeoTTaixVvidiwy, OTTws 3D ) 2D povtéAa Kai
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KIVAOEIG TOUG, £TOINOUG KWOIKEG, TTIPOCBNKEG yia TN unxavr], Kai dAAa.

— X%
8 Asset Store | .ﬁ'

EN - Create Account | Logln

2
x  Filters ¥ n

Enhanceds... Machinery ... Hand-painte...
Editor Extensions/. 3D Models 3D Models/Environ...
echol7 (s psr Red panda

ot encug Fkkkok (221)

Mage's Room GUI Animat...
Particle Systems 3D Models/Environ... Scripting/GUI
WeBee3D Dexsoft Games G.E.TeamDev
Fokkkk (116) Fkkkk (226) *okkk (13) Fkokk (138)
$20 $25 8§15

g~ M7 G '_=‘ : = v

Eikova 2.8.1: KatdoTtnua Tpocoviwy

MpdoBaon utropEi va atrokTnBEi atrd TNV eTTionun 1I0Too€Aida Tou Unity pe
OTTOIOVONTTOTE QUAAOMETPNTH 1 aTTO TNV idIa TNV gnxavh OTTwG QaiveTal otnv
eiIkova 2.8.1. To Unity &¢ Trapéxel epyaleia dnuioupyiag TToAUTTAOKWY 3D
QVTIKEIMEVWV KAl KIVAOEWYV, OTTOTE yIa Trn dnuIoupyia Toug XPEIAgeTal N Xpron
GAAWV TTPOYPOAUMATWY TTOU ATTAITOUV KOAEG YPAPIOTIKEG YVWOEIG ATTO TOV XPHOTN.

Ta povTéAa Kal animations Twv TTAIXTWY, Ta JOVTEAQ TwV OEVTPWYV Kal TA
skins Tou £dA@OUG, TWV TOIXWV KAl TWV TTOPTWV TTOU XPNOCIYOTTOIOUVTAl OTO

TTaIXVidl €xouv TTapBEi atrd T0 KATAOTNUA.
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KE®AAAIO 3

ANAITY=H MNAIXNIAIOY XTPATHINKHZ

Mpiv Eekivoer N avaTTuén evog TTaixvidiou, yivetal o oxedlaouog Tou. Eival éva
ATTOPAITATO KOPPATI TTOU KaBOopIel TI Ba gival TO TTaIXVidI KAl KATEUBUVEI TOV
TTPOYPOAUMATIOTH WG TTPOG TO TI TIPETTEI va KAVEL. ‘ETO1 0 oxediaoudg yia apxn
TTPETTEl va KaBopioel TO TTaiyvidl Kal va dWaoel TIG aTTapaiTnTeEG odnyieg oTOV
TIPOYPAMUATIOTH VA To dnuIoupyACEl. MpwTa AoITtév oxedialovTal Kal
avaTITUooOVTAl TA EAAXIOTA ATTAPAITNTA OTOIXEIQ TTOU XPEIACOVTAl WOTE VA
UTTAPXEI TTAIXViOI. ZTO OUYKEKPIMEVO QUTA €ival Evag XWPog, XApTNG, XWPIOUEVOS
o€ TETPAYWVA, TTAVW OTOV OTTOI0 UTTAPXEI EVAG XAPAKTAPAG TTOU EAEYXEI O TTAIXTNG
KAl £VOG XAPAKTAPAG TTOU EAEYXEI O UTTOAOYIOTAG. KIVOUVTOI O€ CUYKEKPIYEVEG
QTTOOTACEIG KAl €TMITIOEVTAI O évag oTOoV AAANO. AUTO TO KAVOUV avda yupo Kal
TTPAYHATOTTOIOUV PEXPI OUO TETOIEG EVEPYEIEG O KABEVAG OTO YUPO Tou. MNMapakdTw

Ba avaAuBei TTwg avatTuxBnkav KABe £va atrd autd Ta OTOIXEID.

3.1Apxikég PuBpioceig

2710 Unity dnUIoupyoUlE QVTIKEIMEVA OTOV ATTEIPO XWPEO TOU TTaiXVvIdiou Kal
Toug opifoupe AcIToupyieg yia TO TTwGS Ba cupTTEPIPEPOVTAI O€ auTov. Ol
AeiIToupyieg autég kaBopilovTal atrd KWOIKA TTOU EVEPYOTTOIEITAI PE TRV Evapén TNG
AeiIToupyiag Traixvidiou. Av KATTOIO AVTIKEIUEVO BEV ETTNPEACETAI ATTO KATTOIOV
KwOIKa, atTAd Ba BpiokeTal ATTpayo OTO XwWPO oTn B€0n TToU TO eixaue opioel. 'ETol
yIQ VA UTTOPET va EAEYXETAI N CUUTTEPIPOPA TWV QVTIKEIMEVWY KAl JE QUTA N OWOTA
AeIToupyia Tou KWOAIKA gival aTmrapaitnTn N dnNUIoUPYia TOUG TNV ApXH TWV
epyaociwv. Méow Tou Asset store putTopei va xpnoipoTToinBei éva peyadAo TTARBog
MOVTEAWV TTOU B ATTOTEAECOUV TA AVTIKEIPMEVA YIA T OTTOIA Ba YPAQPTEI O KWAIKAG.
Etriong putmmopouv va xpnoiyotroinBouv atrAd TpIodIdoTaTa OXANATA TTOU
TTpoo@EpovTal atd 10 id10 To Unity. [Na 1o mTaixvidl emAEXONKav £va avBpwTmivo
MOVTENO TTOU Ba aTTOTEAEDEI TO JOVTEAO TOU TTAIXTN KAl €va TTOU Ba atroTeAETEl TO
MovTéAO Tou utToAoyIOTHA. ETTiong emAEXBNKav Tpia dia@opeTIKA «skins» Ta oTToia

opioTnkav Tévw aTrd éva atmAd KuBIké povTéAo Tou Unity waoTe va avadeifouv
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EeEXWPIOTA onueia Tou XapTn. Me xprion Twv puBuicewy TTou £xEl TO KABEVa

AAAae n Hop@r Tou OTO €TMOUUNTO YIa XPAON ATTOTEAECHA.

# Scene € Game £ Asset Store %8 Animator v=
| Shaded 'HZD || o | <) | & Gizmos ~| (Gr A )

Eikéva 3.1.1: Ta Baoikd povréAa Tou Ba xpnaoiyotroinbouv.

21NV €iIkova 3.1.1 @aivovtal atrd aploTePA TTPOG Ta OEEIG TO JOVTEAO TOU
UTTOAOYIOTH], TO JOVTEAO TOU TTQIXTN, TO JOVTEAO QVTIKEINEVOU, TO JOVTEAO XWPOU
TTOU eV AAANAOETTIOPA PE TOV TTAiXTN Kal TO Bacikd JovTéAo Tou dd@ous. AQou
yia Adyoug opydvwaong dnuioupynOei éva @AKEAOG ATTOBNKEUONG TWV HOVTEAWY,
Ta TPABAuE NEOA Kal YTTOpoUUE va Ta dlaypAayouue TTAEOV aTTd TO XWPO ToU
TTaIXVvIOIoU.

ATTapaitnTn €1TIONG €ival N TTPOCOAKN AVTIKEIUEVOU BACIKAG KAUEPAG N
oTToia Ba deixvel aUTA Ta onuEia Tou Xwpou TTou Ba BAETTEI 0 TTaiXTNG. ETMBUUNTEG
gival n TTpooBnKeS YIag TTNYNS QWTOG Kal PIa TTRYAGS NXOU YIa TNV KOAUTEPN
TTapouaia Tou Traixvidiou. OAa auTtd ytTopouv va gival TTpocapTNUEVA OTO

QVTIKEIMEVO TNG KAPEPOG KAl VO XPNOIKOTTOINBOUV WG onueia KUpIag TTNYAG.
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3.2 Anpioupyia Xaptn

To TTPWTO TTOU TTPETTEI VA YiVEl €ival n dnuioupyia Tou dAPOUG
Kivnong Twv traixtwyv. Epdoov Ba xpnoipotroinBouv TrepicadTePOl aTTd £vav
XAPTEG, Ba dnuIoupynBEi piIa véa oknvr) TTou OKOTTOG TNG Ba gival EEOAOKARpoU O
oXeOIO0UOG KAl ETTEEEPYATIQ TWV XAPTWYV TTOU Ba XPNOIUOTTOIOUVTAl OTIG AAAEG
OKNVEG TOU TTaIXVIOIoU.

Ymdpyxouv dUo TPOTTOI yIa Th dnuIoupyia XapTn oTn Hop®n Traixvidiou TTou
Ba @TIaxTE. ZTOV TTPWTO, TOV EUKOAO aAAG Kal AdBog T1pdTTo, Ba dnpuioupyouTav
éva TETPAYwWVO Kivnong yia KABe TETpdywvo Tou XAapTn. Autd SUOKOAEUEI TN
dnuIoupyia Kal €TTEEEPYATia TWV XAPTWY, EVW €ival Kal TTIO aTraiTnTIKG yiaTi KAOe
TETPAYWVO €ival £va EeXwWPIoTO avegdpTnTO ATTO TA AAAA AVTIKEIUEVO OTO XWPO.
KaBe AdBog eival o dUokoAo va d1opBwbei kai gival TTOAU XpovoBoépo. OTToTE
TIPOTINAONKE 0 SEUTEPOG TPOTTOC TTOU ATTAITEI Xpron KWOIKA aAAG gival TTOAU TTI0
YPYOPOG KAl ATTOTEAECPATIKOG YIaTi CUVOEEI OAQ TA TETPAYWVA TOU £DAPOUG
ONUIOUPYWVTAG KAWVOUG TOU apxIKoU. @ETovTtag AoITrév 10 €mOUnNTO PEYEBOG TOU
XAPTN, 0 KWOIKAG avTIYPAQEl TO BACIKO AVTIKEIMEVO £DAPOUG 0€ OTUAOUG Kal OEIPEG

€101 WOTE va dnIoupynaoel Eva XAapTn Tou PeyEBoug eTTi autou.

void generateBlankMap(int mSize){
mapSize = mSize;
for (int 1 = @; i < mapTransform.childCount; i++) {
Destroy (mapTransform.GetChild (i).gameObject);

map = new List<List<Tile>> ();
for (int i = @; 1 < mapSize; i++) {
List <Tile> row = new List<Tile> ();
for (int j = @; j < mapSize; j++) {
Tile tile = ((GameObject)Instantiate (PrefabHolder.instance.BASE_TILE_PREFAB,
new Vector3 (i - Mathf.Floor (mapSize / 2), &, -j + Mathf.Floor (mapSize / 2)),

Quaternicn.Euler (new Vector3 ()))).GetComponent<Tile> ();
tile.transform.parent = mapTransform;
tile.gridPosition = new Vector2 (i, j);
tile.setType (TileType.normal);
row.Add (tile);

&ap.Add (row);

ot

Eikéva 3.2.1: Kwdikag dnuioupyiag ddeiou xaptn

Xpnotog Kpeliag 31



Avarrtuén Bteomnayvidlol oTpaTnyLKAG Le XpHon Tng unxavng Unity

Eikéva 3.2.2: ATToTEAEOUA TOU KWAIKA OTIG DIAPOPEG 000VEG

3.2.1 XML

H XML €ival gia yAwooa orjuavong 1Tou XpnoIPoTToIEITal YIa TNV
atroBnkeuon Kai heTapopd dedopévwy. ATTAoTToIEl TV JETAdOON Kal JETAPOPA
OeDOUEVWYV ATTOONKEUOVTAG TA O€ ATTAI HOPPH KEINEVOU KAl KAVOVTAG ThV
avAayvwaon Toug eUKOAOTEPN. Apxeia pop@ric XML Ba xpnoigotroinBouv yia tnv

aT1TOBrKEUOT TOU TUTTOU KAl TNG TOTTOBETIAC TWV TETPAYWVWY ToU XAPTN.

3.2.2 AmoBnkeuon Kal ¢OpTWON

To TTaiyvidl dpwg Ba XpelaoTei TTAPATTAVW aTTO évav XAPTEG, OTTOTE Ba
TIPETTEI VO OCUUTTEPIANYOEI Eva oUoTNUA aTToBAKEUONG KAl YOPTWONG TOUG VIO
MEANOVTIKA eTTeCEpYyaTia Kal Xprion. ZUvTaooeTal AoITTOV KWAIKAG TTOU aTToOnKEeUEl
o€ éva apxeio TutTou .xml 6Aa Ta TeTpdywva Tou XApTn YE TN BEon oTnVv oTToIa
BpiokeTal To KABEvVA Kal TOV TUTTO TOU. ZUVTACOETAI €TTIONG KWAIKAG TTOoU Ba
d1aBAadel auTo TO OPXEIO KAl Ba YOPTWVEI OTOV XWPEO TOU TTaIXVIOIoU ToV XApTn
oTav Ba Tpéxel To TTauyvidl. Kabe xaptng Ba €xel 1o 8IKO Tou .Xml apxeio To oTToio
Ba popTwveTal EEXWPIOTA OTTOTE XpeladeTal. ETriong €xel ypa@Tei KWAIKAG yIa TRV
ETTIKANON QUTWYV TWV AEITOUPYIWY TTOU Ba aVTIOTOIXEI 0€ KABE OKNVH TTOU

XPNOIMOTIOIET XAPTEG.
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public static class mapSaveload {
public static MapXmlContainer CreateMapContainer(List <List<Tile>> map){
List<TileXml> tiles = new List<TileXml> ();
for (int i = @; i < map.Count; i++) {
for (int j = @; j < map [i].Count; j++) {
tiles.Add (mapSaveload.CreateTileXml (map [i] [j]));
¥
¥

return new MapXmlContainer(){
size=map.Count,
tiles=tiles
¥

}

public static TileXml CreateTileXml(Tile tile){
return new TileXml(){
id=(int)tile.type,
locX=(int)tile.gridPosition.x,
locY=(int)tile.gridPosition.y
¥
}

public static void Save(MapXmlContainer mapContainer, string filename){
var serializer = new XmlSerializer (typeof(MapXmlContainer));
var encoding = Encoding.GetEncoding("UTF-8");
using (StreamWriter stream = new StreamiWriter (filename, false, encoding)) {
serializer.Serialize (stream, mapContainer);
¥
}

public static MapXmlContainer Load(string filename){
var serializer = new XmlSerializer (typeof(MapXmlContainer));
var encoding = Encoding.GetEncoding("UTF-8");
using (StreamReader stream = new StreamReader (filename, encoding)) {
return serializer.Deserialize (stream) as MapXmlContainer;

}

¥

void loadMapFromXml(){
MapXmlContainer container = mapSaveload.lLoad (mapXml);
mapSize = container.size;
for (int i = @; i < mapTransform.childCount; i++) {
Destroy (mapTransform.GetChild (i).gameObject);
¥
map = new List<List<Tile>> ();
for (int i = 8; i < mapSize; i++) {
List <Tile> row = new List<Tile> ();
for (int j = @; j < mapSize; j++) {
Tile tile = ((GameObject)Instantiate (PrefabHolder.instance.BASE_TILE_PREFAB,
new Vector3 (i - Mathf.Floor (mapSize / 2), @, -j + Mathf.Floor (mapSize / 2)),
fuaternion.Euler (new Vector3 ()))).GetComponent<Tile> ();
tile.gridPosition = new Vector2 (i, j);
tile.setType ((TileType)container.tiles.Where(x=>x.locX==1&8x.locY==j).First().id);
row.Add (tile);

¥
map.Add (row);

}

void saveMapToXml(){
mapSaveload.Save (mapSaveload.CreateMapContainer (map), mapXml);

¥

Eikéva 3.2.3: Kwdikag @opTwaong Kal atrobrikeuong XapTn Kai €TTiKANONG Toug
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MNa Tnv emTeCepyacia Tou Kevou XApTn dnuioupyouvTal oI ETTIAOYEG TOU
aT1TAOU KeAIOU Kivnong Kai Tou adidBartou 1Tou Ba Asitoupyei oav PTTOdIO 1) TOIXOG.
EtmikaAoUvTal yia TO KaBEVa TO avTioTOIXO JOVTEANO TTOU dnuUIoupyABONKE Kal n
XPron Toug Eexwpilel KUPIWG PE MIa AOYIKA TIUA TTOU apyoTepa Kabopilel av ol
TTAiXTEG TTOPOUV Va KivnOouv oTnv €mOupnTA 6€on. TotroBeToUvVTAI OTO XAPTN ME

TO TTATNMA TOU TTOVTIKIOU OTO TETPAYWVO TTOU TTPETTEI VA OAAGEEL.

void OnMouseEnter(){
if (SceneManager.GetActiveScene().name == "mapCreatorScens” &% Input.GetMouseButton (8)) {
setType (mapCreatorManager.instance.palletSelection);

(o)

case TileType.normal:
movementCost = 1;
impassable = fal
Prefab = PrefabHo
break;

case TileType.impassable:
movementCost = 1;
impassable = true;
Prefab = PrefabHolder.instance.IMPASSABLE_TILE_PREFAB;

break;

ses

=y
lder.instance.NORMAL_TILE_PREFAB;

1
J

generateVisuals ();

1
J

public void generateVisuals(){
GameObject container = transform.FindChild ("Vi 15").gameObject;
for (int 1 = 8; i < container.transform.childCount; i++) {

Destroy (container.transform.GetChild (i).gameObject);

1
J

GameObject newVisual = (GameObject)Instantiate (Prefab, transform.position,
buate’nicn.fuler (new Vector3 (@,9,8)));

newVisual.transform.parent = container.transform;

visual = newVisual;

(S

Eikéva 3.2.4: Kwdikag dnuioupyiag edGpoug

TENOG yIa TN okNVA dnuIoupyiag XapTn oXedIAlovTal KAl KOUUTTIA JE TIG
OIAQPOPEG ETTIAOYEG TTOU XpeIddovTal, dnAadr n TTIAOYA TOU TUTTOU TOU KEAIOU, N
ETTIAOYN aTTOBNKEUONG KAl @OPTWONG TOU XAPTN, N ETTIAOYA KABAPIOUOU TWV
aAAaywv Kal TEAOG auThG TNG €600V aTTd TNV OKNVN YIA JEANOVTIKR XPrion epocov
UTTApXEl OKOTTOG N OKNVI) va CUUTTEPIANYOEI aTOo TTaIXVIdI VIO VO PTIAXVOUV Ol

TTAiXTEG TOUG OIKOUG TOUG XAPTEG.
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veid OnGUI(){
Rect rect = new Rect (19, Screen.height - 88, 188, 62);
if (GUI.Button (rect, “"Normal")) {
palletSelection = TileType.normal;
¥
rect = new Rect (18+(109+18)*1, Screen.height - 88, 188, 68);
if (GUI.Button (rect, "Impassable")) {
palletSelection = TileType.impassable;

¥
rect = new Rect (Screen.width-(18+(188+12)*4), Screen.height - 89, 182, 60);
if (GUI.Button (rect, "Clear Map")) {
generateBlankMap (mapSize);
¥
rect = new Rect (Screen.width-(18+(188+12)*3), Screen.height - 89, 182, 60);
if (GUI.Button (rect, "Load Map”)) {
loadMapFromXml ();
¥
rect = new Rect (Screen.width-(18+(188+18)*2), Screen.height - 89, 182, 60);
if (GUI.Button (rect, "Save Map”)) {
saveMapToXml ();
¥
rect = new Rect (Screen.width-(18+(188+12)*1), Screen.height - 89, 182, 60);

if (GUI.Button (rect, "Exit")) {
SceneManager.LoadScene ("introScene");

¥

Eikéva 3.2.5: Kwdikag emmAoywv

Eikova 3.2.6: ZUyKpion XapTwv TTPIV KAl JETA TNV eTTEEEpyaaia
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3.3 Anuioupyia XapakTApwyv

E@ooov 0AoKANPWONKE 0 XAPTNG OEIPA £XEI TO ETTOUEVO ATTAPAITATO
OTOIXEIO TOU TTaIXVIOIOU, O TTaiXTNG. OI TTaiXTEG, auToi TToU Ba XEIPICETAl O XPrOTNG
KAl QUTOi TTOU Ba EAEYXEI O UTTOAOYIOTNG, MOIPACOVTAl OPICHEVA XAPAKTNPIOTIKA
TToU Ba Toug eMTPETTOUV va aAAnAoeI®poUV, va KIvouvTal Kal va diaxelpiCovTal
avTikeiyeva. ‘Eva ouoTnua TToo000TWV £TTNEEAZEI TNV ETTITUXIA TOUG OTIG £TTIOECEIG
Kal TO OUVOAO TNG ¢NMiag TTou TTPOKaAOUV, AEITOUPYOUV PE cUOTANA TTOVTWY CWAG
KQI OUYKEKPIPEVO apIBUO KIVACEWY avA yUPO, OTOIXEIQ EYTTVEUCHEVA ATTO TA
TakTIKA TTaIXVidia poAwV Kal oTpaTnyikhg. O KIVAOEIG EAEyXOVTal PE AOYIKEG TIUEG,
OTTWG Kal Ta avTioToIXa animations Ta oTroia opifovTal va EVEPYOTTOIOUVTAI OTAV

xpeiadovral.

public Vector2 gridPosition=Vector2.zero;
float moveSpeed = 10.8f;

nt movementPerActionPcint = 5;

nt meleeAttackRange = 1;

public int rangedAttackRange = 5;

public Vector3 moveDestination;

public bool move=false;
attack=fals

public bool interact=false;

public bool heal=false;

public bool animationDeadBool=false;
public b animationMoveBool=false;

animationAttackBool=false;
t HP = 25;

t maxHP = 25;

t attackchance = 9.757;

5f;

ing playerName= is";

public int actionPoints = 2;

nt playerindex=9;

public bool healer=false;

public int attackRange=2;

public Image Health;

public List<Vector3>positionQueue=new List<Vector3>();

void Awake(){
moveDestination = transform.position;
1
]
public virtual void TurnUpdate(){
if (actionPoints <= 2) {
actionPoints = 2;
move = false;
attack = false;
interact = false;
heal = false;
Manager.instance.nextTurn ();

-’

Eikéva 3.3.1: Kwdikag TraixTwyv
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3.3.1 Opiopdg KIVAoEWV Kal prrapa wig

To Unity emTpéTTel TOV opIopd animation ota HOVTEAQ PE TNV AEIToupyia
animator. Ta animations oxediafovral OTTWG Kal Ta JOVTEAQ o€ GAAa TTpoypapuaTa
TWV OTTOIWV TO TEAIKO TTPOIOV UTTOPEI Va TTEPACTEI 0T Pnxavr. MeydAn cupBoAn
o€ auTo €xel Kal To Asset store OTTou KATTOI0G UTTOPE va Bpel TTANBwpPa JOVTEAWYV
Kal animations PeTatu GAAwv, OTTWGS AUTA TTOU XPNOIKOTTOIOUVTAI OTO TTAIXVidl.
O©¢tovtag Aoittév €va atrAG animator OTOIXEI0 OTO AVTIKEIUEVO TOU TTaiXTn, TPARAME
Ta animation apxeia OTOV AVTIOTOIXO EAEYKTH) KAl TA CUVOEOUUE PE TOUG TTIBAVOUG
OuVvOUAOHOUG OTTOU PTTOPE va PeTaREl To Eva aTo AAAo, puBpifovtag TTapdAAnAa
TO XPOVO TNG METABaONG. TEAOG BETOUE TNV EVEPYOTTOINON TOUG OTTO AOYIKEG TIEG
ol otroieg Ba aAAGlouv KaTd Tn dIAPKEIQ TOU TTaIXVIOIOU yIa VA TTAIXTEI TO

avTioToIXo animation.

#2 Animator

» rameters |
(oriName +

]
=]

Eikéva 3.3.1.1: EAeyKTAG KIVAOEWV

Ta dIapopPETIKA HOVTEAD TTAIXTWY TTOU XPnoIhoTTolouvTal O Ba dla@Epouy OTn
AgIToupyia Twv animation Toug, oTToTE £TTavaAaUBAavoupe Tn diadikaoia yia KAe
MOVTEAO e Ta KaTtAAANAa yia autd animations.

Na eukoAia avayvwpiong Tou CuVOAOU TWV TTOVTWY (wrg dNPIOUPYEITAI Eva
QVTIKEIMEVO KAPPBA. Z€ auTOV TOTTOBETOUVTAI BUO EIKOVEG DIOPOPETIKOU XPWHATOG.
H pia gival Trdvw atrd 1NV GAAN KaAUTTTOVTOG TNV Kal aAAGCEl o€ TUTTO YEPIOUATOG.

2UVOEOUE TO AVTIKEIMEVO TOU KAUPBA PE auTO TOU TTaiXTn Kal Tou TTPocdidoupE Tov
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£ToIo atrd 10 Unity KwdIKa va €ival YUPIOPEVO OUVEXWGS TTPOG TNV KEVTPIKI)
Kapepa. ApyoTtepa OTTOTE O TTaiXTNG Ba XdAvel TTOvToug CwNG, £€va TToo00To Ba

MEIWVETAI ATTO TNV EPTTPOCOIA EIKOVA TUTTOU YEUIOPATOG.

3.3.2 Xapaktipag Maixtn

O xapaKTipag TTaixTn XPnNOoIUOTTIOIEl KUPIWG TOV KOIVO KWAIKA Kivnong,
€TTIBEONG KAl ETTIOPAONG AVTIKEIMEVWY, TTOU avaAUETal TTApaKATW. MivovTal ol
QPXIKOTTOINOEIG KAl OPIOUOI TWV animations, 0 €AeyX0G TOU OnUEiou TToU BpioKeTal
O TTAiXTNG OTO XAPTN KAl N EVNUEPWON TOU AV AuTO £XEl AAAAEEI, APAIPWVTAG £TOI

aTTO TO XAPOAKTAPA TTOVTOUG KIVIOEWV.

void Start () {

anim = GetComponent<Animator> ();

hash = GameObject.FindGameObjectWithTag ("Manager”).GetComponent<HashIDs> ();

Health = transform.FindChild ("Canvas").FindChild ("HealthBar").FindChild ("Health").GetComponent<Image> ();
1
J

void Update () {
deadAnimation (animationDeadBocl);
moveAnimation (animationMoveBool);
attackAnimation (animationAttackBool);
if (Manager.instance.players [Manager.instance.currentPlayerIndex] == this) {
transform.GetComponent<Renderer>().material.color = Color.blue;
} else {
transform.GetComponent<Renderer>().material.color = Color.white;
}
if (HP <= 8) {
animationAttackBool = false;
animationDeadBool = true;

1

s

public void deadAnimation(bool dead){
anim.SetBocl (hash.deadBool, dead);

3

public void moveAnimation(bool move){
anim.SetBool (hash.moveBool, move);

3

public void attackAnimation(bool attack){
anim.SetBoocl (hash.attackBool, attack);

3

publi verride void TurnUpdate(){

ic o
if (positionQueue.Count > @) {
transform.position += (positionQueue[@] - transform.position).normalized * moveSpeed * Time.deltaTime;
if (Vector3.Distance (positionQueue[@], transform.position) <= @.1F) {
transform.position = positionQueue[8];
positionQueue.RemoveAt (2);
if (positionQueue.Count == 8) {
actionPoints--;
Manager.instance.removeTileHighlights();

—

1
J

1
J
base.TurnUpdate ();

—

Eikova 3.3.2.1: KwdIKag CUNTTEPIYOPAG TTaiXTN
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Etriong ouvtdooeTal KWAIKAG TTOU EUPAVICEl TO KOUPTTIA TWV ETTIAOYWV
KIVAOEWV TOU TTAiXTN KAl CUVOEOVTAI AUECA PE TOUG KWOIKEG AEITOUPYIQG TOU

XOPAKTAPA, EVEPYOTTOIWVTAG TNV QVTIOTOIXN CUMTTEPIPOPA OTO TTATAKA TOUG.

public override void TurnOnGUI(){
float buttonHeight = 50;
float buttonWidth = 158;
Rect buttonRect = new Rect (@, Screen.height - buttonHeight * 5, buttonWidth, buttonHeight);
if (GUI.Button (buttonRect, "I N {
if (l!attack) {

Manager.instance.removeTileHighlights();
move = false;

attack = fals
interact = true;

Manager.instance.highlightTilesAt (gridPosition, Color.yellow, meleeAttackRange, false,true);

} else {

move = false;
attack = fals
interact = false;
Manager.instance.removeTileHighlights();

Eikéva 3.3.2.2: Kwdikag eTTIAOYWY TTaiXTN

21NV €Ikova 3.3.2.2 gaiveTal va deiyua TNG HOPPHGS TOU KWOIKA,
OUYKEKPIMEVA TO KOUWUTTI YIO TNV XPHON AVTIKEIMEVWY TOU TTaIXVIOIOU aTTO TOV
TTaixtn. KaAgi Tnv ouvaptnon trou Ogixvel TNV TTepIoX duvaTtdTnTag ETTIAOYNG Kal
aAAACel TIC aTTapaiTNTEG AOYIKEG TIMEG. TlpooTiBevtal ol TTIAOYEG yia €TTIBEON KAl
Kivnon TTOU EVEPYOTTOIOUV TIG AVTIOTOIXEG CUVAPTACEIG KAl AAAGCOUV TIG

QVTIOTOIXEG TIMEG.

3.3.3 XapakTtipag YIToAoyIioTn

O xapakTrpag TTou €AEYXElI O UTTOAOYIOTAG aTTAITEl TNV AvATITUEN TEXVNTAS
vonpoouvng tou Ba kaBopilel TIG KIVAOEIG TOU 0TO XWPEOo Tou Traixvidiou. Ol
BaoIkéG AeIToupyieg TToU XPEIAZETaI Eival va KIVEITAI TTPOG TOUG XOPAKTAPES TTOU
XEIpiCeTal O TTaiXTNG Kal va Toug emTiBeTal 6tav BpiokeTal o€ euREAEIa. OTToTE O
XOPAKTAPAG EAEYXEI OAO TO XAPTN VIO VA EVTOTTIOEI TIG TOTTOBETIEG TWV XAPAKTHPWYV
TOU TTaiXTn. Toug KaTnyopIoTTolEi avadAoya PE TO TTOI0G BPICKETAI TTIO KOVT& OTO
OnMEio €vapgng Tou Kal TOUG KOVTIVOTEPOUG TOUG KOTNYOPIOTTOIEI avAaAoya PE TO
OUVOAO TwV TTOVTWYV (WG TOUG. =0dEUEl TOUG ATTAPAITNTOUS ATTO TO OUVOAO TWV
TTOVTIWV OPACEWG yIa va KIvnBei oTnv KOVTIVOTEPN aTTéoTach aTrd TNV OTToia
MTTOPEI Va eMITEBEI 0 aUTOV PE Toug AiydTEPOUG TTOVTOUG CWNG. "YoTEpa EOdEUEI

TTOVTOUG OPACEWG Kal CUVEXICEl va ETTITIBETAI JEXPI O TTAIXTNG TOU XPAOTN VA XAOEI
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OAoug Toug TTovToug (WNAG Tou, OTTou Kal N diadikacia eravalaupaveral. OTTwS Kai
O TTAIXTNG TOU XPROTN EVANEPWVEI CUVEXWG TNV TTapouca Béon Tou. Katd Tn
OIAPKEIN ETTIAOYNG TWV KIVIIOEWV TOU EVEPYOTTOIOUVTAI TA AVTIOTOIXA animations.
210 TENOG TWV PEYIOTWYV TTOVTWYV OPACEWG TOU, TEAEIWVEI TO YUPO TOU
TTOPAXWPEWVTAG TOV OTOV ETTOPEVO O€ OEIPA TTPOTEPAIOTNTAG TTAIXTN,

QVAVEWVOVTOG TOUG.

public override void TurnUpdate(){

if (positionQueue.Count > 8) {
transform.position += (positionQueue[@] - transform.position).normalized * moveSpeed * Time.deltaTime;
if (Vector3.Distance (positionQueue [@], transform.position) <= 8.1f) {
transform.position = positionQueue [@];
positionQueue.RemoveAt (8);
if (positionQueue.Count == 8) {
actionPoints--;

}
}
} else {
List<Tile> attacktilesInRange=TileHighlight.FindHighlight
|(Manager. instance.map[ (int)gridPosition.x][ (int)gridPosition.y],attackRange);
List<Tile> movementTilesInRange=TileHighlight.FindHighlight
(Manager.instance.map[ (int)gridPosition.x][(int)gridPosition.y],movementPerActionPoint+100@);
if (attacktilesInRange.Where(x=>Manager.instance.players.where(y=>y.GetType()!=typeof(AIPlayer)&&
y.HP>28&y ! =this&y.gridPosition==x.gridPosition).Count()>d).Count()>a){
if (animationMoveBool) animationMoveBool = false;
animationAttackBool = true;
var opponentsInRange = attacktilesInRange.Select
(x => Manager.instance.players.Where (y=>y.GetType()!=typeof(AIPlayer)&y.HP>? &&
y != this & y.gridPosition == x.gridPosition).Count() > @ ? Manager.instance.players.Where
(y => y.gridPosition == x.gridPosition).First () : null).ToList();
Player opponent = opponentsInRange.OrderBy (x =>x!=null? -x.HP:1800).First ();
Manager.instance.removeTileHighlights ();
move = false;
attack = true;
Manager.instance.highlightTilesAt (gridPosition, Color.red, attackRange, true, false);
Manager.instance.attackiWithCurrentPlayer (Manager.instance.map[(int)opponent.gridPosition.x][(int)oppenent.gridPosition.y]);
Manager.instance.removeTileHighlights ();
telse if (attacktilesInRange.Where(x=>Manager.instance.doors.Where(y=>y.GetType()!=typeof(AIPlayer)&Ry . HP>ER&
y!=this&y.gridPosition==x.gridPosition).Count()>2).Count()>d){
if (animationMoveBeool) animationMoveBool = false;
animationAttackBool = true;
var opponentsInRange = attacktilesInRange.Select
(x => Manager.instance.doors.Where (y=>y.GetType()!=typeof(AIPlayer)&y.HP>8
& y != this && y.gridPosition == x.gridPosition).Count() > @ ? Manager.instance.doors.Where
(y => y.gridPosition == x.gridPosition).First () : null).ToList();
Door door = opponentsInRange.OrderBy (x =>x!=null? -x.HP:108@).First ();
Manager.instance.removeTileHighlights ();
move = false;
attack = true;
Manager.instance.highlightTilesAt (gridPosition, Color.red, attackRange, true, true);
Manager.instance.interactiWithObject (Manager.instance.map[(int)door.gridPosition.x][(int)door.gridPosition.y]);
Manager.instance.removeTileHighlights ();

}...

Eikova 3.3.3.1: Kwdikag CUpTTEPIPOPAG TNG TEXVNTHG vonuooUvng yia €TTiIBEon Kail Xprion

QVTIKEINEVWV
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else if(movementTilesInRange.Where(x=>Manager.instance.players.Where(y=>y.GetType()!=typeof (AIPlayer)&ly.HP>o8&
y!=this&&y.gridPosition==x.gridPosition).Count()>2).Count()>2){
var opponentsInRange = movementTilesInRange.Select (x => Manager.instance.players.Where (y=>y.GetType()!=typeof(AIPlayer)&&y . HP>0 &&
y = this & y.gridPosition == x.gridPosition).Count() > @ ? Manager.instance.players.khere
(y => y.gridPosition == x.gridPosition).First () : null).ToList();
Player opponent = opponentsInRange.OrderBy (x =>x!=null ? -x.HP:1808).ThenBy
(x =>x!=null ? TilePathFinder.FindPath(Manager.instance.map[(int)gridPosition.x][(int)gridPosition.y],
Manager. instance.map[ (int)x.gridPosition.x][ (int)x.gridPosition.y]).Count():1004).First ();
Manager. instance.removeTileHighlights ();
if (animationAttackBool) animationAttackBool = false;
animationMoveBool = true;
move = true;
attack = false;
Manager.instance.highlightTilesAt (gridPosition, Color.blue, movementPerActionPoint,false,false);
List<Tile> path = TilePathFinder.FindPath
(Manager.instance.map [(int)gridPosition.x] [(int)gridPosition.y],
Manager.instance.map [(int)opponent.gridPosition.x] [(int)opponent.gridPosition.y],
Manager.instance.players.Where
(x=>x.gridPosition!=gridPosition & x.gridPosition!=opponent.gridPosition).Select(x=>x.gridPosition).ToArray(),false);
if (path.Count () > 1) {
List<Tile> actualMovement = TileHighlight.FindHighlight
(Manager.instance.map [(int)gridPosition.x] [(int)gridPosition.y],
movementPerActionPoint, Manager.instance.players.Where
(x => x.gridPosition != gridPosition).Select (x => x.gridPosition).ToArray (),
Manager.instance.doors.Where (x => x.gridPosition != gridPosition).Select (x => x.gridPosition).ToArray ());
path.Reverse ();
if (path.Where (x => actualMovement.Contains (x)).Count () > @)
Manager. instance.moveCurrentPlayer (path.Where (x => actualMovement.Contains (x)).First ());
Manager. instance.removeTileHighlights ();

}

}
}
if (actionPoints <= 1 & (attack || move)) {

move = false;

attack = false;
}
Debug.Log ("my position is (" + gridPosition.x + "," + gridPosition.y + ")");

base.TurnUpdate ();

Eikéva 3.3.3.2: Kwdikag CUNTTEPIPOPAG TNG TEXVNTHG VONUOOUVNG Yia Kivnon Kal TEAOG

TOU yUpou

H 1texvnTtr) vonuoouvn €1mAEyEl uOvN TNG CUPQWVA WE TIG 0BNYIEG TTOU £XOUV
000¢i Ta onueia oTa oTToia KIvEiTal A €MITIBETAI O TTAIXTNG TOU UTTOAOYIOTH. Na TOV
TTAiXTN TOU XPNOTN ETTIAEYEI O XPROTNG HECW TTATAUATOG TOU TTOVTIKIOU. AV N
TEXVNTI VONUoouvn dev BPEI KATTOIO ONUEIo va TTIAEEEI yIa OTTOINOATTOTE EVEPYEIQ,
OTTWG Va KIvnOei KovTd o€ KATToIoV £X0pd TOU OTToIoU Ta YUPW KEAIG ival
KATEIANPUEVA, TEAEIWVEI TO YUPO TNG Kal TTapadidel TNV Kivnon OTOV ETTOPEVO OE

oeIpa TraixTn.
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3.4 Kivnon

3.4.1 AAyopi10pog Tou Dijkstra

To 1956 0 OAAavdOG etTioTriHOVAS TTANPo@opIknG Edsger Wyde Dijkstra
emmvonoe Evav aAyopiBuo eUpean CUVTOPOTEPWY dIdPOPWYV OTTO KOIVH a@ETNPIa.
2.€ KAOe Bripa eIAEYETAI N TOTTIKA BEATIOTN AUON PE TO TEAEUTAIO VO OUVBETEI TNV

ouVvOoAIKA BEATIOTN dladpopr).

3.4.2 Avdamrtugn Kivnhong

MNa TNV Kivnon Twv TTAIXTWV avaTiTUXOnKe KWAIKAG TTOU TOUG
OcixVvel Ta TETPAYWVA OTA OTToia Ba UTTOPOUV va KivnBouv 0To XApTn yia ToV
ap1Bud kivnong Toug. Me TTpoTUTTO TOV aAYOPIBUO Tou Dijkstra o TraixTng eAEYXEI
aTTd TNV GPXIKI ToUu B€0n Ta TETPAYWVA OTA OTTOI PUTTOPET va KIVNBE(, ayvowvTag
TOIXOUG f/Kal TTAIXTEG KAl AVTIKEIMEVA HEXPI TO YEYIOTO TTOU TOU ETTITPETTETAI ATTO TO
Oplo TToU Tou €xel TeBel. 'ETol Ba dnpioupyroel dladpouég TTou Ba TTnyaivouv yupw

atroé OAa Ta ePTTOdIA TTOU UTTOPEI VO OUVAVTHOEL.

public TilePath(TilePath tp){
1istO0fTiles = tp.listOfTiles.TolList();
costOfPath = tp.costOfPath;
lastTile = tp.lastTile;

}

public void addTile(Tile t){
costOfPath += t.movementCost;
1istOfTiles.Add (t);
lastTile = t;

‘.
J

public void addStaticTile(Tile t){
costOfPath += 1;
1istOfTiles.Add (t);
lastTile = t;

1
J

Eikéva 3.4.2.1: Kwdikag uttoAoyiopoU Kal avavéwong améoTaong
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public static List<Tile> FindHighlight(Tile originTile, int movementPoints,
Vector2[] playeroccupied, Vector2[] dooroccupied, bool staticRange){
Debug.Log ("5");
List<Tile> closed = new List<Tile> ();
List<TilePath> open = new List<TilePath> ();
TilePath originPath = new TilePath ();
if (staticRange)
originPath.addStaticTile (originTile);
else originPath.addTile (originTile);
open.Add (originPath);
while (open.Count > 8) {
TilePath current = open[@];
open.Remove (open [@]);
if (closed.Contains (current.lastTile)) {

continue;

}

if (current.costOfPath > movementPoints+l) {
continue;

}

closed.Add (current.lastTile);
foreach (Tile t in current.lastTile.neighbors) {
if (t.impassable ||
blayeroccupied.Contains (t.gridPosition)||dooroccupied.Contains (t.gridPosition))
continue;
TilePath newTilePath = new TilePath(current);
if (staticRange)
newTilePath.addStaticTile (t);
else newTilePath.addTile (t);
open.Add (newTilePath);
1
7

1
7

closed.Remove (originTile);
closed.Distinct();
return closed;

Eikéva 3.4.2.2: Kwdikag e10aywyng ouvlnkwy yia Tnv eupeon d1adpoung

MNa va ptropei o TaixTng va emAEEEl TO TETPAYWVO OTO OTToi0 BEAEI va
KIvNOEei oTOV ETTITPETTTO XWPO CUVTAXONKE KWAIKAG TTOU PWTICEI TO AVTIOTOIXO
KeAId. H ouvdptnon déxeTal Tnv TOoTT00€0ia TTNYN, TO €MOUPNTO XPWMATIONO, TV
MEYIOTN aTTOOTACN KAl AOYIKEG TIMEG YIa TNV ayvOnon TTAIXTWVY H/KAl QVTIKEIMEVWYV
avaAoya TNV eVEPYEIA TTOU TTPOKEITAI VA TTPAYUATOTTOINCEI O TTaiXTNG. KaAwvTag
TNV oUVAPTNON TNG €IKOVAG 3.4.3, N OTToIA PE TN XPNON TWV BEBOUEVWV TWV
OuUVapPTAOEWYV TNG €IkOvag 3.4.1 Bpiokel TIG TTIBavVES BIAdPOUES OTIG OTTOIEG UTTOPET
va €MOPACEl O TTAIXTNG KAl QUTEG GWTICOVTAI AV PIA EvVIAia TTEPIOXN OTO

QVTIOTOIXO XPWHA.
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public void highlightTilesAt(Vector2 originLocation,Color highlightColor, int distance, bool ignorePlayers, bool ignoreDoors){
List<Tile> highlightedTiles = new List<Tile> ();
if (ignorePlayers==true||ignoreDoors==true)

highlightedTiles = TileHighlight.FindHighlight (map [(int)eriginLocation.x] [(int)originLocatien.y], distance);
highlightedTiles = TileHighlight.FindHighlight (map [(int)originLocation.x] [(int)eriginLocation.y], distance,

players.Where (x => x.gridPosition != originLocation).Select (x => x.gridPosition).ToArray (),
doors.Where (x => x.gridPosition != originLocation).Select (x => x.gridPosition).ToArray (),highlightColor==Color.red);
foreach (Tile t in highlightedTiles) {
t.visual.transform.GetComponent<Renderer>().materials[@].color = highlightColor;

1
J

public void removeTileHighlights(){

for (int 1 = @; 1 < mapSize; i++) {

for (int j = @; j < mapSize; j+) {
if (!map[i][j].impassable)map [1i] []].visual.transform.GetComponent<Renderer>().materials[@].color = Color.white;

I

}

if (players [currentPlayerIndex].playerindex == 1) {
if (players [currentPlayerIndex].animationMoveBool) players [currentPlayerIndex].animationMoveBool = false;
if (players [currentPlayerIndex].animationAttackBool) players [currentPlayerIndex].animationAttackBool = false;

Eikéva 3.4.2.3: Kwdikag diaxeipiong ewTIoHOU TTEPIOXNG

H mmpwTtn ouvaptnon Tng eikévag 3.4.3 Ba xpnoIdoTToindEi yia KGBe
TTEPITITWON OTTOU O TTAiXTNG Ba KANBei va aAAnAoemmdpdoel pe Tov XapTn. O
TTAIXTNG yIa OTIOATTOTE KAVEI TNV oudia AAANAOETIOPA PE TOV XAPTN, OKOUN Kal
oTav €mMTIOETAI i} XPNOIYOTTOIEI KATTOIO AVTIKEIMEVO. H eTTiIOpacn oTa YOVTEAQ
YivETQI HEOW TWV TETPAYWVWYV TTOU BpiokovTal, oTTdTe OTAV O TTAIXTNG YIA
TTapddelyua emTIOETAN O€ £vav avTiTTaAo, ETTIAEYEI TO TETPAYWVO TOU Kal OXI TO
MovTéAo Tou. OI TTaiXTEG TOU UTTOAOYIOTH €TTIONG KAVOUV Xprion TnG AsIroupyiag
QwWTIONG TNG d1IadpPOoUAG, diadikaoia OPwWG TToU YivETal TTOAU ypriyopa Kail o€
QaiveTal OTO XPROTN.

H deutepn ouvapTtnon ofrvel Ta QuwTiopéva povtéAa. OTav emmikaAeiTal
d1aBdadcel 6Ao TO XAPTN KAl JETATPETTEI TOV TUTTO XPWHATOG TG PWTEIVOTNTAG O€
AEUKO.

Na TN yeTa@opd Tou TTaixXTn aTrd TO £€va ONUEIO 0TO AANO OTNV TTEPITITWON
NG Kivnong ypA@eTal ouvaptnon TTou OEXETAI TO TETPAYWVO TTNYAG, QUTO TOU
TTPOOPICHOU Kal £VaC TTIVAKAG JE Ta OTOIXEIO TWV TETPAYWVWY TTOU BpioKovTal OTO
XWpPOo O1ToU B0 Yivel N Kivnon. @a oxnuaTioTouv dIadpouES TTOU Ba aTTOPEUYOUV
adIaTTEPOOTA Kal KATEIANUUEVA KEAIG Kal Ba eTTIAEXOEI N ouVTOPOTEPN YIA VA KIVNOEi

O TTaiXTNnG.
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public static List<Tile> FindPath(Tile originTile, Tile destinationTile,
Vector2[] occupied, bool door){|
List<Tile> closed = new List<Tile> ();
List<TilePath> open = new List<TilePath> ();
TilePath originPath = new TilePath ();
originPath.addTile (originTile);
open.Add (criginPath);
while (open.Count > @) {
TilePath current = open[@];
open.Remove (open [2]);
if (closed.Contains (current.lastTile)) {
continue;
}
if (current.lastTile == destinationTile) {
current.listOfTiles.Distinct();
current.listOfTiles.Remove (originTile);

return current.listOfTiles;

}

closed.Add (current.lastTile);
foreach (Tile t in current.lastTile.neighbors) {
TilePath newTilePath = new TilePath (current);
if (door) {
newTilePath.addTile (t);
open.Add (newTilePath);
} else if (t.impassable || occupied.Contains (t.gridPosition))
continue;

f

~ 0

14

ise

newTilePath.addTile (t);
open.Add (newTilePath);

e

}

return null;

Eikéva 3.4.2.4: Kwdikag eupeong d1adpoung

TENOG yia Tnv duvaTdTNTA Kivnong OUVTAOOETAI CUVAPTNON TTOU BEXETAI TO
KEAi TTpoOpPIoUOU. EAEYXEI OTI BpioKeTAI EVTOG TOU ETITPETTTOU XWPOU Kivnong Kal
KAVEI TNG ATTAPAITATEG PUBUICEIG OTIC AOYIKES TINEG ASITOUPYIaG Kal animation Kai
ME TN XPron TnG ouvapTnong oTnv €IkOva 3.4.4 HETAKIVAOEI TOV TTAIXTN OTOV
TTPOOPICHO TOU avavewvovTag Tn B€on Tou. H ouvdptnon kaAgital étav yiverai
TTATNUA O€ EMTPETTTO TETPAYWVO YIA TOV TTAIXTN TOU XPrOTN €VW YIA TOV TTAiXTN
TOU UTTOAOYIOTH KOAEITAI aTTO TNV TEXVNTH vOoNUOoUvVN TTOU OpiCel TO KEAI

TTPOOPICHOU.
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public void moveCurrentPlayer(Tile destTile){
if (destTile.visual.transform.GetComponent<Renderers().materials[@].color != Color.white & !destTile.impassable) {
removeTileHighlights ();
players [currentPlayerIndex].move = false;
turnAround (destTile);
players [currentPlayerIndex].animationMoveBool = true;
foreach(Tile t in TilePathFinder.FindPath
(map [(int)players[currentPlayerIndex].gridPosition.x] [(int)players[currentPlayerIndex].gridPosition.y],destTile,
players.Where (x => x.gridPosition != players[currentPlayerIndex].gridPosition).Select (x => x.gridPosition).ToArray (),false)){
players[currentPlayerIndex].positionQueue.Add(map[ (int)t.gridPosition.x][(int)t.gridPosition.y].transform.positiont 1.5¢ * Vector3.up);
}
players [currentPlayerIndex].gridPosition = destTile.gridPosition;
} else {
Debug.Log ("destination invalid");

}

Eikéva 3.4.2.5: Kwdikag Kivnong €mAgyPEVOU TTaiXTN

Move

Eikéva 3.4.2.6: Kivnon xapakTtipa
21NV €ikova 3.4.2.6 @aiveral n d1adikacia Kivnong Tou XapaKTripa Tou

xpnoTtn. MpwTa €MAEYETAI TO KOUUTTI Kivnong, META OTOV ETTITPETITO PWTEIVO XWPO

TO TETPAYWVO TTPOOPICHUOU KAl AKOAOUBEI N Kivnon YETAQOPAG TOU XOPAKTAPA EKEI.
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3.5 Avarrrugn Maxng

Me TIG OUVOPTNOEIG EUPETNG KAl GNUAVONG TNG EVTOG TWV ETTITPETTITWY OPiWV
TTEPIOXNG ETOIYEG, N AVATITUEN TOU CUCTAPATOG JAXNG Eival OXETIKA EUKOAOTEPN
aT1Toé auTOoU TNG Kivnong. AQou yivel n Aoy €TTiBeong Ba GWTIOTEI N avTioToIXN
TTEPIOXN YIO VA ETTIAEXOEI TO KEAI e TOV £XOpIkd 0TOXO. H ouvdapTtnon diafddlel Tn
B€on 1Tou emIAEXONKE Kal TN HeTa@pAalel oa BEon oTOXou. MeTd atrd TIGC AVTIOTOIXES
animation €1IKAROEIG Kal TIG OAAQYEG OTA OTOIXEIQ TOU TTAIXTN EVEPYOTTOIEITAI TO
oUoTNUA JAXNG ME MIO TUXAia ETTI KOBOPIOPEVOU TTOCOOTOU ETTITUXIOG ETTIOEON.
2TNV TEPITITWON XTUTTAUATOG UTTOAOYIZETAI PIa TUXQia, atrd €va €UPOG, TIMN TTOU
gival o1 TTévTol {NUIAG Kal agalpouvTal aTrd Toug TTOVTOUS (WG Tou oTOXOoU. To
OKPIBEG OUVOAO TwV TTOVTWYV CWAG JEVEI KPUPO OTOUG TTAIXTEG, AAAG UTTOPET Va

EKTIUNOEI aTTO TNV EVOEIKTIKI UTTAPA TTOU OXEOIACTNKE TTPONYOUUEVWG.

public void attackWithCurrentPlayer(Tile destTile){

Debug.Log ("attacking pos i + destTile.gridPosition + )s
turnAround (destTile);
if (destTile.visual.transform.GetComponent<Renderer>().materials[@].color != Color.white && !destTile.impassable) {

Player target = null;

foreach (Player p in players) {
if (p.gridPosition == destTile.gridPosition) {

target = p;

¥

1

J

if (target != null) {
players [currentPlayerIndex].animationAttackBool = true;
players [currentPlayerIndex].actionPoints--;
removeTileHighlights();
players [currentPlayerIndex].attack = false;

players [currentPlayerIndex].animationAttackBool = true;
bool hit = Random.Range (2.8f, 1.87) <= players [currentPlayerIndex].attackchance;
if (hit) {

int amountOfDamage = (int)Mathf.Floor (players [currentPlayerIndex].dmg
+ Random.Range (1, players [currentPlayerIndex].dmgdie));

target.HP -= amountOfDamage;

target.Health.fillAmount = target.HP/target.maxHP;

if (target.HP <= 8) {
players [currentPlayerIndex].animationAttackBool = false;

1
J

if (target.playerindex == 1 && target.HP <= 2) {
target.gridPosition.y = target.gridPosition.y - 56;
numofdeaduserplayers++;
if (numofdeaduserplayers == 4) {
target.animationDeadBool = true;

gameOver ();
1
}
if (target.playerindex == 2 && target.HP <= @) {
target.gridPosition.y = target.gridPosition.y -
numofdeadaiplayers++;
if (numofdeadaiplayers == 3) {
numofdeadaiplayers = 8;
generateAIPlayers ();

3

}

-

-

Eikéva 3.5.1: Kwdikag eTTiBeong emAgypévou TTaixTn
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Méow auTAg TN diadikaaiag divetal n duvaTdTNTa TTOAAWY Kal dIaPopwV
YEYOVOTWY va oUupBoUVv PE TOo TTWG eTTNPEACOVTAI Ol TTaixTES. ETTE1dr Tnv idia
ouvapTNOoN XPNOIUOTTIOIOUV KAl Ol TTAiXTEG TOU UTTOAOYIOTH, XPNOIKOTTOIEITAI
OuVONKN TToU EAEYXEI TOV APIBUO TWV VEKPWYV TTAIXTWYV TOU XPAOTN KAl TEPUATICEI
TO TraIXVidl 6Tav TTEBaivouv OAol. QOTE va TTAPAPEVOUV TA CWHATA TWV VEKPWV
TTAIXTWV TTAVW OTO XAPTN aAAd Sixwg va eutrodifouyv TIG KIVACEIG, JE TO TTOU
MNOEVIOTOUV O1 TTOVTOI WIS TOU OTOXOU QUTOG PETATIOETAI EKTOG TOU TTPAYUATIKOU
XApTN aAAG pe To povTéAo va TTapapével otn B€on Tou. MTTOpOUV £TTIONG VA
KAAEOTOUV AANEC CUVOPTAOEIG OTTWG O EPXOMOGS VEWYV eXBpwv OTav KATTOI0I ATTO
QUTOUG OKOTWOOUV.

MapouoIEG CUVAPTHOEIG UTTAPYXOUV KAl YIa TNV XPHon avTIKEINéEvwy. Me
MOVN O10POPA OTI TO «XTUTTNHO» EiVAI CUVEXEID ETTITUXEG WOTE Ol TTAIXTEG UTTOPOUV
va aAANAOETTIOPOUV UE QVTIKEIPMEVA, AVOIYOVTAG VIO TTAPADEIYHA TTOPTEG.

TéNOG 10 id10 yiveTal Kal he TNV duvaTdTNTa BEPATTEIOG ATTO TOV TTAIXTN
BepaTTEUTN). Z€ AUTA TNV TTEPITITWON TO «XTUTTNMAY €ival TTAVTA ETTITUXIA KAl O

TTAIXTNG, QVTi VO a@aIpEi, TTPOCOETEI OTOUG TTOVTOUG (WG TWV OTOXWV TOU.

Eikéva 3.5.2: AvatmrapdoTtaon JaXng TaIXTwy
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3.6 Tehikég PuBpioeig

3.6.1 Anpioupyia TTaIXTWV Kal AVTIKEIHEVWV

Egpdoov £xouv avatrTuxBei OAOI OI unXavioPoi aTTapaiTnTol yIa va UTTAPXEI
TTaIXVidI £€T01 OTTWG apXIK& oXEBIAOTNKE, YivOVTal KATTOIEG TEAIKEG PUBUIOEIG TTOU
KaBIoTOUV TO TTaIXVidI O€ KATAoTAON IKAVR va TPEEEL. MNa apxr) @TIAXVETal
ouvapTNON TTOU EP@AVICEl TOV TTAiXTN OTO XAPTN. H cuvaptnon dnuioupyei Eva
TTPOKABOPICHEVO ATTO TOV TTPOYPANMATIOTH) MOVTEAO OTO BEUITO TETPAYWVO TOU
OTITIKOU XAPTN KAl TOU TTPO0didEl TO avTioTOIXO KEAI TOU XapTn. H ocuvaptnon

KaAgiTal Katé Tnv évapgn Tou TTaixvidiou.

void generateUserPlayers(){
UserPlayer player;
player = ((GameObject)Instantiate (UserPlayerPrefab,

new Vector3 ( - Mathf.Floor (mapSize / 2), » -25 + Mathf.Floor (mapSize / 2)),
Quaternion.Euler (new Vector3 ()))).GetComponent<UserPlayer> ();

player.gridPosition = new Vector2 (16, 25);

player.playerName = e -

player.playerindex = 1;

players.Add (player);

Eikéva 3.6.1.1: Kwdikag dnuioupyiag traixtn oTnv TrioTa

H ouvdaptnon tng eikdévag 3.6.1 dnuioupyei Evav TraixTn Tou XpRoTn Kai Tou
aAAACel KATTOIEC TTPO UTTAPXOUOCEG TIMES. AUTEG 01 aAAayEg BonBdve va 6oBouv
OI0QOPETIKA XOPAKTNPIOTIKA 0€ KABE TTaixXTn. TN ouvapTnon YTTopouV va
TTpooTEBOUV 600! TTaiXTEG BEAEI O TTPOYPAPMATIOTAS OTTAA eTTavaAauBdavovTag yia
TOV KaBEva Tov KWOIKA PE TIG ATTAPAiTNTEG OAAQYEG OTA OTOIXEIQ Kal TR B€0nN.

Mapdpoleg ouvapTHOEISC CUVTACCOVTAI KAl YIa TV dnUIoUPYia TTAIXTWY TOU
UTTOAOYIOTH KAl TWV AVTIKEIJEVWYV TTOU Ba UTTAPXOUV OTNV OKNVI Kal ETTIKAAOUVTAI

OTO &eKivnua Tou TTaIxvidiou.

3.6.2 'EAegyxog KAuePAS

MNa dieukdAuvan oTnv e¢epelivnon Tou XApTn atrod To XpHoTn ypAeTal
KWOIKAG TTOU ETITPETTEI TNV Kivnon TNG KAUEPAS. Mg TO TTATNUA TTPOKABOPICHEVWV
QTTO TOV TTPOYPANUATIOTA KOUMTTILV TOU TTANKTPOAOYIOU O XPrioTNG UTTOPEI va KIVEI
TNV KAUEPA TTPOG TNV €mMBOUUNTA KaTeUBuvon Kai Tou divetal N duvaTdTNTa VA TV

QEPEI KOVTIVOTEPA A VO TNV ATTOMAKPUVEl attd Tov XapTtn. TiBevral 6pia TTou
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KaBopifouv PEXPI TTOU PTTOPET va @TACEl N KAPEPa aAAILG Ba ATav IKavr va

TagIOEUEI OTOV ATTEIPO KEVO XWPO TOU TTaIXVIOIOU.

void Update () {
Vector3 dir = new Vector3 ();
if (Input.GetKey (KeyCode.W))
dir.y += 1.8f;
if (Input.GetKey (KeyCode.S))
dir.y -= 1.8f;
if (Input.GetKey (KeyCode.A))
dir.x -= 1.8f;
if (Input.GetKey (KeyCode.D))
dir.x += 1.8f;
if (Input.GetKey (KeyCode.Q))
dir.z -= 1.0f;
if (Input.GetKey (KeyCode.E))
dir.z += 1.0f;
dir.Normalize ();
transform.Translate (dir * speed * Time.deltaTime);

transform.position = new Vector3 (Mathf.Clamp (transform.position.x, -15, 15),
Mathf.Clamp (transform.position.y, 12, 28),
Mathf.Clamp (transform.position.z, -15, 15));

At

Eikéva 3.6.2.1: Kwdikag Kivnong KAPepag

ATI6 TNV 006vn OKNVAG UTTOPEi va KaBopIoTei N apyIkr B€on TG KAUEPAg oTav

geKivdel pia oknvi.

3.6.3 OAokARpwon Traixvidiou

‘ExovTtag TeAEIWoEl uE OAQ TA QTTOPAITNTA OTOIXEIA TOU APXIKOU OXEDIQOUOU
Tou TTaIXVIOIOU, UTTOPEI Va EITTWOET OTI TO TTaIXVIOI WG UNXAVIOUOI Eival £€TOIUO.
MAéov 611 AAAO TTpOOTEBEI gival wg eTTi TO TTAEioTOV BEPa TTapouaiaons. MTTopouv
va TTPOCTEBOUV TTOPATTAVW OKNVEG WG TTIOTEG, AANA HOVTEAA YIa DIAPOPETIKN
aioBnon, TTapatravw €idn TTaXxTwyv f exBpwv. Epdéoov £xouv oAokANpwOEi ol
Baoikoi ynxaviouoi uTropouyv yupw atrd auToug va dnuioupynBouv TToAAd
OIOPOPETIKA, CUPPWVA PE TNV ayopd, TTaixVidla Tou idlou TTPOTUTTOU.

MTTopouv eTTiong va TTPooTEBOUV TTEPAITEPW AEITOUPYIEG OTA TTPOTUTTA
QUTWYV TTOU £X0UV ON OXEDIAOTEI ] EVTEAWG VEEG TTOU XPNOIUOTTOIOUV TIG 0N
uttdpxouoeg oav Bdon. O1 duvatdTnTES €ival TTOAAEG Kal TTEpIopifovTal JOVO OTOV
XPOVO, TNV IKavOTNTA Kal TO GUVOAO Tou avBpwTrivou duvapikoUu TTou Ba avaAdBel

TN dnuIoupyia evog Traixvidiou.
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Interact

Melee Attack

Range Attack

End Turn

Eikéva 3.6.3.1: Ta Baoikd oToixeia Tou TTaixvidIioU gival ETOINO

MNa va ptropei dpwe éva Traiyvidl va Byel 0TV ayopd TTPETTEl va EXEI MEPIKA
TTAPATTAvVW oToIXEia. Ta oxedOv armmapaitnta yia 1n OIEUKOAUVON TOU XProTn ivai
Ta YEVOU €TTIAOYWYV. AANQ CTOIXEIA TTOU TTPOTIMWVTAI KAl EKTIMWVTAI €ival O AXOG Kal
n duvatoTNTa TTAIXVIOIOU TTOAAWYV TTaIXTWYV. To Unity TTpoC@EPEl TETOIEG
duvaToTNTEG, AAAOU TTEPICOOTEPO, OTTWG €ival N dnuIoupyia YEVoU, Kal aAAoU
AIYOTEPO, OTTWG TO TTAIXVIOI TTOAAATTAWY TTAIXTWYV. 2TO ETTOUEVO AOITTOV KEQAAQIO

Ba avaAuBouv auTég ol TTPOCOAKES Kal TTWG CUUTTANPWONKAV OTO TTaIXVidl.
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KE®AAAIO 4

ANATTY=H ENINAEON ZTOIXEIQN MNAIXNIAIOY

Ta Bivreotraixvidla eKTOG ATTO TOUG BACIKOUG UNXAVIOUOUG TOUG aTTapTiCovTal Kal
atroé GAAa oToIXEIa OTTWG PJEVOU, HOUOIKH, OUVOTOTNTA TTOAATTAWY TTAIXTWVY Kal
d1dgopa etmmitreda. Katola Bivreotraixvidia ¢Tavouv 0TO ONMEIO va £XOUV UEXPI Kal
AAAa pIKpOTEPQ BivTeoTTalyVidia evidg Toug. MNMoAAd atrd autd Ta oToIxEiq, €iTe
BpiokovTal 0TO CUVOAIKO TTOKETO yia TN OIEUKOAUVON TOU XPAROTN, €iTE yia AOyoug
aI0ONTIKNG, €ITE yIA TTEPAITEPW IKAVOTTOINON TOU, UTTOPOUV va BewpnBouv TTAéov
oedopéva Kal atTapaitnTa oTn oUVOAO Tou TTaiXVvIdiou. 2To KE@AAaio autd Ba
avaAuBei N avaTTuén TETOIWY OTOIXEIWV yIa TO TTaiXVidl TTou OAOKANpwONnKe 0TO

TTPONYOUNEVO OTO ETTITTEDO TTOU ETITPETTEI AUTO AAAG Kal N unxavh Unity.

4.1 AvATrTugn €1I0aywylkoU Hevou

Ta TePIoTOTEPA TTAIXVIOIA £XOUV £VA APXIKO HEVOU TTOU ATTOTEAEI TO TTPWTO
TIPAYUQ UE TO OTTOIO EPXETAI O€ ETTAPA O XPROTNG OTAV EKKIVEI TNV EQAPUOY. 2€
QuTO TO PEVOU O XPNOTNG £xEl oUVABWG TN duvaTOTNTA VA AAAGEEI KATTOIES
puBuiceIg TOou TTaIXVIBIOU, OTTWG N avaAuon oTnV oTToia Ba TPEXEL, va O€I TO 1 KAl
va aAAA&el Tov XEIPIOUO KaBWGS Kal va TTepIinynOei oe GAAEG AsiToupyieg Tou 1) va
KAEio€l TNV epapuoyn.

Na tn dnuioupyia Tou PJEVOU QTIAXVETAI YI VEQ OKNVH, Kl AV TO PJEVOU
TTPOOPICETAI OAV APXIKO, TIPETTEI KAI N OKNVH va OpPIZeTal WG TTPWTN OTN O€Ip&
OKNVWYV OTIG PUBNICEIG XTIOINATOG TTOU gival TIPOCRACIYES aTTO TNV ETTIAOY
«Apxeio». Ze auTéC TIC puBuiceIg TTPETTEI va TTPOOTEBOUV OAEG OI OKNVEG TIC OTTOIEG
O TTPOYPOUMATIOTAG OKOTTEUEI VO CUUTTEPIAGREI GTO TTaIXVidI OTNV TEAIKA TOU
Mop®n. H ocipd, ek1dg atTd TNV TTPWTN ETTIAOY, €ival TTPOAIPETIKN ETTEION O
TIPOYPOUMATIOTAG UTTOPEI VO ETTIKAAEOTEI OTOV KWOIKA AANEG OKNVEG EITE UE TOV
apIBud oruavong Trou diveTal OTIC PUBMICEIC, €iTE e TO OvOoua TNG idIag TNG
oknvNg, HEB0BOC TTou TTPOTIUATAI VIa EUKOAOTEPN aAAayr EKTOG OEIpAC. ATTO TIG
id1EC puBuiceIg PuTTOoPEi Va KaBOoPIoTEN N TTAATPOPUA ) TO AEITOUPYIKO VIO TO OTTOI0

TTpoopifeTal va TPEEEI TO TTaIXVIDI, TI ETTIAOYEG Ba €X€1 O XPAOTNG VIO va TTNPEACE!
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TO TTaIXVidl WG TTPOG TN AEITOUPYia Tou, KABWG Kal av To TTaixVvidl Ba gival o€ TEAIKN

HOP®PN N HOPPr) EAEYXOU.

| Build Settings

w

cenes In Build

Scenes/introScene
Scenes/gameOverScene
Scenes/multiplayerScene
Scenes/mapCreatorScene
Scenes/gameScene
Scenes/gamesScenel
Scenes/gamesScene2
Scenes/gamesSceneZnewposition
Scenes/gamesScene2Zweaken

KEERRREKEE
W~ o s WwNE o

Add Open Scenes

Platform

:\ A
w Web Player é_, PC, Mac & Linux Standalone

—-f‘ PC, Mac & Linux Standalone <4 Target Platform | Windows 3

- Architecture [ x86 &l
Windows Store Development Build ]
Autoconnect Profiler -
& i0S Seript Debugaing ]
® Ty tvos
ﬂ Android
é Tizen

| Switch Platform || Player Settings... | [ Build || Build And Run_|

o

Learn about Unity Cloud Build

Eikéva 4.1.1: PuBuioeig xTioipartog

2TNn oKNVA TTou £xel dnuioupynOei emAEyeTal n dilodidoTaTn ATreikdvion oTnv
006vn okNVAG. AnuIoupyeEital Eva aVTIKEIMEVO KAUBA OTO OTTOIO TTPOCTIBEVTAI N
KEVTPIKN KAPEPA, MIA EIKOVA WG TTICW 000vN KAl KOUMTTIA TTIAOYWV OTTWG évapén
TTaIXVvIOIoU, puBUIcEIC Kal OTI BEAEI O TTPOYPANMPATIOTAG VA ETTITPEYEI OTO XPHOTN va
Kavel. OAwv auTwyv Tn HoPPr UTTOPEI va eTTECEPYQOTEI TOGO 00O £TTIOUEI O
TTPOYPANMATIOTAG.

MoAAQTTAG pevou utTopouv va dnuioupynBouv TTou Ba evepyoTrolouvTal UE
TA TTATAMATA TWV ETTIAOYWYV TOU apxIkou. Mia TTAnBwpa eTTIAOYWY, OTTWG
TTPOCBEDN KEINEVOU, KOUTIA OANAvVONG, NTTAPES KUAIoNG diatiBevTal atrd 1o Unity.
Ta Tapatmdvw Pevou Ba TTPETTEI OUWGS Va aTTEVEPYOTTOINBOUV atTd eu@Avion n
oTroia Ba puBuiCeTal ammd KWOIKA TTOU Ba AVTOTTOKPIVETAI OTIG ETTIAOYEG TOU

apXikou uevou.
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= Hierarchy . Asset St Animat €Game  [I———
| Create '| oy Al ) 0t Display 1+ | Free Aspect

Directional Light
¥ Canvas

» MainMenu

» Main Camera

» OptionsMenu

» SoundMenu

» GraphicsMenu

» ControlsMenu

EventSystem

LevelManager
¥ AudioManager

AudioListener
Audio Source

Eikéva 4.1.2: Eicaywyikd pevou o€ OAeg TIG 006veg

21NV €IKOva 4.1.2 @aivovtal ol £ €TMIAOYEG TTOU Ba €xel 0 XProTNG aTTd TO
APXIKO YEVOU. Oa UTTOPEI va EKKIVACEI TO TTAIXVIOI, VO QOPTWOEl TO TEAEUTAIO
ETTITTEQO TTOU £0WOE, AVOIEEI TO JEVOU pUBUicEWY, va EEKIVOEl Eva TTaiXVidl
TTOAAQTTAWYV TTAIXTWYV, VA QTIALEI £va XAPTN YIa auTd TO TTaixVidl Kal va KAEioe! TNV
epappoyn. O1 TTEPIoOOTEPES ATTO AUTEG TIG ETTIAOYEG HETAPEPOUV TOV TTAIXTN O€
KATtrola GAAN oknvr], EKTOG ATTO AUTH TWV PUBUICEWV TTOU QOPTWVEI EVA KPUUPEVO

atro TNV apxIki 00ovn pevou.

Eikéva 4.1.3: Mevou etmAoywv oTnv 0866vn oKNVvAg
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To pevou puBuicewv OTTWG @aiveTal oTnVv €IKOva 4.1.3 £xel dUO ETTIAOYEG yia
TOV XProTn. ZTNV TTPWTN Tou diveTal N duvartoTnTa va aAAdgel Tnv avaluon TTou Ba
TPEXEI TO TTaIXVIdI Kal av Ba TTiavel OAn Tnv 066vn r} Ba Acitoupyei o€ popPn)
TTapaBupou. ZTnv deUTEPN O XPAOTNG UTTOPEI va Bpel 0dnyieS yIa TOUG XEIPIOUOUG
Tou TTaIXVIOIoU TTPIV EEKIVAOEI va TTaidel. TEAOG UTTOPE va ETTIOTPEWEI OTO APXIKO

Mevou.

Eikéva 4.1.4: Mevou aAAayr SIa0TACEWV Kal 0dnyou EAEYXOU XOPAKTHPWV

MNa TN ocwoTn AsIToupyia Twv PeEVoOU Ba TTPETTEI VO ouvTaxBoUuv CuvapThOEIG
TTOU KaAoUVTal OTO TTATNHA TwV KOUUTTIWV. [Na TIG TTEPICTOTEPES ATTAG Ba
TTPooTEBEI N aAAayr) oKkNVS Kal N AsiToupyia €60V yia TO KAEIOIUO TNG

EQAPUOYNG.

public void LoadScene(string name){
SceneManager.LoadScene (name);

}

public void MultiplayerScene(string name){
SceneManager.LoadScene (name);

¥

public void QuitGame(){
Application.Quit ();

¥

public void Load(){
SceneManager.LoadScene (PlayerPrefs.GetString ("currentscenesave”));

}
Eikéva 4.1.5: Kwdikag aAAayig oknvrg yia TO apXIKO PEVOU
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MNa 1o pevou pubpicewy Ba divetal kal aAA&lel avdAoya oTn ouvapTnon Hid
AoyIkn) Tiur TTou Ba pubpilel TNV ep@avion Tou pevou. H idia cuvaptnon Ba
XPNOIMOTTOINBEI KAl yIa TNV EJPAVION TwV PUBUICEWY YPAPIKWYV, TIG 00NYIES Kal TRV
ETTIOTPOPI O€ TTPONYOUUEVO PEVOU.

A6 Ta TETPAYWVA ETTIAOYAG TOU PEVOU YPAQIKWV pubuicewv Ba diveTal
évag aképalog apIBuog Tou Ba diaipeital To Adyo didoTaong TG 086vng TTou
ETTIAEYEI O TTPOYPAPMATIOTAG HE TO ATTOTEAECUA VA XPNOIUOTTOIEITAI VIO TO PIKOG
EVW 0 aKEPAIOG YIa TO TTAGTOG TNG avaAuong. H TTARpNng 086vn Ba déxeTal pia
AOVYIKR TIUA TTOU Ba EVEPYOTTOIEI TNV PEYIOTN AvAAUCH, KPATWVTAG TTAYWPEVN TNV

TTPONYOUMEVN avaAuCon yIa ETTIOTPOQPN OE QUTH O€ TTEPITITWOTN ATTEVEPYOTTOINONG.

public veid GraphicsMenu(boel clicked){
if (clicked == true) {
graphicsMenu.gameObject.SetActive (clicked);
optionsMenu.gameObject.SetActive (false);
} else {
graphicsMenu.gameObject.SetActive (clicked);
optionsMenu.gameObject.SetActive (true);

[—

}

public veid SetScreenResolution(int i){
if (resolutionToggles [i].isOn) {
activeScreenResIndex = i;
float aspectRatio = 16 / 97;
Screen.SetResolution (screenUldths [1], (int)(screenWidths [i] / aspectRatio), false);
PlayerPrefs.SetInt ("screer s index”, activeScreenResIndex);
PlayerPrefs.Save ();

public veid SetFullscreen(bcol isFullscreen){
for (int 1 = @; 1 < resolutionToggles.Length; i++) {
resolutionToggles [i].interactable = !isFullscreen;
1
if (isFullscreen) {
Resolution[] allResolutions = Screen.resolutions;

Resclution maxResolution = allResolutions [allResolutions.Length - 1];
Screen.SetResolution (maxResolution.width, maxResclution.height, true);
Yool ia £
5 ci5¢C 1

SetScreenResclution (activeScreenResIndex);
1
PlayerPrefs.SetInt ("fullscreen", ((isFullscreen) ? 1 : 8));
PlayerPrefs.Save ();

[

Eikéva 4.1.6: Kwdikag pubuiocswv avaluong
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4.2 Avarmrrtugn pevou ravong

O1rwg Pe To apxikd pevou, €101 QTIAXVETAI KAl TO JEVOU TTaUoNG, HE MOV
dlagopad Ot avTi va gival oTn dIKIA Tou OKAVN, Ba BPioKETAI OTIG OKNVEG TOU
TTaIXVvIOIoU. Kwoikag eAEYXE! yia TO TTATAMA KATTOIOU TTPOKAB0PICUEVOU aTTO TOV
TTPOYPOUMATIOTH) KOUUTTI TOU TTANKTPOAOYIOU yIa va KOAEOEI TNV OuvAapTNON TTOU

EVEPYOTTOIEI TO PJEVOU KAl TTAYWVEI TO XPOVO OTO TTaIXViol.

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

Pause ();
}
}
public void Pause(){
if (canvas.gameObject.activeInHierarchy == false) {
canvas.gameObject.SetActive (true);
Time.timeScale = 9;
} else {

canvas.gameObject.SetActive (false);
Time.timeScale = 1;

Eikéva 4.2.1: Kwdikag pevou rauong
= Hierarchy Asset S Animat 8 € Game
|Create -| BeAl ) I ¢ | <l | Display 1 #|| Free Aspect ~ | Maximize or
» Manager
PrefabHolder
Canvas
PauseBackground
¥ PauseMenu
PauseText
» Main Menu
¥ Quit
» Resume
» Save
» Load PAU S E
EventSystem
» AudioManager
BackGround PAUSE Resume

Audio Source

Load

L Quit ]

Eikéva 4.2.2: MevoU TTauong o€ OAeG TIG 080veg
Na TO KAAEOPA TWV CUVAPTACEWY PE TO TTATNHA TWV KOUUTTIWV TWV PJEVOU
TTPOOTIOETAI ATTAG O KWAIKAG KAl N CUVAPTNON TTOU XPNOIKOTTOIEITAI OTAV ETTIAOY

TTOTANOTOG 0€ KABE AVTIKEIUEVO KOUUTTIOU.
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¥ ox [M Button (Script) ¥,
Interactable
Transition | Color Tint s

Target Graphic  ®4PLAY (Image)
Normal Color I |
Highlighted Color [ |

%% o

Pressed Color i
Disabled Color Vi
Color Multiplier  (Om—— 1 —\
Fade Duration 0.1 [
Navigation | Automatic 4]
| Visualize |

Oon Cliqk 0

| Runtime Or# || LevelManager.LoadScene

¥

| LevelM OLgameScener

+ -

Eikova 4.2.3: KGAeopa cuvapTrioewy atrd Ta KOUPTTIA TwV JevoU

4.3 NMpoodRKn RXou

Ta TTepIoTOTEPA TTAIXVIOIO XPNOIMOTIOIOUV XOUG OTN HOP®I MOUCIKNAG N
€QE. 2€ TTOAAG TTaIXVIdIO O AXOG TTAiCEl KAl ONPAVTIKO POAO yIa TOV
TTPOCAVATOAIOUO TOU TTAiXTN OTO XWEO. ZTO TTaIXVidl TTPOCTIOETAI JOUCIKY) O€ KABE
oKnvr, oTréTe dNUIOUPYEITAI €va AVTIKEIMEVO TTNYAG HXOU TTOU BEXETAI TO APXEIO
MOUOIKAG Kal £va OTOIXEIO AKOUOTIKOU TTPOCTIOETAI OTO QVTIKEIMEVO TNG KUPIAG
Kapepag. H pouoiki puBpiceTal va TTaicel o€ eTTavaAnyn Kai ue TV évapén mng

oKnVvnG.

® Inspector Services Sy
> Audio Source [static +
Tag | Untagged 4+ | Layer | Default 4]
¥ .~ Transform W,
Position X -20.87831 Y |-1.48837" Z -31.8089%
Rotation X0 1Yo 1zo |
Scale X|1 Y1 Zi1 |
¥ =] M Audio Source #*,
AudioClip |“*Menu theme - Thiago Adamo | ©
Output ‘None (Audio Mixer Group) |0
Mute O
Bypass Effects Ll

Bypass Listener Effec[ |
Bypass Reverb Zone [ |
Play On Awake ™

Loop
Priorit; 1128 |
t High - Low * )
Volume =) 11 |
Pitch 1 |
Stereo Pan 0 |
Left 24 Right
Spatial Blend O
2D 3D '
Reverb Zone Mix —— . | 1

» 3D Sound Settings

Eikéva 4.3.1: AvTIKEiNEVO PE OTOIXEIO XOU
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4.4 Mauyvidl TTOAAWYV TTAIXTWV O€ TOTTIKO SikTUO

44,1 UNET

To UNET(Unity Networking System) €ivai n rpootrédeia Twv dnuioupywv
Tou Unity va dwaoouv TNV IKavOTNTa 0TOUG XPOTES TG HNXAVAG VA avatrTu{ouv
OI1adIKTUOKA TTaIxVidla. H pnxavA AoITTOV TTPOCQPEPEI AVTIKEIMEVA TTOU TTEPIEXOUV
éva JeyAAo oUVOAO aTTO £TOINOUG KWAIKESG TTOU avaAauBavouv pévol Toug Thv
O1adIKTUOKK oUuvdean dixwg va XpeIaleTal TNV evaoXOAnaon Tou XpAoTn, KaBwg Kai
BIBAIOBAKEG e £TOINEG EVTOAEG KAl CUVAPTAOEIG TTOU UTTOPEI 0 XPAHOTNG va BPEl Kal
XPNOIUOTTOINOEI JE EUKOAIQ.

To UNET c¢ival éva oXeTIKA VEO oUCTNUA TTOU KOO avaTTTUoCETAl Kal gV
TTPOC@EPETAl TTAAPNG KAAUWN TwV dUVATOTATWY TOU. ETTEId OWE KATTOIEG ATTO TIG
aTTAOUOTEPEG AEITOUPYIEC TOU PTTOPOUV VA CUUTTANPWOOUV OTO TTaiXVidl,

TTPOOTEBNKAV YIa VO avaAuBEi Kal auTtd TO KOPPATI TG MNXAVAG.

4.4.2 AvarmTugn mpooOinkKng TTOAAATTAWYV TTAIXTWV O€ TOTIKO SiKTUO

To TpwTo TTPdyua TTou XpeldleTal va Yivel yia va avaTttuxBei n ouvdeon
TTOAQTTAWYV TTAIXTWYV O€ €va TOTTIKO OIKTUO €ival n dnuioupyia vog ETOIMOU ATTO TO
Unity avTikeipevo o€ pia véa oknvr, 1o «Network Manager». AuTo TO QVTIKEINEVO
TTEPIEXEI TOUG ATTAPAITNTOUG KWOIKEG YIA TN OUVOEDH TWV TTAIXTWY OTO OiKTUO.
Mrtropei va dexBei pia oknvr TTou Ba TpEXEl evd Oev UTTAPXEI TUVOEDN KAl Ui OTNV
oTroia Ba TpExel To dIadIKTUAKO TTaiXVvidl. AExeTal Kal TO JOVTEAO TOU BaCIKOU

TTaiXTn TToU 6a dnUIoUPYACEI OTO TTAIXVidI.

LAN Host(H)
LAN Client(C) |localhost

LAN Server Only(S)

Enable Match Maker (M)

Eikova 4.4.2.1: GUI ouvdeong ToTmKoU SIKTUOU
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To avTtikeipevo TTpoo@épel Kal éva GUI, auTtd TTou @aivetal aTnv €IKOva
4.4.2.1, TO OTTOIO EMTPETTEI OE EvaV XPNOTN va AEITOUPYEI WG EEUTTNPETNTIS KAl Ol
UTTOAOITTOI TTAIXTEG VO OUVOEOVTAI WG EEUTTNPETOUMEVOI.

Epboov 10 povtéENo TOu TTaiXTN €ival auTd TTOU Ba TTPETTEN VA EVNUEPWVETAI
OUVEXWG OTO XWPO TOU TTaIXVIBIOU, YivovTal Ol aTTapaiTnTEG AAAAYEG OTOV KWAIKA
TOU TTAiXTN. ZEKIVWVTAG PE TNV TTPOCBONKN TNS BIBAIOBNKNG TTOU TTPOCPEPEI TO
Unity yia tnv dlaxeipion TG ouvdeong TTPOCTIBETAI N EVTOAr] CUYXPOVIOHOU TNG
B€ong Tou TTAiXTN, O server TTPoodidEl Eva avayvwpIOTIKO VOUPEPO O€ KABE TTaiXTn
TTOU PTTaiVEI OTO TTaIXVidI, To Bdlel o€ OocIpd e TOUG UTTOAOITTOUG KAl TOV EPQAViCEl
o€ Jia Tuxaia Béon TTavw oToVv XAPTN Kal O TTAiXTNG EVNMEPWVEI TOV Server yia TIG

KIVAOEIG TOU OTO TraixVidl Kal Tn 8€on Tou.

[Syncvar]
public vector2 gridPosition=vector2.zero;

[Syncvar]

public int id;

[Command]

public void CmdSetId(int newId){
id = newld;

¥

[ClientRpc]

public void RpcSyncNetManagerPlayerIds(string serializedList){
var 1st = JsonUtility.FromJson<int[]> (serializedList);

ew List<NetworkPlayer>();

var added = GameObject.FindobjectsofType<NetworkPlayer> ().where (X => x.id == id).First ();
neworderedList.Add (added);

3

J

NetManager.instance.players = newOrderedList;

¥
[Command]
public void CmdSyncNetManagerPlayerIds(string serializedList){
var 1st = Jsonutility.Fromison<int[]> (serializedList);
ar neworderedList = new List<NetworkPlayer> ();
foreach (var id in 1st) {
ar added = GameObject.FindObjectsofType<NetworkPlayer> ().Where (x => x.id == id).First ();
neworderedList.Add (added);
¥
NetManager.instance.players = newOrderedList;
¥
[Command]
public void CmdMoveCurrentPlayer(string serializedGridPosition){

RpcMoveCurrentPlayer (serializedGridPosition);
NetManager.instance.moveCurrentPlayer (serializedGridPosition);

¢ void RpcMoveCurrentPlayer(string serializedGridPosition){
etManager.instance.moveCurrentPlayer (serializedGridPosition);

}
[Command]
public CmdNextTurn(){
if (Netmanager.instance.currentPlayerIndex + 1 < NetManager.instance.players.Count) {
NetManager.instance.currentPlayerIndex++;
} else {
NetManager.instance.currentPlayerindex = @;
¥
b

[Command]
public void CmdSetGridPosition(vector2 newPos){

gridrPosition = newPos;
}
[Command]
public void CmdupdateTransformPosition(){

transform.position = new vector3 (gridPosition.x - mMathf.Floor

(NetManager.instance.mapSize / 2), 1.5f, -gridPosition.y + Mathf.Floor (NetManager.instance.mapSize / 2))

Eikéva 4.4.2.2: Baoikég aAAay€G oTov KWOIKA TOU TTaiXTn
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Tn XpoVvIKA TTEPiIod0 TTouU avaTrTuxdnke n TPooBRKn TTaixvidloU o€ TOTTIKO
OikTUO TO Unity ETTETPETTE TNV UTTOOTAPIEN MEXPI TEOOAPWY TTAIXTWYV Kal OEV
dIvOTav duvatoTnTa dNUIoUPYIAG EXOPIKWY TTPOG TOUG TTAIXTEG XAPOKTPWV
eAeyxOuEVOUG ATTO TOV UTTOAOYIOTH KOl O GUYXPOVIOWOG dev ATAV TTAVTA OTABEPOG
1 dueocog. ‘ETol 1o TTaixvidi gival TN HOpYnS apévag, Ye KABE TTaixTn evavTiwv Twv

UTTOAOITTWV.

I

Eikova 4.4.2.3: MNaixvidl avaueoa o€ TTOANOUG TTaiXTEG

4.5 Anpioupyia TTEPICOOTEPWYV ETTITTES WV

Ta repIoadTEPA TTAIXVIOIA £XOUV TTOAAATTAG ETTITTEDQ YE VEEG TTIPOKANOEIG
YIO TOUG TTAIXTEG. ZTOV ApPXIKO OXeDIAOUS TOU TTaAIXVIOIOU, KOl CUP@WVA UE TO €iDOG
TOU, ATAV N OAOKANPWON ATTOCTOAWYV Yia TV TTpowBnon o€ véa emmieda. H
avaTtrTugn Toug gival pia a1TAr diadikaoia 61Tou atraitei Tnv dnuioupyia vEwv
OKNVWYV Kal QVTIKEIMEVWY TTOU Ba Kavouv xprion Tou ndn uttdpxovTa KWoIKa JE
OTTOIEG TTPOCBNKES PTTOPEI VA gival ATTAPAITATES KUPIWG YIa TV TTPOCOAKN TWV
OTTOOTOAWV.

27O TTaIXVidI CUYKEKPIMEVA OTO TTPWTO ETTITTEDO O XPOTNG TTPETTEI VA
KIVIJOEl TOUG TTAIXTEG TOU £TCI WOTE VA ETTIOPACEI JE OAA TA OPAIPIKA AVTIKEIMEVA

TOU ETTITTEDOU YIA VA TIPOXWPHOEI OTO TTOEVO. O £XOpOoi avd KATTOIEG ATTWAEIESG
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augavovral, oTToTeE 0 XPAOTNG augavel TIG TTIBavOTNTEG va NTTNOEi 600 dev
TTPOOTIABEI va TEAEIWOEI TNV ATTOOTOAN OAAG AOXOAEITaI UE TOUG £XOPOUG.

2Tn OeUTEPN O TTAIXTNG €XEI Va €TTIAECEI avAuETa o€ BUO aTTOOTOAEG. EiTe Ba
KIvnBei TTpog Tnv OITTA TTOPTA KAl B0 CUVEXIOEI ANECWGS OTO ETTOPEVO ETTITTEDO, N
Ba emdpdoel Ye Yia o@aipa Kai TNV Povr) TTépTa, 61ToU Ba TTPOXWPNOEI o€ AAAO
ONMEIO TOU ETTOUEVOU ETTITTEDOU HE TTIO AdUVAUOUG £XOpoUG KAVOVTAG TO
EUKOAOTEPO. ZKOTTOG €ival va QUOKOAEUTEI O TTAIXTNG OTNV HIA TTIOTA YIA VA €XEI
OQeNOG OTNV €TTOPEVN. AV XPNOIPOTIOINCEI TNV 0@Aipa Kal KIvnOei aTnv dITTAN
TTOPTA, TO TTAIXVIdI TEPUATIZEl, EVW av TTAElI aTTeUBeiag aTnv povir, ammAd Ba
EeKIVAoel TNV TTOEVN TTIOTA OTN VEQ B€0N. Z€ auTo TO ETTITTEDO TTPOCTEBNKE £va
€id0g eXOpwyV TTOU PTTOPOUV va XTUTTAVE atrd ammdéoTacn. Av £vag apiBudg Twv
eXBpwv oKoTWOEI EpxeTal Eva OeUTEPO KUUA VA ETTITEDEI OTOV TTAIXTN.

2710 TPiTO €TTITTE®O N ATTOOTOAN €ival atrAr). O TTaiXTNG TTPETTEI VO VIKACEI
OAoug Toug £xBpoUC Kal N duokoAia TNG BaacileTal kaBapd oTnv aTTdPACH TTOU

TINPE OTNV TTPONYOUMEVN TTIOTA.

Eikéva 4.5.1: Aidpopa etTitreda Tou TTaIXVIOIOU

TENOG dNIOUPYEITAI hIA OKNVA PE €Va HEVOU TTOU AEITOUPYEI yIa TOV
TEPUATIOUO TOU TTaIXVISIOU. AuTH Ba eTTIKAAEITAI Aua O TTAiXTNG XAOEl OAOUG TOUG
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XOPAKTAPEG, av Oev OAOKANPWOEl TNV OEUTEPN ATTOOTOAN OTTWG TOU UTTODEIKVUETAI

Kal 6Tav OAOKANPWOEI TO TTAIXVIOI.

Load Last Save
| Main Menu |

Eikova 4.5.2: MevoU ARgng Tou traixvidiou
ATTO TO pevou oTnyv eIkOva 4.5.2 o TTaixTng €xel Tn duvaroTnTa va QoPTWOEl

TNV TEAEUTAIQ TTIOTA TTOU OTTOBNKEUOE KAl va EQVATTAIEEl, VO UETAPEPDEI OTO PeEVOU

évapéng N va KAgioel TNV EQapuoyn.
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KE®AAAIO 5

OAOKAHPQZH NAIXNIAIOY

Me 10 TEAOG TNG OAOKARPWONG OAWYV TWV OKNVWV TO TTAIXVIOI UTTOPEI va XTIOTEI Kal
va TTaIXTEl Kavovikd. AAAAG yia va gival o€ KATaoTaon Vo KUKAOQOPROEl 0TnV ayopd
Ba TTPETTEl va QOKIPJAOTE KAl va €CETACTEI OTI OeV TTPOCPAAEI ADEIEG KAI TTVEUUATIKA
OIKAIWUATA WOTE VA KNV KIVOUVEWEI N KUKAOQOpPIa Tou VOWIKA. ETTiong yia va gival
EUTTOPIKN ETTITUXIO XPEIGZeTaI TNV OUUPBOARA Kal GAAwV gpyaAeiwv. OAa autd Ba
avaAuBouv o€ auTd TO KEQAAQIO WOTE va OAOKANPpwOEi TTAApwWG N avadAuon Tou

QAVATITUEIAKOU KUKAOU TOU TTaiXVIOIoU.

5.1 Xrtioigo maixvidiov

270 UTTOKEQAAQIO «4.1 AVATTTUEN E1I0AYWYIKOU JEVOU» TTAPOUCIACTNKE TO
MEVOU pUBUICEWV XTIOINOTOG. ATTO €KEI O TTPOYPAMMPATIOTAS OPICEl TN OPYPN TNG
€QapuPoyNA¢ TTou Ba dnuioupynBei. MtTopei va emAEEEl TNV TTAGTEOPA, OTTwS PS4
kal XBOXOne, 1} T0 A&IToupylko ouoTtnua, 6mws Windows kai Android, kai va
puBuicel aToIxEia TTOU TO aPopoUv, OTTWG TNV apXITEKTOVIKN oTa Windows. AiveTal
n duvatoTNTa TTPOKABOPIoUOU TNG avaAuong KAl GAAWV YPOPIKWYV pUBUICEWV.
Etriong o TpoypapuatioTAg PTTopEi va aAAAEEl TO €IKOVIDIO PE TO OTToI0 Ba
EM@AVICETAl N EQAPUOYN.

‘Eva traixvidl TTpETTEl va gival TTPOYPANMATIONEVO VO AEITOUPYEI O€ KATTOIX
KOVoOAa A AsIToupyiko ouoTtnua. To Unity diaB€Tel BIBAIOBNAKES yia Tn dIEUKOAuvOon
TWV TTPOYPAUMATIOTWY OAAG QUTO dE oNUAiVEl TTWG Eva TTAIXVidI TTOU OXEDIAOTNKE
yia Windows Ba Aeitoupynaoel ye Tov idlo Tpétro o€ Android. Mpétrel va AngBouv
atro ToV OXEQIAOUO UTTOWIV Ol TTEPIOPICHOI O€ TEXVOAOYIa, duVATOTNTES KAl
XEIPIOPO aAAIwg Ba uttdpxouv TTpoBAApaTa oTaBepdTNTAG TTOU Ba KABIGTOUV TO
TTaIXVidl aduvaTtov va Asitoupynoel cwoTd, av Asitoupyoel. OTTOTE o1 ETTIAOYEG
TToU divovTal 0To hevoU puBuicewy XTIoiHaTog eival To TEAeuTaio Briua yia va
QTIOXTEI MIa €QapUOYr CUNBATH PE TO AEITOUPYIKO TTou Ba TPEELEI, OEV UETATPETTOUV
o€ 0TOBEPEG EKOOTEIC TTaIXVIOIA TTOU eV gival OXEDIAOUEVA PE AUTO TO AEITOUPYIKO

KATA VOU..
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Settings for PC, Mac & Linux Standalone
Resolution and Presentation

Resolution

Default Is Full Screen o
Default Screen Width 960
Default Screen Height 540
Run In Background* o

Standalone Player Options
Capture Single Screen [ ]

Display Resolution Dialog| Enabled 3|
Use Player Log
Resizable Window o
Mac App Store Validation [ ]
Mac Fullscreen Mode | Fullscreen Win# |
D3D9 Fullscreen Mode | Fullscreen Win# |

D3D11 Fullscreen Mode | Fullscreen Win # |
Visible In Background ;|
Allow Fullscreen Switch []
Force Single Instance ||
b Supported Aspect Ratios

* Shared setting between multiple platforms.
Icon
Splash Image

Other Settings

Eikéva 5.1.1: TeAikég pubpioeIg yia Tov TTaiXTn

O trpoypaupaTIioTr) uTTOPEI aTTd TIG PUBMICEIG TNG €IKOVAG 5.1.1 va TTITPEWEI
oTOV XPAOTN va €£xEl TNV duvaTtoTnTa aAAayAg avaAuong Kal puBPIoNG YPAPIKWY i
XEIPIOPOU TTPIV TNV £VOPEN TG EPAPUOYNG. ZTO TTaIXVidl deV ETTITPATTNKAV QUTEG Ol

duvaToOTNTEG EPOTOV £XOUV TTPOOTEDEI EVTOC TOU TTAIXVISIOU.

Graphics  Input a X
Screenresolution | 800 x 600 v Windowed
Graphics quality  |Fantastic v
Select monitor Display 1 T
o
Graphics Input
Control Primary Secondary ~
Horizontal (+) right d
Horizontal () left a
Vertical (+) up w
Vvertical (-) down s
Firel left ctrl Left Mouse ¥,

Double-dlick an entry to change it

Eikéva 5.1.2: PuBuioeig Tpiv TNV £vapén
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Otav o TTpoypauPaTIoT G TTATAEI TO TTAAKTPO XTICIUATOG TOU ¢NTEiTal O
@AKeAOG TOTTOBECIOC ATTOBRKEUONG TNG EQAPHOYAG KAl aPOoU ETTIAEXOEI LeKIVAEI N
dladikaoia dnuioupyiag. Otav oAokAnpwoEei, 010 PAKEAO Ba UTTAPYOUV HIa
EKTEAEOIUN €QApPPOYH Kal Evag QAKEAOG TTOU Ba TTepIEXEI OAA Ta dedopéva TTOU
xpelddetan To TraixVvidl yia va TpéEel Kal diaBdadel atrd ekei. 210 QAkeAO dev
TTepIEXOVTal Ta . Xml apxeia ye Toug XAPTEG TTOU XPNOIUOTToIoUVTaAl OTIG BIAPOPES
OKNVEG, OTTOTE O TTPOYPANUATIOTAG TTPETTEI VA PPOVTIOEI VO TOUG CUMTTEPIAGRBEI O

id10G OTO PAKEAO TTOU BPioKeTAl TO EKTEAETIYO. TO TTaIXVidI TTAEOV gival £€TOIUO va

TPEEEL.

4 Killteam - X

made with Unity

Personal Edition

Eikéva 5.1.3: Logo katd Tnv évapén Tou TTaixvidiou

5.2 Aokipn Kai aAAayég

O1 puBuioeIg XTICIPATOG ETTITPETTOUV TNV dnuIoupyia evOG DOKIUACTIKOU
EAEYKTIKOU eKTEAECIUOU TTOU Ba gpgaviel Eva TTapaBupo To oTToio Ba deix Vel
MNVOPaTa cQOAPATWY 1] TTPOKABoPIoHEVA NVUUATA TTOU €XEI OPIOEl O
TTPOYPAUMATIOTAG. AgiToupyei aav Tnv 066vn KovaoAag Tou Unity. ‘Exel o
OQOKIMOOTAG UTTOPEI VO EAEYXEI KAl VA YVWPICEl Aueoa av KATI O€ AEIToupyEi owoTd
OTO TTQIXVidI.

EKTOG a1md TNV 006VN €AéyX0OU 0 BOKIMAOTAG UTTOPEI va del Ta idla pnvuuaTa
OTO apxeio output_log.txt TTou BpiokeTal aTo AKEAO Tou TTaIXVIOIOU UE Ta
oedopéva Tou. O €Aeyx0g Tou TTaIXVIOIOU OE QUTH Tn HOP®N €ival aTTapaiTTOS YyIa

va eEaKpIBwWOEI Kal N oTaBEPOTNTA TOU VA TPEXEI OTO AEITOUPYIKO YIa TO OTTOIO
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TTpoopileTal, EQOoOV PTTOPEI va TTapoucidoel o@aAuata TTou d€ Ba ATav Eueavi)

atrod TIG BOKIYEG OTAV unxavr Unity.

€ Killteam = X

Development Build

Eikova 5.2.1: AokipaoTiKA €kdoon Traixvidiou

2TNV €IKOVA 5.2.1 yia TTOPAdEIYHA EUPAVICEl EVO OCUVEXEG OQAAPA YIATI TO
TTaIXVidI OeV YTTOPEI VO dNUIOUPYNOEI TNV OKNVA TG TTPWTNG TTIoTAG. AUTO
oupBaivel yiaTi 0TN CUYKEKPIPEVN TTEPITITWON OEV £XEI TTIPOOTEDEI O AVTIOTOIXOG
XAPTNG OTOV i0I0 PAKEAO UE TO EKTEAETIUO.

210 TTaIXVidl TNG TITUXIOKAG gixav TTapatnenBei TTpoBAApaTa 0TOBEPOTATAG
ME KATTOIEG OUVBNKEG TNG TEXVNTNG VONUOOoUVNG. TNV apxn O TTaiXTng Tou
uTTOoAOYIOTH Ba KIvoUTav OTNV PEYIOTN atTrdéoTaon TTou XpelaldTav yia va TTITEDET
KAl XTUTTOUOE TOUG TTAiXTEG TOU XPNoTn atrd ekei. MeTd Guwg atrd PEPIKOUG YyUPOUG
TO TraIXVidl KOANaye avaykalovtag o€ eTTavekkivnon Tou. ‘Eyivav aAAayég oTig
OUVONRKEG WOTE O TTAIXTNG Va KIVNOEi TTpOg TOUG £XBPOUG TOU KAl VO TOUG ETTITEDEI
oTav autoi Bpiokovtal aTo TTedio eTTiBeang Tou. AuTr) n aAAayr} oTaBepoTTOiNCE TO
TTaIXVviol.

Etriong A1 oTnVv TEXVNTH vonuoouvn TTapatnprnonke 61l otn deUTEPN
TTOTA Ol TTAIXTEG TOU UTTOAOYIOTH Ba KIivoUvTav TTPOG TIG TTOPTEG KAl Ba
gvepyoTTolouoav €101 TOV TEPUATIOUO TNG. AuTd TO TTPORANPA TTapATNERONKE NETA
at1rd TTOAANEG SOKIPEG TOu TTauXVIOIoU. MNa va avTINETWTTIoNE auTd ouvTaxBnke
OuVORKN WOTE Ol TTAIXTEG TOU UTTOAOYIOTH va ayvooUV Ta QVTIKEIYEVA TNG TTIOTAG.

Tpito TTPOBANUA TTOU TTAPOUCIACTNKE ATAV OTNV TTEPITITWON TToU A Ta

mOavda TETPAywva yUpw ATTO TOV TTAiXTN TOU XPNOTN NTAV KATEIANUUEVA KAl O
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TTAiXTNG TOU UTTOAOYIOTH dgV €ixe AAAO OTOXO OTTOTE deV NEEPE TI va KAveEL. Epdoov
0€ YTTopouce va TTANCIACEl yIa va eTTITEBEI A& Kal oUTe €ixe KATI GAAO va KAVE,
TOU d0ONKe n duvaTOTNTA VA TTAPAXWPACEl TRV CEIPA TOU OTOV ETTOUEVO TTAIXTN.

ATIO TIG QOKIMEG OUWG EyIvav Kal BEATIWOEIG. XPOTEG TTOU OEV 1AV
€COIKEIWMPEVOI PE TO TTAIXVIOI OUOKOAEUOVTOUCQV OTNV ETTIAOYI TWV TETPAYWVWV
€TTEION TTOAANEG QPOPEC UTTEPDEUOVTOUCAV HUE TN YWVia TNG KAPEPag. OTTOTE €yIve N
TTPOOBNKN TNG PWTEIVOTNTAG TOU TETPAYWVOU OTTO TO OTTOIO TTEPVAEI O KEPOTOPAG.
‘ET01 n €TIAOYN €YIVE EUKOAOTEPN,.

Na va uTTopouv o1 XPROTES Va EEXwPICouV TOUG TTAIXTES TTOU XEIpidovTal
TTPOOTEBNKE N GWTEIVOTATA TOU TETPAYWVOU TTOU BPICKOTAV O TTAIXTNG TTOU £TTAI(E
o€ €KEIVO ToV yUpw. ETTiong £yivav aAAay£EG OTa JOVTEAD TWV TTAIXTWY TOU XPRoTn

WOTE VA PTTOPEI va Ta EEXwpPidel avAAoya PE TO XOPAKTNPIOTIKA TOUG.

5.3 Ad&IEg KAl TTVEUHATIKA SIKAIWUATA

To TTaiyvidl gival TTAéov OAOKANPWHEVO Kal dOKIJaouEVO. Mpiv Opwg
KUKAOQOPAOEI O TIPOYPAUMPATIOTHG TTPETTEI VA EAEYEEI OTI €ival TO TTaIXVidI TOU eV
KATATTaTAgl AOEIEG KAl TIVEUUOTIKA JIKAIWUATA KAl OEV ATTEIAEITAI ATTO VOMIKES
O100IKATiEG.

Oowv agopd Ta TTPOTEPHMUATA TTOU TTapEXoVTal atrd To Asset Store 10xUEl
OTI «O Xopnywv adela xopnyei oTov TEAIKO XpAOTN MIA N ATTOKAEIOTIKA, TTAYKOOUIO
Kal dlapkr adeia oTo TTpoTépNUa(Asset) yia va EVOWPATWOEI Ta TTPOTEPAMATA
MOVO OTTwG ouvOuAdovTal KAl EVOWPATWVOVTAI CUCTATIKA TWV NAEKTPOVIKWV
TTAIXVIOIWVY KAl TwV SIOAOYIKWY NECTWV Kal va BIAVEIEl TETOIO NAEKTPOVIKO TTaIXVidi
Kal d1aA0YIKO PECO. EKTOC atrd Ta TTAKETA avATTITUENG AOYIOUIKOU UTTNPECIWV
TTaixvidloU («utrnpecieg SDKs»), o1 TEAIKOI XpAOTEC YTTOPOUV VA TPOTTOTTOINOOUV
Ta TTpoTepripaTta. O TeAIKOS XproTng dev ptTopEi EI0AAAWG va avaTtapayayel, va
OlaveEilEl, va EKXWPNOEL, va eVOIKIAOEl, va MIoBwaoEl ) va daveioel Ta TTPOTEPAMATA.
YT1roypaupiceTal 0TI o1 TEAIKOI XPrioTeG OgV £XOUV TO DIKAiWMPA yIa Va dlaveidouy i
VA PJETOPEPOUV UE KABE TPOTTO (CUPTTEPIAQUBAVOUEVOU, XWPIG, TOU TTEPIOPICHOU
MEOW TNG EKXWPENONG) TA TTPOTEPAUATA UE OTTOIOOATTOTE GAAO TPOTTO ATT’ O, TI WG
EVOWMNOTWHEVA CUOTATIKA TWV NAEKTPOVIKWY TTAIXVIOIWV KAl TWV dIOAOYIKWYV
MECWV. XWPIG TTEPIOPICPO OTA TTPOEKTEDEVTA UTTOYPAUMIETAI OTI O TEAIKOG

XPAOTNG OeV €XEl TO DIKAIWHA VIO VO POIPAOTEI TIG dATTAVEG OXETIKEG PE TNV Ayopd
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€VOG TTPOTEPNMUATOG KAI VO APACEI ETTEITA OTTOIOBATTOTE TPITO TTOU £XEI CUMPBAAEI O€
TETOIO XPAON AyOpWYV TETOIO TTPOTEPNHA (POPOUN TTOU CUYKEVTPWVEL). »[1]

Apa 6oov agopd Tn Xpron Twv avTIKEIWEVWY TToU BpiokovTal oTo Asset
store 1o TraIXViIdI ATTO POVO TOU €ival VOUIKA KAAUUUEVO KAl KAVEIG OEV PTTOPET va
O1eKDIKAOCEI DIKAIWPATA O€ QUTO.

Mepi TG ékdoong Tou Unity oTnv oTroia @TIGXTNKE TO TTaIXVidl OI TTEPIOPICUOI
gival «JIa €TACIA EI00BNPATIKA IKAvVOTNTA 1 avTAnBévTog TTocoU Uwoug $100k ava
OIKOVOMIKO £€TOG YIa TOUG TTEAATEG TOU Personal Trakétou. Mia Trio1a el000NUATIKA
IKavoTNTa 1) avtAnBévTog TToooU Uywoug $200k avda olkovouiko £TOG yia TOUG
TeAdTeG Tou Plus trakétou. O1 Pro kai Enterprise TTEAGTEG €X0OUV ATTEPIOPIOTES
€I00ONMOATIKEG IKAVOTNTEG. »[ 2]

O1r61E 600 0 dNUIOUPYOS TOU TTAIXVIDIOU TTOU XPNOIKOTTOINCE TNV €AEUBEPN

Personal ékdoon Tou Unity kai B€Ael va TTOUAROEI TO TTaIXVidl Bev €xel ETATIO

€1006Npa avw Twv 100.000$, ptTopei va 10 KAVEL.

<

Plus Enterprise

for beginners & For serious creators looking to 0 king to profit A tailored solution to suit your
0 get started bring their vision to life o dc o organization’s creative goals.

$35 Contact us

No credit card required per seat/month per seat/month

_ SR Seieetpn Sonectes

Eikéva 5.3.1: Ekdooeig Tou Unity

H ékdoaon TTou XxpnoIPOTTOINBNKE yia TNV TITUXIAKN €ival n Personal kai givai

€AeUBEPN TTPOG KATERATHA Kal XpAon, OTTwG aiveTal atrd Tnv eikéva 5.3.1.

5.4 KukAo@opia traixvidiou

O dnpIoupyd¢ uTTOPE Va EKBUWOEI JOVOG TOU TO TTAIXVIOI O€ QUOIKA A
WYNQIaKr Hop@r), aAAd €KTOG Kal av PTTopEi va dia@nuioel To mTaixvidl, Toavov va
OuoKOAeuUTEl va Bpel TTOAOUG ayopaoTES. NMoAAEG eTalpeieg SPwWG, OTTWGS TO
Facebook ka1 n Valve péow tou Steam Store, €ival TTpOBUUES VO avapTiiOOUV TO
TTaIxVidl OTIG 1I0TOCEAIOEG TOUG, O€ eAeUBEPN N €TTi TTANPWUNAG €kdOaN, Kal ATrd Ta
otrola KEPON atrd TTWANCEIS 1) dla@nUIcEIS va diveTal EVA CUPPWVNUEVO TTOOOOTO

oTov dnuIoupyo.
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KE®AAAIO 6

2YMIMEPAZMATA KAI NMPOOMNTIKEZ

H dnuioupyia evog TraixvidIou gival hia apKeTA TTEPITTAOKN dIAdIKACIa TTOU ATTAITEI
YVWOEIG o€ TTOANOUG TOMEIG Aua TTPOKEITAl VA OAOKANPWOEi TTARpwG aTTd £va
ATOPO. YTTApXOUV OPwG TTOAAG epyaAcia TTou KaBIoToUuv auTd To eyxEipnua
TIPAYUOATOTIOINCIYO. ZTNV TITUXIOKK £YIVE EQAPHUOYH TWV ATTAPAITATWY YVWOEWV UE
TN XpHon Twv KatadAAnAwv epyaAgiwv Kal o€ auTd 1o KEPGAaio Ba avalubouv

TTOIEG ATAV AUTEG.

6.1 Zuptrepdopara yia Tnv avarmtugn Bivreotraixvidiou

A6 TNV apxni TNG avaTrTuéng @Aavnke n avdykn yia €0IKEIWON UE TIG
BePENIOEIC APXEG TOU QAVTIKEINEVOOTPAPOUG TTPOYPANKATIONOU. O YAWOOEG TTOU
UTTOOTNPICEI KOI O TPOTTOG E TOV OTTOI0 AgIToUpyEi TO Unity To KATéOTNOoAV AUTO
OaQEG. ZAPAG £TTIONG YIVETAI KAl N AvAyKn YVWOEWV TTAVW O€ aAYOPIOUOUG Kal
TTWG YTTOPOUV VA EQAPPOOTOUV. ME QUTEG TIG YVWOEIG KATTOIOG WITTOPET va
ETTIXEIPNOEI TNV ONMIoUPYia evOg ATTAOU TTaIXVIOIOU, OAAG O€EV €ival APKETO YIA KATI
TTIO TTEPITTAOKO.

MN'vwoelg TTvw oTnV TEXVNTI vonuoouvn €ival atTapaitnTeG €QO00V UTTAPXEI
OKOTTOG TTPOCBONKNG EXBPWV KIVOUPEVWY ATTO TOV UTTOAOYIOTH, M€ TNV OUCKOAIa va
augdvetal avaAoya Pe TNV TTOAUTTAOKOTNTA TWV ATTOPACEWY TTOU TTPETTEI VO
yivouv. ETTiong Adyw Tou peYAAOU apiBUoU TwV apXEiwy TToU TTPETTEI va
dnuioupynBouyv, avaloya Kal P TO HEYEBOG TNG DOUAEIAG, O XPAOTNG TTPETTEI VO
yVwpilel TTwG va opyavwvel Kal Kpatael o€ TAEN To TTaIxViol.

AvdaAoya pe TO TTOOO ETTIOUNEI O TTPOYPAUMATIOTHS va KAvEl XpAon Tou
oToIxgiou TTaIXVviOIoU TTOANATTAWY TTAIXTWYV, Ba TTPETTEI va €XEI KAAEG YVWOEIG TTAVW
oTa OiKTUA KAl TNV AOQPAAEIN TOUG, KUPIWG aua €XEl uwnAoug 0TOXOUG Yid TO
TTaIXVidI TOu.

To Unity gival pia TToAU KA gnxavr Taixvioiou he TTOAAG epyaleia Kal
OIEUKOAUVOEIG YIa TV AQVATITUEN TTaIXVIBIWY, AAAG dev TTpoopIfeTal yIa TOV

OTTOI00ATTOTE Kal XPEIAZETAl TTAPA TTOAU OOUAEIG ATTO TOV TTPOYPANMATIOTH.
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6.2 TpoTrol avaBdaduiong Tng avarTuéng

To Unity TAéov TTpoo@épel kal To Unity Cloud. Eival pia utrnpeoia trou
QUTOMOQTOTTOIEI TO XTIOIUO TOU TTAIXVIOIOU KAl TO QOPTWVEI O€ £€vav dIadIKTUOKO
XWPO AUECA ETTITPETTOVTAG TNV EUKOAN Kal ypriyopn diavour Tou TTaixvidiou yid
QOKIMN.

MNa Tnv dnuioupyia JovTéEAwY Kal animation XpeIaovTal EQAPPOYES OTTWGS Ta
Blender ka1 Sketch up. Ta yovréAa Twv TTEPICCOTEPWYV TTPOYPAPUATWY gival
oupBard pe 1o Unity kal av o dnuioupydg Tou TTaixvIdIou dev ETTIBUMET va
XPNOoIJoTToIEl OVTEAQ AAAWYV aTTd TO Asset store ) Ta TTOAU aTTAd TTOU TTPOCPEPEI
10 Unity, Ba TTpETTEl va XpnOIPOTTOINCEl éva atrd auTd.

MNa TNV dnuioupyia Twv €IKOVWYV TToU TTEPIBAAOUV Ta YOVTEAQ Ba TTPETTEI VO
XPNOIMOTTOINBEI KATTOIO TTPOYPAPUA ETTECEPYATiag EIKOVAG. ATTd To aTTAG Paint Twv
Windows péxpl 1o TTEPITTAOKO aAAG TTI0 KAaTtGAANAo yia autr Tn douAeid Photoshop,
0 dnuIoUPYOGS Ba XPEIOOTEI EIKOVES TTOU Va Talpialouv oTa PovTéAa Tou aAAiwg Ba
gival yovoypwpa.

MNa Axoug apxIka XPEIAZeTal n KATAyPA®r TOUG Kal N €TTEEEPyaTia Kal
METATPOTTA O€ HOPPN apxeiou TTou uttooTnPilel To Unity, OTTwWG .mp3 Kal .wav.

H avdartrtugn Aoirov evog Traixvidiou o€ Baailetal pévo oto Unity. H unxavn
QTTOTEAEI TO ONUAVTIKOTEPO EPYAAEIO EQOOOV DIAXEIPICETAI TA HOVTEAQ, TTPOCPEPEI
TTANBwWpPa epyalciwy yia Tov EAeyX0 OAWV TWV TTOPWV, DIOBETEI UTTNPETIES yIA TNV
O1eUKOAUVON TOU XPNOTN, AAAG yIa va QTIAXTEN Eva TTAAPES TTaIxVvidl Xpeialovtail

TTPOOBNKES TTOU PHOVO aTTd AAAQ TTPOYPAUMATA JTTOPOUV VA TTapayBouv.
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