AEI MEIPAIA T.T.

2XOAH TEXNOAOTIIKQN E®APMOIQN
TMHMA MHXANIKQN HAEKTPONIKQN
YNOAOrIZTIKQN ZYZTHMATQN T.E.

NTYXIAKH EPIrAZIA

AvaTtrTuén e@apuoyng NAEKTPOVIKOU TTOAEMIKOU TTaIXVISIOU.

MeAéTiog KarpakoUAng
Mewpylog Mavikag

EionyntiAg: Martidrog Z1rupidwyv , Kadnyntig E@apuoywyv

AOHNA
MAIOZ 2016



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

NTYXIAKH EPTAZIA

ZUOKEUN aQuTOMOTNG TTAPOXNGS TPOPNGS Yia KaToIlKiSIa {wal.

MeAétiog I'. KarpakoUAng
A.M. 41788

Mewpylog E. Mavikag
A.M. 42073

Eionyntig:

Mariarog Z1rupidwyv , Kabnyntig E@appoywv

EetaoTiki ETiTpoTtTAi:

Huepopnvia egétaong

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

AHAQZH ZYTTPA®EA MNTYXIAKHZ EPIrAZIAZ

O1 kdatwB1 utroyeypaupévol MeAéTiog KatpakoUAng, tou lewpyiou, pe apiBud
pNTpwou 41788 kai Newpylog Mavikag, Tou EuayyéAou, pe apiBuoé untpwou 42073
@oITNTEG Tou Tunuartog Mnxavikwyv H/Y 2uotnuatwyv T.E. Tou A.E.IL. Meipaid T.T.
TpIv avaAdpoupe Tnv ektrévnon tng lMruxiokAg Epyaciag pag, dnAwvoupe OTI
EVNUEPWOAKAUE YIA TO TTAPAKATW:

«H Mruxiaki Epyaoia (M.E.) ammoteAei Tpoidv TTVEUPATIKAG 1810KTNCIAG TOOO TOU
ouyypa@Ea, 600 Kal Tou 1dpupaTog Kal Ba TTPETTEl va £XEl HOVADIKO XAPOKTHPA Kal
TIPWTOTUTTO TTEPIEXOMEVO.

AtrayopeuveTal aquoTnPd OTTOIOOATIOTE KOPUATI KEIMEVOU TNG va eu@avideTal
autoucolio N PeTa@pacuévo atmd KAtrola AAAn dnupooieupévn Tnyr. Kdbe téToia
TTPAgn atroteAei TTPoidv AoyokAOTTAG Kal eyeipel Bépa HOIKAG Tagng yia 1a
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EYXAPIZTIEZ

H mapouca TrTuxiakn epyacia oAOKANpwOnke £TTeITa amd APKETEC OOKIMEG,
aAayEG Kal oulnTACEIG YIa TO KAAUTEPO OUVATO QTTOTEAECUA. 2€ AUTO TO ONUEIo,
MIaG Kal OAa KUAnoav opdaAd Ba BEAaPE va EUXOPIOTIIOOUPE OPXIKA TOV KABnynTh
Mog, K. Zmupidwva MarTidro, yia Tnv TToAUTIun Bonbeia kal OTAPIEN TTOU Hag
TTapeixe O01roTe ToUu ¢NTHONKE. ETriong Ba BEAApE va euxXapIOTACOUUE TIG OIKOYEVEIEG
MOG yIa TNV UTTOoTRAPIEN TOUG KAB'OAN TNV dIAPKEIa TNG EKTTOVNONG TNG TTITUXIOKNAG
epyaciag.
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NEPIAHWH

H Mruxiokn éxer wg Béua tnv dnuioupyia evog FPS(First — Person Shooting)
TTaxvIdiou o€ TrepIBAAAov Unity kai og yAwooa C# pe Tn XpHon Twv OXeOIAOTIKWY
TTpoypauudTwy Unity (5.1.2f1 free) kai Blender (2.75). Ta mpoypaupa dev givai
QYyOPAOUEVA PE ATTOTEAECHA VA UTTAPXOUV KATTOIO!I TTEPIOPICHOI OTIG OUVATOTNTEG
avamTuéns. H C# w¢ avTIKEINEVOOTPAPAG YAWOOOQ TTPOYPANPATIOUOU  Eival
KATAAANAN yia Tov oXedIaoud TETOIOU €idoug TTaIXVIOIWV. Ta dUo OxedIAOTIKA
TPOYPAUMATA ETTIAEXONKAV WG TTPOCITA TTPOG TOUG XPAOTEG KAl EUKOAQ OTNV
XPAOoN TOUG. 2KOTTOG TOU TTaIXVIOIOU, UETA TNV ETTIAOYN OPAdAGC ) TUXAio OpIOUO TNG
opddag, cival n €€6vTwon TNG AVTITTAANG OUAdAG PE TNV XPNON TwV OTTAWV TwV
TTAIKTWYV. Ta oTaddia UAOTTOINONG TNG TITUXIAKAG TTEPIAAUPBAvouV: (a) Zxedlaoud TG
miotag oT1o Blender, (B) Zxediaoud ypagikou TrepIBAAAovTOoG oTo Unity, (y)
EykatdoTtaon Tou Server (SIOKOMIOTAG) yIa TNV CUVOECIUOTATA TwV XPNOTWV, (O)
ZUYXPOVIOUO Twv Xpnotwv pe Tov Server (OlakopioTAG), (€) EykardoTtaon

YPOQPIKWY TWV TTAIKTWVY Kal (0T) MNpoypauhaTIoNOS XEIPIOPOU TOU TTAiKTN.
ABSTRACT

The subject for our thesis was the development of an FPS(First-Person
Shooting) game, created in the environment of Unity and the programming
language was C#. The programs that were used for this development were
Unity(5.1.2f1) and Blender(2.75). Those programs were not purchased and that as
a result was the limitation to the growth potential of the application. C# as an
oriented programming language it's the best choice and best suited for the design
of a development for a game like this. Unity and Blender were the two programs
preferred for this development because of their good accessibility and easiness on
use. The purpose of the game, after the selection or random definition of the
teams, is the extermination of all the opponents with the use of each player's
weapons. The stages of developing the game are:(a) Design the map using
Blender, (b) Design the GUI using Unity ,(c)Install a server (diakopioTrg) for user
connectivity, (d) Synchronizing the users with the server (diakouIoTAG), (€)

Installing graphics of players, (f) Develop the player handling programming.
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EMXZTHMONIKH MEPIOXH: Mpoypaupationog CH.
AEZEIZ KAEIAIA: Unity, Blender, FPS, 8108IKTUAKO NAEKTPOVIKO TTaiIXVidl.
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KE®AAAIO 1

EIZArQrH

1.1 Zuvorrtikn Eicaywyn

H Tmapouoa TmTuxioK €pyacia €xel wg Béua Tnv avamTuén eQappoyAg
NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIOU HE OTOXO TNV Wuxaywyia Ttou xpnotn. H
€Qapuoyn autry atreubuveTal 0 avOPWTTOUG TTOU aOXOAoOUVTal PE OIAdIKTUOKA
NAEKTPOVIKA TTaIXVidIA KAl Kupiwg Pe TTaixvidla Tutrou First-Person Shooter(FPS).
Ta TTaixvidia TutToU FPS gival traixvidia paxng TTOAEUIKOU TTEPIEXOUEVOU OTTOU Ol
XPNnoTeg Aappavouv pépog otnv dpdon YEoa atod Ta PATIO TOU TTPWTAYWVIOTH. Mg
GAAa Adyia Ta TTaiyvidla TETolou TUTTOU OivOuV TNV TTPOOTITIKN TNG NAXNG O€ TTPWTO
TPOowTro. O XpNoTNG XPNOIUOTTOIWVTAG TV £€QAPUOYH auTh YEMICEl TOV EAEUBEPO
XpOvo Tou OlaoKedAloVTAG HE €va OPAdIKG TTalXVvidl TO OTTOI0 TTPOCQEPEI KAl
EKTOVWON aPoU N pia opada TTpooTrabei va ‘c€oviwael’ TNV avtittaAr TnG. TEAOG n
€Qappoyn autr} oguvel Ta AVTAVAKAACTIKA TOU TTAIKTN KAl TOU JOBaivel TNV €TTITEUEN

€VOG OTOXOU PECW TNG OPAdIKAG OOUAEIGG.
1.2 loTopik Avadpoun

Ta nAekTpoviKG TTaIxVidIa gu@avioTnKav oTo TEAOG TNG dekaeTiag Tou 1940, otav
TTAVETTIOTAMIOKOI  ekivnoav  va  oxedldfouv amrAfg  MPop@nrg Traixvidla  Kai
TIPOCOMOIWTEG, WG TUNUOTA UTTOAOYIOTIKWY ETTIOTAMOVIKWY €£PEUVWYV. MEXPI TNV
dekaeTia Tou 1970 o 6pog Bivreottaixvidia dev ATav dNUOPIAAS. Me TO TTépacua
TWV XPOVWV OUWG, £CeNiXBNKe atrd £vav atTAd TEXVIKO OpOo O€ MIA YEVIKH £vvoid, N
OTTOIO AVAPEPETAI OE PIA KAIVOTOMIA, o€ £va vEO €id0g OIadPAOTIKNG YuXaywyiag.
2TIG MEPEG MOG €va PBIvTeoTTalyVidl opileTal WG OTTOI0dNTIOTE TTaIXViIdI TTOU UTTOPEI
va avatrapaxBei o€ éva AEITOUPYIKO OUCTNPA TTOU OTTOTEAEITAI OTTO NAEKTPOVIKA
AOYIKA KUKAWMOTA KAl EUTTEPIEXEI TO OTOIXEIO TNG SIAdPACTIKOTNTAG, ATTOdIdOVTAG

TA ATTOTEAEOUATA TWV OPACEWY TWV TTAIKTWYV OE Kia 086vn.
Ei 1950, Ta BivreoTraiyvidia TagivououvTav o€ TPEIG KATNYOPIEG.
e [lpoypdupata ekuddnong Kai TTPOTTévVNoNG
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e EpeuvnTIKA TTPOYPAUMOTA OTOV TOPED TNG TEXVNTAG vONUOOoUvVNG
e [lpoypdupata €mideiEng TTOU €ixav OKOTIO va €eVIUTTWOIACOUV Kal vad

WYUXaywyrnoouV TO KOIVO-XPNOTEG.

To TpwTo TTaIXVIdI TTOU AVATITUXONKE YIa TOV NAEKTPOVIKO UTTOAOYIOTH, ATAV Wia
TIPOCOPOIwoN okakiou atmd Tov Alan Turing kai tov David Champernowne.
Ovopaotnke Turochamp, Ouwg dev €QAPUOOTNKE TTOTE O€ KATTOIOV UTTOAOYIOTH).
‘Eyivav TTOAAEG ATTOTTEIPEG OXEDIOOUWY TTAIXVIOIWY, OAAG OI TTEPIOCOTEPEG ATAV YIA
TNV aVAdEIEN CUYKEKPIMEVWYV TEXVOAOYIWV N yia TNV OAOKAAPWON €peUvVWV. To
TPWTO TTaIXVidl TToU OXeDIAOTNKE KABApPA yia Wuxaywylkoug AOyoug ATavV TO
“Tennis for Two”, TTou oxediaoTnke atmo Tov William Hginbotham kai uhoTtroiflenke

a1ré Tov Robert Dvorak To 1958.

Me T1O Tépaopa Twv XPOvwy, APXIcav va OnuUIoupyouvTdl KOVOOAEG
OXEOIQOPEVEG VA avaTTApAYyouv  €va  OUYKEKPIMEVO — TTalxvidl HJE  ApPKETA
TTEPIOPICPEVEG OUVATOTNTEG. XAPAKTNPIOTIKO TTapdadelypa otnv emmoxn 1970-1980
nrav Ta arcade games, KOVOOAEG TTOU AgIToUpyouoav UE TNV EI0AYWYH KEPUATOG.
Me Tnv €CENIEN TNG TEXVOAOYIOG, VEEC ETAIPEIEG €Kavav TNV E€UPAVIO TOUG.
2Xe01AC0oVTAV VEEG, EKOUYXPOVIOHUEVEG KOVOOAEG HE OUVATOTATA AVATTAPAYWYNAS

TTEPICTOTEPWYV ATTO £va TTaIXVidl ue OAO Kal KAAUTEPQ, BEATIWPEVA YPAPIKA.

210 péoa TnG dekaeTiag Tou 1970, ékavav TNV EPEAVIOT) TOUG Ol TTPOCWTTIKOI
UTTOAOYIOTEG, QVTIKABIOTWVTAG TIG MEUOVWHEVEG KOVOOAEG, KaBwg €0ivav Tn
duvatoTNTA OTOUG XPNOTEG va TTPOYPAPUATICOUV Kal va Traifouv Traixvidla atrAng
Mop®nic. Ta TTpoypduuaTa autd diavéuovTav ETOING WG KEiueVo pEow BIBAIwV Kal
TTEPIOBIKWY, KABWG Kal o€ Hop@r] DIOKETAG ] KOOETOG OTO KOIVO TTPOKEINEVOU va
MTTOPEI va TTaigel o KaBévag To TTaIxVidl oTov dIKO Tou, TTPooWTTIKG H/Y. ZTa TEAN
TNG id10G dEKAETIAG KAl OTIG APXEG TNG ETTOUEVNG, ME TNV EI0XWPENON TOU dIAdIKTUOU
oTnv kabnuepivr) {wn, £ékavav TNV EPPAvIcT) TOUG CUCTHNATA T OTTOIa TTAPEIXAV TN
duvaTOTNTA OTOV XPNOTN va TTaidel Ta TTaixVvidla autd d1adIKTUOKA, TAUTOXPOVA UE

AaAAoug, o€ KoIvo ypa@ikd TTepIBAAAov. AuTd cival Ta onuepiva Online Games.

2Tn ouvéxela, dpxioav va KUKAOQopoUv KOVOOAEG BivieoTraixvidiwv OAO Kai TTIO
eCeNlyuéveg. AuTO onuaive TTwG N avatrapaywyr Toug Xapaktnpei¢étav atod
BeATIWPEVO X0, KOAUTEPNG TTOIOTNTOGS YPOPIKA Kl €IKOVA KAl YEVIKOTEPO N HOPYN

TOUG ATAV TTIO OTTAOUCTEUMEVN ME MEYAAN euxpnoTia. MapdAAnAa, otoug H/Y
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yIvoéTav akpIfwg To idI0, PE TNV KOTAOKEUN KOAUTEPWYV ETTEEEPYACTWY, KAPTWV
NXOU Kal ypa@IKwV OTTwS Kal GAAWV AEITOUPYIKWY OUCTNUATWY TTOU CUVEROAQv
oTn BEATIOTN avatTapaywyr BIVIEOTTAIXVIBIWY, @TAVOVTAG PEXP! KAl OTIG JEPES MAG,
Xapi¢ovtag OAO Kal TTEPICCOTEPES EPTTEIPIEG KAl WPEG YUXAYWYIiAG OTOUG XPOTEG.
Me Toug puBpoug Kal TIG TaxUTNTEG €&EAIENG Twv H/Y Kal KaT €TTEKTACN TWV
BivreoTraixvidIwy, UTTOAOYIZETAI TTWG KAl OTA ETTOMEVA XPOVIA N avdatrTug Toug Ba

gival payodaia.

2TIG MEPEG Pag Exouv dnuioupynBei didgpopeg Katnyopieg TTaixvidiwyv. Kabe pia
aTroé AUTEG TIG KATNYOPIEg €XEl T OIKA TNG XAPAKTNPIOTIKA. Adyw TOu peydAou
apiBuou Bivreotraixvidiwyv KABe KaTtnyopia €xel TIG OIKEG TNG UTTOKATNYOPIEG.

MepPIKEG TTO AUTEG ava@EPOVTAl TTAPAKATW. Bl

1.2.1 NMauyvidia Apdong (Action Games)

Ta action games cival TTaixvidila dpdong Kal aTraiTouv TOV CUVTOVIOUO TWwV
MOTIWV, TWV XEPIWV KAl TOU HUAAOU TOU XProTn O OTIoioG XEIpiCeTal €vav

XOPOKTAPA Kal avTiueTwTTilel didpopeg dokiyaaoieg. L2 O utrokatnyopisg sivai:

e T[laixvidia TAateopuag (Platform games)

Ta Traixvidla  TTAATQOpUAG  eKTUAiooOVTAl O€ éva  TPIodIAOTATO
mePIBAAAOV. O1 TTaikTeG KaAoUvTal va KaBodnyrnoouv €vav XapakTrpa
MEOW eUTTOdIWY, TTNOWVTAG TTAVW O€ TTAATQOPHES KAl AVTIMETWTTICOVTAG
avTITTAAOUG.

e [laixvidla okotroBoANG (Shooter games)

2Ta TraiXvidla OKOTTOBOAAG Ol TTAIKTEG XPNOIYOTToiouv OTTAa atod
amoéoTaon yia va AaBouv puépog otnv dpdon. Ta mTepicodTepa Traixvidia
TNG KATNYyOpiag auTng gival TTOAU Biaia, uttdpxouv OPwG Kal KATToIda TTI0
ATTIa.

e [laixvidia paxng (Fighting games and beat ‘em ups)

Ta TTaixvidia autrig TNG UTTOKATNYOPIAG €EOPOIWVOUV PAXEG KOVTIVAG
QTTOOTACEWG EVAVTIOV  MEPIKWV QVTITTAAwWY HE TNV XpAon Biaiwv
emMOEoewy. Zuyxvd TrepIAapBavouv TNV xprion OTAwv aAAd divouv

€U@aon oTnv HAxXN CWHA PE CWHA.

17
MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

1.2.2 NMaiyvidia mepiméreiag (Adventure Games)

MpokeiTal yia TTaixvidla TePITTETEIOG N oTToia AapBdvel xwpa o€ KATTOI0 ypa@IKod
mepIBAAAOV. Ta TTaiyvidla autd dev aTTaITOUV TOOO TA AVTAVOKAACTIKA TOU TTaiKTN,
OTTWG N TTPONYOUHEVN KATNyopid, OAAG atraitouv atrd Tov XPHOoTn va AUVEl
YPiQoug Kal va divel por] oTnV TTEPITTIETEIO EPXOPEVOG OE €TTAPr TOOO PE GAAOUG
XOPOKTAPEG 000 Kal PE TO ypa@ikd TrepIBdAAov oTo otroio Bpioketalll Ol

UTTOKATNYOPIEG gival:

e [laixvidla 1Tou dev yiveral avTIAnTITOg 0 TTaikTNG (Stealth game)

Ta Traixvidla autd €0TIAfOUV OTA TEXVAOUATA KAl OTA XTUTTAUOTA
aKpiBelag yia TNV €EOVIWON TOU AVTITTAAOU XWpPIiG OUWSG O avTitmaAog va
avTIAQUBAvVETaI TNV TTAPOUCIa TOU TTAIKTN.

e [laixvidia emBiwong (Survival honor)

Ta maixvidia emBiwong €oTidlouv oTnv TTPOOTIABEIO va Qoficouv Tov
TTAIKTN ME TN XPAON TTapadoCIaKwWY @QAVTACTIKWY OTOIXEiWV TPpOPoU. 2€
TTOAAG 1T QUTA Ta TTAIXVIOIA TA AVTIKEIMEVA TTOU UTTOPEI VA XPNOIUOTTOINCEI
O TIAiKTNG €ival Aiya TTpAyha TTou TOoV avaykdadel va emBiwoel Je O1rolo
TPOTTO UTTOPEI.

e Metroidvania

Z1a TTaixvidla autd o TTaikTNG €xel TNV duvaTdTNTa VO EEEPEUVNOEI Evav
TEPAOTIO KOOWO. YTTAPXOUV OUWG HEPN OE€ QUTOV TOV KOOUO OTTOU EXEl
TTPOORACN MOVO a@ou £xel ATTOKTACEI KATTOIA £pYaAgia, OTTAA ) KATTOIEG

IKaVOTNTEG OTN OIAPKEIA TOU TTAIXVIOIOU.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

1.2.3 NMauyvidia Apdaong-MNepimérteiag (Action-Adventure Games)

H katnyopia auth atroteAei ouvOuaouod Twv dUO TTPONYOUNEVWY KaTnyopiwy. Ta
TTaIXVidla auTAG TNG KaTnyopiag €oTidlouv oTnv €EEpEUVNON KATTOIOU YPA@IKOU
TEPIBAANOVTOG KABWG £TTIONG KAl TNV OUAAOYH QVTIKEIMEVWY TTOU XPNOIMEUOUV
apyoTEPA OTO TTaIXVidI yia TNV €TmiAUGan ypigwv N yia Tnv pdxn.2 O uttokatnyopicg

givai:

o [laixvidla dpdong-TrepITTETEIOG PE TN XPHoN evToAwv (Text adventures)

2.€ AUTI TNV UTTOKATNYOPIa TTAIXVIOIWV AVIKOUV TTaIXVidIa TTEPITTETEING OTA
OTTOi0 O TTAIKTNG Bivel €VTOAN MEOW TOU TTANKTPOAOYIOU OTOV XOAPOKTH P
TOU, O OTTOI0G aVTIOPAEl AVOAOYWG.

e [laixvidla dpAoNG-TTEPITTETEIOG PE TN XPNON TOU ypa@Iikou TTEPIBAAAOVTOG
(Graphic adventures)

Ta Traixvidia autd avatrTuxenkav 600 Ta ypa@ikd dpxifav va yivovTal o
ouvnBiopéva. Me TO TTEPOCHA TWV XPOVWV KOl PE TNV AVATITUEN TwvV
YPAPIKWY, ATAV TTI0 €UKOAO YIO TOV TTAIKTN VA XPNOIMOTIOIEl TOV KEPOOPQ
avTi va divel EVTOAEG HEOW TOU TTANKTPOAOyiou

e EIkovIKO puBiotépnua (Visual novels)

Ta TTaiKvidia autd TTapouciddouv TNV I0TOPIO TOUG PE OTATIKA YPOQIKJ,
ouvnBwg e v xpron oxediwv Kivoupevwy oxediwv. O Taiktng yia va
avaTrTugEl TNV TTAOKA TOU TraIXVIOIOU TIPETTEl va avePAlel OuveEXWS Ta
OTATIOTIKA TOU XAPOKTI PO TOU.

e AladpacTikéG Tavieg (Interactive movie)

O1 81adpaOTIKEG TAIVIEG EUTTEPIEXOUV TTPOOXEDIAOUEVEG OKNVEC OTIG
OTTOIEG O TIAIKTNG KOAgiTal va €ETMAEGEl KATTOIEG ATTO TIG OPACEIS TOU
XOPAKTAPA TOU. 2€ auTA Ta TTauxVidia, dnAadry, O TTAIKTNG TTPETTEI VA ETTIAECE
N va JavTEWel TIG OPACEIC TTOU oI OXEDIOOTEG £XOUV ON TTPOETTIAECEL.

e TpiodidoTtareg repimréTeleG (Real-time 3D adventures)
Mpokeital yia TpiIodidoTaTa TraIXVidla OpAoNG-TTEPITIETEIONG OTA OTToId O

TTAiKTNG €XEI EAEUBEPIa KIVIIOEWVY Kal OPATEWV.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

1.2.4 NMauyvidia EmiAoyng PoAou (Role-Playing Games)

Ta 1Taividla auTAG TG KATNYoPiag TTapouciAfouv oTov XPRoTn £vav @avTaoTIKO
KOOHO ouvnBwg YeUATO e TTOAEIG, KAOTPA, TEPATA KOl OIAQPOPES TTEPIOXES, TOV
OTTOI0 MTTOPEI VO €LEPEUVAOCEI UE TOV XAPOKTAPA TOU aKOAouBwvTag Wia
OUYKEKPIPEVN OeIpd yeyovoTwy. O XprioTng €xel TNV €TMIAOYA va dnUIOUPYAOEl TOV
XOPOKTAPQ TOU OiVOVTAG TOU OGUYKEKPIUEVN HOP@N Kal £va OUVOAO IKAVOTATWY TTOU

Ba Tov BonBrioouv. O1 uTtokartnyopieg sivai:

e [laixvidia dpdaong emmAoyng poéAwv (Actions RPGSs)

Ta Taixvidla auTAG TNG UTTOKATNYOoPIag €ival TTaixvidla TTou ouvdudlouv
TNV dnNUIoUPYIa XOPAKTAPQO HE ETTIAOYEG TOU TTAIKTN KOl OTOIXEIA TTAIXVIOILV
opdong.

e Aladiktuakd TTaixvidia emAoyng poAwv (MMORPGS)

2€ QUTA TNV UTTOKATNYOPia avrikouv Ta Traixvidla €TmAoyng pOAwv Trou
TTaiovral padika d1adIKTUOKA atrd TTOAAOUG TTAIKTEG. Z€ AQUTA Ta TTaIXVidIa Ol
TTAiKTEG  avapfaBuiCouv  Ta OTATIOTIKA TOU XOPAKTAPO TOUG MHEOW
avadnTroEwV AVTIKEIMEVWY N HECW PAXNG ME AANOUG TTAIKTEG.

e Roguelikes

To €ido¢ autou Tou TraixvidloUu Oivel £ugacn oTnv avatmTuén Twv

OTATIOTIKWY TOU XOPAKTPa o€ éva dIodIAoTATO TTEPIBAAAOV.
o [laixvidia TakTIKNAG TTIAOYNS pOAwV (Tactical RPGS)

H utrokarnyopia aut avo@eEpeTal o€ Traixvidla T1ou  ouvdudalouv
TTaIXVidla oTPATNYIKAG KE TTaiXVvidla TMAOYAG POAWYV. O TTAIKTNG EAEYXEI MIa
oMada e TTEPIOPIOPEVO OPIOUO  XAPOKTAPWY QVTIMETWTTICOVTAG TOUG
avTITTAAOUG TOU TIOU €ival OpAdeC pe TTapOMOIa XAPOKTNEIOTIKA. KdaBe
TTAIKTNG £XEI CUYKEKPIPEVO XPOVO YIA VO OKEPTEI KAl va KAVEI TNV OTPATNYIKA
QVATITUEN TNG OPAdAG TOU.

e [laixvidia emAoyig poAou avolkTou Kdopou (Sandbox RPGS)

2TNV UTTOKATNyopia auth Ta TTaixVvidla avoIKTOU KOOMPOU, Ta Traixvidla
OnAadn TTOU O XOPAKTAPAG OEV Eival TTEPIOPICUEVOS OO0V aPopd Ta PEPN
TTOU MPTTOPEl va €gepeuvioel Kal Ogv gival aTTapaitnTo va akoAouBei €va
OUYKEKPIMEVO HOVOTTATI. Ta Ttraixvidla autd OuvABwG TTEPIEXOUV €vav

MEYAAO apIBud XAPOKTAPWY TEXVNTAG VONUOOUVNG ME TOUG OTIOIOUC O
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

TTAiKTNG uTTopEi va €pBel o€ €mma@n Kal va PonBnbei otnv €géAIEn Tou
TTaIXvidIou.
Maiyvidia diagopeTiknG KouAToupag (Cultural differences)

Ta TTaIyvidia TTOU avAKOUV O€ auTr) TNV UTrtoKaTnyopia xwpifovral og dUo
KATNYOPIEG. 2TNV Hia O TTAIKTNG PTIAXVEI TOV OIKO TOU XOPAKTAPA Kal gival
OXETIKA €AEUOEPOC OTIC ETTIAOYEC Kal OTIG OPACEIC TOU evw 0TV AGAAN O
TTAKTNG €AEyXEl PIa OPAdQ TTPOKATAOKEUAOMEVWY XOPAKTAPWY Kal N
IOTOPIA TTOU EKTUNICTETAI €XEI EVA TTPOKOBOPICUEVO TEVAPIO.

Maixvidia emAoywv (Choices)

2.€ QUTA TNV UTTOKATNYOPIO aVAKOUV TA TTaIXVidIa OTA OTT0id O TTAIKTNG EXEI
TNV €AoYyl Tou av Ba VIKAOEl TOug AvTITTAAOUG Tou MPE Bavarngeopa
atmroteAéoparta i Oxl.

Maixvidia @avrtaoiag (Fantasy)

Ta Taixvidla Autig TNG UTTOKATNYOPIaG, OTTWG A€el Kal O TiTAOG, E€ival

TTaIXVidla @avTaciag Ta oTToia AAUBAVOUV XWPa @AVTAOTIKOUG KOOUOUG

ouvnRBWGS HECAIWVIKOU TUTTOU.

1.2.5 NMauyvidia Npoocopoiwong (Simulation Games)

MpokerTal yia pia geydAn karnyopia TTaixviOIwV Ta oTToia gival oxedlaouéva va

TIPOCOPOIWVOUV TTIOTA TITUXEG TNG TTPAYMATIKOTNTOG ) AKOMA Kal UTTOBETIKWV

kataotdoswv.l Or uttokaTnyopieg ivai:

Mpooopoiwon karaokeung kai diaxeipiong (Construction and management
simulation)

Ta TTaividla TNG UTTOKATAYOPIaG AUTAG €ival TTaixvidla TTpooopoiwong Ta
oTroia {nTouv atrd TOUG TTAIKTEG VA KATAOKEUAOOUYV, VO ETTEKTEIVOUV Kal VO
OIOIKIOOUV @QAVTACTIKEG KOIVOTNTEG 1 TIPOYPAUMATA ME OUYKEKPIUEVO

apIOPO TTOPWV.

Mpooopoiwon ¢wng (Life simulation)

21

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2€ QUTA TNV UTTOKATNYOpPIia aVvriiKOUV TTaiXvidia TTou TTPOCONOIWVOUV ThV
Cwn. O TTaikTNG €AEyxEl €vav XApaKTApa TEXVNTAG vonUOoUvVNG O OTT0I0g
avaTITUooEl OXEOEIG ME AANOUG XOPAKTAPES TEXVNTAG VONUOOUVNG.
e [lpooopoiwon oxnudatwy (Vehicle simulation)
MpokeiTal yia Traiyvidia TTPOCOoUOoIiwaonG Ta OTToia £EOUOILVOUV TOV TPOTTO

AeiToupyiag dIAopwV OXNUATWY PE PEAAIOTIKO TPOTTO.

1.2.6 NMauyvidia ZrpaTtnyikig (Strategy Games)

2.€ AUTH TNV KATNyopia avAKouV Ta TTaixvidla TTou BEAOUV TTPOCEKTIKI) OTPATNYIKA
Kal ueBodIKA OoKEWN PE OKOTTO TN Vikn. ZuvABwg O KABe TTaiKTNG TTEPIUEVEI THV
OeIPd TOU yIa VO TIaigel kal €XEl OTOV €AeyXOo TOu €vav OAOKANPo oOTpatd n
YEVIKOTEPA MIO OMAdO XAPOKTAPWY TIOU €XOUV OKOTTO Vva €EOAEiyouv TOV

avriTraho. O1 uttokarnyopieg sivai:

o [laiyvidia 4E (4X game)

Ta Traixvidla QUTAG TNG KATnyopiag €xouv autd TO Ovopa OdIoTI N
oTpatnyiky Toug Paciletar o 4 OTOXOUG: €fepelvnon, ETTEKTAON,
EKMETAANAEUON, ECOANOBpEUON.

o T[laiyvidia TTupofoAikou (Artillery game)

2.€ QUTA TNV KATNYOPIia avriiKouv Ta TTaIXVidla oTPATNYIKAG OTTOU O TTAIKTES
XPNOIUOTTOIOUV TTUPOMAXIKA YIA VA VIKIOOUV TOV AVTITTOAO, €iTE PE popon
OTTAWV €iTE PJE HOPPN TTOAEUIKWY OXNHATWV.

e [laixvidia oTpaTnyIKAG TTPAYUOTIKOU Xpovou (Real-time strategy(RTS))

Ta Traixvidla TTOU avAKOUV OE€ QUTH TNV UTTOKATNyOpia €ival Traixvidla
OTPATNYIKAG OTA OTTOIA OI TTAIKTEG TTPETTEI VA AVATITUOOOUV TIG OTPATNYIKEG
TOUG EVW N KATAOTACN TOU TTaIXVIOIOU aAAACEl CUVEXWG.

e AladikTuakG TTaIXVIOIO OTPATNYIKAG TTPAYHATIKOU Xpdvou (MMORTS)

Mpokeiral  yia  Traixvidla OTPATNYIKAG TTOU  OUVOUACOUV  OTPATNYIKN
TIPAYUOTIKOU XPOVOU ME Mia TTIOTA CUYKEKPIMEVOU YEWYPAPIKOU TTAATOUG
OTTOU Ol TIAIKTEG €XOuv Tov OIKO TOug OTPaTd Kal AvaTITUooOUV Thv

OTPATNYIKI TOUG.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Maiyvidia TaKTIKAG TTpayPaTikou xpdévou (Real-time tactics)

H dia@opd Twv TTaixvidIiwy auTAg TNG UTTOKATNYOPIAG KAl TwV TTAIXVIOIWV
OTPATNYIKAG TTPAYyUATIKOU XpOvou cival OTI oI TTaikTeg Ogv XpeIadeTal va
QOXOAOUVTAl PE TNV KATOOKEUN KTNPiIWV Kal TNV d10iknon Tng OIKOVOUIag
Toug. Eomiddouv pévo otnv avdarrtugn TnG oTPATNYIKAG TOUG.

Maixvidia utrepdoTTiong Pe TN Xprnon mupywv (Tower defense)

2Ta TTaIXVidIa AQUTAG TNG UTTOKATNYOPIAG UTTAPXOUV XOPAKTAPES TEXVNTAG
vonuoouvng ouvnBwg oTn Hoper TEPATWY TA OTToid akoAouBouv £va
OUYKEKPIMEVO PJOVOTTATI KOI O TTAKTNG KAAEITAI va KTIOEI TTUPYOUG OE AUTO TO
MOVOTTATI YE TA OTTOIO PTTOPEI VO €E0A0BPEUCEl QUTA Ta TEPATA.

Maiyvidia oTpatnyikng evaAacodpuevng oeipdcs (Turn-based strategy)

2Ta TTaIXVvidla AUTAG TNG UTTOKATNYOPIAG Of TTAIKTEG £XOUV OUYKEKPIMEVO
XPOVO yia va avaAUoouv Tnv KatdoTtaon oTnv OoTroia Ppiokovral TTpiv
TTpoBoUv o€ KATTola TTPAEN Kal £€XOUV TTEPIOPICUEVES KIVIOEIG OE OXEON ME
TNV TTiOTA TTOU BpioKovTal.

Maiyvidia TakTIKNG evaAAaoobpevng o€lpdg (Turn-based tactics)

2.€ QUTA TNV UTTOKATNYOPIa QVAKOUV TA TTaIXVvidla oTpaTnyIikng oTa OTToid
Ol TTAIKTEG KAAOUVTAIl VO OAOKANPWOOUV Ta {NTOUPEVA TOU TTAIXVIOIOU WE TN
XPron Twv EVOTTAWY OUVANEWY TTOU TOUG TTAPEXEI TO TTAIXVIOI.

Maiyvidia ToAépou (War game)

Ta TTauixvidla TTou avriKouv O€ QUTH TNV UTTOKATNYopPia, OTTWG AEEl Kal O

TiTAOG, €ival Traixvidia oTpatnyikAg Tou oTnpifovral oTnVv avamtuén

TTOAEUIKWY OTPATNYIKWY O€ £VA CUYKEKPIPEVO YEWYPAPIKO EUPOC.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

1.2.7 ABAnTIKa Mauyvidia (Sports Games)

Ta Traixvidla autig TNG KATNYOPIiag TTPOCOMNOIWVOUV TIPAYUATIKA aAAG Kal

@avtaoTikd aBAfpaTta. O xprRoTng éxel Tnv duvaTtétnTa va TTaifel Kal evavTtiov

GAWV XpnoTwv aAAd kal evavTiov Tou uttoAoyioTh, dnAadn evavriov TEXVNTAG

vonuoaouvng.l Or utrokatnyopieg civai:

Maiyvidia aywva dpouou (Racing)

2€ QUTA TNV UTTOKATNYOPIO AVAKOUV TIaixXVvidlad OTa OTfoia O TTraikTng
XPNOIUOTTOIEI  KATTOI0 HECO MPETAPOPAS YIA VA QVTIAYWVIOTEl PE TOUG
avTITTAAOUG TOU.

ABANTIKA TTaIXVIdIA (Sports game)

Omwg avagépel kal o0 TiTAOG, T TraIXvidla aAuTAG TNG KaTnyopiag
eCouolwvouv Ta TTapadooiakd abAfuaTa.
AvtaywvioTika TTaixvidia (Competitive)

MpokerTal yia traixvidla ye upnAd Babud avraywviopou Twv OTToiwV TO
TTEPIEXOUEVO gival aBANTIKG TTaixvidia @avTaoiag Kal Oxl Twv TTapadoCIaKwWY
aBANUdTWY TTOU YVWPEICOUE.

Maiyvidia aBANTIKWY TTOAEPIKWY TEXVWV (Sports-based fighting)
Ta Taixvidla autAG TNG KATnyopiag cival Traixvidla TTou Bacifovral oTnv

MAXN CWHA JE CWHA.

H e@apuoyn Tng TITUXIOKAG €pYAciag aviKel oTNV TTPWTN KaTnyopia Twv Action

Games Kal OUYKEKPIPEVA oTnV uTTokaTnyopia First-Person Shooter Games (FPS).

Mpokerral yia Traixvidla oTa OTToid 0 XPrOTNG CUMUETEXEI OTO TTEDIO PAXNG O€

TPWTO TTPOCWTTO, dNAAdA aTTd TNV OTITIKI TOU TTPWTAYWVIOTH. XPNOIYOTTOIE

OTTAQ, €iTE JOKPIVAG EITE KOVTIVAG ATTOOTAONG, ME OKOTTO TNV £CAAEIYPN TWV TTOVTWV

CwNAG Tou avTITTdAou. Ta Traixvidla TG KATNYOPIag AUTG aTTaITouV TNV OUVEXT

TIPOCOXNA TOU XPAOTN KAl TNV yYpryopn avtidpacn Tou.

24

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

KE®AAAIO 2

NMEPIBAAAON ANANTY=HZ E®GAPMOIHZ

Ta TTpoypAuMATA TTOU XPNOIKMOTTOINBNKAV yia TRV avaTITugn TG EQApPoyng nrav
To oxedlaoTiKO Tpoéypapua 3D ypagikwv Blender kalr 10 TTPOYPAUPA CroSS-
platform traixvidiwv Unity. To Blender €TTIAEXONKE e OKOTTO TOV OXEDIAOUO OAWV
Twv 3D aVvTIKEIMEVWY TTOU XPNOIPOTToIouvVTal 0TV €@apuoyr pag. AnAadrn tov
oXedlOOuO TNG TToTAG, OAWV TWV QVTIKEIMEVWY TTOU BpiokovTal TTavw TNG Kabwg
Kal Tou OTTAOU TTOU XPENOIMOTIOIOUV oI TTaikTeG. ETMAEEaue autd 10 TTPoOYpauua
Kabwg &€paue  KATTOIOUG  ATTO  TOUG  XEIPIOWOUG  TOU, O@QOU  €XOUUE
cavaxpnoiyotroioel 10 idI0 TTPOYpAUPa OTO TTapeABOV  yia  atrAoUCTEPOUG
oxedlaopous. To Unity €mmAéXOnke pe OKOTTO Tnv Onuioupyia Kal TNV TTAREN
eTTeCepyaoia Tou TTEPIBAANOVTOG TNG €QapuUOyAG pag. AnAadr Twv animation
(KIvoupevwy OxXediwv), TWV AXWY, TWV YPAPIKWY, TOU XEIPIONO Kal OAwV Twv
XOPAKTNPIOTIKWY TTOU atroteAolv TNV e@apuoynl autr). EmAéCape autd TO
TTPoOypauua dI6TI ival ammd Ta 1Mo oAokAnpwuéva ‘epyaleia’ yia Tnv dnuioupyia
BivreoTraixvidiwy. ETTiong, €ival euxpnoTo Kal EUKOAO OTNV eKPABNON Tou Kabwg
uTTdpxouv Bondntik&d apxeia yia Tnv xprion Tou oTto diadiktuo. ‘Evag akoua
TTAPAYOVTOG TTOU Pag odnynoe atnv €AoY Twv OU0 AUTWVY TTPOYPANUATWY ATAV

OTI Kal Ta OUO TTPOYPANMATA BIAVEUOVTAI OTOUG XPNOTES OIAdIKTUAKA Kal dWPEAV.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2.1 Zxedi1aoTIkO Tpoypapua 3D ypagikwyv Blender
2.1.1 Napouciaon Tou Blender — KUpIa XOPAKTNPIOTIKA

To Blender civai éva mpdéypaupa oxediaong 3D ypagikwy. Eivar eAeuBepo
AoyIOMIKO TTOU onuaivel OTI PTTOPEI VO TO ATTOKTHOElI OTTOI0OBATTOTE £XEI TTPOCROON
oto Jdladiktuo AOyw Tng adeiag xprong GNU- General Public License.
Xpnoiyotroigital yia modeling (povteAotroinon), animation (Kivoupeva ox€0i),
rendering (ammédoong) , kai yia dnuioupyia aAAnAemdpaoTiKwy 3D e@apuoywv
OTTwG Ta Pivreotraiyvidla. To Blender, petaglu GAAwv, d1aBETEl TTPOXWPNUEVA
epyaAgia yia animation (kKivoupeva ox£91a) KabBwg €1Tiong Kal dId@opa epyaleia yia
TNV dnuioupyia UAIKoU. Eival diaBéoiyo yia 6Aa Ta KUpia AEITOUPYIKA CUCTAUOTA

OTTWG eival Ta Windows kai Ta Linux.

Mepikd atmd Ta KUPIO XOPAKTNPIOTIKA TOU €ival: EUEAIKTN dUVATOTNTA ECWTEPIKOU
rendering, un YypaPuik emeEepyaoia  Bivreo/xou (Movtdl), n yAwooa
TTPOypauuaTIONoU Python yia TrpoypapuaTtioud AoyiKAG Kal eTTITTAéOV Scripting.

Tnv avamtuén Tou Blender tTnv Tpayuartotoinos o Tom Rosendaal. 4

2.1.2 NepiBaAAov Blender — xpAon TpoypauATOS OTHV EQAPHOYN

To mepIBaAlov epyaaiag Tou Blender cival apkerd euxpnoTto. ATroteAeiTal atmo
duo KUpIa pevou, 1o “Object Mode” (pevou avrikelipévou) kal To “Edit Mode” (uevou
eTTegepyaoiag). To TPWTO HeEVOU XPENOIYOTIOIEITAI YyIa Tov XEIPIOPUO KAOE
QVTIKEIMEVOU 0QV PI JOovAda evw TO OEUTEPO YIA TOV XEIPIOPO TwV OEDOUEVWYV TOU
avTikeiyévou. MNa mapddeiypa emAéyovtag 10 “Object Mode” (puevou avTIKEINEVOU)
MTTOPOUME VO HPETAKIVAAOOUUE, VA TTEPIOTPEWOUNE KAl VO dWOOUUE DIOOTACEIG OE
OAOKANPa  TTOAUYWVIKA TTAéypaTa, evw emmAéyoviag 1o “Edit Mode” (uevou
ETTECEPYOTIAC) PTTOPOUNE VO ETTEEEPYACTOUNE EEXWPIOTA TIGC KOPUPES KAl TIGC AKPES
ammd kKABe TAéyua. H evaAAayr) peTagl Twv PEVOU QUTWV YIVETQI PJE TO KOUWTT
“Tab”. O1 TTePIo0OTEPEG EVTOAEG OTO TTPOYPAUMA divovTal HECW CUVTOUEUCEWYV E
Ta KOUUTTIG Tou TTAnKTpoAoyiou. To TrepIBAAAOV atroTeAeiTal atmmd dla@opPETIKOU
MEyEBoUG TTapdbupa To KABEva MPE TIGC OIKEG TOU €VOEICEIC KAl KOUMPTTIA yIa TNV

AEIToupyia Tou TTPOYPAPMATOG OTTWG PAIVETAI OTAV EIKOVA TTAPAKATW.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Eikéva 2.1.1: MNepiBdAlov Blender.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2TIG TTAPAKATW €IKOVEG BAETTOUME TOV OXedIOOWO TNnG TTioTag oTo Blender pe tnv

XPNON YEWUETPIKWY OTEPEWV OXNUATWY (3D).

Eikéva 2.1.2: >xediaoudg eddgoug.

Eikova 2.1.3: Zxedlaouog euTTodiwy.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Eikéva 2.1.4: >xed1aoudg dIaxwpIoTIKOU TOiXOUG.

Eikéva 2.1.5: Zxediaoudg mepippaéng TmioTag.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2.1.3 Mapoépoia mpoypdupaTa

Otrwg kal 1o Blender 3D, uttdpxouv TTPOYPAUMOTA UE TTAPOMOIEG AEITOUPYIEG

TTOU XPNOIJOTTOIoUVTAl YIa TNV oXediaon Kal povreAotroinon 3D avTIKEIYEVWV.

Mepik& atmmd autd eival 1o SketchUp, to AutoDesk 3DS Max, to AutoDesk Maya

Sculptris kAT, TMapokdTtw Ba OoUPE MEPIKA ATTO TA TTAEOVEKTUATA KOl TA

MEIOVEKTAUOTA TWV TTPOYPOPMATWY auTwy. BT

[MAgovekTAuaTa

MeiovektTripaTa

Idavikoé yia oxediaon KTIpiwv.

H dwpedv €kdoon ETITPETTE

H dwpedav €kdoon pe TNV

¢kdoon  €mi  TTANPWMNG

SketchUP oTov XpNOoTN va oXedIdoel TO £XOUV HIKPEC DIaPOPEC.
3D povTéAO Kal va TO €CAyel o H ¢kdoon emi TANPWHAC
oc GMo  Tpbypappa  vid eivar dvw Tov 5008.
TTEpETAipw eTTECEPYATIa.
Anuioupyia 3D povTéAwv yia e H Ty TOU TTPOYPAUPATOC
TaIvieg Kal BivreoTTaixvidia. gival 3.6759.
‘Exel  XApOKTNPIOTIKA  Kal e YTApXel pnviaia evoikioon
epyaAgia TTou €0TIAlOUV OTNV yla adela xpriong 195$ tov
onuioupyia AETTITOUEPEILV MAva.

AutoDesk TWV XOPOKTAPWV Kal

3DS Max SIAPOPETIKWV OTITIKWV

YWVIWV TOU EIKOVIKOU KOOHOU
TTOU £X€l OXEDIOOTEI.

Y1dapxel OOKINAOTIKA €KOOON
1ToU divel TNV duvaTtdTnTa OTO
XPAOTN va OTTOQACiceEl av TO
TPOYpappa
AVAYKEG TOU 1) OXI.

KOAUTITEL  TIG

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag

30




AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

[MAeovekTAaTa

MelovekTriuaTa

Eivai éva oXedIACTIKO

TTPOYPAUMA TTOU €0TIACEI OTO

H Baoiki ékdoon KooTiCel
4.000$.

animation Twv XapoKTAPWV e Eivai OUOKOAO oTnv
AutoDesk KOl XPNOIYOTIOIEITAl  KUPIWG EKMAONOnN.
Maya yla animated Taivieg.
Ytdapxel dwpedv €kdoon yia
MOONTEC KOl TTPOCPEPEI
povadikoug TPOTTOUG
eKuABNONG o€ auToUG.
Eivar 10aviké yia darreipoug e To TIpOypapua  KOAAGE
aANG KAl Yo EPTTEIPOUG TTEPIOTACIOKA.
XPNOTEG. e Aev puropsi  va  yivel
Sculptris Texvikéc  TITUXEG  AAAWV emegepyaoia NG oxediaong
TIPOYPAPUATWY  EKTEAOUVTAI TOU QVTIKEIUEVOU aTrd TNV
autouaTta aTro TOV OTIyul TToU  &EKIVIOEl N
uUTTOAOYIOTH) ME TNV XpPnRon XPWHATIKA eTTECEPYQTIA
auToU TOU TTPOYPAUUATOG. TOU.
Xprioigo yia tnv dnuioupyia e O uTmroAoyIoTAG TTPETTEL VA
3D animation. EXEl oUYXPOVOo UAIKG yia va
Eival dwpedv kail e€ioou Kahd AeIToupynaoel To TTPOYypaAPpa
ME TO Maya Trou e€ival €TTi XWPIG va KOANQEL.
Blender TTANPWUNG. e To TepiBaAAov epyaoiag

Ymdpxouv TTOANOI  XpAOIKOI
odnyoi aTnv I0TooEAIdA TOU.

AuvatdTnTa  €1I0aywyng  Kal

eCaywyng apxeiwv Kal
QAVTIKEIMEVWV yia
emegepyaaia.

TOU €ival Aiyo TTEPITTAOKO.

Mivakag 1: Z0ykpion ZxedIaoTIKWV MNpoypauudTwy.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2.2 Npoéypappa cross-platform mrauxvidiwv Unity

2.2.1 Napouciaon Unity

To Unity €ival éva TTpOypauua, r KaAUTepa pia pnxavr cross-platform traixvidiwv
(TrPoKEITal yIa TTaIxVvidia TTou JTTopoUV va Ta TTaiEouv TauTOXPOova TTOAAOI XPHOTEG,
0 KaBévag amd tnv OIK TOu KOVOOAQ) n oTroia avaTrtuxbnke atmmd tnv Unity
Technologies. Xpnoigotroigitar yia TNV avamrtuén Pivreotraixvidiwv yia HYY,

KOVOOAEG, KIVATA TNAEQWVA KOl IOTOOENIDEG.

To Unity mepIAapBavel ypagikd, rixoug, animations (kivoupeva ox€dia), ouoTnua
QUOIKNG (BapuTnTa, Kivnon, KAT.), Kal TTOAd akOua XOapaKTNPIOTIKA TTou €ival
avaykaia yia Tnv  oAokKAnpwpévn avdamTuén Pivreotraixvidiwy. O1 yAwooeg
avatmTuéng tou Unity givar C, C++ kai C#. O1 YAWOOEG TTPOYPOAUMOTIONOU TWV

Script eival C# kai Javascript.Bl

2.2.2 NepiBaAAov Unity - xpRon TTpoypAapaTOS OTHV EQAPHOYN

To mepIBaAAov Tou Unity eival oxedlaopévo €101 WWOTE 01 XPrOTEG va £XOUV OTNV
0180y TOoug oTToIadATIOTE epyaAeia xpeidlovtal o€ OAn Tnv JIAPKEID TNG
emTegepyaoiag. AtroTeAcital atrd dIaPOPETIKOU PEYEBOUS TTaPABUPA €K TWV OTTOIWV
T0 €va eival n 08ovn emetepyaoiag. MNupw atd autd Ppiokovral TTapdbupa ue
EVOEIEEIC TINWV KAl TTAPAUETPWY TWV QVTIKEIMEVWY TTOU XPNOIUOTTOIoUVTal KAaBwG
ETTIONG Ol OVOMOOIEG Kal Ol BE0EIG TWV QAVTIKEIMEVWY KAl TWV apPXEiWV TTou
eTTeCepyadovTal. 210 KATW MPEPOG PBpPioKeTal TO TTAPABUPO TNG KovooAag OTTou
g@avifovral Ta PNVUPATA TOU CUCTAPATOG KABwG Kal Ta mlavd o@dAuata Twv

Script. H eilcaywyn avTiKeIgévwy YiveTal EUKOAA PE TNV XPAON TOU TTOVTIKIOU.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

€ Uniy Personal (646¢) Project - PC, Mac &L - 6 X

6t Assets GameObject Component  Mobilk Input

1 3 N P
#OCH | G G

IMPORT.  defadtisce.  Edaar Pl GUISHA  GunsnA  Leels  Plyssuf Plgis  SuedardA defavksce.  POnsger  Heath  NeedCho HetvedMe

+ Assets - -
. Q
i Substances_Frae
i defouk-scene

i X St R B = - "‘ N
silomnatt €] (€ -] (€] €] (<
“ 154 L v Lo |

Levels. =
ettt Blaywihont. SallDawrsct  welhar  Spavaspst  TaamMamb.  Wasperuts

Eikéva 2.2.1: MNepiBaAAiov Unity.

ZEKIVWVTAG, a@ou oxedidocaue Tnv TioTa oTto Blender, apyxiocaue Tnv
emegepyaoia NG o010 Unity TpocBétoviag xpwuata oT1o  TrePIBAANOV NG
XPNOIMOTIOIWVTAG UNKA Ta oTtroia BpAkaue oT1o Unity Store o6mwg @aiveral
mapoakdtw. (Ta UAIKG xpnolgotroloUvtalr pe drug & drop karteuBeiav oTO

QVTIKEIMEVO TTOU BEAOUNE VA ‘XPWHOTIOOUE’)
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

< Unttied - y Project - PC, Mac - <ox1> - 8 x
File Edt Assets GameObject Component Window Help

= Hierarchy
Cronta -/ AT

[Clstatic +
4] tayer [Defout 0

Revert Open.

-u 7360551 z o .nur

oy

[ Addcomponent |

S project
| Graate |
» . Favorites

i Materials.

Eikéva 2.2.2: Miota o1o Unity.

< Untted - New Undy Proec - conms & B %
File Edit Assets GameObject Component Window Help
o = Centec| © Gioba

= Hierarchy © inspector
Croma -/ AT | Shaded

. metal_floor_003

& project

Assets - _IMPORTED_ - Substances_free - Substance_Free_Collection_sbar - Generate Mip Mps

Materials bricks 033 BrckWall_.  Brickall.  Bric

BqoBoe o

melpla  metlpla.  mealpla  mewlpla  Pavemenc. Davemes.  Rei0l  reefng907 6003  Shier_ol

Sunas o1

Eikéva 2.2.3: Xprion materials.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2.2.3 Napoéuoia Npoypdupara

2TIG MEPEG MAG £XOUV avaTTTUXBOEi KI AAAEG pnxavég dnuioupyiag cross-platform
TTaxvidiwy. Mepikég atmd auTég gival, n Source, n Unreal Engine, n CryENGINE
KATT. OTTwg Kal n Unity €101 Kal Ol UTTOAOITTEG UNXAVEG XPNOIMOTTOIoUVTAl YA TNV
onuioupyia TTaixvidiwv o€ KovooOAeg. H Source, 6mmwg kai n CryENGINE, eival
MNXAVES TTOU XPNOIYOTTOIOUVTAl KUPIWG yIa TNV avdaTtrTugn Traixvioiwyv cuuBatd e
UTTOAOYIOTEG Kal KOVOOAEG o€ avTiBeon Pe Tn Unity TTOu XpnOIKOTTOIEITAI KUPIWG Yia
KivnTa TNAéQwva Kal uttoAoyloTéG. H Unreal Engine atrd tnv GAAn xpnolidoTTolEiTal

y1a OAEG TIG KOVOOAEG, TOUG UTTOAOYIOTEG OAAG Kal yia KIVRTA TNAEQwvA.

H kaBepia £xel Ta dIKA TNG XOPAKTNPIOTIKA, TO OIkd TnG TTEPIBAANOV £pyaaiag Kal
TN OIKA TNG CUPPBATOTNTA PETAEU TWV UTTOAOYIOTIKWY CUOTANATWY TWV XPNOTWV.
OAeg o1 punxavég diavéuovtal dwpedv OTOUG TTPOYPANMATIOTEG HECW OIadIKTUOU
divovTtag Tnv duvaTtdTNTa O€ OTTOIOVOATTOTE XPHOTN VA AoX0ANOEi he TNV avaTTugn

TTAIXVISIWV, TTPOCPEPOVTAC HOVADIKA YPAPIKA XAPAKTNPIOTIKA Kal UAIKG. [
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

KE®AAAIO 3

ANAAYZH AIAAIKAZIAZ ANAMNTY=HZ E®GAPMOIHZ

3.1 Eykardoraon Server Aiaocuvdeong XpnoTwyv

lMNa tnv ouvoeoIudTNTa TWV XPNOTWV OTNV €QAPHPOYH XPNOIMOTIOIEITAI £VOG
Server (dlakouIoTAG) . MpdKeITal yia pia KOvOOAa n oTroia gival utrelBuvn yia TV
AUQIOPOMN MHETAPOPA OEDOUEVWV METACU TWV XPNOTWV AAAG Kal PETAEU Tou
XPnoTn he Tov Server €101 WOTE OAOI O XPAOTEG va €xouv Tnv idla €kdoon TNG
eQapuoyng. Auto €xel WG ATTOTEAEOUA TOV OUVTOVIOUO TNG €QAPUOYNG ME TA

oedopéva KaBe XpnoTn.

To Unity tmapéxel otoug Xpnoteg dwpedv plugins Tta otroia BonBouv oTtnv
KaAUTEPN AVATITUEN Twv TTPoypaupaTwy. ‘Eva ammd autd cival kar To Photon Unity
Networking 1o otroio Trapéxel otov xpAotn éva Cloud (photon cloud) 10 oTT0iO
Aeiroupyei oav Server (SIOKOUIOTAG) yia TNV OIEUKOAUVOT avaTITugnG dIadIKTUOKWY
EQAPPOYWYV OTTWG N ouyKekpIPévn. 'ETol puBuiovtag 1o Cloud oTig Tpodiaypa®Eg
NG OIKNG PAG €QAPUOYNG eyKaTaoThoaue Tov Server (OIOKOPIOTAG) OTTWG

BAETTOUNE TTOPAKATW.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Eikéva 3.1.1: Eykardotaon Tou Photon Cloud (Server).

MNa TNV €yKaTAOTAON OCUUTTIANPWVOUPE TNV @Oppa pe To email pag, OTTwG
QaiveTal TTOPATTAVW, Kal €TTIAéyouue “Setup Project”. ZTnv cuvéxela eMAEEQUE TIG
OIKEG Pag puBuioelg Kal OAOKANPWONKeE N eykatdotaon. Mapakdtw BAETTOUUE TIG
pubpioeig auTtég: TTeploxn, avayvwploTIKOG apliBuog(Appld), TTpwTOKOANO, KATT (MNa

Aéyoug ao@alAegiag To Appld atTokpUTITETAN).
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

O Inspector

Eikéva 3.1.2: Eykardotaon Tou Photon Cloud (Server).
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

3.2 ZuyXpOVIOHOG TWV XPNOTWYV UE TOV Server

Ta OIadIKTUOKA NAEKTPOVIKA Traixvidia avatrapdyovral Tautoxpova atod TIg
KOVOOAEG TwV XpNOTWV. AUTO onuaivel OTI oI XPROTEG TTaiCovTag TO idI0 TTauyVidl
MoipddovTal €va Koivd ypa@ikd TrepIBAANoV. AuTd Pe TnV OEIpd TOU QTTAITEI TOV
OUYXPOVIOUO METALU Twv XPNOTWV £TOI WOTE ol OpAcelg KABe Traiktn va
edpaviCovral otnv 00évn Twv UTTOAOITTWY KABe oTiyurp. Me autdév tov TpoOTTO
EMTUYXAVETAI N KOAUTEPN avaTTapaywyr TG epapuoyng. Agilel va avagepBei OTi
O€ KABe XprioTn UTTAPXOUV JIaPOPEG OTNV WPA EKTEAEONG KABE dpAong Ol OTTOIES

OMWG gival TTOAU PIKPEG, o€ eTTiTredo millisecond.

MNa Tov ouyxpoviopd Twv XpnoTwy dnuioupynoaue duo Script. To TpwTo Script
gival 10 ‘NetworkManager’ TO OTI0OI0 €EUTTEPIEXEI: OUVAPTACEIS YIO TNV
OuVOECIUOTNTA TWV XPNOTWV O€¢ ‘OWHATIO avauovhg, To ypa@ikd PeEVOU WHE TIG
EMAOYEG yia Tnv ouvdeon Tou Xprotn (User name, mode, KATT) KaBwg Kai Ta
XOPAKTNPIOTIKA KABE TTaiKTN. MNapakdtw BAETTOUUE EVOEIKTIKEG QWTOYPAPIEG ATTO

OOKIMEG.

40
MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

PeerCreated

EXIT

Wsermame:y Test
Single Player

Multiplayer

Eikéva 3.2.1: 'pa@ikd pevou TpdTtTou ouvdeong (GUI).

Eikéva 3.2.2: 20vdeon xprnoTtn o1o ‘OwPdATIO avapovig'.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Red Team

Random

Eikéva 3.2.3: EmAoyr opddag (GUI).

To deuTepo Script eival To ‘NetworkCharacter’ 1o OTT0i0 EUTTEPIEXEI CUVAPTAOEIG
Yl TOV OUYXPOVIOUO TwV TTAIKTWY PJECW Tou Server (8IaKoPIoTAG). AuTO yiveTal Pe
TNV OUQPIdpOPN PETOPOPA Twv BECEWV Kal TwV animation TTou XpnOIYOTIOIEl KABE
TTAIKTNG KABE OTIYUr, JE Tov Server (SIAKOUIOTAG), £€TO1I WOTE OAOI OI TTAIKTEG va
BAétTouv Ta id1a TTpdyuata. H avdAuon kal Tov dUo Script yiveTal Mo AETTTOPEPNS

OTO ETTOPEVO KEPAAQIO.
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3.3 Mpa@IKa TWV TTAIKTWYV

2€ KABe Traixvidl XpnOIMOTIOIEl éva CUYKEKPIMEVO OUVOAO YPA@IKWY YIO TNV
dnuioupyia kai TNV pof TNG €Ikovag. Ta ypagikd cupBaAlouv otnv kKaAaiobnaoia
Tou TrEPIBAANOVTOG TNG epapuoyns. Ooo o egeNiypéva Kal AETTTOPEPR Eival Ta
YPA@IKA TOOO TTO ATTAITATIKA YiveETal N e@apuoyry. Autd onuaivel o1 yia Tnv
KaAUTEPN avatrapaywyn TN E@apuoyng Ba TTpETel va gival eg¢icou egeAiyuéva Kal
Ta ouoTHPATa TTou Ba TNV ekTeEAéoouv. 'ETOI Ta ypa@IKd Ba £xouv KaAUTEPN por) Kal

B0a dnuIoupyouV TTI0 OAOKANPWUEVEG EIKOVEG.

To Unity Ttapéxel opiopéva ypa@ikd Owpedv oToug xpnotes. lMa va
ONUIOUPYHOOUKE T animation Twv XapakTHPWV EQAPPOCANE Ta ypa@Ika Tou Unity
OTO OKEAETO TOU XOPAKTAPA, APOU TTPWTA ETTIAECANE TNV KATAAANAN pop@r Tou

XOAPOKTAPA MOG.

Q) Uniy Persons (5254) - s iy - st - P, Mac & i Standslone” <DX11>
i ot

Eikéva 3.3.1: Mop@r] TOU XapakTipa.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2TNV TTOPATTAVW EIKOVA PAETTOUPE €va OTIYMIOTUTTO TOU XOPOKTHPO TTOU
XpnoiJoTtrolei kKABe TraiktnG. TNV OTAAN TToU PBpiokeTal apioTepd ammod Tov
XOPaKTAPa BAETTOUPE QVOAUTIKG KAOE ‘KOPUATI TOU OCWHATOG. TNV OUVEXEID
onuioupynoaue TO animation (kKivouuevo oX€OI0) akivnoiag kal TPEENATOG,
EQaPPOloVTaG O€ KABE KOUMATI TOU OWMATOG TIG KATAAANAEG KIVAOEIG, OTTWG

@aiveTal 0TNV TTAPAKATW EIKOVA.

Eikéva 3.3.2: AVaAuTIKN €QapUOYH] KIVI|CEWV.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

2TNV OUVEXEIO OUYXPOVIoaue Ta animation TNG aKivnoiag Kal Tou TPEEiNATog e
TO CWHA Tou XapakTipa Bdalovrag o€ KABe Kivnon apxn Kal TEAOG €101 WOTE N
Kivnon va yivetal emavoAauBavopeva EEKIVWVTAG atro Tnv apxn KaBe opd Ttrou
@TaAvel 0TO TENOG TNG. Me QUTOV TOV TPOTTO TTETUXAIVOUUE WIA TTIO ATTAAN por] oTnV

OAOKANPwWEVN Kivnon Tou TTaikTn.

& Inspector & .= | @ Inspector | =
Y Fy
Run g <,
Idle @[ E @s
E Source Take | Run |
Length 0.567 30 FPS

Length  32.667 30FPS | §o:00 (10:10[p10:20 1100 11:10 I11:2|

|q [5:00 10,00 |15:00 |20:00 |25:00 |30:00 lss;li
— Start  [301 End 318
Start 120 End 1100
Leop Time Vi)
Loop Time - Loop Pose - loop match
Loop Pose - loap match () Cycle Offset 0
Cycle Offset 0

Root Transform Rotation
Root Transform Rotation

Bake Into Pose [ loap match
Bake Into Pose [ ] loop match Based Upon [Bady Orientatian : ]
Based Upon (at 51 Body Orientation ¢ ] Offset 3az7
Offset 0

Root Transform Position ()
Root Transform Position ()

Bake Into Pose [ loap match
Bake Into Pose [ loap match Based Upon (at Si Criginal : ]
Based Upon | original 3| Offset 0
Offset 0

Root Transform Fosition (XZ)
Root Transform Position (XZ)

Bake Into Pose [ | loap match .
Bake Into Pose [ ] loop match Based Upon [ Center of Mass : |
Based Upon | Center of Mass |
Mirrar -
Mirrar -

Average Velocity: (0,000, 0.000, 5.354)
Average Velocity: (-0,001, 0,000, 0,001) . Average Angular ¥ Speed: 0.0 deg/s
Average Angular ¥ Speed: 0.1 deg/s

|9

0:00 (000.0%) Frame 120 - 0:00 (000.0%) Frame 301

AssetBundle Mone 5 : AssetBundle Mane Mane

Eikéva 3.3.3: Zuyxpoviopog Akivnoiag. Eikéva 3.3.4: Zuyxpoviouodg TpeipaTod.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

TéNOG oxedIGoaUE TO OTTAO TTOU XPNOIKOTTOIOUV OI TTAIKTEG KAl TO £QAPPOCAUE
oT1o O€e€i XEPI TOU XOPAKTHPA PaG OTTWG QaiveTal TTapakAaTw. (H TTpookOAANCH TOu
OTTAOU Ogv UTTOPEI va Yivel hJE QTTOAUTN AETTTOMEPEIO AOYW TTEPIOPICHOU EAEYXOU
TOU XEPIOU TOU XAPOKTAPQ)

& Right Arm Mask

B - umenod
» Transform

Eikéva 3.3.5: Mopor] Tou 61TA0OU.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

3.4 MpoypAPHATIONOG XEIPIOCHOU TWV TTAIKTWYV

MNa tov xeipiopd Tou TraikTn dnuioupyfoaue éva Script (PlayerMovement) ue 1o
OTTOI0 EAEYXOUUE OTTOIOONTTOTE Kivnon YiveTal aTov TTaikTn. H AeTTTOMEPNG avAAuon
TNG AEITOUPYIAG TOU OUYKEKPIMEVOU Script yiveTal o€ €TTOPEVO KEQAAalo. O TTaikTnG
KIVEiTal €€ oplopou pe Ta kouptmd: W,S,A,D ) Ta BeAdkia Tou TTANKTpoAoyiou. Mg
T0 W KIVEITAI PTTPOOTA, PJE TO S TTiow, PE TO A apioTepd kal ye 1o D degia. H
KAUEPA KAl O OTOXOG TOU OTTAOU KIVOUVTAl PE TO TTOVTIKI TOU UTTOAOYIOTH KOl O
TTUPOBOANIOUOG YiveTal PE TO APIOTEPO KAIK TOU TTovTiKiou. O KwdIKag PpiokeTal

QVOAUTIKG OTO TTAPAPTNHA KAl UTTOPEITE VA TO AtiTe £0W.

3.5 MpoBARMATA TTOU AVTIMETWTTIOTNKAV

Kard 1n dIGpKeEIa TNG EKTTOVNONG TNG TITUXIOKNG €PYOOIAC QVTIMETWITIOAME
dlapopa TTPORAAUATA TA OTToId agopoucav TTEPICOOTEPO TNV €yKaATAOTAON Kal

TTapoucdiaon Twv animation (KIVOUPEVWY OXEQIWV) TG EQAPHUOYNG.

3.5.1 Animation dAparog

‘Eva a1mdé ta TTPoBARUATA TTOU QVTIMETWTTIOCAUE ATAV TO AAYa Tou TraikTn. Kdbe
@OpPA TTOU KATTOIOG TTAIKTNG KAVEI AApa TTPETTEI VO EVEPYOTTOIEITAI TO QVTIOTOIXO
animation (kivoupevo ox€S0I0), dnAadry O TAIKTNG VA ATTOMAKPUVETAl OTTO TO
£€0a@po¢ OToV KaTakOpu®o Gfova, Ta TOdIA TOou va Auyilouv kal Aiyo Trpiv
EMOTPEWPEI OTO €00QOG Ta TOdIO va TEVIWVOUV OTNV apxiki Toug Béon. To
TTPEOBANPA TTOU AVTIUETWTTICAKE O€ AUTO TO KOUMPATI ATAv OTI Ta TTOdIA TOU TTAIKTN
META TO GAQ OEV TEVTWVAV OTNV APXIKA TOUG BEON, PE ATTOTEAECUA O TTAIKTNG va
QaiveTal OKUQPTOG OUuvéXeld. AUTO €ixe WG QTTOTEAECUA, PE TNV O€Ipd TOu, vd
aQaIpECOUPE TEAEIWG TNV Kivnon Kal To animation Tou AAPaTOg, KABWG Oev

Katapépape va Bpouue Auorn.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

3.5.2 Animation Tpegiparog

‘Eva aképa TTPORANUA TTOU QVTIMETWTTICAPE ATAvV TO animation (Kivouuevo
ox€010) Tou TpeCiuaTtog Tou TTaikT. KdOe TraiKTNG MPTTOPEl va TPEEEl TTPOG
OTTOIOONTTOTE KATEUOUVON KAVOVTAG BANOTA TTPOG T MTTPOG, TTIoW, OECIA, apioTEPA
Kal dlaywvid. To TTPORANUA TTOU QVTIMETWTTIOCANE O€ AUTO TO KOMMATI €ival OTI
OTTOIOONTTOTE Kivnon KAVEl O TIAIKTNG E€VEPYOTTOIEITAI TO animation (kKivoupevo
ox£010) TNG Kivnong TTou Ba ékave av KivouTav TTPog Ta UTTpog. Etriong étav €vag
TTAIKTNG €TMIAEEEI KATTOIQ AAAN Kivnon €KTOG ATTO TNV PTTPOCTIVA TOTE OTNV Kivnon
QUTH TTPOCTIOETAI N TAXUTATA KAl N KATEUBuvon Tng WTTPOOTIVAG Kivnong. la
TTAPAdEIYHA, av O TTAIKTNG ETTIAECEI va TPELEI TTPOG TA TTIOW TOTE EVEPYOTTOIEITAI KOl
N MTTEOCTIVA Kivnon ME ATTOTEAEOUQ va MPEIWVETAI N TAXUTNTA Kivnong ag@ou o
TTAIKTNG KIVEITAI TTPOG TA TTiIoW AAAG TAUTOXPOVA TTPOCTTOBEI va KIvnOEi UuTTpooTd.

Kal autd 10 TTpORANUa dev £xel AUBEi.

3.5.3 MNeplopiopog UAIKOU avaTtrTugng

Ta animation (kivoUupeva ox€OIQ) TwV TTAIKTWY TA ATTOKTACAUE a1md TO Unity
Store, 10 oToi0 TTOPEXEl dwpedv UAIKG yia TV avamTuén TTaixvidlwv o€
mepIBAGAAOV Unity. Autd onpaivel 0TI RUACTAV TTEPIOPICUEVOI OTO TI animation Ba
XPNOIUOTTOINCOUUE aPOU TO UANIKO AUTO €ival CUYKEKPIYEVO KAl YIa TNV ATTOKTNON

TTEPAITEPW UAIKOU ETTPETTE VA YiVEI TTANPWUN.

3.5.4 Képoopag

Kard tnv didpkeia Tou Traixvidiou, atrd TV OTIYKA TTOU CUVOELETAI O TTAIKTNG OTNV
TOTA Kol ETTEITA, O KEPOOPAG TOU TIOVTIKIOU €ival OKOUA E€UPAVAG KOl
evepyoTToINUEVOG. To TTPOBAnuUa TToU dnuIoupyEiTal HE AUTO TOV TPOTTO €ival OT
MTTOpEl GBEAG TOUu O TTAIKTNG KOTA TNV OIGPKEID TOU TTaIXVIOIOU VA TIATHOEI
KataAGBog 1o kouutr “EXIT” mmou BpiokeTal oTo €TAVW KAl GPIOTEPA HUEPOC TNG
0086vng. Aev KaTa@épaue va Bpouue TPOTTIO VA ATTEVEPYOTTOINOOUME TOV KEPOOPQ

KATd TNV SIAPKEIQ TG MAXNG.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

KE®AAAIO 4

ANAMNTY=H E®APMOIHZ

4.1 NMoapouaoiaon E@apuoyig

27O TTPONYOUUEVA KEQAAQIa €idAUE ATTO TTOU TTPOEPXETAI TO €iDOG TOU TTAIXVIOIOU
MOG, TI gpyaAeia xpnoigotroidnkav kabwg kal OAa Ta PrApara oxediacuou,
QavATITUENG Kal UAOTTOINONG TNG €PAPHOYAG HAG. 2TO KEPAAAIO autd AoITTov Ba

OoUlE TNV idIa TNV epapuoyn o€ eKTEAEDN.

EkTEAWVTAG TNV £QapuOyYN, KABE XpNoTng, OTNV ApXH EPXETAI AVTIMETWTTOG PE TO
KUpIoU pevou Tou Traixvidiou. Or eTTIAOYEG TTOU €XEI €ival TTOIKIAEG. ApXIKA KaAgiTal
VO OUPTTANpwOoel TO Ovoua Tou 1R KATTOIO  WeUdWVUUO TNG OPECKEIAG
TOU JE TO OTT0I0 Ba avayvwpileTal atmo Toug AANOUG TTAIKTEG OTAV CUVOEETAI OTO
Tedio HAXNG. ZTNV CUVEXEIA €XEl TNV dUVOTOTNTA VA ETTIAECEl PMETALU TWV PEVOU
“Single Player” kai “Multiplayer”. Etriong uttadpxel kai n emAoyn “EXIT” n otmoia, o€
avTiBeon PeE TIC UTTOAOITTEG ETTIAOYEG TTOU €XEI O XPOTNG, MTTOPEI va yivel avd TTaoa

OTIYMA Kal gival n eTTIAoyr) TTou 0dnyei oTnVv £€000 TNG EQAPUOYNC.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Wsermname: Test

Single Player

Multiplayer

Eikova 4.1: ApXIKO pevoU €TTIAOYWV.

OtroiodntoTe €mAoyn atmd TIC GAAEG dUO KAVEI O XPNOTNG, TO ETTOUEVO HEVOU
TToU Ba gp@avioTei gival To idl0. ‘Eva pevou atrd 10 oTToio YTTopei 0 XprRoTng va
ETMAECEI pia K Twv OUO OPAdwy, TNV KOKKIVN i TV TTpdoivn. ‘Exel emiong kal pia
TPITN €TMAOYH, TOV TUXAiO OPICPO TNG opAdag Tou. Edw agiCel va onuelwbei Opwg
Mia onuavTiki diagopd PETALU Tou PeEVOU €TTIAOYAG ouddag OTtav O XProTng €XEl
emAEEel “Single Player” kai 6tav €xel emAEEel “Multiplayer”.

2TNV TTPWTN TTEPITITWON O XPNOTNG CUVOELETAI AUECWG OTNV TTIOTA KAl OPOU
ETTAECEl OpAdA gu@aviCeTal TTAVW O€ AUTHAV POVOG Tou. Agv gival OUVOEDEUEVOGS
OI1adIKTUOKA TTOU onpaivel 6T dgv €XEl TNV dUVATOTNTA CUVOECNG OE QUTH TNV TTioTA
GAOg xpniotng. To pevou autd eEuttnpeTel O OOKIUEG TOU TIAIKTN Kal €XEI
TTPOOTITIKEG BeATIWONG KABWG MEAAOVTIKA HTTOPOUV va TTPooTeEBOUV TTAIKTEG

TEXVNTNG VONUOOoUVNG yia va TTaidel 0 XprioTng JOVOG TOU EKTOG OUVOEONG.

21NV OeUTEPN TIEPITITWON O XPAOTNG TIPWTA OUVOEETAI HE TOV  Server

(S1akopIOTAG) Kal dnuioupyei éva “dwpdaTio”, eEac@alidel dnAadr évav Xwpo oTov
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Server (SIOKONIOTAG) OTOV OTTOI0 UTTOPOUV va ouvdeBoUvV Kal GAAOI XPAOTES Kal va
TTai€ouv oTnv idia TToTA. ZTNV TTEPITITWON Yag o Server (BIaKOMIOTAG) €ival TTOAU
MIKPOG TTOU onpaivel 0TI Kal TauTOXPpovol XPAOTEG €ival Aiyol. AQou AOITTOV Yivel N
ouvdeon pe Tov Server (S10KOUIOTAG) Kal dnuioupynBei To “dwudTio”, TOTE Kal JOVO

TOTE O XPNOTNG MTTOPE va €TTIAEEEI TNV OuAda Tou.

€ TEPITTTWON TTou Ogv TTpaydaToTToiNBei n ouvdeon TOTE TO TIPOYPANMA
TeppaTideTal kKal N dladikacia ouvdeong Eekivael atmd TRV apxn TNV €TTOUEVN Qopd

TTOU 0 XPAOTNG Ba dokipdoel va eTTIAECEI TO pevou “Multiplayer” a@ou ekTeAETEl TNV
epapyoyn.

Red Team

Green Team

Random

Eikéva 4.2: MevouU £mAoOYAG Opadag.

MOAIG AoiTTdv 0 XpnoTng €mAEEEl TRV oudda Tou epgavideTal oTo TTEdio paxng UE
TO Xpwua Tng avriotoixng opddag tou emméAege. To ouoTnua @povTifel va
EVNUEPWOEI OAOUG TOUG UTTOAOITTOUG TTAIXTEG ME VA MIVUPA OUCTHUATOG OTO KATW
apIOTEPO PEPOG TNG 080VNG, eupavifovtag KABe gopd TO Gvopua Kal TRV OPAda Tou
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

TTAiKTN TToU OuvdEBNKe. Tnv idla oTIyun evepyoTrolouvtal did@opa Scripts TTou
€XOUV  TTPOYPAMMATIOTE yia Tov Xelpioyd Tou Traiktn. ‘Etol o xpAoTtng
Xpnoigotroiwvtag Ta koupmmd W, S, A, D, Kivei Tov TTaiKTn TOU JTTPOG, TTiOW,
aploTEPA Kal BEEIG avTIOTOIXA EVW XPNOIMOTIOIWVTAG TO TTOVTIKI GAAACEl TNV OTTTIKN

TOU KaI TOV OTOXO TOU EAeUBEPA TTPOG OAEG TIG KATEUBUVOEIG.

Eikéva 4.3: Apxikr) B€on Tou TTaikTn.

Me autd 1OV TPOTTO AOITTOV TO TTaIXVIdI JOG EeKIVA. ZTOXOG TOU TTAIKTN €ival va
apxioel va e€EepeUvEl TNV TTIOTA TTPOCTTIOBWVTAG VO EVTOTTIOElI TOUG TTAIKTEG TNG
avTITTAANG OpAadag Kal va ToUuG EEOVTWOEI HE TO OTTAO TOU TTPIV TOU TEAEIWOOUV Ol
mévTol {wng Tou. KdaBe taiktng £€xer 100 1évToug Cwng Kal K&Be akTiva/ogaipa
Kavel 25 mmovioug (wng ¢nuid. Autd onuaivel 0TI 0 TTAIKTNG TTPETTEl va TTETUXEI 4
@OopEG ToV avTiTraAd Tou yia va Tov eéoviwoel. O TTaikTnG ouvexidel Kal WAXVEI

OUVEXWG TNV TTIOTA PEXPI VO EVTOTTIOEI TOV AVTITIOAO TOU KOI QV TOV £EOVTWOEI TTPIV
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

TOU TEAEIWOOUV OI TTOVTOI (WG TOU TOTE ouveyiCel va WAXVEI TOV ETTOPEVO QVTITTOAO

TOU.

Spéwning player: Test (Green Jeam)

Eikéva 4.4: Mdyn pe avritralo.

2TNV TTEPITITWON TTOU O TTAIKTNG €EOVTWOEI TTPWTOG aTTd TOV AVTITTAAO TOU TOTE
META aTTO 5 deuTePOAETITA guPavieTal Eavda oTnv apxiky B€éon TTou eP@avIoTNKE
oTav ouvdEBNKe. 210 idI0 onueio, dnAadn, TTou gu@avifovtal OAoI Ol TTAIKTEG TTOU
QVNAKOUV OTNV OPada Tou. To traixvidl dev €xel TEAOG EKTOG KI AV O TTAIKTNG ETTIAEEEL,
va ammoouvoebei atrd autd. ATTO TNV OTIYUN TTOU EKTEAEITAI N €@apuoyr aAAd Kai
Kata Tnv dIdpKeIa TNG JAXNG, O TTAIKTNG UTTOPEI OTTOIOOATTIOTE OTIVUA va ETTIAEEEI TO
kouutti  “EXIT” 1ou Bpioketal emdvw apiotepd oTnv 0Bovn €101 WOTE va

aTToouVvOEBEi atrd TO TTaIXVidl KAl va TEPUATIOEI TNV £QAPUOYH.
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4.2 Aopn Mpoypdpparog

MNa tn dnuioupyia TNG E@apuoyng auTng xpnoiuotroinenkav didgopa Scripts. To
KaBéva atré autd £xel TNV OIKN Tou AEITOUpYIKOTNTA Kal OAa padi cuvoAikd
atroTeAOUV TNV €MOUPNTA ASITOUPYia TNG EQapuoynS pag. Napakdtw Ba douue
avOAUTIKG KABe Script kal TTwg CUPBAAAEI TO KOBEVA OTOV TTPOYPANPATIONO TNG
EQPAPMOYAG, ME TNV O€IPA TTOU TTapoucialovTal Kal oTo “Aldypaupa pong 2” Tou

BpiokeTal oTo TEAOG TOU KEQOAQioU.

O1rwg €idaue Kal 0TO TTPONYOUUEVO KEQPAAQIO, PE TNV EKTEAECN TNG EQPAPHOYNG,
EM@AviCeTal TO APXIKO MEVOU HE TIG QUVATEG ETTIAOYEG TTOU UTTOPEI VA KAVEI O
XpPnotng. MNa tnv gueavion Tou pevou autou eival utteuBuvo 1o Script “Network
Manager”. To Script autd TepIEXEl OAA TA PEVOU TTOU €P@aviCovTal GTOV XPAOTN
MEXPI TNV €KKivnon Tou TTaixvidiou. ETriong cival utrelBuvo yia Tnv ouvOecIuoTnTa
METALU Xpnotn kai Server (dlakopioTAG). Otav dnAadry o xproTng €iodyel To
WeudWVUHO Tou Kal €TTIAEECEl TO pevou “multiplayer”, T0Te yéow TOU Script auTou
yiveTal n ouvdeon pe Tov Server (SIAKOMIOTAG) KAl PE TNV OAOKANPwWON TNG O

XPNoTNG KaAgiTal va eTTAECEl ouada, ep@avidetal dnAadr To deUTEPO PEVOU.

2€ AUTO TO YEVOU O XPnOTNG, apou emAEEEl oudda, eu@avileTal péoa oTnv TTioTa
oTnV PEPIA TNG oudadag TTou TTEAEEE Kal PE TO AvTIOTOIXO Xpwua. Na TNV eueavion
OTNV OWOTA MEPIA TNG TTIOTOG KAl JE TO OWOTO XpwHa Xpnolyotroiénkav duo
akoOpa Scripts. To TpwTo €ival To “Spots”, To OTToI0 YE TNV XPNON MIAG aKEPAiag
METABANTACS (1 yia TNV KOKKIVN opada Kail 2 yia TV TTpdaoivn oudda) eugaviel Tov
XpPnoTn otnv avrioTtoixn PepId. To deuTtepo cival To “TeamMember” T0 OTT0IO £XEl
TTapoOuoIa Xpron ME To TTponyoupevo Script. XpnoigoTroigital, dnAadn, pia aképaia
METABANTA Kai avdAoya Tnv TIWA TNG TOTE N OTOARl TOU TIAIKTN TTAIPVEl KAl TO

QavTioTOIXO XpwHa (1 yia TNV KOKKIVN opdda Kail 2 yia Tnv TTpdoivn oudda).

MeTa TIG TTPOOWTTIKEG ETTIAOYEG TOU, O XPAOTNG €d@avifeTal oTnV TTioTa OTNV
MEPIG TNG opadac TTou €TTEAECE Kal ME TO QAVTIOTOIXO XPWMaA. Tnv idia oTiyun
EVEPYOTTOIOUVTAI TECOEPA Scripts Ta OTTOIA EUTTEPIEXOUV KWAIKA TTOU apopd TIG
I010TNTEG TOU TTAIKTN KABWGS KAl TOV OUYXPOVIOUO Tou PE Tov Server (SI0KOPIOTAG)

Kal TOug UTTOAOITTOUG TTaIKTEG. Ta BAMATa auTd, KABwg Kal Ta avtioToixa Script
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TTOU Xpnoiyotroidnkav, Trapoucidlovtal oTo  dIdypapua  pPonRg atd TNV
“CYNAEZH” €wg kai Tnv “EKKINHZH”. Mapakdtw trapoucidlovral Ta Téooepa

Scripts TTOU TTPOAVAPEPONKAY.

To 1TpwTo Script ToU avaTrTugaue o€ autd 1o onueio ATav 1o “PlayerMovement”
TO OTIOIO TTEPIEXEI KWOIKA TTOU KOBOPICEl TIG KIVIOEIG TTOU MTTOPEI va KAVEI O
TTAiKTNG KaBwg kal 70 animation (Kivouuevo ox€dlo) K&Be Kivnong avrtioToixa.
AnAadn XpNOIYOTTOIEITAI VIO TNV YETAKIVNON TOU TTAIKTN OTAV TTiIOTA, TNV OTITIKI] TOU

Kal TOV TPOTTO OTOXEUONG.

‘Emreira avatmrtugape 1o Script “Health” 10 oTroio €ival utelBuvo yia Toug
TOVIOUG CWNG TOU TIaIKTN KABWG Kal yia TO TI yivetar 6Tav AuToi Ol TTOVTOI
MNdevioTouv. KaBe gopd 1Tou o TTaikTnG eu@avifetal otnv ioTta £xel 100 TTévToug
(wNAG Kal KABe @opd TTou dExeTal XTUTTNUGO QuTOi pelwvovTal. Oa douue oTnv

OUVEXEIQ TI YIVETAI OTAV AUTOI UNOEVIOTOUV.

2Tn ouvéxela avamTtuéape 1O Script “WeaponData” 10 oTroio TrEpIEXEl Ta
XOPAKTNPIOTIKA TOU OTTAOU TTOU XPNOIUOTTOIEI O TTaikTNG. AnAadry Toéoo ypriyopa
TTUPOBOAEI Kal TTOoN CnuId KAvel KABE XTUTINUA OTOV avTiTtaAo. To OTTAo eivai
OUYXPOVIOWEVO HE TNV OTITIKI TOU TTAIKTN €TOI WOTE va OTOXEUEI TAUTOXPOvVA OTI

BAETTEl Kal KAvel {nid ion pe 25 TTovToug (WwiG.

TéNOG, KaTd TNV €kkivnon evepyoTtroicital kKal To Script “NetworkCharacter” 10
OTTOIO TTEPIEXEI KWOIKA YIA TOV CUYXPOVIOWO TWV TTAIKTWY METAEU Toug. Otav
ONnNAadr KATTOIOG TTAIKTNG EKTEAEI MIO EVEPYEIQ, OTTOIOG TTAIKTNG £XEI OTITIKI ETTOQN

Madi Tou, BAETTEI TNV evEPYEIQ auTr TRV id1Ia OTIYUA TTOU YiveTal.

BAétroupe AoIttov OTI KATd TNV €KKivnon Tou TraixvidloU €evePYOTTOIOUVTal T
TEOOEPQ QUTA Script TTOU €ival oNPAVTIKA yia TV AEITOUPYIKOTNTA TOU TTAIKTN KOl
yia Tnv aAAnAettidpaor] Tou pe 1o TTEPIBGAAOV O0TO OTToiO BpiokeTal. Me autd Tov
TPOTTO TO TTaIXVIdI €ival €ToIuo va Eekivioel. O TTaikTNG CeKIVAEI TNV £€epelivnon TNG
TOTAG WAXVOVTAG TOug avTiTTdAoug Tou. EpxouacTte Aoimmdév OTO onueio TTou o
TTaikTNG evromilel Tov €XOpd kal KaAegitar va mTupoPfoAioel. H tmapdypagog autn
ava@épetal otnv ouvonkn “ENTOMIZMOZ EXGPOY” Tou diaypdupaTog pong.

2€ QUTO TO onueio evepyoTtrolgital To Script “PlayerShooting” 1o otroio givai
UTTEUBUVO YIa OAa Ta XAPOKTNEIOTIKA TOU TTUPOBOAICUOU KaBWG Kal yia TO TI yiveTal
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o€ KABe TTUpoBoAiops. Otrwg TTpoavaPEpbnke KABe TTUPOBOAICUOG KAvVEl OTOV
avTitTraho ¢nuid ion pe 25 moévroug (wNAG. Autd To Script Aoitmév KGBe @opd TTou O
TTAIKTNG TTETUXAIVEI TOV QVTITTAAO a@aIpEi 25 TTOVTOUG ATTO TOUG TTOVTOUG (WG TOU.
Tautdxpova pe KAGBe TTUPOPBOAICPO evepyoTTolgiTal TO Script “FXManager” T0
OTTOIO EUTTEPIEXEI KWOIKA VIO TNV EUQAVION TNG OQAiIpAG/aKTivag Kal yia Tov QX0
KGBe TrupoBoAicpoUu. g autd TO OnueEio  PpIoKOPOOTE  OTO  BAMA
‘MYPOBOAIZMOZ” Tou diaypduPaTOG PONG.

Av 0 TTQiKTNG OKOTWOEI TOV QVTITTAAOG Tou, av dnAadr ol toviol (wAG Tou
@TAooUV OTO UNOEV TIPIV ATTO TOUG OIKOUG TOu TOTE O €XOPOG eCOAgipeTAl KAl O
TTAiKTNG ouvexifel TNV €€epelivnon TNG TTOTAG, OTTWG PAiVETAI KAl OTO dIdypapua
ponig otnv ouvlnkn “‘EZAAAEIZH EXOPOY”. e mepimtwon Ouwg TTou Oev
KATOQEPEI VA VIKACEI TNV PAXN KOl TEAEIWOOUV TTPWTA Ol BIKOi Tou TTovTol (WG
TOTE O TTAIKTNG KAAEiTAI va €TTIAECEI av BEAEI va avayevvnBei  va Byel TEAEiwG atTd
TO TTaIXVidI, OTTWG @aiveTal Kal 0To didypapua pong otnv ouvonkn “HEALTH > 0”.
Auté Tov poAo Tov avaAauPdvouv Tta Script “Health” kai “PlayerShooting” ta
OTTOIO TTEPIEXOUV OUVAPTACEIG TTOU EAEYXOUV TOUG TTOVTOUG (WG TOU TTAIKTN O€
KaBe TrupoBoAioud. ‘ETtol av o1 mévrol (whg Tou TTAIKTR PNOEVIOTOUV TOTE
EVEPYOTTOIEITAI N oUVAPTNON avayévvnong, OTTOU O TTaiKTNG eu@avifeTal Eava oTnv
apxIKl Tou Béon ErTeira amod €va PIKPO XPOVIKO didoTnpa, Kal TO TraixVvidl
ouvexicetal. AIAQOPETIKA 0 TTAiKTNG £XEl TNV duvatotnTa va Byel atrd 1O TTaixVidl
TEPMATICOVTAG TNV €QAPUOYN, OTTWG @aiveTal OTO dIAYPAUKA PONG OTNV CUVONKN
‘“ANAFENNHZH”.

TéNog éva akoua Script mou avamTuéape eivar 1o “SelfDestruct” 1o oTT0i0
XPNOIUOTTOIEITAI YIO TNV KOATOOTPOQN QVTIKEIUEVWY HECA OTNV  TToTA. 2TNV
EQPAPMOYA OUYKEKPIYEVA XPNOIYOTTIOIEITAI YIa TNV ATTAACIPA TNG OPaipac/aKTivag
Tou OTTAOU. Av dev gixaue autd 1O Script 16T PETA aTTd KABE TTUPOBOAICUO N

o@aipa/akTiva Ba éueve opatr) OTnNV €KTAON TNG TTIOTAG.

O1 apiBuoi ToOU Ppiokovral diTTAa oTa PAPATa Tou dIAYPAUMATOS  PONG
avTioToixoUv oTa Script Tou Tmapakdtw Trivaka Kai dnAwvouv Troia amd auTtd

XpnolyotrolouvTal o€ KABe Briua.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Ovoépuara Script

Network Manager

Spots

TeamMember

PlayerMovement

Health

WeaponData

NetworkCharacter

PlayerShooting

FXManager

SelfDestruct

CGICHCRONONOROHOICIEO/ES

Mivakag 4.2.1: ApiBunon Twv Script

MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag




AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

ZYNAEZH

MULTI SINGLE
@‘ PLAYER PLAYER —®
MNIAOT
OMAAAS
A 4 A A4 v
GREEN GREEN
TEAR RED TEAM RANDOM TEAM RED TEAM RANDOM
A A
» EKKINHEH | »| EKKINHEH e

ENTOMIZMOZ

EXOPOY

NAI OXI

To Koppam

EZEPEYNHZH/

QauTd PTTOPEN Va

MYPOBOAIZMOZ ETTEKTOOET PE
T oKOTTé Va
Trailel o
EZ0A0Z TraliTrig
EVAVTIOV TOU
UTTOAOYIOTH

|

MYPOBOAIZMOZ

E=AAEIWH
EXOPQOY

E=OAOZ

Aiaypappa Poig 1: AvaAuTikr Aciroupyia E@apuoyng.

O1 apiBuoi Tou Bpiokovtal o€ KUKAO TTapouCIAlovTal OTOV TTAPATTAvVW TTiVOKQO

Kal dnAwvouv TTola aTrd Ta Script xpnoigoTtrolouvTal o€ KAOe Briua.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

KE®AAAIO 5

NMPOOMNTIKEZ

MapdAa Ta TTPORAAPATA TTOU AVTIUETWTTICAUE N EQAPPOY OAOKANPWONKE Kal TO
TTaIxVvidl gival €toigo. To Traixvidl autd Opwg €xel TTOAAG TTEPIBWpIa BeATiwong,
KaBwg Ta ypa@Iikd PITopoUvV va avaTrtuxBouv Trepaitépw Kal TO TTARB0G Twv
TTAIKTWYV PTTOPEI VO JEYAAWOEI JE TNV ayopd KATTolou server (S1akopIoTAG). ETtiong
MTTOPEI va avaTtrTuxBei éva pyevou OTTou KABE XproTNG MTTOPEI va TTaiel evavTiov
Tou H/Y, evavrtiov dnAadn Taiktwv TeEXVNTAS vonuoouvng (Artificial Intelligence
Bots). Mia akéua TpooBrikn TTou PTTopEi va yivel gival n TTolkIAia €E0TTAICUOU TwV
TTAIKTWY KABwWG €TTiong Kal n TToIKIANia Twv moTwv. AnAadr kdBe @opd TTOU
KATTOI0G XPOTNG CUVOEETAI OTO TTAIXVIOI va £XEl TNV dUVATOTNTA ETTIAOYAG OTOAAG,
TTUPOMAXIKWY  Kal  TrioTtag. Emiong, Omwg oTta  1rePIoooTepa OIAdIKTUAKA
BivreoTraiyvidla, UTTOPEI va TTPOOTEBEI €vag TTivaKAG QTTOTEAEOUATWY TToUu Ba
EUTTEPIEXEI TO OKOP KABE TTaikTn. TéAOG Ba utTopouce va avatTuxBei Evag TpoTTog
ETTIKOIVWVIAG PETALU TWV TTAIKTWY TTOU avikouv oTnv idla oudda. OAa autd dev
TTPAyPaTOTIOINBNKAY O€ QUTA TNV TITUXIOK AOyw EAAEIYNG YVWOEWV  Kal
OIKOVOMIKOU TTEPIOPIOHOU. H epapuoyr BpiokeTal aTnv TTIo aTTAr} Jop®n TNG Kal,

OTTWG TTpoavaPEPONKE, Ta TTEPIBWPIa BEATIWONG TNG €ival TTOAAG.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

NMAPAPTHMA KQAIKA

1 WeaponData (Script)
using UnityEngine;

using System.Collections;

public class WeaponData : MonoBehaviour {
public float fireRate = 0.5f;
public float damage = 25f;
/I'Use this for initialization

void Start () {

2€ auTO TO Script dnAWVOUNE Ta XAPAKTNEIOTIKA TOU OTTAOU TTOU XPNCIUOTTIOIOUV Ol

XPNoTes. Ta xapakTnPIoTIKA gival:

1) méoo ypriyopa TrupofoAci (‘fireRate’).

2) 160N ¢nuIA KAvel TO XTUTTNUA Tou aTov avTitTralo (‘damage’).
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.
2 SelfDestruct (Script)
using UnityEngine;

using System.Collections;

public class SelfDestruct : MonoBehaviour {

public float selfDestructTime = 1.0f;

void Update () {

selfDestructTime -= Time.deltaTime;

if (selfDestructTime <= 0) {

PhotonView pv = GetComponent<PhotonView>();

if(pv != null && pv.instantiationld!=0) {
PhotonNetwork.Destroy (gameObject);

}

else{

Destroy(gameObiject);
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

H Aeroupyia TOou Script autoU €ival  va  KATOOTPEQPEI  QVTIKEIMEVA
(‘Destroy(gameObiject);’) petad atrd mepitrou 1 deutepdAeTtTo (‘selfDestructTime -=
Time.deltaTime’). ZTnV OUYKEKPIPEVN €QAPUOYN] TO XPENOIUOTIOINCAPE Vi va
eCagpaviCoupye TNV akTiva/ogaipa Tou OTTAOU a@oU Yivel TTUPOBOAICHOG,

OIaQOPETIKA N akTiva/o@aipa Ba €ueve 0paTh CUVEXWG.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

3 Spots(Scripts)

MpwTto Script (SpawnSpotRed)

using UnityEngine;

using System.Collections;

public class SpawnSpotRed : MonoBehaviour {

public int teamld=1;

}

Ag0Tepo Script (SpawnSpotGreen)

using UnityEngine;

using System.Collections;

public class SpawnSpotGreen : MonoBehaviour {

public int teamld=2;
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

Kail Ta dUo Scripts €xouv idla AsiToupyia Ta KaBEva Ouwg AsIToupyei EexwpIoTa
yla KA oudda. AvaAloya pe Tnv A0y ouddag Tou Xpnotn n HeTaBAnT ‘teamlid’
TTAipVel TNV avTioToIXn TIPA, 1 yia TNV KOKKIVN opdda Kai 2 yia Tnv TTpdoivn. H Tiun
auTr xpnoluoTrolgital o€ Script TTou Ba doUpE TTAPAKATW YIA va YiVEl N EUPAvIion
TOU TTAIKTN OTNV TTiOTA 0TV OWOTA PEPIA, OTNV PEPIG dNAAdK TToU gu@avifovTal ol

TTAIKTEG TNG OUAdAG TOU.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

4 TeamMember(Script)
using UnityEngine;
using System.Collections;
public class TeamMember : MonoBehaviour {
int _teamID = 0;
public int teamID {
get { return _teamID;}
}
[PUnRPC]
void SetTeamID(int id) {
_teamlID = d;

SkinnedMeshRenderer mySkin =

this.transform.GetComponentinChildren<SkinnedMeshRenderer> ();

if (mySkin == null) {
Debug.LogError("Could not find a SkinnedMeshRenderer");
}
if (_teamID == 1)
mySkin.material.color = Color.red;
if (_teamID == 2)

mySkin.material.color = Color.green;
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

O okoTrég autoU Tou Script gival va XpwuaTiCel TNV OTOAR Tou KABE TTaiKTN
avaAoya pe TO Trola opada €xel €IAECEL. Ta TTAPABEIYUA, AV O TTAIKTNG ETTIAEEEI
TNV KOKKIVN OMAda TOTE N OTOAA TOU Ba Yivel KOKKIVN, VW av €XEl ETTIAEEEI TNV

TPACIVN OuAda n OTOAN TOU YiveTal TTPACIVN.

H ouvdptnon ‘SetTeamlD’, n otoia €eKTEAEITAl TAUTOXpPOvVA O OAOUG TOUG
XPNOTEG, opilel Evav aképalo o€ KABE ouada kal avaAdywgs e To Trola oudda Ba

ETMAECEI O XpAOTNG TOTE IVETAI KAI TO AVTIOTOIXO XPWHUA.
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

5 FXManager(Script)
using UnityEngine;
using System.Collections;
public class FXManager : MonoBehaviour {
public GameObject sniperBulletFXPrefab;
[PUnRPC]
void SniperBulletFX(Vector3 startPos,Vector3 endPos){
if (sniperBulletFXPrefab != null) {

GameObiject sniperFX = (GameObiject)Instantiate
(sniperBulletFXPrefab, startPos, Quaternion.LookRotation

(endPos-startPos));

LineRenderer Ir = sniperFX.transform.Find

("LineFX").GetComponent<LineRenderer> ();
if (Ir 1= null) {
Ir.SetPosition (0, startPos);
Ir.SetPosition (1, endPos);

} else {

Debug.LogError ("sniperBulletFXPrefab's linerenderer

IS missing.");
}
}
else {
Debug.LogError ("sniperBulletFXPrefab is missing!");
}
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

AuTO TO Script gival uTTEUBUVO yia TNV dnuIoupyia TG AKTiVAG TTou Byaivel atrd TO
OTTAO KGBe @opd TTOoU TTUPOROAEl 0 XpAoTng. H aykuAn [PunRPC] (Remote
Procedure Call) Trou Bpioketal TTavw atroé Tnv ouvaptnon ‘SniperBulletFXPrefab’
gival €va TTPWTOKOAAO TO OTTOIO ETTITPETTEI OTNV OUVAPTNON QUTA VA EKTEAEITAI
EeXwPIoTA 0€ OAOUG TOUG UTTOAOYIOTEG TTOU €xOuv OuvdeBei oTov idlo Server
(S1akopIoTAG).
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

6 Health(Script)
using UnityEngine;

using System.Collections;

public class Health : MonoBehaviour {
public float hitPoints = 100f;
float currentHitPoints;

bool showGUI=false;

/I Use this for initialization

void Start () {

currentHitPoints = hitPoints;

[PunRPC]

public void TakeDamage(float amt) {
currentHitPoints -= amt;
if (currentHitPoints <= 0) {

Die();
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

void Die() {

if (GetComponent<PhotonView> ().instantiationld == 0) {

Destroy(gameObject);
}
else {
if(GetComponent<PhotonView> ().isMine){
if(gameObject.tag == "Player"){
NetworkManager nm =
GameObiject.FindObjectOfType<Network
Manager>();
nm.standbyCamera.SetActive(true);
nm.respawnTimer = 5f;
}
}
PhotonNetwork.Destroy(gameObiject);
}
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

To Script Health €ival uttelBuvo yia Toug TTéVTOUG (WG KABE TTAIKTN KAl YIA TO TI

yivetal étav auTtoi ol TTovTol Tédoouv aTo undév (6tav dnAadr o TTaikTnNG TTEBAvVEI).

Apxik&, a@ou yivouv ol KAaTGAANAeg OnAwoelig Twv peTaBANTWY TTOU Ba
XpnoigotroinBouv, he TRV ouvaptnon ‘Start’, apXIKOTTOIOUUE TOUG TTOVTOUG (WG
KAOe Traiktn. 21N ouvéxela n, n ouvaprtnon ‘TakeDamage’, YEIWVEI TOUG TTOVTOUG
QuTOUG KABE @opd TToU O TTaIiKTNG O€xETAl CnUIA KAl av @TACOUV OTO PNdEV TOTE

KaAgital n ouvdapTtnon ‘Die’.

H ouvdptnon ‘Die’ kataoTpEéPel TO ‘QVTIKEIMEVO’ TTOU TTUPORBOANBNKE Kal £X00€
OAOUG TOUG TTOVTOUG CWNG TOU. 2T OUVEXEID, a@OU Yivel €AeyXog av TO
‘AVTIKEIMEVO' TTOU KATAOTPAPNKE Eival TTAIKTNG, EVEPYOTTOIEI EaVA TNV KAPEPA TOU
KAl TOV ETTAVAQEPEI OTNV TTIOTA OTO ONUEIo TTou gu@avifovtal OAOI o1 TTAIKTEG TNG

ouAadag Tou.
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7 PlayerMovement(Script)
using UnityEngine;

using System.Collections;

public class PlayerMovement : MonoBehaviour {
public float speed = 10f;
Vector3 direction = Vector3.zero;
CharacterController cc;

Animator anim;

void Start () {
cc = GetComponent<CharacterController>();
anim = GetComponent<Animator>();

}

void Update () {

direction = transform.rotation * new Vector3(
Input.GetAxis("Horizontal") , 0, Input.GetAxis("Vertical") );

if(direction.magnitude > 1f) {

direction = direction.normalized;

anim.SetFloat("Speed", direction.magnitude);
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AdjustAimAngle();

void AdjustAimAngle() {

Camera myCamera = this.GetComponentInChildren<Camera>();

if(myCamera==null) {

Debug.LogError("Why doesn't my character have a camera?

return;

float AimAngle = 0;

if(myCamera.transform.rotation.eulerAngles.x <= 90f) {

AimAngle = -myCamera.transform.rotation.eulerAngles.x;

}
else {
AimAngle = 360 -
myCamera.transform.rotation.eulerAngles.x;
}
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void FixedUpdate () {

Vector3 dist = direction * speed * Time.deltaTime;

cc.Move( dist);
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

To Script ‘PLayerMovement’ gival utreUBuvo yia TOV XEIPIOUO TWV KIVAOEWYV TOU
TTAiKTN KABWG Kal yia TNV EVEPYOTTOINON Twv animation (KIVOUUEVWY OXEDiWV) KABE

Kivnong avTioToixa.

=EKIVWVTAG apXIKOTTOIOUME TIG YETABANTEG: ‘speed’, ‘direction’, ‘verticalVelocity’,
‘cc’ kal ‘anim’. H petaBAnth ‘speed’ opiCel Tnv TaxUuTNTA Kivnong Kail n PETABANTA
‘direction’ opicel TNV Kivnon Tou TTaikTn otov dova X. O1 yetaBAnTéC ‘cc’ kail ‘anim’
Oev £X0OUV apPXIKN TIMA GAAG XpNOIPOTTOIOUVTAI VIO TOV XEIPIOPO TOU TTAIKTN KOl TOU
animation (kivouuevou oXediou) avTioTolXd. 2TnNV CUVEXEIQ OTnNV ouvapTtnon ‘Start’
apxIKOTToIoUME TIG METABANTES ‘cC’ kal ‘anim’. H ouvdptnon ‘Update’, n oTtroia
KaAgiTal yia @opd avd tAaioio (per frame), ammoBnkeuel otTnv PeTABANTA ‘direction’
TIG KIVIO€IG TOU TTAIKTN, EVEPYOTTOIEI TO animation (Kivouuevo ox€910) TnNG Kivnong

Kal TEAOG KaAei TV ouvdaptnon ‘AdjustAimAngle’ n otroia avaAUeTal TTAPAKATW.

H ouvdptnon ‘AdjustAimAngle’ eival utrelBuvn yia Tnv Kivnon NG KAUEPAG TOU
TTAIKTN avAAoya PE TO TTOU KOITAEI O TTAIKTNG KABE OTIYUr. AUTO TO TTETUXAIVOUUE HE
TNV YETABANTA ‘AimAngle’, apou apxikotroijooupe TNV PETaBANTA ‘myCamera’ ue

TNV KAPEPA TOU TTAIXVIOIOU.

TéNog €xoupe TNV ouvdapTtnon ‘FixedUpdate’ n otroia ekTeEAEiTal 0€ KABE ‘KUKAO
QuUOIKNG KatdoTaong (dnAadr KGBe Qopd TToU KIVEITAI O TTAIKTNG Kal XpelalOuaoTe
TOUG VOPOUG TNG QUOIKAG). ATToBNKeUOUUE TNV GUVOAIKA Kivnon Tou TIaikTn oTnv
MeTaBANTA ‘dist’ kol pe TV ouvaptnon ‘Move()’ Tnv evepyoTtroloUpe. H 1d16TNTa
‘deltaTime’ XpnOIYOTTOIEITAI YIA VO €XOUUE TTIO AETTTOUEPN ATTOTEAEOUOTA OTNV

‘atraAoTnTa’ (Smoothness) Tng Kivnong.
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8 NetworkCharacter (Script)
using UnityEngine;

using System.Collections;

public class NetworkCharacter : Photon.MonoBehaviour {

Vector3 realPosition = Vector3.zero;

Quaternion realRotation=Quaternion.identity;

Animator anim;

bool gotFirstUpdate = false;

float lastUpdateTime;

void Start () {
CacheComponents ();
}
void CacheComponents() {
if (anim == null) {
anim = GetComponent<Animator> ();
if (anim == null) {
Debug.LogError ("no animator component put");
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void Update () {

if (photonView.isMine) {

} else {

transform.position=Vector3.Lerp

(transform.position,realPosition,0.1f);

transform.rotation=Quaternion.Lerp

(transform.rotation,realRotation,0.1f);

public void OnPhotonSerializeView(PhotonStream stream,

PhotonMessagelnfo info) {

CacheComponents();

if (stream.isWriting) {
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

stream.SendNext (transform.position);
stream.SendNext (transform.rotation);

stream.SendNext (anim.GetFloat("Speed"));

} else {

realPosition = (Vector3)stream.ReceiveNext();
realRotation = (Quaternion)stream.ReceiveNext();

anim.SetFloat("Speed", (float)stream.ReceiveNext());

if(gotFirstUpdate == false) {
transform.position = realPosition;
transform.rotation = realRotation;

gotFirstUpdate = true;
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AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

To Script autd gival UTTEUBUVO YIa TOV CUYXPOVIOHUO TWV XPNOTWV OTO dIAdIKTUO.
Me aAAa Adyia O6Tav €vag TTaikTNG KAVEl KATTOIO EVEPYEIQ OTO TraixVvidl (kivnon,
TTUPOBOAIOUOG KATT) va To BAETTOUV TAUTOXPOvVA OAOI Ol TTAIKTEG TNV WPA TTOU

yiveTal.

Apxik& yivovtar Ol QpPXIKOTTOINOEIG Twv  HETOANTWY:  ‘realPosition’  kai
‘realRotation’ TTou XPNOIKOTTOIOUVTAI VIO TIG CUVTETAYUEVEG TOU TTAIKTN, ‘@anim’ TTou
XPNOIMOTIOIEITAI IO TO aVvTiOTOIXO animation (KIvoUupevo ox€Q10) TOU TTQIKTN Kal
‘gotFirstUpdate’ Tou xpnolpoTrolgital yia Tov EAeyXo AWNG opIohEVWY DEQOUEVWV
TToU Ba €¢nynBoUV TTOPAKATW. TN CUVEXEIQ EEKIVAEI TO Script Ye TNV ouvapPTNON
‘CacheComponents’ n otroia €Aéyxel av €xouv opioTei Ta KATAAANAa animation

(kivoupeva oxédia) aAAIwG Ta opilel oTnv YETABANTHA ‘anim’.

MapakdTw €xouue TNV ouvapTtnon ‘Update’ n otroia eAéyXel av O TTAIKTNG EXEl

OUVTETAYMEVEG BEONG Kal TTEPIOTPOPNG AAAILG TOU 0pilel KaIVOUPIEG.

TéNog éxoupue TNV ouvdpTtnon ‘OnPhotonSerializeView’ n otroia €ival utrelBuvn
Yyl TOV OUYXPOVIOWO WHETAEU TWV TIAIKTWV KAl Tou Server (SIAKOUIOTNG).
—EKIVWVTAG  KaAoupe Tnv ouvdaptnon ‘CacheComponents’ Trou €¢nynoenke
Tapamdvw. ‘ETeira o1 aikteg oTéAvouv Pe TNV evioAn ‘stream.SendNext() Tig
OUVTETOYMEVEG Kal  Ta animation Toug Kal AauBdvouv e TNV €VIOAR
‘stream.RecieveNext()’ TIG OUVTETAYMEVEG KAl Ta animation Twv UTTOAOITTWV
TTAIKTWYV. TEANOG €TTEION YTTOPEI VO CUVOEBEI KATTOIOG OTTOIOdATTOTE OTIYUR AQUBAVEI

TNV TTI0 TTPOCQPATN EVNHEPWOTN YIA TIG CUVTETAYUEVES TWV TTAIKTWV.
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9 NetworkManager(Script)
using UnityEngine;

using System.Collections.Generic;

public class NetworkManager : MonoBehaviour {

public bool offline = false;

bool connecting = false;

public GameObject standbyCamera;
List<string> chatMessages;

int maxChatMessages = 5;

public float respawnTimer = 0O;

bool pickedTeam = false;

int teamID = 0O;

Il Apxikotroinon

void Start () {

PhotonNetwork.player.name = PlayerPrefs.GetString("Username”,
"Player");

chatMessages = new List<string> ();
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void OnDestroy() {

PlayerPrefs.SetString ("Username”, PhotonNetwork.player.name);

public void AddChatMessage(string m) {

GetComponent<PhotonView> ().RPC ("AddChatMessage_ RPC",
PhotonTargets.All, m);

[PunRPC]

public void AddChatMessage RPC(string m) {
while (chatMessages.Count >= maxChatMessages) {

chatMessages.RemoveAt(0);

}

chatMessages.Add(m);

void Connect() {
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PhotonNetwork.ConnectUsingSettings ("shooting game v1.0");
}
void OnGUI() {
if (GUIL.Button (new Rect (15, 20, 50, 30),"EXIT")) {
Application.Quit ();
}

GUILayout.Label (PhotonNetwork.connectionStateDetailed.ToString
0

if (PhotonNetwork.connected == false && connecting == false) {

GUILayout.BeginArea(new Rect(0, 0, Screen.width,
Screen.height));

GUIlLayout.BeginHorizontal();
GUILayout.FlexibleSpace();
GUILayout.BeginVertical();

GUILayout.FlexibleSpace();

GUILayout.BeginHorizontal();
GUIlLayout.Label("Username: ");

PhotonNetwork.player.name =

GUILayout.TextField(PhotonNetwork.player.name);

GUIlLayout.EndHorizontal();

if (GUILayout.Button ("Single Player")) {
connecting = true;
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PhotonNetwork.offlineMode = true;
OnJoinedLobby ();

}

if (GUILayout.Button ("Multiplayer")) {
connecting = true;

Connect ();

GUILayout.FlexibleSpace();
GUILayout.EndVertical();
GUILayout.FlexibleSpace();
GUILayout.EndHorizontal();
GUILayout.EndArea();

}

if (PhotonNetwork.connected == true && connecting == false) {

if(pickedTeam) {

GUILayout.BeginArea(new Rect(0,0, Screen.width,
Screen.height));

GUILayout.BeginVertical();

GUILayout.FlexibleSpace();
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foreach(string msg in chatMessages) {

GUILayout.Label (msg);

GUILayout.EndVertical();

GUILayout.EndArea();

else {

GUILayout.BeginArea(new Rect(0, 0, Screen.width,
Screen.height));

GUILayout.BeginHorizontal();
GUILayout.FlexibleSpace();
GUILayout.BeginVertical();

GUILayout.FlexibleSpace();

GUILayout.BeginHorizontal();
GUILayout.Label("Username: ");

PhotonNetwork.player.name =

GUILayout.TextField(PhotonNetwork.player.name);

GUILayout.EndHorizontal();

if (GUILayout.Button ("Red Team")) {

SpawnMyPLayer (1);
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}

if (GUILayout.Button ("Green Team")) {
SpawnMyPLayer (2);

}

if (GUILayout.Button ("Random™)) {

SpawnMyPLayer (Random.Range(1,3));

GUILayout.FlexibleSpace();
GUILayout.EndVertical();

GUILayout.FlexibleSpace();
GUILayout.EndHorizontal();

GUILayout.EndArea();

void OnJoinedLobby() {

PhotonNetwork.JoinRandomRoom ();

void OnPhotonRandomJoinFailed() {
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PhotonNetwork.CreateRoom (null);

void OnJoinedRoom() {

connecting = false;

}

void SpawnMyPLayer(int teamID) {
this.teamID = teamID;
pickedTeam = true;
if(teamID==1){

AddChatMessage ("Spawning player: " +

PhotonNetwork.player.name + " (Red Team)");
telse{

AddChatMessage ("Spawning player: " +

PhotonNetwork.player.name + " (Green Team)");

}
if (teamID == 1) {

SpawnSpotRed MySpot =
GameObject.FindObjectOfType<SpawnSpotRed> ();

GameObject myPlayerGO =
(GameObject)PhotonNetwork.Instantiate ("PlayerController”,
MySpot.transform.position, MySpot.transform.rotation,0);
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}

((MonoBehaviour)myPlayerGO.GetComponent("PlayerMove

ment")).enabled = true;

standbyCamera.SetActive (true);

((MonoBehaviour)myPlayerGO.

GetComponent('PlayerShooting")).enabled = true;

myPlayerGO.GetComponent<PhotonView>().RPC("SetTeaml

D", PhotonTargets.AllBuffered, teamID);
myPlayerGO.transform.FindChild

("FirstPersonCharacter").gameObject.SetActive (true);

if(teamID == 2) {

SpawnSpotGreen MySpot =
GameObject.FindObjectOfType<SpawnSpotGreen> ();

GameObject myPlayerGO =
(GameObject)PhotonNetwork.Instantiate ("PlayerController”,

MySpot.transform.position, MySpot.transform.rotation,0);

((MonoBehaviour)myPlayerGO.GetComponent("PlayerMove

ment")).enabled = true;

standbyCamera.SetActive (true);
((MonoBehaviour)myPlayerGO.
GetComponent("PlayerShooting")).enabled = true;

myPlayerGO.GetComponent<PhotonView>().RPC("SetTeaml
D", PhotonTargets.AllBuffered, teamID);

myPlayerGO.transform.FindChild
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("FirstPersonCharacter").gameObject.SetActive (true);

}

void Update() {
if (respawnTimer > 0) {
respawnTimer -= Time.deltaTime;
if(respawnTimer <= 0) {

SpawnMyPLayer(teamID);
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H Asitoupyia autou Tou Script gival apxik& va epu@aviel To JEVOU JE TIG ETTIAOYEG
Tou TraikTn (interface), oTnv cuvéxela va Tov ouvdéel e To TTauxVidl Kal TEAOG va
TOV gu@avifel otnv TioTa, divovriag Tou Tnv €TTIAOyry va atmmoouvoeBei atrd 10

TTQIXVidI OTTOI00NTTOTE OTIYUN BEAACEL.

Mo avaAuTika otnv TTpwTn oeAida yivovTal oI apXIKOTTOINOEIS TWV PETARANTWV
KAl TWV JNVUPATWY Tou ouoTApaTog. H ouvdptnon ‘OnDestroy’ atroBnkevel Ta
OTOIXEIa TTOU €XEI BWOEI O XPOTNG £TCI WWOTE VA PNV XPEIAZeTal va Ta divel KABE
@opd. 2tnv ouvéxela n ouvaptnon ‘AddChatMessage RPC’ €ival n ouvdptnon
oTnv OToia  aTToBnKevovTal T pPNVUPATO  CUCTAPOTOG KOl N ouvaptnon
‘AddChatMessage’ eu@aviel autd Ta unvupata. H aykuAn [PunRPC] (Remote
Procedure Call) TTOU BpiokeTal TAvW ato v ouvapTnon
‘AddChatMessage_RPC’ c¢ival €va TIPWTOKOAAO TO OTIOIO €MITPETTEI OTNV
OuvAPTNON QUTH va eKTEAEITAI 0 OAOUG TOUG UTTOAOYIOTEG TTOU €XOUV OUVOEDEI

oTov idlo Server (SI0KOPIOTAG).

O1 emrépeveg TpeEIG OEANIDEG TTEPIEXOUV TOV KWOIKA TTOU ONMIOUPYEI TO HEVOU
(interface) pe TG €TMIAOYEC TTOU PTTOPEI va KAVEI O XPAOTNG WG TTPOG ToV TPOTTO
oUVvOEDNG KAl TNV OPAdaA, KABWG Kal TO KOUMTT €E0O0U TTOU PTTOPE va TO ETTIAEEEI O

XPNoTNG OTTOIOdNTTOTE OTIYUN.

O1 1peig emmOUEVEG OUVOPTACEIG €ival UTTEUBUVEG yia Tnv dnuioupyia &vog
€IKOVIKOU ‘dwaTiOU avapovAg OTTOU o1 XPAOTEG TTEPIMEVOUV aPOoU ouvdeBoUV JE

Tov Server (81aKOMIOTAG) YIa VA TTAi§OUV OTNV CUYKEKPIPEVN TTIOTA.

H ouvdptnon ‘SpawnMyPLayer() eivar utetBuvn yia va eu@avifetar o K&Be
TTAIKTNG OTO OWOTO CNUEIO TNG TTIOTAG EVEPYOTTOILVTAG KABE QOPA TIC KATAAANAES
dlepyacieg yia TNV owoTh Agitoupyia Tou xapakTthpa. TEAOG n ouvaptnon
‘Update()’ kaAeitar pia @opd ava TAaiolo (per frame) €101 woTE OTTOINOATIOTE

OTIYUA KATTOIOG TTAIKTNG £EOVTWOEI va PTTOPEI VO EAVOEUPAVIOTEI.
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10 PlayerShooting(Script)
using UnityEngine;

using System.Collections;

public class PlayerShooting : MonoBehaviour {
float cooldown = O;
FXManager fxManager;
WeaponData weaponData;
void Start(){
fxManager = GameObject.FindObjectOfType<FXManager> ();

if (;xManager == null) {

Debug.LogError ("FXManager missing");

void Update () {

cooldown -= Time.deltaTime;

if (Input.GetButton ("Firel")) {

Fire();
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void Fire() {
if (weaponData == null) {

weaponData =

gameObject.GetComponentinChildren<WeaponData> ();
if (weaponData == null) {

Debug.LogError("Didn't find any WeaponData in our

children™);

return;

}

if (cooldown > 0) {
return;
}
Debug.Log ("Firing our gun!");

Ray ray = new Ray (Camera.main.transform.position,

Camera.main.transform.forward);

Transform hitTransform;

Vector3 hitPoint;

hitTransform = FindClosestHitObject (ray, out hitPoint);

if (hitTransform != null) {
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Debug.Log ("We hit: " + hitTransform.name);

Health h = hitTransform.GetComponent<Health>();

while(h == null && hitTransform.parent) {
hitTransform = hitTransform.parent;

h = hitTransform.GetComponent<Health>();

if (h!=null) {
PhotonView pv = h.GetComponent<PhotonView>();
if (pv==null) {

Debug.LogError("Freak out");

else{

TeamMember tm =

hitTransform.GetComponent<TeamMember>();

TeamMember myTm =

this.GetComponent<TeamMember>();

if(tm==null || tm.teamID==0 ||
myTm.teamID==null || myTm.teamID==0 ||
tm.teamID = myTm.teamID ) {

h.GetComponent<PhotonView>().RPC("
TakeDamage",
PhotonTargets.AllBuffered,

weaponData.damage);
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}

if(;xManager != null) {

DoGunFX(hitPoint);

}
}
else {
if(;xManager != null) {
hitPoint = Camera.main.transform.position +
(Camera.main.transform.forward*100f);
DoGunFX(hitPoint);
}
}

cooldown = weaponData.fireRate;

void DoGunFX(Vector3 hitPoint) {

fxManager.GetComponent<PhotonView>().RPC("SniperBulletFX",

PhotonTargets.All, weaponData.transform.position, hitPoint);
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}

Transform FindClosestHitObject(Ray ray, out Vector3 hitPoint){
RaycastHit[] hits = Physics.RaycastAll (ray);
Transform closestHit = null;
float distance = 0;
hitPoint = Vector3.zero;
foreach(RaycastHit hit in hits) {

if(hit.transform != this.transform && (closestHit == null ||
hit.distance < distance) ) {

closestHit = hit.transform;
distance = hit.distance;

hitPoint = hit.point;

}

return closestHit;

95
MeAéTiog I'. KarpakouAng & Mewpylog E. Mavikag



AvATITUEN EQAPPOYAG NAEKTPOVIKOU TTOAEUIKOU TTaIXVIOIoU.

AuTo TO Script gival utteUBuUVO yia Tov TTUPOBOAICKO Kal yia TO TI cupPaivel oTav

TTUPOBOAEITAI KATTOIO AVTIKEIUEVO.

A@ou yivel n dnAwon petaBAnTwyv ‘cooldown’, ‘©xManager’ kal ‘weaponData’, pe
TNV ouvapTnon ‘Start’ apyIKoTroloUue TNV JETABANTH ‘fxManager’ ye Ta avTikeigeva
TTou avagépbnkav oto Script ‘FXManager'. 2Tn Ouvéxeld, OTnV ouvapTtnon
‘Update’, pe Tnv petapAntn ‘cooldown’ opioupe TNV dia@opd Xpovou PETAEU KABE
TTUPOBOAICUOU a@aipwvTag KABe gopd Tov Xpovo ‘deltaTime’ TTou €ival o xpodvog
TToU dINpKeoe TO TeAeuTaio TTAaiolo (frame). ‘Eteita, av atnOei 10 apiotepd KAIK

(“fire1”), kaAeital n ouvaptnon ‘Fire’ Trou 6a avaAuBei TTapakdaTw.

2Tn OUVEXEIQ, JE TRV ouvapTnon ‘Fire’ Tou gival uttelbuvn yia Tov TTUPOBOAICUO,
opiCoupe oTnv PETAPANT ‘weaponData’ Ta XAPOKTNEIOTIKA TOU OTTAOU HOG KOl
dnuioupyoupe TNV akTiva (ray). Atmobnketoupe otnv PetapAnTh ‘hitTransform’ 10
TIPWTO QAVTIKEINEVO TTOU XTUTINOE n akTiva pe Tnv PorBeia tng ouvdaptnong
‘FindClosestHitObject’ n otroia avaAUeTal TTAPAKATW. 2TNV CUVEXEID, AV AUTO TTOU
XTUTTAOOPE Oev gival TO KEVO, eAéyxoupe av €xel TTOVTOUG Cwns (dnAadr av dev
gival avTIKEiNEVO) Kal av €xel onuaivel TTwg €ival KATTOI0¢ GAAOG  TTaiKTNG
(MeTABANTA ‘tm’). 'ETreITa, av auTtdg o TTaikTng dev avikel oTnv idia oudda ue eUAG,
TOTE dEXETAI CNUIA KAl O TTOVTOI WIS TOU PEIWVOVTAl JE TNV BorBeia NG evioAAg
‘h.GetComponent<PhotonView>().RPC("TakeDamage",PhotonTargets.AllBuffere
d, weaponData.damage);’, n otoia TpExel TAuTOXPOova EEXWPIOTA OTNV KOVOOAQ
K@be xpriotn (Remote Procedure Call) é1o1 waoTe va gival 6ol evnuepwPévol yia
Toug TTOVTOUG CWNG TOU OUYKEKPIMEVOU TTAiKTN. TEAOG KOAEiTal n ouvaptnon
‘DoGuNFX’ TTOU €ival UTTEUBUVN YIa TV EUPAVION TWV AKTIVWV £T01 OTTWG TIG

BAETTEI KABE XPrIOTNG LEXWPIOTA.

TéNOG, €xoupe TNV ouvapTtnon ‘DoGunkFX' n otroia, €kTOG atmd TNV AsiToupyia
TTOU TTpoavaQEPBNKeE, eUTTEPIEXEI Kal TNV ouvapTtnon ‘FindClosestHitObject’. H
ouvapTnon autr amolnkeuel o €vav TTivaka OAA Ta QVTIKEIYEVA TTOU XTUTINOE N
QKTiVa Kal €TTIOTPEPEI OTO KUPIO TTPOYPAPMA TO TTPWTO AVTIKEIMEVO PE OAQ TOU Ta

XOPAKTNPIOTIKA.
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