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[TEPIAHWH

H epyaoia avty éyet ooy o%omo v dnptovpyia evog eMovinon
TeELBAANOVTOC YL UIVNTA TNAEQWVA E YOT|ON] LAOHAC EIXOVINNG
TEAYRATIHOTYTAG, 0TO oTolo vrapyet Bvbion (Immersion, Andonaon
T1C TEOCOY NG ATO TO TEAYUATINO TEQLRAALOY) XAAG Mot
StadpaotinOT T (aANAeTidpaoN PheTagL YeNoTN not TEELRAALOVTOG).
H 18ea eivat 1 dnpovpyia evog eybownod neptBakiovtog ato omoio o
yonotg mpoonabel va emPBrwoet. [lopanatw yivetor natoypayy Tov
TOOTIOL BNIULOLEYIAG TOV TTEQLBAAAOVTOC AL TWV AVTIXELUEVWY TIOL
Bolorovtat peox oe avTO, pe yENoN ™ naryvidopnyavyg Unity. Eniong
YIVETUL UXTAYQAYPY] TOL TOOTIOL PE TOV OTOLO O YENOTYC AL Ol AVTLTXAOL
nYVoLVTAL LEoa GTO TEQLRAAAOY ARG 1ol TIG AeLToLEYieG Toug. TEhog,
YIVETAL UXTAYQAYPY| TOL xWOa Tow antO uabe avtineipevo e€nywvtag Tig
AELTOLEYIES TOL KL TOV AOYO YL TOV OTOlo dnptovEyNOnxe.
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AHAQYXH MH AOT'OKAOITHX KATI ANAAHWHX
ITPOXQIIIKHY EYOYNHX

"Me TAYON ETUYVOOY] TWY GLVETELMY TOL VOUOL TEQL TIVELUATLAMV
SMALWUATWY, ONAWVEW EVUTOYOAPWS OTL ELUOL ATOUAELTTINOG
ouyypaypeag g napovoag Ituytaung Epyaoiag, yioa v ohoxdnowon
¢ onotag uabe Bonbeta elvat TANOWG AVAYVWELGIEVY] ML XVXPEQETAL
AETTOPEQWS OTNY €Yol aLTY. 'Eyw avapepet TANOWS nat e copelg
AVUPOPECS, OAES TIG TTNYES YO1ONG Oedopevwy, anodewy, Becewy xat
TQOTAOEWY, LOEWY UAL AEUTIURV AVAPOQWY, ELTE AT HVELOAEELX eite
Baon emoTnUOVIUNG TAEAPEACNG. AVAAXUBAVL TNV TEOCWTLNY| Kot
axtopny] eubdvy OTL oe TEPINTWOY ATOTLYIXG GTNY LAOTOLYOY] TWY
avwTEEW ONAwHEVTWY oTOlYElWY, Elpot LTOAOYOC EVUVTL AOYOXAOTING,
YEYOVOG TTov onpaivet anotuyta oty Ituytonn pov Epyaoto xot nota
OLVETIELX ATTOTVY L ATOUTN GG TOL TiTAOL XToLSWY, TEEAY TWY AOITWY
OLVETIELWY TOL VOOV TEQL TVELUATIUWY OUXWUATWY. ANAOVW, GLUVETWG,
ot avt 1 Iruytann Epyaoia npostotpaotnne nat ohorinowbnxe and
EUEVA TQOCWTIAUX HXL ATOUAELOTINX HXL OTL, AVUAXUBAVEW TANOWS OAES
TIG GLVETIELEG TOL VOPOL GTYV TEQITTWGY] ©aTa TV omola amodetybet,
Sy oK, OTL ] EQYACLA ALTY] V] TUNKA TNG O OV aVNEL SLOTL Elvat
TEOLOV AOYOUAOTNG AAANG TVELUATINNG tBLonTnotag."

Yroypapn (OAoYQaPWS, YWELS LOVOYOOPI): +.nnnaaaans.

Hpepopnvia (Hpgpa — Mivag —"EtoQ): «oooviiiiiiiiiiiiii
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EIXAT'QI'H

1.2KOIIOX KAI IAEA

O onomdg ™G eEyaolag aLTNG elvat 1] ONILOLEYIX, KAAG UL 7] HATAYQUPT] TOV
TEOTIOL We TOV omolo OnptovEeyNinre, evog eovinoL TeEIBAAAOVTOS Ue Y7o
paonag emovinng mpaypatotiac. Ewovinn npaypatinotnta(Virtual Reality)
elvat 1 YONON NG TEYVOAOYING TOL UAG TOOCYEQOLY Ol LTOAOYLOTEG YO TNV
dNpLovEYylx  EVOC  TPOCOPOLWUEVOL TEQLRIAAOVTOS OTO OTOlo O  YENOTYNG
oaMnAemidoa aAAd xo Bubiletat péoa oe awtod, avTtfeTwe pe To xowd neEtBaArovTa
Ot OOl O YENOTNG XAANAETLOA e TO TeELBaAlov wovo pe ™y yenorn obovng
ywels va vaEyet Bubon. H teyvoroyio mov yonotpomondnue yla TV #aTooneLy|
aLToL TOL TEEPLBAALOVTOGC elvat 1) Taryvidounyavy Unity 1 onolo pag Toeyet Ty
SuvaTOTNTX dNPLOLEYIAG XAl SLULOEYWETS TOL TEPLBAALOVTOG HaG YL YOYOY] O
NVNTE  TNAEQOVE XL TALTOYEOVA Yot TNV YONO!  HUOU®OV  EMOVINYG
TEUYUXTIHOTNTAG. 2TOYOC Nty var vlomonbel 1 Séx evog  XTUOCPALOLMOD
neptBaAloviog oto omolo o yenNotc npoonablel va emtBiwoet and ahkemAAAAX
ndpote Lovtavey — vexpov (Zombie).

2.YAIKA

To vixa T onolo yonotpomoOnuay etvat ta e€ng:
1. Android utvntd miéypwvo (API Level>19)
2. Mdona emovinng npaypatndmag (VR Shinecon)
3. Unity 2017.3.1f1 (64-bit)
4. Microsoft Visual Studio
5. OEM Bluetooth yetptotpto

6. Gamepad tester (Android application, vTOYEEWTIXO Yl TV CWOTY
AELTOLEYLX TOL YELOLOTNELOL)

7. Awpopa aviireipeva(assets) g moyvidounyovng Unity
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KEDOAAAIO 1

1.XEIPIXMOX

O yelpopog oe avtd 10 TEELBaAAOv emtebybnue pe v yoeNon evog
Bluetooth yeiptotplov  oe odvdeon pe 10 nwNtO MAéPwvo. Extog and to
YELQLOTYNOLO O XENOTNG EXEL TNV OLVATOTYTA VO GTOEPEL THV UAUEQX TOL TALYVLOLOD,
YONOLUOTIOLWYTAG TO YUEOOKOTILO TIOL EIVL EVOWRATWIEVO GTO UVNTO TNAEPWVO, e
™V Bonbeta evog uwdina (script) tov omoio éyet dnutovpynoet 1 Google axptPwg
Yt TéTotou eidoug epappoyéc(application). ‘Eva tpnpa tov xwdmo :

0 {

(!SupportsPositionalTracking) {

 J
3
J
standaloneUpdate = EndOfFrame();
StartCoroutine(standaloneUpdate);

1.Kcdouag Google

O omolog #wAAG PWTAEL TNV GLGKEVY] &Y LTOGTNEILEL XVLTOL TOL ElBOLG TNV
Aettovpyto not avavewvel ™y Béan oto 1éhog tov nabe frame(uabe edvag mov

«TEEYEW).
To Bluetooth yetptotneto ypetdotnue not awtd va pubuiotet yro 1o T
Aertovpyteg Ba éyet to uabe mAnuteo tov. To Unity mpooyepet évav 0d7y0 otov

omoto puuiletg 1) eloodo TOL GEYETAL ATO TO YELOLOTNOLO KoLl HXAEL AVAAOYWS
™y pebodo mov éyovue oploet.
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21y mepouatw emova BAenovpe v uebodo pe ovoux “Firel” jto «Betindo
TuTEx (TAuTEa o omola Otay matnBodv 1 pebodog “Firel” b yvplioet true) ta
omola etvat 10 joystick button 4 xat 5, no Stdpopeg pubpioetg yo o mwg Ho
Aettovpyet avt 1 pebodog.

Firel

G et otion from

2.06nyoc Unity 2

T vae Boobpe OO TANUTEO AVTIOTOLYEL GE TL GTO YELQLOTYOLO UOG,
yonotponotobue ™y epappoyn Gamepad Tester nov avapepbnue noapamdve. Ao
npénel eniong va dodue o710 eyyelpidto g Unity yla 10 TOLO TANUTEO AVTIOTOLYEL
oto joystick button 4 xat 5.
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S0 € © V.l 56% m21:59

¢ Gamepad Tester

i Scancode Button Key code

key 304 BUTTON_A 96
key 305 BUTTON_B 97
key 307 BUTTON_X 99
key 308 BUTTON_Y 100

3. Kwbduo! mhijzown key 311  BUTTON_R1 103

axis 0x00 AXIS X

(= |
o o

2t emova 4 BAémovpe OTL TO TANUTEO TOL axis Ox01 AXIS Y

felovpe v evepyomotet ™y pebodo “Firel” otav Scancode Keyboard Key code
T0 TUTApE avTioToryet ato manutpo L1. To _

ninunteo L1 oty emdva 3 | éyet tov aptbpo 4 mov ;d;r:e: VR BOX

ONPOIVEL OTL UTTOQODUE VO UAVOLWE TNV avTiototyler  file Vendor 248A Product 8266

otov 0071yO(emova 2) oLV pe avto. Onote
nabwg eyovpe Baket ota «Detnon TANUTEA TO
joystick button 4 xot 5(oto yerptototo pag L1 son
R1 avtiotorya), otav to maetaepre 1 webodog “Firel”
Ooc yivetow adning.

4.Kwdirol yewpotnpiov

H avtiotoryla tov poyAov yivetat pe Slapoetind TpOTo and o TANUTOX.
210V 001y0 g, 1 maryvidopnyavy Unity Sivet mv Suvatdtnta enthoyng Tov
TOTOL e160d0L oL B Seyouxate Yo Tig webodoug optlovtiag xivnong uat
n&Betng nivnone. Onote emiééope Ot 1 elcodog Hu eivar THmov poyAol (Joystick
Axis) OTwg BPAETOLYE THEANATE:
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0

0.19

1

5.06nyds Unity 2

Bémovpe 01t et amd TOV TOTO ELTOSOL LTIGEYEL XAl 7] ETMLAOYT] ATO TTOLOV AEOVaL
voe yivetar Oetinn 1 apvnTny 1 uabe pebodog. Xty optloviia uebodo eyovpe
Beoet Tov afova X nat o1y uabetn pébodo eyovpe Béoet Tov a€ova Y. Enetd o
HoYAOG Tou yetptotnEloL otéhvel Tipeg -1, 01 +1 yia nabe dova avtiotorya, Sev
yoetaletat vo supumAnewlody to apvnTind not tor Betind TANUTEX TOL
evepyomotovy v pébodo. Eniong onwg BAénovpe otny napamave emove et
yivet xo 7 emdoyn “Invert”n omola avtiotEépet Tig elo0douvg, oTov nabeto dfova
ylatt To yetptotnELo otéhvel ipeg +1 otav Bolonetan oty ndtw Héomn evw Bo Nray
TEOTIUOTEQO Vo OTEAVEL -1, ylar vor unv yiver aAkory] 6TOV ©OSUX.
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1.2 KINHXH XPHXTH - ANTIITAAQN

Kabwc pvbuiotue 10 yetptompto pog, neenet twpa ot pebodor mov
evepyomotoLvVTaL, Vo aélOTOLOLVTAL UE XATOLO TEOTO. XTNV THQOUATW EUOVR 5
Brémovpe OTL OTtav evepyormoteitar 1 wébodog “Firel” tote yivetow nAnon g
nebodou “Shoot()” mouv Oa Sodue napandtw.

(Input.GetButtonDown("Firel"))

6.MéOodog Firel yoron
I'oe ™V nivnon tov yonot yonopomomnbnue éva standard asset Tg
noyvidopnyavie Unity, to onoto Aéyetoar “Rigid body Fps Controller” , pe to
omoto to Unity 8¢yetat Ti¢ TLEG TOL GTEAVEL TO YEIQLOTYOLO KL TIG UETUTOETEL G
nivno7 Onwg BAETOLIE OTIG TUEANATE ELXOVEC:

2 GetInput()

> input =

( tformI : ~.GetAxis("Horizor
y = Cross ~.GetAxis("Ver
)3
movementSettings.UpdateDesiredTargetSpeed(input);
input;

7. Avdleon tuav xivnons x,y

UpdateDesiredTargetSpeed(Vector2 input)

(input == Vector2.zero) H
(input.x > @ || input.x < @)

CurrentTargetSpeed StrafeSpeed;

(input.y < @)

CurrentTargetSpeed = BackwardSpeed;

(input.y > @)

CurrentTargetSpeed = ForwardSpeed;

8. Xorjon ey wivnong
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3 desiredMove = cam.transform.forward*input.y + cam.transform.right*input.x;

9.Merarponyj tuwv os onueia oto ywpo

BAémovpe 0Tt deyetat TIG TLUES TOL YELQLOTYOLOL ML TIG UETATOETEL OE GYeln
010 YWEO pe ™V 3Ot n&be avtnetpuévon ato meptBaiiov “transform”.

Extoc anod nivnor tou ypnoTy EXOLUE %Al T1V %LIVNG?] TOL AVTLTIRAOU, 7] OTOlX
éyet natevbuvorn meog Tov yeNoT. Avto yivetot TAL pe Ty SOt “transform”
OTIOL GOV TLUEG OEYETAL TO OGN el TOL BELOUETAL EXELVY] TNV GTLYIY] O XONOTNG. ALTY
1 wWomrta Sopbwvetar oe ndbe frame,péow g pebBddov “Update” g
navyvidounyovne Unity mov tpéyet avtopata oe xabe frame, omov mbavmv adialet
7 Béom oL YENOTN 1AL ETOL EyoLpE Eva axELBES TEOTO va axohovbel o avtinalog
Tov yenot. Iapoxatw BAénovpe Tov 10OTO pe TOV OMOLO YiveTat:

0

anim = GetComponent<Animator>();

h:arget ta tF .instance.player.transform;
rbody dbody>();

% UnityEngine.Rigid|
10.Zzdyoc maiyrng

(walk == && dead==

transform.LookAt(target);

transform.position = Vector3.MoveTowards(transform.position, target.position, Time.deltaTime*4);

11.Kivyon npog maiyry

Onwg Brénovpe oty emova 9 pe v pebodo “targerPlayer.transform”
T QVOLILE EXELVY] TNV YQOVIXT] OTLYUY TIC TLUES ToL “‘transform” ywx tov yonot ot
11 amofnuedovpe oty petaBAnty “target” v omola TNV YOYCLLOTOLODUE YLot VoL
oaMdEovpe TG TLES Tou “transform’ TOL AVTIUELUEVOL MOG OTIWG BAETOLUE GTNY
emova 10. T voe etvat gealoTind] 1) #ivnor] uat Voo vy DTEEYEL TO QYULVOUEVO TVG
CTNAEUETOPOQAS) YOVOLLOTIOLODHE KAl TOV YOOVO TOL TEQVAEL, WUE TNV XAXOM
“Time”. Me anid Aoyt «adhoée 11 Oéon and oty mov Bploreoot Twpr, TEOS
0éom tov atdyoL pe ypovo “Time™».
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KEDOAAAIO 2

2.1 AHMIOYPI'TA EAA®OYX

H dnpovpyla tov edapoug 610 meptBRAOV (oG elvat TOAD Ay %ol EYLVE PE
™V xeNnon touv avixepévou “Terrain” tng mouyvidopnyavie Unity. Apywuda
dnutovpyovpe éva avixelpevo tomov “Terrain” ot T0 HOQYOTOLOLUE WUE T
vayovtx oto Unity epyakeia Onwg PAEnovpE TRHQOHATW:

v ¥ Terrain Q@ %
I IIPAE AL L)

No tool selected
Please select a tool

¥ Lighting
Lightmap Static
¥ Lightmap Settings
Scale In Lightmap 10.0512 |
Lightmap Parameters | Default-VeryLowResolution 4 )| view |

» Baked Lightmap
» Realtime Lightmap

12.'"Edagpoc 1

Aol xataoxsvacovpe to  “Terrain” mEémEL Vo TO  YOWUATIOOLUE
eMAEYOVTG TO 180G T7)¢ BobEToNC 1ot TNY vyY(texture) OTwg PAETOLUE TUEANATE:

v ¥ Terrain 3%,
(a2 ad a2 O [ %)

Paint Texture

Select a texture below, then click to paint.

Brushes
hAd EX A A2 ERcds L'
® @G

Textures

| # Edit Textures... |

13.'"Edagpog 2
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14.'Eédapog Tehixo

To 1elMnd anotéheopa T0L eS3POLS TO BAETOLPE OTNY TAEATAVL Etxove. To
nvpta epyadela Tov yonotpnoTotmbnuay yio v 31putovEYyix ToL edaPOouLg ElvaL:

1. Epyokeio pdOuong Odouvg(adénon-peiwon dPoug oe cuyEXQLLEVT] anTiva
NG XEEOUELNG HOLG)

2. Epyokeio oparonoinong (Melwor g atyhneoTNTog TV XOQLYPLY 1] TV
1O WV)

3. Epyaielo yowpattopnod edapoug
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2.2 AOITTA ATAKOXMHTIKA-ANTIITAAOI

Ta vnokoma Staxoounuus m.y. OEVIEX, OTIT, OXLAOL ElvVaL ETOLUX
avTielpneva xxteBacueva and 10 kXTAGTNUA TG Tty vidounyavye Unity, ta omola
T ELOAYRYUPLE XL T TOTODETNOUPE GTO ONUELO TNG HOEECHELNG UG,

Me tov i5to 1m0 dnptoveyNOnKay not ot avtinadot, pe T Stopod OTL dev
toug Oéhape tomobetnpévovg oe ovyrexpipeva onpela. I 1o Aoyo auto
NATUOAELAOTNUAY OLPOQ GNpeEld 0TO TEPLBAALOY OTOL O AVTITHAOG UTOQEEL Vo

dnutovpynbet(spawn).

amount=1;

> waves;
nsform[] spawnPoints;

searchCountdown = 1f;
0 {
searchCountdown -= Time.deltaTime;
(searchCountdown <= @f)

(GameObject.FindGameObjectWithTag("Zombie"

logic(waves);

logic(Wave wave)

( i=0; i < wave.amount;i++)
I
L
spawnZombie(wave.zombie,wave.amount);
}
wave.amount = wave.amount + 1;

spawnZombie(Transform zombie, amount)

. spawnPoint = spawnPoints| dom.Range(@,spawnPoints.Length)];
Instantiate(zombie, spawnPoint.position, transform.rotation);

15.Spawner
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Omnwg BAénovpe 6Ny mapanave ewove 13 dnptoveyodbue évay mivora pe
avteipeva “spawnPoints” (yo.17).I'epilovpe tov mivaua pe Tt onpela mov
dnptoveynbnray 610 TEELBXAAOY TEONYOLUEVWG OTwG BAETOLUE OTNY eova 14.
2T GLVEYELX YIVETAL EAEYYOG Yo TO v LTEEYOLY avtinadot oe ndfe frame,eav Sev
LTREYOLY TOTe exteAeltar 7 pébodog “logic()” 1 onola naipvet cov puetaBAnTy éva
avteipevo uAaong “Wave”(uhdon Wave yp.10). T'a xabe “amount” tou
avTeluevoy g xAdong “Wave” oavty) n pébodoc bo xaket v pébodo
“spawnZombie()” . H pébodog “spawnZombie()” dnptovpyel éva aviineipevo
“transform” pe Ovopa “spawnPoint” xat maipver tpég “transform” amd éva
Tuyato avielpevo mov Boloretan péoa otov mivana “spawnlPoints”(yp.406). Enetta
nakeiton 1 pébodog “Instantiate” 7 omolo SNULOLEYEL EVALY HAWVO TOL AVTIXELUEVOL
“zombie” o1 1tu) tov “spawnPoint.transform” (yp.47).

Element 3

Element 4

Element 5

Element 6

Element 7

Element 8

Element 9

Element 10
Element 11
Element 12
Element 13
Element 14
Element 15
Element 16
Element 17
Element 18
Element 19
Element 20
Element 21
Element 22
Element 23
Element 24
Element 25
Element 26
Element 27
Element 28
Element 29

v c| ¥ Spawn Behavior (Script) =,
Script spawnBehavior o
¥ Waves
Name zombieRegular !
Zombie A zombie_regular (Transform) | ©
Amount 1
¥ Spawn Points
Size 30
Element 0 A spawnerl (Transform)
Element 1 A spawner2 (Transform)
Element 2 A spawner2 (1) (Transform)

A spawner2 (2) (Transform)

AL spawner2 (3) (Transform)

AL spawner2 (4) (Transform)

AL spawner2 (5) (Transform)

A spawner2 (6) (Transform)

L spawner2 (7) (Transform)

AL spawner2 (8) (Transform)

ALspawner2 (9) (Transform)

ALspawner2 (10) (Transform)

A spawner2 (11) (Transform)

ALspawner2 (12) (Transform)

ALspawner2 (13) (Transform)

' ALspawner2 (14) (Transform)

' ALspawner2 (15) (Transform)

A spawner2 (16) (Transform)

AL spawner2 (17) (Transform)

A spawner2 (18) (Transform)

A spawner2 (19) (Transform)

A spawner2 (20) (Transform)

A spawner2 (21) (Transform)

A spawner2 (22) (Transform)

A spawner2 (23) (Transform)

A spawner2 (24) (Transform)

A spawner2 (25) (Transform)

A spawner2 (26) (Transform)

' ALspawner2 (27) (Transform)

' ALspawner2 (28) (Transform)

OO0 000000000000 O0O0O0OOODOCOOODOOO0OO O,

16.1Livaxag spawner 1
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2.3 ATMOXZ®DAIPA

H atpoopopa tov meptBdiiovtog pag dnptovpyninue pe vy Asttovpyio -
oLbuon “Lighting” g mauyvidopnyavye Unity. Onwg BAénovpe napoandtew oty
emova 16 éyovpe emhélel v emioyn “Fog” 1 omola dnptovpyet pio opiyAn pe

YOWUX, TUXVOTNTA UKL TPOTO Yeplouatog mov epelg emtbupovpe:

ultiplie!

Realtime Lighting

ixed Lighting

Lightmapping S

17.Pobuiveic Atudopaipag
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18. Atudopaipa

[Topatneovpe OTL EXTOC ATO TNV OPLYAT %L TOX AVTIHELLEVX GTOV XWQEO, LIXQYEL
not 0 0VEAVOS. O oVEAVOS dMULoLEYNONXE Pe TNV YOYOY] AVTIKELUEVOD TNG
naryvidounyovng Unity pe ovopa “Skybox”. To avitixelpuevo autd meptéyet
pvbuioelg dMpuovEYLVTAG €Tat TOV 0VEAVO oL entbupodue:

. Skybox @ =
Shader | Skybox/Procedural v
Sun | High Qua# |
Sun Size 9, 0.128
Sun Size Convergence Cr 3.51
Atmosphere Thickness O 3.35

Ne

Ground ;
Exposure () 0.81

Y

Sky Tint [ ]
—

19. Poluiosic Ovgavos
To tehnd anotéreopa:

20.0vpavog
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KEDOAAAIO 3

3.1 AIEITA®H XPHXTH (USER INTERFACE)

H 8nuoveyia U L oto Unity eivat eduoly) Y01OLLOTOLVTAS TO
avtineipevo “Canvas” g navyvidopnyavne Unity. ®étoviag 10 va udvet
render(vor SNLLOLEYELTAL) GTNV HEVTOLNY] UG HAUEQX, OTLONTOTE BAAOLILE TTAVE
otov napfa Oa eppaviotet amevbetag oty napepa pag. Etor dnuovpyodue 3
XVTIELUEVA LECK OTOV AP PBA.

'BEva yi tov y006vo emBiwong tOnou text,eva yla T0 UETENUX AVTLTAAWY TOL
onotwbnuay THTOL text not EVa AUOUX AVTIMELLEVO TOTOL IMAage Yo Vo PaivovTaL
ontwd ot Tovtot {wyg pag. To aviireipevo TOnov image Teptéyet uot eva
VTIMELEVO teXt Yot VoL PalvovTat Ot TOVTOL LG ®OL YOATTA.

HP 100/100

21.Iovror Lwrjs

Ot novtor Lwg etvat Suvapinol ot oe nabe ytommpa Bo mpémet vo
petmvovtot. EAovpe OWS EXTOC ATO TO text Vor AVTLOQAEL 1AL 1] TEACLYY] TR
OOV image, onote pvbuilovpe v eova pag vo eivae Tomou “filled” (yepilet
TUNPOTNG) %ot oo mota xotebbover va yepilet(emodva 16). Kabwg pubuiotnue
€10l UTTOQOLUE VoL EAEYEOVIUE TO YEULOUR T1G HEOW 1WA OTAY OeYORAOTE
YTOTN L.

v "2 ¥ Image (Script) =
Source Image l“ISliderHandleSprite | ©
Color Y
Material ‘None (Material) | o
Raycast Target
Image Type | Filled s

Fill Method | Horizontal &
Fill Origin | Left 4]
Fill Amount O |1
Preserve Aspect J

| Set Native Size |

22.Pvluiveis stndvag
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O éleyyog ToL Yeplopatog yivetat oty yoappun 36 emova 17.Awtpovpe pe to
100 yratt to peyebog yeptopatog naipver Ttpég ano 0-1 xot ot movtor {wng pog
amo 1o 0-100.Eniong tor dAhar 50O text avTIMEIPEVE Lo XVAVEWYOVTAL GTOV [BLO
nwowa. H petafinty “killCount” eléyyetat and adlo uwda mov o dodue
THQOARTE.

tSurvived = tSurvived + Ti deltaTme,

timeSurvived.text = "Time ed:" + tSurvived.ToString("f1");

killCount.text = "Kill CoL "+ klllcount ToString();
healthBar.fillAmount = health / 100f;
healthText.text = "HP" + health + "/1

23.Ra)dirag waufa 1

3.2 OITIAO

To 6mho pog ot eivart €ToLpo amod 1o xatdotpe ¢ Unity. Erpene dpwg
vae dnptoveynbet  Aapdr Tov oTopiov Tov OTAOL AL TO GYUELD TEOGKEOLONG TG
OQULEAG. 2TNY TEAYUATIHOTNTA OEV YOYOLUOTOLOVIE GYaipeg aAAd TV Lebodo g
noyvidopnyavng Unity “Raycast” 7 onoix pébodog otélver pla antiva and 1o
XEYWMO UG AVTIXELLEVO TROG TO WEEOC oL xottdpe. Edv ytunmnoer nat toTe
EMOTEEPEL TO OVTIXEIMEVO TOL YTLMNOE. XEOWMOTOLETAL OTWG  BAémovpe
noEoxatw(y.23):

Shoot()

gun)hot Play();
ash.

.Raycast(fpsCam.transform.position, fpsCam.transform.forward, hit))
Log(hit.transform.name);
target=hit.transform.GetComponent<Target>();

(target != )

target.tookDamage (damage) ;

Ame t impactParticle = Instantiate(impactEffect, hit.point, Quaternion.LookRotation(hit.normal));
De;trO\(1mpactPart1cle,2f),

24. Zvunspupogd Oxhov 1

Edav ytomnbel »dt tote sokeitar 7 pebodog tookDamage().(Oho T
avTelpeva extog amo Tov avTinadoug Hewpovvtat xeva(target=null))
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Onwg elyape det oy ewodva 6 OTAV O YENOTYNG TXTYOEL EVX GLYUEXQLUEVO
TAnTE0 TOTe entereitat 1 uébodog Shoot() mov BAémovpe mapamavew. Brémovpe
eniong Ot ot pébodo “Shoot()” extereitar 1 pébodoc “gunshot.Play()” o
“muzzleFlash.Play()” , not yivetat #Awvomoinoy Tov G1pelOL TEOGHEOLGNS TG
opaipag pe ) pébodo “Instantiate”(yp.32 ewmodva 18). H pébodog “gunshot.Play()”
enTEAEl TOV 10 TOL EYOLUE BAAEL GOV IBLOTNTA GTO AVTIUELUEVO LG, OIS BAETOLAE
TOANATE:

,.4|4i<v OuU
AudioClip

None (Audio Mixer Group)

Non

25. 'Hyog Ondov 1

To onpeio npdorpovong xat n Apudrn Tov GTOpiOL TOL OTAOL SMpLoLEYNONUaY
HECW TOL aVTIXELREVOL TNG Taryvidounyavns Unity “particle system” omouv pe Tig
nataAnAeg pubpioelg nataAnape 610 amotéleoun G apeoueing pog(eoveg 20
not 21).
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27. Adppn Zropiov
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KEDOAAAIO 4

4.1 KINHXH ANTIITAAOY (ANIMATION)

[Toonyovuévwe oto separato 1.2 cidape TWS UTOQOLUE VO UETAPEQOLUE Eva
XVTIMELUEVO, OTY] CLYUEXQLUEVY] TEQITTWOY] TOLG AVTITAAOLG, TEOG TO UEQOG TOL
Botonetat o yonotne. L' va etvat peadiotinn 1 nivnon mpenetl va mpoctécovue xot
éva eldog mepmatnpatos. Mall Aowmdv pe tov aviinoeho ,mov BeNuape oTO
nataoTpa ™¢ moyvidopnyavng Unity, €yovue not uamoteg uvyoeig(animation)
TIOL LTOQPOVUE V& YENOLLOTIONGOLPE. ALTEC TTOL YENotpoTTONONUaY elvat 1] uivnom
TEQMATNUATOG, 1 nivnor entbeong, xat 1 xivnon Bavatov. O T1ROTOG pe TOV ONOLO
YONOLOUOTOONUAY ALTEG OL ULVNOELG ELVAL e TNV AESLTOLEYLX TNG T VIO AVNG
Unity “Animator”. Anpoveyn0nuay el ®uTaGTHOELS hiot Lot TEQTA TN, (iot YLot
emifeorn nat pla ylo 1oV Bavato, oTIC OTOlEG NATACTAOELS TEQAOTNUXY OL ALVVOELG
KOG OTWG PULIVETAL TTLQUNATE:

28. Animator Karaordoeig

Q dee o,
Tag |
Motion ‘Bdieun ‘o
Speed 1 ]
Multiplier = | Parameter

Normakzed Time [ Parameter
Mirror =) (] Parameter
Cycle Offset 0 | Parameter
Foot 1K O

Write Defaults 4

Transitions Solo Mute
List is Empty

| Add Behaviour J

29.Kardoraon Oavdrov
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(a‘::l ] & g e

] Tag | J
Motion B nalki ‘o Motion 0 attackiun o
Speed 1 ] Speed 1 - }
Multiplier ‘ [ Parameter Multiplier | - [ Parameter
Normakized Time [ Parameter Normakzed Time (_ Parameter
Mirror O [ Parameter Mirror o [ Parameter
Cycle Offset 0 1 Parameter Cycle Offset 0 7 Parameter
Foot IK o Foot IK o
Write Defaults « Write Defaults 4
Transitions Solo Mute Transitions Solo Mute
= walk -> attack @ O = attack -> dee O o
walk <> die O @ attack <> walk O @
[ Add Bshaviour ] | Add Behaviour J
30. Kardoraoy I leprariparog 31. Kardoraon exisong

T v yiver 1 petaBoom ano ™y ko xATACTHGY| 0TV XAAY] YOVOLLOTOLODUE
namoteg ouvbnureg ot omoleg Otay yivouy adning tOTe umopel va yivel 1 petafooy
oaAMeG yivetan emavaindr g uivnong g rataotaone. Ot cuvbnreg paivoviot

A
TXOXAUATW:
- walk > attack &, - walk -> die o,
s 1 AnimatorTransitionBase w1 AnimatorTransitionBase
Transitions Solo Mute Transitions Solo Mute

e | o, e | | o,
- walk -> attack - walk -> die
Has Exit Time 4 Has Exit Time ¥4
> Settings > Settings
& 00 0110 . 00 0110

Conditions Conditions
[= [doseTorlayer T+] [erue :) = [dead T+] (erue :)

32. Zovljjun eniOsong 33. 2Zvvbrjxn Oavdrov

Or petafintéc “closeToPlayer” xot “dead” eléyyovtat and 10 sctipt Tov
avTimaAov Tov Ba Sovpe napoxatw. H S cuvinun yonorponomntar yio va yiver 1
peta oo oty natdotao “dead”, Snhady oe oMol naTROTAGY] BoloneTar exeivy
T OTLYUY), elTe 0TV uxTaoToo enibeorg elte 0TNY KATAOTACY] TEQTATYUATOC ,
umopel va peta et oty natdotacy Havatov.
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((target.transform.position - transform.position).sqrMagnitude

walk = ;

health - damage;

er.attacked =

):

34 ANayn ueraflyrdy

Onwg BAénovpe oty ewmova 34 av 1 Béon tov yonotn eivat oe uxEOTEEY
amootaoy oand 4x4 and Tov aviUNXAO TOTE 1] MeTafSANTY] TOL animator
“closeToPlayer” yivetat adnOng nat yiveton 1 petafoon and ™y nataotacr “walk”
oty nataotaon “attack”. Xe mepintwor MOV OTARATNGEL Vo LoYLEL aLTO TOTE 1)
HeTaBANTY vy yiveta Peudng nol EYOLUE EMOTEOYY 6TNV Katdotaon “walk”.

35. Mébobog tookDamage()

2ty ewova 35 Brénovpe ™y pebodo tookDamage() 1 omola nadeltor amd 10
OTAO PaG OTWG Etda e TEONYOLUEVWS. Edv ot movTtor {wng Tou avTimaAOL YTRGOLY
0To UNdEY 1 Mo 1ATw TOTE 7] HetaSANnTyN Tov animator “dead” yivetow adnOng sow
0 OTOLXONTIOTE AATAOTACY] XL VX BEloUeTOL YIVETAL 7] UETABAOY] OTNY KATAOTXOY
“dead” nou 1 nivnom pog evepyomoteital.

Extog anod 11 eveQyononoelg 1wV #ataaTaoewy Youpue Tpoctiécel oty xivron
enibeong Tov aVTITAAOL Evay X0 Oe v oLYKEXELUEVD trame NG uivnog entifeorc.
O 1p0mog mov vAomombOnxe elvar pe 1 Aettovpyla  “Animation” g
noyvidopnyovng Unity xo “addEvent” nov Bploxetout péoa 610 animation 6nwg
BAémovpE TAQAUATW:
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© Animation

36. 1livaxac Animation

Onwg Brémovpe oty emova 36 oto onpeto(frame) peta€d 0:22 xow 0:25
tomobetnOnue éva “event” 1o omoio xakel v pébodo “attackNow()” uot Omwg
eldape oty emova 34, nabog Bo yiver adnbng n owvbnun pe ™y petafinm
“Manager.attacked”, Oa avamapoybet o Myoc not Ba yiver apaipeon noviwy Lwng
amO TOV XONOTY.

37.Mébodog attackNow()
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KEDOAAAIO 5

5.1 MENOY, EIZATQTH , TEAOX

INoe T0 pevold yonotpomomOnue évag napPag o onotog dnpovpyettor(render)
OTYV UEVTQINY| UG UAPEQA E POVTO TNV EOV ETUAOYNG LA ML PLE EVAL VTIUELLEVO
tonov TAnutpo (Button). ‘Otav evepyonombel 10 ovyrexpipuévo mAnutpo, toOte
popTWVETAL 1] eMOpMeVY] ounvy. H emopevr ounvn sodelton pe v yonon g
BiBhobnmne g moyvidopnyavne Unity “SceneManagement” uot #Anon g
pebodov “SceneManager.LoadScene()” otv omnola tomobetovpe 10 dvopa g
ounvng mov BElovpe va poETOoOLE.

On Click ()
I Runtime Only :ﬂ buttonBehavior.PlayGame
| - PlayButton (butto ©|

-
-

38. IArjxrpo Mevov

PlayGame()

nager.LoadScene("intro");

39. Kaburag mhrjrntoov psvod

. , v ] ¥ Audio Source &,

ETCLGY]Q EYouvue AudioClip «Dark Tension Rising Music (Download and Ro ©
XQY]GLHOTCOW]OSL SYOW Output None (Audio Mixer Group) (o]
e o) omolog | Mute

O(VO(TCO(Q(S(YS’CO(L O’CY]V Bypass Effects
SMMiVY]GY] ™mg Bypass Listener Effects

] Bypass Reverb Zones
cmnvng(PlayOn Play On Awake

AW&ke) . Loop

00000

Priority . > 128

Low

I
=]
¥

Volume Ol

Pitch -

Stereo Pan
Left > Right

o] o »

Spatial Blend

nO

Reverb Zone Mix O |1

» 3D Sound Settings

40. Movarr) pevod
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[N v eoaywy?n xot 10 TEAOG O TEOTMOG LAOTOINONG Eelvar O LOLoG.
Xonotpomombnure n pébodog “image.CrossFadeAlpha()” n onola 6étet ooy mowto
optopx v aEyn Tty “Alpha” g etovag, ™y taybta «Eebwptdopatooy, v
omoio v optlovpe epelg amo v petaBAnt fadespeed xa v iy false, 1 onola
avapepetat oto av BElovpe vor ayvoncet Ty yAlpaxa Tov yEOvVOoL.

Show()
image.CrossFadeAlpha(1l.ef, fadeSpeed,

Fade()

image.CrossFadeAlpha(@.ef, fadeSpeed + 0.5f,

41.CrossFadeAlpha

211 ovveyeta amhd nohobue g uebodoug “show()” nor “fade()” mov extehoby
™V uébodo “crossFadeAlpha()” »ot aod ohorknowbet xakovpe nadt v pébodo
“SceneManager.loadScene()” xat optwvetat 1 eNOUEVY] GHNVY).
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1. https://forum.unity.com/

2. https://answers.unity.com/index.html

3. https://docs.unity3d.com/Manual/index.html
4. https://unity3d.com/learn/tutorials

5. http://wiki.unity3d.com/index.php/Main Page
6. http://forum.brackeys.com/
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