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NepiAnyn

21O XWPO TWV cUYXPOVWY BVTeoMayviSLWY, N SuVATOTNTA TAUTOXPOVNC CUVSEGNC TTOAATIAWY
TALKTWY, oL ormolol eite ouvaywvilovtal eite avraywvilovralr petafl TOUC, amotelsl £va
XOPOKTNPLOTIKO TO OToio cuxva kabopilel tnv mopeia Kal TNV SnUOTIKOTNTA £vog atyvidlol. Ot
OUYXPOVEG PNXAVEC QVATITUENG TTOUXVIOLWV Elval OPKETEC KAl TAVIOXUPEG, TPOODEPOVTAG OTOUC
TIPOYPOUUOTIOTEG o MANBwpa epyadeiwy, wovwv va cupPfarlouv oe O6An tnv Sladikaoio
avantuéng tou maixvidlol. Efloou mavioxupeg eival kal ol TeXVoAoyieg¢ uAomoinong Tng
TOUTOXPOVNG oUvOeong MoAwv Talktwy (multiplayer), pe tnv emloyn TG KAataAAnAotepng va

anoteAel 6laitepa SUokoAn anodaon.

Yta mAaiola tng mapoloag SUTAWUATLKAC epyaoiag e€stdletal 1¢ BAOOC N pnxavr mayvisLwyv
Unity og cuvbuaopo Pe Ta BAOLKA XapaKTNPLOTIKA Ttou Tt Stémouv. To Unity, amoteAel pia ek Twv
Snuod\éotepwy Kol TANPECTEPWY UNXOVWV avATTTUENG mouyvidlwy, HE HEPIKA amd Ta Tl
EMITUXNMEVA TtaVISLA TWV TEAEUTALWY €TWV, Vo £xouv Baoctotel og auth. To Unity mopéxel emiong
Ta gpyadeio KaL TN AoyLKA yla TV avamtuén mayviStwyv rnoAhamAwy natktwy péow tou Netcode for
GameObjects, To omoilo CUUPBAAAEL OTNV AVATITUEN CUVAPTIACTIKWY TTALXVLOLWVY. [ TNV TMEPALTEPW
avaAuon Kal mapouciacn Twv mopandvw, ulomowibnke éva Multiplayer Third Person Shooter
matxviol, dnAadn éva matyvidt MoAAAMAWY TALKTWY TPITOU TPOCWTOU yLa UTIOAOYLOTH, OTou oL
naikteg Ba pnopolv va aAANAeTdpolV Ue To eupUTEPO MEPLBAANOV TOUC, £XOVTAG TNV LKAVOTNTA
KATAOTPOONG TWV QVIIKEWWEVWY TNG Tilotag. MNa tnv vAomoinon kat dnuoupyia KATAoTPEPLUWY
QVTIKELHEVWY, alomolnBnke To MakETo RayFire, ol umtnpeoieg Tou omoilou NTav MOAUTIUES yLa TV
emitevén tou teAkol amoteAéopartog. Emutpdobeta, Ta TMEPLOCOTEPA EK TWV OVIIKELUEVWY TIOU
amnaptifouv tnv miota, oxedldotnkav €€ ‘'oAokApou ota mAaicla TG MopoUcoC SUTAWMOTIKAG

epyaoiag, pe otdX0 va MPocdwooUV TO OTOLXELD TNG PEAALOTIKOTNTAC OTO TEALKO OmoTtéAeoa.

Jta mpwta kedpdaAala Tng epyaciag yivetal avadopd ota Baoikd XOpoKTNPLOTIKA Kol epyaleia
Tou Unity, eotidlovtag LSlaitepa o€ AUTA TOU XPNOLLOTIOLONKAV TIEPLOCOTEPO YLa TNV OVATITUEN
Tou Tayvidlov. ‘Yotepa, avaAletal os BaBog n dlocodia Kot Ta EMUMPOCOETA XOPOKTNPLOTIKA
Tou Tavidlol, eotldlovtag Kupiwg otov TPOMo aVANTUENG TNG TOTAG, TWV OVIIKELUEVWY, TOU
xopaktnpa kot twv diemadwy mou Ba €xouv otn 81aBeon toug ol maiktec. MapdAAnAa, yivetal
ektevng avadopd otig pebodoug vlomoinong tou multiplayer kaBw¢ kal otov TPOMO MOU AUTA
avartuxOnkav ota mAaiola tou moxvidlov. Evtog tou malxvidlol, mapéxetal n Suvatdtnta 6Toug
maikteg va ouvdéovtal petall toug eite péow dedicated server eite va dnuoupyouv ot idlot
dwuatia (host), ta omola ¢hofevolvtal oTouG UTIOAOYLOTEG TOUG Kal sival SlaBéoipa mpog

ouv8ean yLa OAOUG TOUG UTIOAOLTTOUG TtaKTEG. Ma OAd Ta MAPANAVW, TIOPEXOVTAL OL OAyopLOuoL



mou uAormouwBnkav oe cuvduaopd UE TNV ene€nynon tng Aeltoupyiag tou kaBevog. Ot TEALKEG
evOTNTEG, adopouv TN Stadkaocia Snuoupylag TwWV EKTEAECLUWY APXEIWV TWV TTOLKTWY Kal TwV

servers.

AnwTtepog oTdX0¢ TNC mapoloag epyooiag eivol n mapouasiacn kal avalucon oAOKANpNG Tng
nopeiag avamtuéng evog PBvteomoatyviblol yla NAEKTPOVIKO UTTOAOYLOTH UECW TNG vOeAexoug
Teplypad g OPKETWY TTUXWV autAG. H avamtuén mayvidlwy anoteAsl éva apketd moAucUvOeto
avTikeipevo Katl n dnuoupyia evog ohokAnpwpévou BivteomalyviSiol amotelel amoppola g
ouvepyaoiag Stadopwv elSIKWV. Mo CUYKEKPLUEVA, Eval TTAPEG TTALXVIOL, KATd To TagidL avamtuéng
TOU, TIEPVA Ao oTAdLla OMwe o oxedlaopog eruédwy (level design), o oxeSLaoUOG ypadLKWV Kot
téxvng (art design), n avamtuén tng Aewtoupyikdtntag (development, coding), n Suvatotnta
umapénc moAhamAwyv malktwv (multiplayer), n nxntkr oxediaon (sound design), oL SOKLUEG Kall
anoodalpdtwon (testing, debugging), n BeAtiotomnoinon (optimization) kat apketd GAAQ. ZTOXOG
Aouov TN mapouoag SUTAWUATIKAG epyaciag, ATtav n avadelén kat n 6co to duvatov, Babutepn
evipudnon He ta TMpoavadpepBEévta avrtikeipeva. MeydAng onuaciag emiong amotélece n
mapouciacn Kat avadelén Twv TEXVIKWV uAomoinong tng duvatotntog ocuvdeonc mMoAAATMAWY
natktwy (multiplayer), avaAlovtag napdAAnla to Bactkd toug xapaktnplotika. To multiplayer,
arnote)el éva avtikeipevo mou xprlel olaitepou xewplopol, Kabwg os mepintwon AavBoopévng
LETAXELPLONC TOU, TO amotéAeopa Sev Ba eivol EAKUOTLKO TTIPOC TOUG TIAKTEC, KAVOVTOG TO TtaLyVidt
Vo QOKALVEL QO TOV 0PXLKO TOU OTOXO0, auTov SnAadn tng SlookéSaong Twv XPNotwv. TeAKA,
KaBw¢ ta apxelo kwdka (scripts) mou avamtuxbnkav ota mMAaiola TG MaPoUoag SIMAWUATIKAG
epyoaoiag elval apkeTd, 0 CUVOALKOG KWELKOG aTov omolo Baciotnke To matyvidl mou Ba meplypddel

oTn ouvéxela, Bpioketal otnv mapakdtw StevBuvont.

NE€erg — KAeWSLA: Unity, 3D, Multiplayer, Netcode For GameObjects, Bvteomatyvidia

! https://github.com/DimNik9/Scripts
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Abstract

In the realm of modern video games, the ability for simultaneous connection of multiple
players, who either cooperate or compete, is a characteristic that often determines the course and
popularity of a game. The modern game development engines are numerous and powerful,
providing developers with a plethora of tools capable of contributing to the entire game
development process. Equally powerful are the technologies for implementing multiplayer

connections, with choosing the most appropriate one being a particularly challenging decision.

Within the framework of this thesis, the Unity game engine is thoroughly examined in combination
with its underlying features. Unity is one of the most popular and comprehensive game
development engines, with some of the most successful games in recent years being based on it.
Unity also provides the tools and logic for developing multiplayer games through Netcode for
GameObijects, which contributes to the development of exciting games. For further analysis and
presentation of the above, a Multiplayer Third Person Shooter game was implemented. This game
allows multiple players to interact within its environment, with the ability to destroy objects on the
map. The RayFire package was utilized for implementing destructible objects, which was
instrumental in achieving the result. Additionally, most of the objects comprising the map were
designed entirely within the scope of this thesis, aiming to add an element of realism to the

outcome.

The initial chapters of the thesis refer to the basic characteristics and tools of Unity, focusing
particularly on those used most for the development of the game. Then, the philosophy and
additional features of the game are analyzed in depth, focusing on the development of the map,
objects, character, and interfaces available to the players. Extensive reference is also made to the
methods of implementing multiplayer and how they were developed within the game. Within the
game, players have the option to connect either through dedicated servers or by creating their own
rooms (host), which are hosted on their computers and are available for connection to all other
players. Algorithms implemented in conjunction with the explanation of their operation are
provided for all the above. The final sections concern the process of creating executable files for

players and servers.

The goal of this thesis is to present and analyze the entire development process of a computer video
game through a detailed description of various aspects. Game development is a complex subject,
and creating a complete video game is the result of collaboration among various specialists.
Specifically, a complete game, during its development journey, goes through stages such as level

design, art design, development, coding, multiplayer capability, sound design, testing, debugging,



optimization, and many others. Therefore, the aim of this thesis was to highlight and delve as deeply
as possible into these aspects. Also of significant importance was the presentation and highlighting
of the technical implementation of the multiplayer capability, while simultaneously analyzing its
basic characteristics. Multiplayer is a subject that requires careful handling, as mishandling it can
lead to unattractive results for players, deviating the game from its original goal, which is the
enjoyment of users. Eventually, since the code files (scripts) developed within the scope of this
thesis are quite numerous, the total code upon ,which the game described below, is based can be

found at the following address?.

Keywords: Unity, 3D, Multiplayer, Netcode for GameObjects, Video games
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MpoAoyog

H mapoloa SIMAwHATIKA epyocia anotéAecs anmdppoLa TNG EMAYYEALATLKNG KL T(POCWITLKNAG
HOU EVOOXOANONG HME TOV TPOYPOUUOTIONO O OUVOUOOHO ME TNV OY4Amn Hou yla Ta
Bteomalyvidla, Ta omola Kal e cUVTPOPEU AV ATTO TA TPWTA XPOVLA AAANAETIS pAOHG LOU HE TOUG
NAEKTPOVIKOUG UTTOAOYLOTEG. BaolkOG apwyog 0 aAUTO, 0 OToilo¢ oUVTEAEDE KABOPLOTIKA, TOOO oTNV
€MAOYN TOU QVTIKELUEVOU TNG SUTAWUATIKAG Epyaciag, 600 Kal otnv OAOKANPwON TG, NTav o
emBAENWVY KaBNyntNg K. AnuNTpouAdkog FpnyopLlog, Tou omolou oL TOUELG evaoxoAnong Kal Ta
evbladépovrta, anotédeocav To Evauopa yla oOAa 6ca neplypadovrtal mapakdatw. H otrplén tou os
ouvbuaouO PE TIC WOEeEg Tou, Asltolpynoav w¢ MUAwvaE yupw oo Tov omoio olkodounonke

OAOKANPO TO MEPLEXOLEVO TNG EPYOLOLAC.

KOplo avtikeipevo tng epyaociog sivalt n avamtuén matvisiol TOAAOTAWY TOLKTWY OF
kataotpéPpo reptBaiAov, Omou oL xproteg Oa umopouv va cuvséovtal LeTafl TOUC 0ELOTTOLWVTOC
Sl1adopa HoVTENA KOl OPXLTEKTOVIKEG OUVSECLUOTNTAG. XTO MANIOLO AUTO, eplypadeTal N phxovn
rayvidLwy Unity, to Unity for GameObijects yta tnv avantuén 6Awv tTwv SLadIKTUOKWY AELTOUPYLWV
Tou molvidlol Kat to Tokéto RayFire ywa tnv Snuoupyia aviikelpévwv ta omoio Oa
kataotpédovtal PBacel Twv emloywv Twv Taktwyv. OAa ta mapandvw, Paociotnkav otnv
EUMEPLOTOTWHEVN HEAETN BLBAlwy, nAektpovikwy BLBALOONKWY, Twv enionUwy EYXELPLOLWV TNG
€KAOTOTE TEXVOAOYLAC, OMWE eMmiong Kal oto ddBovo UALKO TIOU TOPEXETAL PEOW TwV Sladopwy

T(POYPOULULATLOTLKWY KOLWVOTHTWV.

To amnotéAeopa amodeixbnke avraflo Twv MPocdoKLWY HOU Kal ATAV amoppoLa TNE cUVEXOUG
TipooTnadeLac, amoteAwvTag SLAPKWE KIVNTPO yLa MEPALTEPW UEAETN Kal BeATiwon Tou matyvidlou.
Meilovoc onupaociag ntav n ouvelodopd TNG OLKOYEVELOG MOU KaBOAn tn OSldpKela Twv
HETAMTUXLOKWY HOU OToudwv TMPood£POVTas HOoU TnV amapaitntn otnplen kot kabodnynon.
EUEATILOTW TEALKQ, N TtAPOUCA SUTAWLATLKA Epyaoia, va amOTEAETEL T BAON YLO TEPALTEPW UEAETN
KOl £PEUVO KOL VA OUVELODEPEL OUCLAOTIKA OE QVTIOTOLKEC €pyacieg amo epeuvntég e€loou

YONTEULEVOUC ATO TOV KOGHO TWV BLVTEOTIALXVLOLWV.



1. Ewcaywyn

JTov ouyxpovo KOOHO TG Yuxaywylag, Ta malxvidla o TPOCWTIKO UTIOAOYLOTH
QVTLTPOOWTEUOUV £VAV CUVOPTIAOTIKO KOl CUVEXWC OVATITUOOOMEVO KAASO Tng Blopnyaviag Tou
nAektpovikoU oOAntiopol. H e€€AIEN tng texvoloyiog £xel Stapopdwaoel pa véa emoxr Omou ot
XPNOTEC UIMOPOUV VAL ETILKOLVWVOUV HE ELKOVIKOUC KOGHOUG, va avtaywvilovtal petafl Toug Kot va
omoAQUBAVOUV CUVAPTIOOTIKEG EUMELPLEG. H avamtuén Tou gaming g utOAOyLOTH €XEL EMNPEACEL
OxL povo tnv Yuxaywyio, aAAd Kot Tov TPOTo pe Tov omoio oL xpAoteg aAnAosmidpolv e TV

texvoloyia yevikdtepa.

Amo ta mpwta otddla Twv Puteonayvidiwy, Omou oL xprioteg eiyov otn Swdbson toug
TiepLopLOpEVA YPadLKA Kal AELTOUpPYLEC, EXOUUE GTAOEL OE ULOL ETTOXA OOV N PEAALOTIKOTNTA OTNV
oVATIOPAOTOON TWV KOOUWV O £vav UTIoOAoyLoth, €xel ¢TAOEL O evIUMWOlOKA emineda. Me
EKATOUHUPLA TTALKTEG TTAYKOOUIWG TTou cuvdEovtal SlaSlktuakd oe OAwv Twv eldwv Ta motyvidia,
TO gaming og umoAoyloTH avadelkvUETAL WG Hla Kowotnta omou n davtacia cuvavid thv
’ ’ ’ 1 ’ 3 ’ ’ ’ ’
texvoloyia, pe tnv afia tng va eivat mAiéov ota VN3 kat va Statnpel peydho HEPOC TNG EVPUTEPNG

ayopdc Twv BvteomatyviSiwv?,

44.6
429

416 42.2 419 418 416 413 41.3

31
o 28.8

25.1
236 24.7

211

Walue in billion U.S. dollars

EIKONA 1 - TO MARKET VALUE TOY ONLINE PC GAMING

H texvoloyla twv PBlvteomalyvidiwy €xel avamtuxbel oe tepdotio Pabuo pe amotéAsoua ol

SlaBéopeg pnxavég moyviblwv vo eival moAAEG. MA€ov, MOMNEG etalpeieg oxedialouv Kot

3 https://www.statista.com/statistics/292516/pc-online-game-market-value-worldwide/
4 https://www.statista.com/statistics/292460/video-game-consumer-market-value-worldwide-platform/
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ovantlooouV TIG SIKEG TOUG UNXAVEG, EMAVW OTIC omoieg dnuloupyouv ta malxvidia. Ot BaclkEg
HUNXOVEC TALXVLO LWV, TToU eival SLABECIUEC KOL XPNOLUOTIOLOUVTAL ATTO TOUG TTEPLOCOTEPOUG XPrOTEG

siva:

e Unity3D

e Unreal Engine

Mo tnv mopovoa SUTAWHATIKA epyacia xpnotpomow|dnke to Unity, kKabBwg mapéxel Swpedv
npdoBacn, evw N Kowotnta UMooTAPLENG Omwe Kat to Stabéoipo UALKO oto Asset Store, sival

OPKETA YLA TNV AVATTTUEN TIANPWE AELTOUPYLKWY KOL LOVTEPVWVY TTOLXVIOLWV.
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1.1 Nepypadn tou mayvidiov

Mapakdtw Ba yivel avadopd ota BACIKA XOPOKTNPLOTLKA TOU TALXVISLoU TTou avarmtuxonke

ota mAaiola tng mapoloag SUTAWHATIKAG Epyaoiag Kol oTLG SUVOTOTNTEG TTIOU TIPOOHEPEL OTOUG

XPNOTEG.

To oUYKeEKPLUEVO TTALXVIOL aviKeL oTnv katnyopia Twv Third Person Shooter, dnAadn amoteAel Eva
mayvidt BoAwv tpitou mpoowrou, OTou o aiktng mapakoAouBel kal xelplleTal TOV XapaKTPa TOU
oo ML TPLTN YPAUULKA TIPOOTTIKA, £Xovtag tTnv duvatdtnta va BAEMEL KAl va OTOXEUEL TOUG
avtinaAoUg Tou amo plo ywvio Béaong mou BplokeTal Miow Kal MAVW Ao ToV XapakTipa Tou,
npoodEpovtag Tautoxpova oAOkANnpn anoyn tou neptfarlovtog. Mpokettal yia éva multiplayer
TaLxvidL, éva mouyvidt SnAadr MoAAWY TIAKTWY, TOU OTMolou oL SLaSLKTUAKEG AELTOUPYIEG £XOUV
vlorolnBet Baocel Twv unnpeocwwv Netcode for GameObjects, Tou TAPEXEL N UNXAVI TTALXVIOLWV

Unity3D.

AKOUN €va BaoLko XOPAKTNPLOTIKO oToLXelo Tou mawxvidlou, eivat n Suvatotnta Tpomomnoinong tng
TIOTOG KoL TOU EUPUTEPOU XWPOU, HECW TWV KATOOTPEWYLHUWY QVIIKEWEVWY TIOU amaptilouv Tto
XApTn tou mayvidiov. Ot maikteg SnAadn, Umopouv va Kataotpédouv TOAAA amd Ta PEPN TwV
KTNPLwvV 1 avtikelnévwy, aAAnAoemdpwvtag £ToL evepyd e To meplBaAiov toug. H alnAenidpaon
pHe to mepPBAMoV OxL HOVo TIPOohEPEL OTPOTNYLKEG guKaLlple¢ aANG emiong eumAoutilel tnv
EUMELPLA TOU TTAKTN, KOOLOTWVTOC TO TOXViSL akoun mio e0L0TIKO Kot eMBPAPBEVTIKG. ITOXOG TOU
naiktn Oa gival n emikpdtnon €1¢ BAPOC TwV AVTMAAWY Tou, KaBwe Kat N emipiwon amod Toug

KwwdUvoug Tou Ba kKANBel va avtipetwriosl.

EIKONA 2 - TO TEAIKO MAIXNIAI
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1.2 Texvoloyieg / moKETA TTOU £XOUV XPNOLULOTIOLNOEL
Ma tnv vAomoinon tou mayviblov, £xouv xpnolpomolnBel apketd Takéta — BLBALOBNKEC.
Baowkdtepn 0Awv, eival To Netcode For GameObjects, To onolo amotéAece tnv BAcn AWV Twv

amapaitntwy SLaSIKTUOKWY AELTOUPYLWY, YLa TNV LETOTPOTTH Tou Tayvidlou os multiplayer.

Ma tov oXeSlaopo, TNV ypadikr ATEKOVION Kal TwV GWTIOUO TwV Ktnpiwv, aflomondnkav ot
duvatotnteg mou mapéxovial and to Unity. MO0 OUYKEKPLUEVA, XPNOLUOTOLNONKE TO TAKETO
ProBuilder, anoteAel éva epyaleio upnAol emutédou yia TV oxedlacn Kot LOVTEAOTIOLNON TILOTWVY,

QVTIKELLEVWY, KTNPLwV.

Mpokewévou n miota va petaBdletol, ot maikte¢ Oa umopolv PECW TWV KLWVANOEWV TOUC va
Kataotp£douV TA AVIIKEMEVO TPLYUPpW TOUG, KaBwCe Kal Stadopa pépn ktnpiwv, alhalovtag Kotd
QUTO TOV TPOTO TNV ToPEia TOUu TaLyvLSLoU. AUTO EMITUYXAVETOL LECW TOU TakETou RayFire, To
omolo mapéxel TNV Suvatotnta mpaypatomoinong Suvaplkwv aAlaywv otnv popdn Twv

QVTIKELLEVWVY KaL TNG TILoTOC.

T£Nog, yla Tnv oAokANpwan Kal MARpwaon tou mtayvidiol, éxouv xpnotpomnotnBel oplopéva assets
Tlou TapExovtal and to Asset Store tou Unity, Ta omoia kot Ba avadépovral otnv mopeia tng

epyaoiog.

2. Elcaywyn oto Unity

H mopokdtw evotnto amotehel eloaywyny oto Siamhatdopuikd (cross  platform)
TIPOYPOUUATLOTLKO TteptBaAlov Unity. Ta Bépata ta omola mpayuateVeTal, ival ol Suvatdtnteg
TIOU (PO PEPEL OTO XPrOTN, TA TAEOVEKTHLOTA, TO LELOVEKTAUATA , EVW Yivetal avadopd Kal oTo
oUOTNUA CUOTATIKWV (components) To omoio aflomolel to Unity yia tnv Snuloupyla Twv
QVTIKELHEVWY (objects). IkOTOC TNG MOPOAKATW EVOTNTAG Elval N e€olKelwaon TOU avayvwotn e Ta
Baowka epyadela ou apexovral kabwg Kat pe tn diemadn (interface) tou Unity, Snuloupywvtag
TEAKA KoL TO PWTA ToU apxeia kwdika (scripts) péow kamolou oAokKANPwWUEVOU TEPLBAAAOVTOG

avarnrtuéng (IDE).

2.1 Emokonnon dienadng Unity

H ouykekplpévn evotnta otlalel otnv mapouaciacn tng Stemadng tou Unity, avaAuovrtag ta
Baolkotepa epyaleia TTOU TOPEXOVTOL OTO XPHOTN, KABEVa amod Ta onoia cUVTEAEL oTNV avamntuén

Kol OAOKANpwan evog moayvidilou.

KaBéva amnd ta mapokdtw epyadeia, evtoniletal cuvnOwg oe Lo EExwpLoTr KapTeAa A mapabupo,

OTO OTOoLO UTIOPEL 0 XPNOTNG VA aVATPEEEL WOTE va €XEL TPOOBOON O MEPLOCOTEPA EPYAAELD TNG
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avtiotowyng katnyopiac. H Stemadn tou Unity elval mMARpw¢ MopaETPOTMOLACLUN, TIOPEXOVTAG TNV
Suvatotnta petakivnong Twv KapteAwv ot Sladopetikeg BEoelg 1 Eexwplota mapadupa,

E£UVOWVTAC KATA AUTOV TOV TPOTIO TNV EKTEAECT TIOAAWV EVEPYELWV TAUTOXPOVWC.

igging Jobs  Netcode Tor

Add Component

EIKONA 3 - H AIENA®H TOY UNITY

MNapakatw Ba yivel avadopd ot BACLKOTEPEG KAL TILO CUXVO XPNOLUOTIOLOUUEVEG KAPTEAEG,

mapoucLalovtag TAUTOXpova Ta epyoAeia TTou N KaBepia mapEXeL.

2.1.1 Project View

H ouykekpluévn kaptéla evromniletal cuvnBwe oto KATw PEPog Tou Unity Editor kat amoteAel
HLo. cUAOYN OAWV TWV OVTIKELULEVWY KOL YEVIKOTEPA TWV assets, Ta omnola site £xouv
SnuoupynBel amo to xprotn eite €xouv elcaxbel oto project anod kamola eEWTEPLKH TTNYN, OTWE

to Unity Asset Store.

Qg asset evog mayvidlou, opiletal kaBe apxeio A TOPOG OV XpNOLUOTIOLELTOL OTO TayVibL, Kal
UMopel va eival eloveg, nxot, povréda 3D, kwdikag (scripts), animations (kwvolueva ox£SLa) Kat

AaAAa. Eival 6nAadn oAa ekeiva ta otolyeio Tou cuvBETOUV Eval OAOKANPWHEVO TTALXVIOL.

Onwc paivetal otnv Ewkova 4, mapéxetal n duvatotnta UMoapeng epdwWAEUUEVWY GAKEAWV EVTOC
TWV assets, T omoio UTIOSNAWVOVTAL [E TA XAPAKTNPELOTIKA BEAN SUTAa Ao to Gvopa Tou
dakélou. Akoun, n kaptéla Project SLaB€tel pmapa avalitnong, LECW TG omolag o XpHotng
gvTomilel To eMBUUNTO asset ypryopa, xwplg va Eodelel xpdvo avalntwvtag To, KATL TToU UMopel

va yivel apketd xpovoBopo efattiag tou peydou aplbBpol apyxeiwv mou amottolvrtol.
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Assets

------@

M

EIKONA 4 - H KAPTEAA PROJECT

2.1.2 Hierarchy

Mua Baoikn kaptéla Tou Editor gival n kaptéAa Hierarchy. Onwc kat otnv kaptéla Project, n
OUYKEKPLUEVN KapTEAQ amelkoVilel apyeia Kal avTikelpeva, e tn dtadopad otL otnv Hierarchy

eudavilovral povaya ta assets ou XPNoLLOMOLOUVTAL OTNV TPEXOUOGA OKNVA.

210 mapadelypa tng Ewkova 5, n tpéxouoca oknvr ival n NetBoostrap kal ta avTikeipeva mou

dalvovral mapakatw, EVIONI{OVTOL LOVAXO 0T CUYKEKPLUEVN OKNVI).

+v «a
A NetBootstrap
7 Event! 1

EIKONA 5 - H KAPTEAA HIERARCHY

Mta oAU onpavtiky duvatotnta tou Hierarchy View, sivat n duvatotnta opadomnoinong twv
OVTLKELLEVWY, LECOW SnULoupyiag oxéoswyv Tatépa — matdlol, KATL To omoio SleukoAUVEL Lolaitepa
TNV avalntnon &vOG OCUYKEKPLUEVOU aVTIKEIMEVOU. Tol avrikelpeva — maldld, Pmopouv va

KANPOVOUOUV Ta XOPOKTNPLOTIKA KAL TIG LOLOTNTEG OO TO OVTLKELEVO — TATEPA, KaBLoTWVTAC £TOL
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TIOAU EUKOAOTEPN TNV TPOTOMoinon Kal enefepyaoia TwV AVILKEWWEVWY TIoU polpalovtal Ta dla

XOPOKTNPLOTIKA.

2.1.3 Inspector

KUpla Asttoupyla tou mapdBupou Inspector eival n duvatdTNTA ATELKOVIONG MLOC OELPAG
mAnpodopLwv yla to emhexBév avrikeipevo. OLmAnpodopiec auteg, opadomnololvtal g EeXxwpLoTa
TUAMOTO, OTIoU KABE TETOLO TUNUA amoteAel éva component, onw¢ Ba avaAuBel otn cuvéxela.
JuvnBwg, kABe avtikeipevo Oa mepléxel moAAamAd components yla tnv UAomoinon Twv
AELTOUPYLWYV TOU, CUMTEPAOBAVOLEVWY KOl TWV apxeiwv kwdika (scripts). KaBe avtikeipevo, Ba
TLEPLEXEL KATA TN SnuLoupyia Tou To component Transform, to onoio eival umevBuvo yla tn B€on,

TNV neplotpodn Kal To PEYEDOG TOU EKACTOTE AVTIKELUEVOU.

Edit Shape

Mesh Renderer

Kinematic

Runtime

rial @t i

al Render Pipeline/Lit «  Edit.

EIKONA 6 - H KAPTEAA INSPECTOR
210 mapadelypa tng Elkova 6, amneilkoviletal n kaptéa Inspector yia To aviikeipevo WoodPanel
(60), To omoio mpokettal yla éva GpAKTN TNG mioTtag otnv onoia Aaupavel xwpa To matyvidt. Ta

avtikeipeva ProBuilderMeshFilter, Mesh Renderer, Mesh Collider, Rayfire Rigid amoteAouv
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components ta omoia Slwobétel o ¢pdktng, evw to Wood Barrel, adopd to material tou

avTLKELWEVOU, SnAadn To apyeio To omolo sivat uteUBUVO yla To ypadLOTIKO LEPOG TOU PpaKTN.

Ta ouvnBéotepa components TIOU CUVAVTA KAVELG O €va avTikeipevo elval to Transform, to
Collider to omoio 6ivel pucoik UTOOTOON OTO AVTLIKEIPMEVO TTAPEXOVTAC TAUTOXpOova duvatdtnta
aviyveuonc cuykpoloewv Kat aAAnAemidpaoswy pe auto, kot to Renderer to omoio givatl unevBuvo

YLOL TNV ATELKOVLON TOU QVTIKELUEVOU oTnV 000vn.

2.1.4 Toolbar

H ypauun epyaleiwv anoteAeltal amd oplopéva menu Kal amo TEVTE KAaTnyopleg epyadeiwy
mou oupBarlouv otov €leyxo Tou malyviblov. Onwg daivetal otnv Ewova 7, ta menu
TomobeToUvTOL OTO EMAVW UEPOG Tou editor kal To KaBéva mapExel pa MAnBwpa epyaleiwv, ta

omnola opadomnolovvtal BACEL TwV AEITOUPYLWYV TOUC.

) =l = Canter | B Licel | L3 |.| e Lapsn = B Dl it .
Transform Transform Play Layers Layout
toals Gizmo loggles Caonirols group drop-down list drop-down list

EIKONA 7 - H rPAMMH EPFAAEIQN TOY UNITY

e File: Nepléxel O6Aa ta epyadeia mou elval amapaitnta yla TO AVOLYHA KAl TNV

amoBnkeuon oknvwv Kal projects, kaBwg kat otidnmote amnatteital ywo to build tou
matyvidLou.
Qg build, opiletal n Stadikacio Snuoupylag ekTeEAECIUWY apyeiwv Tou malyvidlou, ta
omola pUmopouv va eKTEAECTOUV €KTOC Tou Unity Editor. To amotéAeoua ocuvnBwg tou
build eival kamolo apyeio edapuoyng (.exe), To onoio SLAVEUETAL OTN CUVEXELA OTOUG
TALLKTEG, TIPOKELUEVOU Va UmopoUV va naiouv to mayvidt. H Stadikacio tou build Ba
avaAuBel tepalTEpw OTLG EMOUEVEG EVOTNTEC, KaBwC To build mou Ba mpayuatomnoinBel
elvat Stadopetiko otnv nepintwon twv dedicated servers kat Twv matktwy (clients).

e Edit: Ta Baocikotepa epyadeia Tou menu autol adopouv tnv avilypadn, emkOAAnon,
Slaypadr avIIKELLEVWY, KOBWC KoL OPLOUEVEG ETUAOYEG TTOU adopoUuV TN Snuoupyia
OXEOEWV TTATEPQ — TLALSLOU HETAEY TWV AVTIKELUEVWV.

e Assets: 3T0 CUYKEKPLUEVO menu Bplokovtal ta epyaleia ekelvo ou eotldlouv otnv
dnuloupyla, elcaywyn kat e€oywyn vEwv assets.

e GameObject: 1o menu auto Bpiokovtal ta epyaleia mov adopouv tnv Snuiloupyia,

TipoBOAN VEWV AVTIKELLEVWY OTNV TpEXouoa oknvh (game objects), 6mw¢ emiong Kot
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LEPLKEG AKOUN ETUAOYEC yla TN Sdnuloupyla oXECEWV TATEPA — TALSIOU PETALY TWV
OVTLKELLEVWY OTN OKNVI).

e Component: To menu auto eoTlAlel oTn SNpLOUPYIA VEWV CUCTATIKWY OTOLXELWV
(components) Twv Stadpopwv avtikelpévwy. OL emhoyEg mou mapéxovrtol Baailovral
oTO TTAKETA TTou £XoUV eloayBel oto mayvidt.

e View: Méow autol Tou menu, UMOpel 0 XPNOTNG va avVoiEEL, HEYLOTOTOLAOEL
elaylotomnolnosl ta Siadopa moapdbupa Kal KAPTEAEG ToOU £xel otn dudbeon Tou,
KaBwg kol va avadlatatel tn popdr tou editor. Mmopet emniong, va dnuloupyroest ta
S1ka Tou layouts, Ta omola Kat va eval\dooel dpeco mpog Sk tou SleukdAuvon.

o Help: Nepiéxel 6Aa ta epyaleia mou adopolv ta eyxelpidla xprnong, ta dtabéoipa
forums, pia MAnBwpa amnod Stabéoiua tutorials, KABWE Kot YeVIKEG TANpodOPLES yLa TO

Unity.

Ta mapandvw amoteAoly Ta Baclkd menus Ta oMol cuvavta kaveig étav xpnotomnolel to Unity
Editor yLa mpwtn ¢opd. e SAa AUTA, UmopouV va pooteBouyv Kal KawvoUpla, BACEL TWV TTOKETWVY

TIou €XouV loaxBel 0To eKAOTOTE TIOULYVISL.

Y10 mapddelypo tne Ewova 8, paivovral ta Stadopa menus mou PooTEDNKaAV KATA TV aVArTuén

TOU TtaLXVLSLoU OV TIPAyYHATEVETAL N Tapoloa Epyacia.

e L L LT L R L I E ST

File Edit Assets GameObject Component Animation Rigging Jobs MNetcode Tools Services Tutorials  Window  Help
B OoN~ & B

EIKONA 8 - TA MENU TOY UNITY

EKTOG TwV Baclkwv menus, 0 XPROTNG CUVAVTA KOL OPLOUEVEG OKOMN OUASEC epyadeiwv, OMwG

daivetal otnv Ewkova 7.

e Transform tools: Ta ouykekpluéva epyaleia XpNoLLOMOLOUVTIAL OTNV OKNvh TOU
mayvidLoL Kalt eivat uteBuUVA YL TO XELPLOUO TWV QVTIKELLEVWY. Ta Slabéoua epyaleia
elval to Hand tool, Translate tool, Rotate tool kat Scale tool, yia emidoyn, petakivnon,

TEPLOTPOPN KAl KALLAKWON TWV AVIIKELWEVWY avTioToLya.

¢ Transform Gizmo toggles: OL cuykekpluévol Slakomteg oANGTouUV Tov TPOTO UE TOV

oroio ta Transform gpyaleia Aettoupyolv atnv oknv Tou mauxvidiou,

* Play Controls group: Me aUTA T KOUUTTLA TTPAYLOTOTIOLETAL avaTtapaywy/mavon Ko

oALkn avaotoAn evog mauxvidlol evtdc tou editor yia SOKLUEG,
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eLayers drop-down list: Méow autig tng Alotag mapéxetal XEWPLONOG ylo TO Told

avtikeipeva Ba epdavilovral oTnv oknvA OMoLASATIOTE XPOVLKN OTLYUN,

e Layout drop-down list: Méow autng tng Alotag tpomomoleital n Stappubulon Twv
napabupwv Kal Twv views. EmumA£ov, Umopel kot va ormoBOnKeuTei Omola mpooapUocpévn

Siatagn €xeL SnuouvpynOet.

2.1.5 Scene View

Anotelel TNV KaptéAa e TNV omola aAANAEMLOPA TIEPLOCOTEPO O XPHOTNG KATA TN SLAPKELL
oavamntuéng tou mawxvidiou. Méow tnNg KaptéAag Scene, o XpHoTnG €XEL MPOCBOCN OTNV OTTIKN
ovanapactocn tou maxvidlol Kal UMOopPEl va XELPLOTEL, va emIAEEel, va emefepyaoTel Kal va

LETOKIVAOEL OAQ TAL OVTLKEILEVA TNG TPEXOUTOG OKNVAC.

Qv @ 8 % g B mr G

EIKONA 9 - H KAPTEAA SCENE VIEW

Onwg daivetal otnv Ewkoéva 9, Ta avrtikeipeva tou Hierarchy amewovilovtol OMTIKA €VTOC TOU
Scene. O xpnotng umopei va emAé€el Ta aviikeipeva eite péow tou Hierarchy eite péow tng
TPEXOUOAG OKNVNG, MATWVTAC ONeUBelOg EMAVW OTO AVTIKELLEVO TTou emtBupel. Exovtag emAéel
KATIOLO QVTIKELEVO TNG OKNVIG, AVOVEWVETOL AUTOMATA KoL N KapTéAa Inspector, Héow TG omoiog
UMOPEL 0 XpOTNG VO TPOTIOTIOLOEL TA XAPAKTNPLOTIKA TOU avtikelwévou. To Unity Editor mapéxetl
pLo MANBwpa epyaleiwv Kol CUVIOUEVCEWY YL YPIyOPO TIAONYNGN €VTOC TWV OKNVWVY, KATL TTOU

propet va SLeuKOAUVEL TOV TTPOYPAUUATLOTH O Peyalo Babuo.
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2.1.6 Game View

AtmAa ouvnBwg amnod to Scene View Bploketal to Game View. H koptéAa Game emnLTpENEL 0TO
XPNOTN va TPEXEL Kot va SokLaleL To matxvidL tou, xwplc va xpelaletal kabs dopd va akolouBei
N Stadikacia tou build. H mapandvw Asttoupyia pnopel va paivetal Alydtepo ONUOVTLKH, WOTOCO
OTNV MPAYUATIKOTNTO N Suvatotnta auth eival Wolaitepa onpavTikh Kol SIEUKOAUVEL APKETA TOV
TIPOYPOAUHATLOTH, KABwC TAEoV UTtAPXEL N SuvaTtdTtnTa evaAAaywv Kal SOKLUWY XWPLE TV avaykn

TLEPLTTWV SLAKOTIWV.

O xpnotnc propei mapdAnia, péow tou Scene View, va TPOMOTOLEL OTOLKELOL TOU TTaLXVLSLOU KoL
QUEOWC VA EAEYXEL TNV eMiSpaACN TOUC 0TO TtaXVidL, emlotpédovrag nmicw otnv kaptéha Game. MNa
TAPASELYUA, OV KOTA TN SLApKELX TWV SOKLUWY TopatneEnOel W KAMOLo XOPOKTNPLOTIKO TOU
naiktn xpnleL tpomomoinong (m.x. taxutnta kivnong maiktn), TOTe aUTO umopel Aueca va
peTaBAnBel kal va SokuaoTel ek vEou, xwpl¢ va amatteitat n £€060¢ Kat n emavaAopBavopevn

€KKivnon Tou mayvidlou.

Mo va doklpaotel to mauyvidl, apkel 0 xprRoTng va MATACEL TO KOUUTL eKKivnong, onwe daivetal
otnv Ewdéva 10. MOALg odokAnpwBel n Ppoptwon Twv amaltoUUeEVWY oTolyelwy, autopdtwe Ba

evaAAayBel n oknvn, kot o xpnotng mAgov Ba BAENEL TNV Kaptéda Game.

o™ Game

8

EikONA 10 - TO KOYMIII EKKINHZHS TOY AIXNIAIOY

Onwg Kol oL GAAEC KAPTEAEG, €TOL KAl N Game KapTEAQ €XEL TN SLKNA TNG YPOUUN EpYAAEiwY, OTIWG

daivetal otnv Ewkova 11.

Play Focused ~ &% W [ Stats

EIKONA 11 - H rPAMMH EPTAAEIQN THS KAPTEAAS GAME VIEW

e Game/Simulator: H mpwtn Alota £éxetL wg StaBéoipeg Tiég Tig Game kot Simulator. H Game
elval n mpokaBoplopévn mpoBoAn tou matyvidlol yla uTtoAoyLoTh, evw N ertiAoyn Simulator
€oTlalel ota malyvidla yla Kwntd, omote Kal MApEXEL Tn Suvatotnta mpoBoAng tou
matyvidLoL o £vav mpocopolwtn (device simulator).

e Display: Ztnv nepintwon mou UNAPXOUV OPKETEC KAUEPEG OE LA OKNVI), O XPrOoTNG Umopet
arntd auth tn Alota vo mAonynBei peta€ Toug. YTo CUYKEKPLUEVO TOLXVISL, UTTAPXEL HoVAxa
pLo StaBgoiun emthoyn, KaOwe n povadikh KAREPA TTOU UTTAPXEL ival auth mou Pploketal

TIAVW Ao TO XOPAKTAPA.
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Aspect drop-down list: Méow auti¢ tng Alotag, unopel va dokipaotel To mayvidl oe
Sladopetikég avaloyieg Slactaoswv MPOPOANC, EMITPENOVIAC £TOL TNV MPOCOUOILWaON Tou
Tpomou pe Tov omoio Ba dpawvotav to rayvibt og StadopeTikég 000VEG.

Scale slider: Erutpénet tn Suvatotnta peyebuvong (zoom), wote va ival ediktr n os Babog
€€€TOON OPLOPEVWYV TIEPLOXWV TOU TTALXVLSLoU.

Play Mode Behavior: MNapéxeL oplopéveg puBuioslg mou apopolv tov Tpdmo Ue Tov omoio
Ba ¢aivetal to matyvidt oto Unity Editor kot el6IKOTEPA OTAV UTTAPXOUV TIEPLOCOTEPEC ATtd
pio evepyéc Game KAPTEAEG.

Mute audio: Evepyorolel | amevepyomnolel Tov NXo tou malyvidiol Kotd thn SLApKeLo
SOKLUWV.

Stats toggle: Epdavilel pia mAnBwpa oTATLOTIKWY, TIoU adopolV KUpLwe Ta YpadLKa Tou
matyvioLov. Eival blaitepa xpriolia Katd tn Stapkela BEATLOTONMOLONG TG Amoddoong Tou

naLyvisLou.

Audio (suspended):

Graphics:

fing: O
Animator components playing: 0

EIKONA 12 - TO [TAPAGYPO TQN STATISTIKQN

Gizmos: Mapéxel Pl oelpd pubuicswv nou adopolv TNV epdavion Twv Gizmos, SnAadn
TWV YpadlKwV OTOLXEIWV TIOU XPNOLUOTIOOUVTAL KATA Tn OLAPKELX aVATTUENG TOou
mayvidloL, omwg eival emibelén tng BEoNC TwV AVTIKELEVWY, N EUPAVION TPOXLWV Kivnong,
N enidelEn Oykwv olykpouaong, kal AAAEG xpnolueg mAnpodopieg. Ta Gizmos eival cuvnBwg
XPNoo KOota tn SLdpKela TG ovaANTuUENG, KaBwg MPoodEpouv EMUMPOCOETEG OMTIKES

kaBodnynoelg kata tnv enefepyacia tng oknvng.
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2.1.7 Animation Views

Eva amd To ONUAVTIKOTEPA XAPOKTNPLOTIKA Tou Unity, eivat n Suvatotnta mpoBoAng
animations, kivoUpevwy oxediwv SnAadn, kabwg kat n SuvatdtnTa ouvSeang Kol evaAlayng Toug,
yla v Snuoupyia moAUmAokwv aAAnAouxlwv KIVAoEwV. To oToLXElo auTo ival amapaitnto ota
MEPLOOOTEPA TtalXvibla, Omou oL XopaktipeG aAAnAemidpolv He TO TEPLBAAAOV TOUC EVW

TOUTOXpOoVa TtpoPaivouv og SLahOPETIKEC KLV OELG.

Y10 matyvidt mou avartuxbnke ota mAaiola TNg TpEXouoas SUTAWPATLKA Epyooiag, O XOpoKTHPag
SlaBgtel pa mAnBwpa artd animations, mou adopolV To TEPTIATNUA, TO TPEELUO, TNV XPrON Tou

omhou, TV oAAayr YEULOTAPO 0TO OTTAO K.4.

Y10 mapadelypa tng Elkdva 13 daivetal £va pépoc twv animations tou yopaktrpa mou Ba £éxouv

otn 6140s0n TouC OL XPHOTECG TOU CUYKEKPLUEVOU TtaxviSLou.

Aim Walk

Rifle Walk

g iy

WalkJump

Rifle Run FireRifle

Rifle Run Aim l

S E n

Reload Run

EIKONA 13 - TA ANIMATIONS TOY TAIXNIAIOY

KaBe opBoywvio amotedel pla exwplot Kivnon Tou XOopaktnpa, evw Ta BEAN petatld twv
animations amoteAoUV TIG evaAAayEg peTafl Toug. KaBe tétolo PENOG, amoTeAEL OUOLAOTIKA UL
ouvOnkn Tou eAfyxetal SlAPKWG, WOTE av ol amapaitnteg mpolnobécesl mAnpouvtal, o

XOpaKTnpog va poPel o kamola SLadopeTikn Kivnon f va cuvexioel va eKTeEAEL TNV TpExouOa.

Jtnv Ewova 14 daivetal n nmapandavw Swadikaocia. MNa mopdadelypa, ywa va epappootel 1o
animation pe tnv ovopoaoia Rifle Run tnv otyun mou o xapaktipog Pploketal otnv Katdotaoh
Idle, xpeldletal va mAnpouvtal kal ot 2 tpoinoBeoelg mou ¢aivovral, dnAadn n petapAntr speed

va glval peyoAUtepn Tng TG 3 kot n Boolean petapAintr isWalkingForwards va sivat aAn6ng.
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Rifle ¥

isWalkingForwards

Rifle Run

EIKONA 14 - 5YNOHKH ENAAAATHE METAZY TQN ANIMATIONS

OL petaPAntéc mou mpoavadépbnkav, opilovtatl kal peTafdAlovial HEOW TOU KwSLKA TOU

TaLyvioLoL, Onmwe Gaivetal oTo MApAKATW TUAMA KWK (Kwdkag 1).

public class ThirdPersonController : NetworkBehaviour

{

private bool IsSprinting => Input.GetKey(sprintKey) ;
private bool IsWalkingForwards => Input.GetKey(KeyCode.W) ;

[SerializeField] private float walkSpeed = 1.5f;

[SerializeField] private float sprintSpeed 6.0f;

[SerializeField] private KeyCode sprintKey = KeyCode.LeftShift;
private void HandleMovementInput () {

if (IsWalkingForwards && !'IsSprinting) {
animator.SetFloat ("speed", walkSpeed);
animator.SetBool ("isWalkingForwards"™, true);

} else if (IsSprinting && IsWalkingForwards) {
animator.SetFloat ("speed", sprintSpeed) ;
animator.SetBool ("isWalkingForwards", true);

KQAIKAs 1 - H ENAAAATH TQN ANIMATIONS TOY MAIKTH

ESw avaloya tnv Kataotacn otnv omnoia Pploketal o xapaktipag, av dnAasdr oTo CUYKEKPLUEVO
TOPASELYUA TPEXEL 1 TIEPTATA, TIOBETAL KAl N aAviiotolyn TIUA OTIC QMOLTOUUEVEG UETOPANTEG,

TUPOKELUEVOU OTN CUVEXELD O TTAUKTNG VA EKTEAECEL TNV KATAAANAN Kivnon evidg tou matxvidlol. Me
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OHolo TPOMmo €xouv oxedlaotel OAeg ol petafaoelg petafy twv Sladopwv animations tou

XOPOKTNPO.

2.1.8 Console / Status Bar

210 KATW PEPOG ouvnBwc Tou Editor, cuvavtd kavelg P akopn kaptéla, e ovopacia Console

Tab, kat pla unapa pe ovopa Status Bar.

EIKONA 15 - H KAPTEAA CONSOLE

Mpokettat yia U0 oAU xprolpa epyaleia Ta omola €0TLAIOUV OTOV EVIOTILOUO KO AVTLETWIILON

oDAALATWY KATA TN SLApKELX AVATITUENG TNG EdOpPLOYNG.

ESw eudavifovral oAa ta pnvopata mou adopolV Tov KwoLKa Tou matxvidlol Kol Umopouv va
OIOCKOTIOUV OTNV amoodaAUATWON Tou Tatxvidlol, €Xoviag MPOCAPHOCTEL and tov 8o Tov
TLPOYPOULATLOTH, it va eival pnvupata AaBouc (errors) kat va adopolv Aadn ota apxeio Kwdika

(scripts).

MNapéxel eniong mpooBacn os otolyeia mou adopolv mAnpodopieg ektéleong Tng edpappoyng Kot

apxelo koataypadwv (logs) tou maxvidiou.

2.2 NMAeovektpota Unity

H Olemadr tou Unity emtpémet tnv Slacuvdeon petafl TOU ELKACTIKOU KAl TOU
TIPOYPOUHUATLOTIKOU PEPOUG, £XOVIAC WG AMOTEAECUA T SnuLloupyia S10SpACTIKWY AVILKELLEVWV.
AUTO oUPBAAAEL otnv dnuoupyia uPNANG TolOTNTOC TALXVISWY, ypnyopa Kal amodoTikd,

KAVOVTAG TOV TIPOYPOUUATIOTH LSlaltepa TOpaywylKo, afloTolwvTag TOUTOXpova TIG TILO
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NPOodaTeG TEXVOAOYIEC ALY VIO LWV. AKOpA €val LEYAAO TTAEoVEKTNLA Tou Unity elval n Suvatotnta
TWV MOAAQTTAWV KoL TaUTATWY emavaAfPEWY, EMITPEMOVTIAC £TOL GTOV TPOYPAUUATLOTH VA TPEXEL
To TaLyvibL Tou péoa amod MOAAOUC Kal GUVEXOUEVOUG KUKAOUG eNavoAnPewy, mapatnpwvTag Tig
OAAQYEC TIOU €TUPEPOUV OL TPOTIOMOLNOELS TOU KWOWKA 1 Twv oknvwv. Mapexel akOun tn
duvatotnta enegepyaociag tou mayvidlov kabwg To dlo to mayvidt Tpéxel. Ma mapdadelyua,
UTMOPEL 0 XprOTNG VO LETOKIVAOEL TOL AVTLKELPEVA TNG OKNVNG, KOL VA TIOPATNPHOEL OE TIPAYLLOTLKO
XPOVO TIG aAAayEC TTou auTo Ba emidEpeL oTnV Mopeia Tou matyvislol. Onwe avadpEpdnke Kal otnv
gloaywyn, to Unity eivat éva StamAatdoppiiko meptBaAlov. Autd wotdco LoXUEL TOGO O0TO KOMUATL
TOU KoLvoU, OTou €va matyvist pnopel yla mapddetypa va avamtuxBel yia umtoAoylotr, yla Kvntd
KOLL YLOL KOVOOAEG, OO0 KOl 0TO KOUUATL TWV EPYOAELWV aVATTTUENC, OTIOU O TIPOYPAUATIOTAC UITopEL
va avartuéel to matyvidt tou oe Windows f} MacOS, evw mA£ov mopExeL tn Suvatotnto avantuéng

edappoywv WebGL, VR, AR, Oculus kat VIVE.

2.2.1 Component System

AkoOpO €va onUAvTIKO epyaleio Ttou Unity elval To cUOTN IO CUCTATLKWVY TIOU avadpEpBnKe atnv
eloaywyn. MPOKELTOL OUCLACTIKA Yo £VOl LOVTEAO TO omolo aflomolel pla amo TG PACLKOTEPES
OpXEC TOU QVTIKELLEVOOTPAdOUG TPOYPAUMUATIONOU, Thv oUvBeon. ESw, kdBe ouotatikod
(component), amotelel €va MakéTo fexwplotwv Asttoupylwv. H olvBeon Sladdpwv TETOLWV
ouotatikwy, Snuoupyel €va avtikelpevo. MoAAd aviikeipeva to omolo otnv ouvéxela Ba

oAAnAoemniSpouv, 06nyouv oTo enMBUUNTO OMOTEAECUA, TO TTOULXVISL.

Mobile Enemy Mobile Shooter Stationary Shooter

EIKONA 16 - TO COMPONENT SYSTEM TOY UNITY
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2.3 Mewovektipata Unity

Y€ TEPUTTWOEL TALXVIOLWY OTOU UTAPXOUV OKNVEC e TIOAQMAQ QVTIKElLEVA TIOU
oAAnAoemiSpouly, eival mBavo o0 MPOYPAUMATIOTA va UnV yvwpilel ol avtikeipeva (objects)
£XOUV OUYKEKPLUEVO CUOTATIKA, KOl £€TOL VO XPELAOTEL vl TOL EVIOTIOEL, KATL TO OMoilo Hmopel va
VIVEL 0PKETA TIEPITTAOKO OE OPLOUEVEC MEPUMTWOELS. H MANBwpa emAoywv ou TapEXeTOL KaBwg
Kal n duvatotnta uAomoinong pLog Asttoupyiag pe S1adpopoug TPOTOUC, UMOPEL OPLOUEVES POPEC
dopEC va TPoKaAECEL cUYXUOH TOV TTPOYPAUUATLOTH, LEXPLS OTOU va Eekabapioel TI¢ eMAOYEC TOU
Kal va amodaociosl molo povomatt Ba akoAouBroel. MNa mapadelypa, to Unity mopéxet 3
Eexwplotoug Tpomoug avantuéng diemadng (User Interface), kATl mou onuaivel mwg o xpnotng a

TIPETIEL VA TOUC €EETACEL OAOUG KalL va ETIIAEEEL TOV LOAVIKOTEPO YLOL AUTOV.

3. YAomnoinon tou moauxvidiov
3TN OUYKEKPLUEVN evoTnTta Ba yivel ektevig avadopd oTa CNUAVTLKOTEPA OTOLXEla ToU
anaptilouv KoL ohokAnpwvouv To malxvidl to omoio avamntlxBnke ota mAaiola tng mopoucag

SumAwpatikAg epyaciag. Eldikotepa, Ba meplypadel o Tpomog Snuoupylag Twy MaPaKATW:

e [liota,

e Kataotpéua KTpLa Kol avIKeipeva,
e Bolgg,

e Xopoaktnpag,

e Alenadn tou xpnotn (Ul),

e Auvatotnta cuvbeong moAAamAwy nauktwv (multiplayer).

3.1 Anpoupyia g niotag

‘Eva oo ta BaoKOTEPA KOUUATLA TNG AVATITUENG EVOG TtaxvLSLoU, ival n oxedioon tng niotag,
TOUu KOopou dnAadn tov omoio Ba BAEmouv kal Ba aAAnAemidpouv oL Xproteg Tou Tayvidlou. H
oxeblaon tng niotag elvat éva onUavVTIKO oTolyelo mou emnpedlel MOAAEG MTUXEG TOU TOXVISLOU

Kall ouvelodEPEL OTNV KAAUTEPN AMOAQUCH TOU TIAIKTN.

Mo TO CUYKEKPLEVO TLaXVidL, N oxedlacn TNG mioTag £yVe e HEPLUVA TNV EUTIELPLA TOU XpNOTN,
TNV avaykn epappoyng otpatnylkng aAAd kot tnv Umapén peaAlopol oTa oTolyeia Tou matyvidLou.
Mo Toug mapanavw AOyoug, To LeyaAUTEPO HEPOC TNG TtioTag amoteAeital and Aodoug, dévtpa,

Bpaxoug kal KTApLa, ONwe ¢aivetal otnv Elkdva 3.

‘Eva ONUAVTIKO KOUUATL TNG avamtuéng evog mauyvidlou, eival n emdoyn Twy assets, Twv apxeiwv

KOLL TWV aVTIKELLEVWY SnAadn ou Ba amaptilouv to malxvidl. QUOLKA, 0 TPOYPALUATLIOTAG EXEL TN
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duvatotnta va SnUoupynosl — oxeSLAOEL Ta SIKA TOU QVTLKEIPEVA, OTIWG Kal £YLVE oTNV Ttapolaa
gpyacia ylwa tn oxedioaon Twv ktnpiwv. Mo Ta UMOAOUTO OVTLIKEMEVA TOU TALXVLSLOU,
Xpnotlpomnotonkav avilkeipeva mou mapéxovral péow tou Unity Asset Store eite Swpeav eite enmi

TANPWHN, XWPLC va amatteital n xpnon enmpoodetwv oxeSLAoTIKWY Epyaleiwy.

MOALG o xprotng eTiAé€eL Ta emBupnTa assets, xpeldletol amAwg va ta eLodyel (import) oto project
TOU Kl O0Th CUVEXELX VoL ToL oUpeL evidg Tou Hierarchy. Ekel, Orwce mepleypadnke vwpitepa, propel
va dnploupyel oxéoslg motépa matdlol Petafl) TWV AVTLKELLEVWY TTOU UOLPAloVTaL CUYKEKPLUEVA
XOPOKTNPLOTIKA, TIPOKELUEVOU VO Tat OMOSOTIOLEL TTPOG SLEUKOAUVGN TOU OTN GUVEXELD, OTIWG

dalvetal oto mapadetypa tng Etkdva 17.

EIKONA 17 - TA ANTIKEIMENA [10Y SYNOETOYN THN [1I3TA

3.1.1 Ixebiaon nepBaAiovtog
ElblkoTEpa, Tl assets mou xpnolgomolnbnkav ywa tn oxediaon tng miotag, adopolv TOUg

Bpdixoug kat Ta Sévtpa Kat amoktiBnkav péow tou Unity Asset Store® 6.

MNa tn oxediaon tou e£bdadoug (terrain), to Unity moapéxel éva epyaleio dnuloupylag kot
enefepyaciag terrains. Tuykekplpéva, erAéyovtog kaveic GameObject -> 3D Object -> Terrain,

Snuoupyeital éva aviikeipevo tumou Terrain, To omolo €XEL TA XAPAKTNPLOTIKA TG Elkova 18.

5> https://assetstore.unity.com/packages/3d/props/exterior/rock-and-boulders-2-6947
6 https://assetstore.unity.com/packages/3d/vegetation/trees/conifers-botd-142076

27


https://assetstore.unity.com/packages/3d/props/exterior/rock-and-boulders-2-6947
https://assetstore.unity.com/packages/3d/vegetation/trees/conifers-botd-142076

" Terrain

} Untagged * Layer Default

Transform

v Terrain

ta

v Terrain Collider

Enable

Add Component

EIKONA 18 - TO ANTIKEIMENO TERRAIN

Onwc daivetal otnv Ewkdva 18, oto component Terrain, MapEXOVTAL OPLOUEVA gpYAAEia yLa TNV

oxeblaon kat popdormnoinon tou e6ddouc. TUYKEKPLUEVAL:

e Anuioupyia yettovikwv Edadwv

EIKONA 19 - EPFAAEIO SXEAIASHS TEITONIKQN TERRAIN
e Xapaén ko Badn edddoug (Addol, KONASEeG KTA.)
w= v Terrain

Raise or Lower Terrain
~  Raise or Lower Terrain
Paint Holes
Paint Texture
Set Height
Smooth Height

Mew Brush...

Stamp Terrain

EIKONA 20 - EPTAAEIO MOP®OIOIHIHZ TERRAIN
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¢ MpocBnkn sévtpwv

LrEdit Tre

EIKONA 21 - EPFAAEIO MPOSOHKHZ AENTPQN

¢ MpooBnkn avtikelpévwy (BAdotnon, ypaoidt KTA.)

= ¥ Terrain

£ Edit Detalls..

MNew Brush...

EIKONA 22 - EPFAAEIO MPOSOHKHE ANTIKEIMENQN SE TERRAIN

o T[eviKéG puBpioeLg ya To TpEXOV emheypévo ESadog
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(On Terrain Data)

On Terrain Data)
Holes Settings (On Terrain Data)
Texture Resolutions (On Terrain Data)
Lighting
Lightmapping

Rendering Layer Ma 0:Light Layer default

EIKONA 23 - TENIKES PYOMIZEIS TQN TERRAIN

Jtnv Ewova 24, dpaivetal éva PEpog TNG mioTtag mpotou TonobetnBolv Ta KTHPLA Kl aroTeAEL
OUCLOOTLKA TO AMOTEAECHA TNG a€LoTIoiNCNG OAWV TWV TapATIAvw epyaleiwy, tepléxovtag OAa

ooa npoavadEpOnkav.

EIKONA 24 - TO MEPIBAAAON THZ MISTAZ

3.1.2 Anuwoupyia KTnpilwv Kot OVTLKELUEVWY

To mauyvidL mou avamntuxBnke, ekTo¢ Tou $puatkol TeplBAAAOVTOC ad TO OMolo amoteAsital
KOl TIEPLEYPADNKE OTNV TOPAMAVW €evOoTNTa, Ba meplAauBavel pla oslpd amd KTipla Kot
OVTLKELPEVA, YE TA omoia ol maikteg Ba pmopouv va aAANAemiSpoUuv. JUYKEKPLUEVA, OTA TAaioLa
ToU Talyvidlou, oxedlaoTtnke Kal dnuloupyndnke €va KThplo wg amobnkn epyooctaciou, pall pe
EMUNMPOCOETOUC XWPOUG — SWUATLA, TA OTolo MPOOTEBNKAV OTO TEAKO amotéAeopa. NMapdAAnAa,
yla Adyoug eumAoutiopol tou Talyvidlol, OXeSLAOTNKE MLl OELPA OVTIKELWEVWY T omoia
ouvadouv e To eupUlTEPO MEPIPAANOV KAl TA OTOL KAVOUV TNV EUTIELPLA TOU XPriOTN AKOUA TILO

OUVOPTIAOTIKI KO PEQALOTIKI).
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EIKONA 25 - TO KTHPIO [10Y AHMIOYPTHOHKE

210 onuelo autod, xpelaletal va Toviotel, Tw¢ OAa Ta PEPN TWV KTNPLWwV Kol Ta aVvIKEileva,
oxedlaotnkav Kal uAomolBnkav He yvwpova tnv Suvatotnta emovaxpnolUonoinong Toug.
Mmopel 6nAadn kavelg va aflomoloel Ta mapanavw HEPN, Kot va SnULoupynoel TOAUTIAOKOUG
ouvbuaopolg Ktnplwv Kal avtlkelpévwy. Onwg ¢aivetal otnv Ewdva 26, avamtuxdnkav
TepLooOTEPA amo 60 avTikelpeva Kal Hépn KTnpiwv, Ta onola prnopoulv va tonobetnBolv o€ 6molo

onueio emBupel 0 MPOYPOUUATIOTAG.

WareHouse Prefabs

EIKONA 26 - TA ANTIKEIMENA 10Y SXEAIASTHKAN

Jtnv Ewova 27, dpaivetal Eva LEPOC TWV AVTIKELLEVWY TOMOBETNUEVWY EVTOG TNG ammoBnKNng, VW n
EwkOva 28 mepléxel €va PEPOC Toixou, TO omolo Omwe Tepleypadnke vwpitepa, pmopel va

enavaypnotuornotnBei kat va cuvseBel pe dAa ta uTtoAouta Pépn Tou Ktnpiou.
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EIKONA 27 - TTAPAAEITMA TOMOOETHIHS ANTIKEIMENQN ENTOS THS A[TOOHKHZ

EIKONA 28 - ENANAXPHZIMOIOIOYMENO MEPO3 ATTOOHKHZ

H oxedlaon kat n dnpoupyia OAwv Twv KTNpLlwv Kal TwV EMUEPOUC TUNHATWY TOUC, KOABWE KOl TwWV
QVTIKELUEVWY TIOU amapTilouv tnv miota, Paciotnke oto epyaleio ProBuilder. To ProBuilder
amotelel éva evowpatwpévo epyadeio Tou Unity, TIOU EMITPEMEL OTOV TPOYPOUUATLOTH Vo
dnuoupyel kat va enegepyaletal 3D povtéAa evtog tou Unity, xwplg Tnv avaykn xpnolgonoinong
eEWTEPIKWV AoyLoULkwV. To ProBuilder mpoodépel evowpatwpéva epyaleio povtedonoinong omwg

yla TAPASELYUA KATOOKEUH TIOAUYWVWY KoL GAAWY OXNUATWV.

Me tnv eykatdotacn tou ProBuilder, o xpriotng PAEMeL MAEoV pLla VEQ VPO EPYOAELWV OTO
enavw Mépo¢ tou Editor. H oxebioon kat povtelomoinon twv avtikelpévwy PBaciletal otn

SuvaToTNTA OV TOPEXETAL amo To ProBuilder, va Tpomomolel Ta XapaKTnELOTIKA, OXL LOVO TOU
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OVTLKELWEVOU, KATL TTOU YIVOTAV Kol povaya péow Tou Editor, aAAd kal Twv kopudwv, TWV AKUWY

KOlL TWV TTAEUPWVY EVOC OVTIKELLEVOU.

H Aettoupyia autr amotelel tn Baon yla Snpoupyla Kot eme€epyacior OTIOLOUSHTOTE AVTIKELLEVOU
enBupel o xpnotng. Xtnv Ewdva 29, ameikoviletal n ypappn epyoleiwv, péow tng omoiag o

XPNOTNC UITOPEL VoL ETIAEYEL TO AVTLKELEVO, TIG KOPUDEG, TIC AKUEC A TIC OYELG TOU.

[ D o - ED |11 @] © ]
_ 7L
" _ »- "
e | R 1 g |
w - b -
o . . o

EIKONA 29 - TA EDIT MODES TOY PROBUILDER

ElSkOTEPQ, TO TPWTO mMode TOU cuvavtd o xpnotng eival to Object Mode kal amoteAel T
npokaBoplopévo mode tou Unity Editor, 6mou n emhoyr] VoG aVTIKELLEVOU 08nyelL oTnv Aoy

OAOKANPOU TOU MAEYLOTOG TOU.

Ta umodouna tpla modes tng Ewova 29, ovopalovtat Element modes. Méow autwy, Ynopouv va
emAexbouv Kol va Tpomomnolndolv PEUOVWHEVA OTOLXELA TNG YEWUETPLOG EVOC OVTLKELUEVOU,

SNAadn KopUDEC, aKUEG Kot OPELG. ZUYKEKPLUEVAL:

e (Oc¢ kopudn (vertex) opiletal To onuelo oto omoio cuvavtoLvtal SUO | TIEPLOCOTEPEC
KOUTTUAEG, YPOUUEC 1 OKUEC.
e Q¢ akpur (edge) opiletal To TUAMA TTOU cuvdEeL SUO KopudEC (vertices).

e Q¢ oyYn (face) opiletal to TUAMO LETALY TPLWV N TIEPLOCOTEPWV AKUWV.

TeAIKA, HEOW TWV TIOPATIAVW APXWY KOL TNG YPOUUNAG EPYAAELWY, OE CUVSUACUO E LEPLKA OKOLN
epyaleia mou Ba mopoucLaoToUV OTH CUVEXELD, O XPNOTNG Urtopei va Snuioupyel, va emAéyel Ko

VaL TPOTIOTOLEL OAQ TAL AVTIKELEVD 0TV eMLBupntr popdn.

Madl e TNV TapaATavw VPO epyaleiwy, utdpxel A€oV otov Editor kot akOpn pLa vEa KapTEAQ,
n ProBuilder, n onola mapéxel mpoopoon os oplopéva oAU xpriotpa epyaleia, avaioya kat to Edit

Mode mou €xeL emihexBei. Koo o 6Aa ta modes eivat to New Shape, n emthoyr Tou onoiou avoiyst
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€va véo apaBbupo yla dnuloupyla Twv o cuvnBLoPEVWY oxnNUATWY, Onwg daivetal otnv Elkdva

30.

O Insg f ProBullder

MNew Shape § oly Shape

Material Editor UV Editor
Crientation: Local

Lightmap UVWs

EikONA 30 - H KAPTEAA PROBUILDER

EIKONA 31 - AHMIOYPTIA NEQN SXHMATQN ME TO PROBUILDER

JUVOTTIKQ, OTtwG paivetal otnv Elkova 31, Ta Bacikd oxfiuata mou napexovral eivat aida, kwvog,
KUBOC, KUALVEpOC, TOpTa, CWANVaAG, eninedn enidpavela, npiopa, odpaipa, okaia kat SaktuAlog. Ta
oxnuata autd, amoteAolv tTn Pdaon yia T oxedlaon MOAUTAOKWY Kol OAOKANPWUEVWV

OVTLKELUEVWV.

e Vertices (kopud£g): MOALG emdexBouv pia ) MePLOOOTEPEG KOPUGDEG EVOC AVTIKELUEVOU,

TOTE oL SLaBéaipeg emhoyEg Ba elval:
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rial Editor

Diffe

rm Mormals

EIKONA 32 - O1 AIAGESIMES EMIAOTES TOY PROBUILDER 1A TIS KOPY®ES
e Edges (akpég): MOALG emdexBoUV pia ) TEPLOCOTEPEG OKUEG, TOTE OL SLABECLUEG ETAOYEG

Oa sivat:

EikoNA 33 - O1 AIAGESIMES EMIAOTES TOY PROBUILDER 1A TiS AKMES
e Faces (0PeLg): MOALC eiAexBel pia ) meploootepeg OYeLg, TOTE oL Slabéoiueg emhoyEg Ba

sivat:

rm Mormals Flip Face

Flip F

EIKONA 34 - Ol AIAGEZIMES EMIAOTES TOY PROBUILDER 1A TIZ OWEIS
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Onwcg eival epdaveg, ol Slabéaueg emAoyEg — epyadeia yiao kaBéva amo ta edit modes eival
OPKETEG KOL N avAAuon TNG KOBEULAG Ba ATOV TIEPLTTH YA TA TAALOLO TNG TTApoUoaG EPYACLOG.
Qotooo, Ba yivel MOPaKATW PO CUVOTTTIKY TepLlypadr) Twv EMAOYWV TIOU XpnoLlomnoL)tnkayv
TLEPLOGOTEPO YLaL TNV SNULOUPYLO TWV KTNPLWV TOU GUYKEKPLUEVOU TTaLXVLSLOU.

Flip Normals: Avtiotpédel Ta KAVoVIKA SLavUoHATO TNG ETUAEYUEVNG EMLAVELOC.

Bridge Edges: ZuvSéel U0 aKUEG SnULOUpYWVTAG pLa VEQ 0PN HeTaEL TOUG.

Bevel Edges: Alaxwpilel TNV eTAeYUEVN QKL 0€ SUO VEEG OKUEG, LE Lo 0PN evELAETA TOUC.
Bevel Faces: Npaypatomnolel tnv Asttoupyia tou Bevel Edges yLo OAeG TLG AKUES TNG ETUAEYEVEG
emupavelag.

Connect Vertices: Anpoupyel akun HeTatd tTwy eMAEYUEVWY KOPUPWV.

Connect Edges: AnpLoupyel pa véa akpf LETAEY TWV KEVTPWY TWV ETUAEYUEVWV OKUWV.
Extrude Edges: E€wOsl pia véa akun ylo KAOe emtdeypévn akpn, cuvbebepévn péow pag ognc.
Flip Face Edge: Avtiotpédel Tov mpooavatoAlopd tng emAeypévng odng.

Collapse Vertices: JUpMTUOOEL TIC ETUAEYUEVEG KOPUDEG OE €va KOLVO onUEio.

Connect Vertices: Anploupysi pLo vEo 0K TTOU CUVOEEL TIC ETUAEYUEVEG KOPUDEG.

Merge Objects: Iuyywvelel 800 | meplocdtepa emleypéva ProBuilder avtikeipeva os éva
KOWo.

Merge Faces: ZuyxwveUeL TG eTAeyYHEVEC O ELS o pHia kown oYn, adalpwvtog onolecdAmote

SLOYWPLOTIKEG OKUEC.

3.2 Kataotpodn KTnpilwv — AVILKELUEVWV

‘Eva BaOLKO XApAKTNPLOTIKO TOU CUYKEKPLUEVOU TIOXVLISLOU €ival n SuvatotnTa KAtaoTpodng
TWV QVTIKELWEVWV KOL TWV KTNplwv Tng miotag. H Asttoupyla auTr], ArOoKOTEL 0TV LETABOAN TNG
nopeiag Tou mavidlol, Slvovtag Tou £T0L €va ypnyopOTEPO KAL TILO CUVAPTIOOTIKO puBUO, KaBwg

Ba avaykdlel Toug aikteg va aAAGEouV TNV oTPATNYLKNA TOUC.

Ol naikteg Ba pnmopolv va aAnAEMLSPOUV LE OPLOUEVA AVTLKELLEVA TOU XAPTN, TO oMol HOALG
6exBolv kamola ytumnuota Ba kKataotpédovral kat Ba umoxwpouv. Oa pmopolV £I0L va
TANOLACOUV Kal va TAREoUV Toug avtimaloug Toug amo Sladopetikd onueia, katactpédovtag

napAdAAnAa ta onpeio KAGAUYPG Touc.

Edbdoov Ta meplocotepa onUeia, KUPLwG TwV KTNpiwyv, Ba kataotpedpovrtal, oL aikteg Ba xpelaletal
OUVEXWCE VO ETOKLVOUVTOL, TIPOKELEVOU VO EVTOTILOOUV KOL VO TIPOXWPIOOUV OE VEO AOGDAAEG
onueio. Me auTtov Tov TPOTO, N CUVEXOUEVN Kivnon Twv ToukTwy Ba odnyel og vEeg CUYKPOUOELS

HeTafL Toug, omote kol Ba dlatnpeital o ypriyopog pubuog tou matyvisiou.
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Ma tnv enitevén OAwv Twv Mapanavw xpnoluomnolnnke To maketo RayFire. MPOoKELTAL OUCLACTIKA
yLa £VOL TIPONYUEVO TIOKETO KATAOTPOdIC, TO OTMOLO ETITPETEL OTO XPHOTN VO OTIAEL, va Katedadilel
Kot va Ttepayilet 3D avtikeipeva. To mokéto RayFire mapéxel pwo mAnBwpa amd scripts —
components ta omola urmopouv va alomotnBoUv yLa ToV MEPALTEPW EUMAOUTIONS TOU TtaXvidLoU.
To BaokoTEPO WOTOCO OAWV KAl amapaitnto, eival to Rayfire Rigid, to omolo kal paivetal otnv

Ewkova 35.

H kUpla Asttoupyia tou adopd tov éleyxo tng uoIkAg yupw omd Ta avilkeipevo mou Ba
Kataotpédovtal, OMwE yLo TApASELya TNV ouVORKN Kataotpodng, Tov aplOud Bpavoudtwy, TNV
SuvaTtotNTa TEPALTEPW KATAOTPOGNG Twv N6n KATAOTPpOUHEVWY Bpoaucpdtwy, Tov TPOmo

efadaviong Twv Bpauopdtwy K.A.

MNapakdtw Oa avaAuBolv oe Babog oplopévec amod Tig Baotkég puBuioelc tou Rigid, oL omoleg kat

TpomomoLBnKav yla TLG AVAYKEG TOU TatyviSLou.

EA ~ Rayfire Rigid

Main

Initializ:

Kinematic

Runtime
Limitations
Mesh Demolition
Materials
Damage
Commaon

Fading

EIKONA 35 - OI BASIKEZ PYOMIZEIZ TOY RIGID COMPONENT

¢ Initialization
OplleL TNV XpOVIKA OTLYUN Katd TNV omoia Ba apxKomoleital To avtikeipevo, SnAadn tn
OTLyUN Tou Ba mpoaoTtiBevtal 0To avtikeipevo OAa Ta amapaitnta components, n pubuLon
TOUG KalL N eKKivnon Twv amapaitntwy Asttoupylwv. OL Slabéoipeg emAoyEg eivat:
o By Method: Ta avtikeipeva apyLlkomolouvtal HECw TG ouvaptnong Initialize(). Me

OUTO TOV TPOTO, UTOPEL 0 Xpnotng va mpooBécel To component Rigid otov
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OVTLKEUEVO Y€ Ao ToV KWOLKA Tou, Kal To aviikelpevo dev Ba apyikomolnOet
HEXPLG OTOU KANBEL N Initialize() pébodocg.
o At Start: To avtikeipevo Ba apytkomotnBel Katd tnv ekkivnon tou matyvisiou.

Object Type
To component Rigid pmopel va mnpoocopolwosl €vo HEUOVWHEVO QVTIKELLEVO
XPNOLLOTOLWVTAG TO MAEYHA Tou (mesh), aAAd pumopet emiong va mpooopoLlwaoel TOAAOTAG
OVTIKEl(UEVA WG £va OUVOETO QVTIKEIUEVO, XPNOLUOTIOLWVTAG TO TAEYUO TOU KABe
OVTIKELLEVOU — Tadlol. H ouykekpluévn Asttoupyla gival xpriolun otav n Kataotpoodn
EVOC QVTIKELEVOU eTLdEPEL OANOYEC KOL OFE YELTOVIKA OVTIKE(PEVA. ITNV TIPOKELUEVN
TePIMTWON WOTO00, N CUYKEKPLUEVN AstTtoupyla Sev €xel alomolnBel, omoTe Kat n emAoyn
Object Type €xet tebel otnv T Mesh yla 6Aa ta avtikeipeva Tng miotog, OmMoTe h
nipocopoiwon kabe avtikelpévou Ba Baoiletal amokAELOTIKA oTh Sour) Tou i6lou Kal povo
OVTLKELUEVOU.
Mesh: Ztov Topéa TNG Ypad KNG KOL TNG UTIOAOYLOTIKNG YEWHETPLOG, TO "mesh" avadépetal
oe €va 3D povtélo ou anoteAeital and ocUVoAo cuvSedeEVWY TTOAUYWVWVY. Ta TTOAUYwva
OUTA UMopEl va sival tplywva, TETpaywva 1 AANEG YEWUETPLKEG LopdEG.
To mesh XpnoLUOTMOLOUVTOL EUPEWC OTOV TOHEN TWV YPadLKWV UTIOAOYLoTWY Kat tng 3D
vpodkng, kabwg amoteholv tn Paoikr) SOULKA HOVASA YLo TNV ATIELKOVION QVTIKELLEVWY
otov tpLodldotato xwpo. Ta mesh amotedovvtal anod képBoug (vertices), dxkpa (edges) kot
oyelc (faces), mou oxnuatifouv to teAikd 3D poviého.
Katd tnv ameikovion, to mesh kabopilel to oxAua Kat tTnv ELPAVION TOU OVTIKELUEVOU,
niepthappavovrtag mAnpodopieg OMwWE To Xpwia, TG UDEG Kal Ta UAKA. H emefepyacia kat
n Slaxeipion mesh eival onuavtiky otnv avamntuén mayvislwy, ebapUOywY ELKOVIKNG
TPAYHATIKOTNTAG, Klvnuoatoypadiag CGl kot GAAWVY OXETIKWYV Ttedilwv.
Simulation Type
OpileL tn oupumepLdopd TOU AVIIKELLEVOU KATA TNV Tpocopoiwan. OL Slabéolpeg emAOYEG
elvat oL g€ng:

o Dynamic: To avrtikeipevo Ba ennpedletal and tn Baputnta, Ba apyicel va médtel
Ko eivat TBavo va emnpeaoctel anod tnv Kivnon AAAWVY QVTIKELWEVWV.

o Sleeping: To avrtikeipevo Ba mopapeivel akivnto otov aépa PEXPLG OTOU
ouyKpouoTel yla mpwtn dopd pe GAAO aviikeipevo, kal tote Ba apxiosl va
ouuneplpépetal oav Dynamic aviikeipevo.

o Inactive: To avrtikeipevo Ba mapapeivel akivnto otov aépa, Ba pmopel va

ennpeaotel and oAa avtikeipeva oAAd dev Ba EekvroeL va TTEPTEL KATW UEXPLG
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OTOoU evepyomolnBei. Meta tnv evepyomoinan, To aviikeipevo Ba cupmepldpépetal
oav Dynamic avtikeipevo.

o Kinematic: To avtikeipevo Ba xpnOLLOTIOLEL TIG KIVAOELG TOU yLa VA EMNPEAleL AN
avTikelpeva al\d to 8lo Sev Ba emnpedletal Pe KAvEVO TPOTIO, OO KAVEVO GAAO
QVTIKE(pEVO.

o Static: To avtikeipevo dev Ba petakwveltal ano tn 6€on tou, Ba aAAnAeTudpd pe
AaAAa Dynamic avtikeipeva, oAAd Sev Ba pmopel va emnpeaotel anod Kavéva GAAo
QVTIKE(pEVO.

Physics: Erutpémnet tov éAeyxo TG SUVOULKAG ipooopoiwong Twy puBuicewv mou adopoulv

TN PUOLKI TWV AVTLKELLEVWV.

= Mone (Physic

Mass Pro

Mesh
Planar Check o
lgnore Near
Other

Use Gravity

Sleeping Threshold

Fragments

Dampening

EIKONA 36 - Ol PYOMIZEIS [IA TA PHYSICS 3TO RAYFIRE RIGID

o Material Type: Mapéxet pa oelpa emhoywv onwg Concrete, Heavy Metal, Light Metal,
Dense Rock, Porous Rock, Brick, Glass, Rubber, lce kot Wood, ta omoia sivat
T(POKAOOPLOUEVEG TIMEG Yl TNV TIUKVOTNTA, TNV TPLRN, TNV €AOOTIKOTNTA KoL TNV
OTEPEOTNTA. ITO OUYKEKPLUEVO TALXVISL, €xouv xpnolgomolnBel kuplwg oL TLUEG
Concrete kat Wood.

o Material: Emutpénel tn dnuoupyia evog véou Material Type, dladopetikol amd ta
npoavadepbevTa.

o Mass By: ETUTpEMEL TNV €MIAOYN TOU TPOTOU He Tov omoio n duvaun tou Bapoug Ba
edappoletat oto Rigid component. Edw, £€xel teBel n TLur Mass Property, 0mou n Tiun

Tou Bapoug Tou avtikeévou Ba opiletal amo to slider Mass rtou akoAouBO«l.
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o Collider Type: Emutpémel tnv emiloyn tng popdng tou collider mou Ba €xeL to
OVTLKElPEVO, SnAadn TG TepLoxng ekelvng mou Ba avayvwpilel kot Ba avtidpd oe
duoka yeyovota, Omwe ol cuykpolLoels. Ot emAoyEG Tou TapExovral givat Mesh,
Sphere, Box, None, omOTe yLa TNV CUYKEKPLUEVN TIEPITTTWAN, €XEL TIPOTLUNBEL n eTuthoyn
Mesh Collider, wote n mpoavadepbeioa neploxn va Baociletal otn Sour Tou EKACTOTE
OVTLKELUEVOU.

o Planar Check: Adpopad tn cupneplpopd mou £xouv Ta aviikeipeva pe Mesh Collider, ta
omoila TomoBetolvTaL YELTOVIKA e AAAa TETOL avTIKeEipeva. TiBetal wg true, KABwg
SladopeTikd, N KATAOTPOdr €VOC OVTLKELMEVOU MMOPEL va €XeL avamavtexo
QTTOTEAECUATO OTA YELTOVIKO OVTIKELUEVAL.

o Ignore Near: Emutpénel oto avtikeipevo va ayvoel 6Aoug toug colliders yupw amo to
QVTIKEPEVO OTNV TIEPIMTTWON TIOU QUTOL cuvopeUouy Ue AAAOUG. H Tur tou Té0nke wg
aAnbng, KoBw¢ OTo OUYKEKPLUEVO TOLXVISL UTIAPYOUV OPKETA  QVTIKELEVOL
TOmoBeTNUEVA  YELTOVIKA, TIPOKEWEVOLU va  amodeuxBolv  aotdbeleg  otnv
npocopoiwan.

Activation:

OpileL t™n ouvOAkn pe tnv omoia Ba esvepyomoinBolv ta Inactive avtikeipeva. Itnv

Tpéxouoa TepiMTwon, Ta avilkeipeva €xouv tebel wg Kinematic, omote Sev xpnlouv

gvepyormnoinonc.

Activation

Activation By

tivator

Impact

nRectvity

EikONA 37 - OI PYOMIZEIZ TIA TO ACTIVATION 3TO RAYFIRE RIGID

o By Velocity: Ta Inactive avtikeipeva Ba evepyomotolvtal LOALG N TOXUTNTA TOUG Yivel
LEYAAUTEPN QMO TNV OPLOPEVN TLU, HOALG SnAadn kamolo dynamic avilkelpevo ta
LLETAKIVAOEL

o By Offset: Ta Inactive avtikeipeva Ba evepyomololvtal PLOALG peTaklvnBouv and thv

OpXLKH TOUC B€0N KATA TNV TLUI TTOU €XEL OPLOTEL.
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By Damage: To Inactive avtikeipevo Ba gvepyomownBel oA n Tt tou Current
Damage £emepACEL TNV TLUN TIOU £XEL OPLOTEL.

By Activator: To Inactive avtikeipevo Ba evepyomoinBel poAlg aAAnAemdpdoel pe
Kamolo Ao avtikelpevo e To component RayFire Activator

By Impact: To Inactive avtikeipevo Ba evepyomoinBei pOAlG aAAnAsrudpdoel e
avTikelpevo mou €xeL To RayFire Gun avtikeipevo.

By Connectivity: To Inactive avtikeipevo Ba evepyomnotnBei poALg xabei n cuvdeon tou
OVTIKELHEVOU He GMAa ocuvdedepéva inactive avrtikelpeva, Ta omoia €xouv TO
component RayFire Connectivity. H emhoyn autn eival xpnowun otav xpelaletal va

vAormotnBei ahuoldwtr) aAAnlouyia kotaotpodwy LETAEY TWV AVTIKELLEVWV.

Demolition Type: Opilel To moTe KAl MWG Ba KATAOTPEPETAL £VA AVTLIKEILEVO KATA Th

SLapkela Tou TavidloU. Ot SLaBEateg EMAOYEG €lval OL TAPAKATW:

O

O

None: To avtikeipevo Sev Ba kataotpédetal.

Runtime: To avrtikeipevo Ba kataotpadel katd tn didpkela Tou matyviblol Kal ta
Bpavopata Ba dnuoupynbolv TN OTWYUR TG Katoaotpodng. lMpoteivetal va
XPNOLUOTIOLELTOL YLOL AVTLKELPEVA TTOU SV SnpLoupyoLV apKeTd Bpalopota yia AGyoug
BeAtiotomnoinong tng anddoong tou mayvidlou.

Awake Precache: To avtikeipevo Ba €xeL mpodoptwoel ta Bpalopota, kot Ba ta
epdaviosl katd tn otyun tng enadng, ondte Ba £xouv Nén mpaypatomnolnBei ot
TiepLocOTEPEC XpovoPBdpec SlabLkaoieg. MpoTeiveTal yla avtikeipeva mou Snuoupyouy
moAAa Bpaliopara.

Awake Prefragment: To avtikeipevo Ba €xel ndn OSloomactel oe pépn Kol Ta
Bpavopata Ba €xouv NOn oxnuatiotel ocav Eexwplotd avtikeipeva oAAd Ba
TIAPAUEVOUV ATIEVEPYOTIOLNUEVA, QVOUEVOVTOC ThV Katoaotpodr. Mpoteivetal oe
TIEPUTTWOELG OTIOU Ta aVTIKE(peva Bpuppatilovtal og mapa MOAAQ PLKpA LEP.
Reference Demolition: Emitp£mnel oto Xpriotn va opilel o iSlog Tov TpOTO e ToV omoio
Ba KaTaoTpEDETAL KATIOLO AVTIKE(HEVO. MPOTEIVETAL O TIEPUTTWOELG OTIOU OL XPHOTEG

emBupoUV va Snuloupyrcouv MOAUTIAOKEG OKNVEG KATAOTPOPWV.

Limitations: Mepléxel pUBULOELG OYETIKEG LE TNV KATACTPODN TWV AVTIKELLEVWV.

O

O

By Collision: Evepyomolel Tnv kataotpodr) HEow cUYKPOUONG.

Solidity: OpiZeL TNV T TNG OTEPEATNTOC TOU AVTLIKELWEVOU. H xaunAn T Tou solidity
KAVEL TO QVTIKELEVO TTEPLOCOTEPO eVBpavoTa. Av tebel og 0, TOTE TO avtikeipevo Ba
KOTaoTpadEL KATA TNV TPWTN €Madn).

Tag: Ta avrtikeipeva Ba kataotpédovtal HEcw cUYKpouong HOVO OTav €PXOVIAL O€

enaodn Ue avTIKeipevo Twy onoilwy ta tags Bpiokovtal og auth tn Alota.
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o Depth: OpiZeL to BaBog oto omoio Ba kataotpédovTal Ta AVIIKELLEVA KOL OTN CUVEXELQ
TO BpavopoTa ToUC €Kk VEOU. Av yla tapadelypa TeBel o€ 2, TOTE TO APXLKO AVIIKEIUEVO
Ba kataotpadei pia popad, Ta Opavopata tou (Bpavopata 1° emunédou) Ba pmopouv
va KataotpadolV ek VEOU Kol va Snuloupynoouv véa Bpauvopata (Bpavopata 2°V
eMUTESOU), Ta omola OpwWG dev Ba pumopouv va katactpadouv Eava.

o Time: Eival ouolaotikd plo petafAnt aodoaleiag, n omola amotpémel ta véa
Bpavopata amno To va Kataotpadouv Eava, av dev £XEL TEPACEL N TN Tou opiletal
ebw.

o Size: Amotpémel avrtikelpeva pe eguPadov HIKPOTEPO QMO TNV TN OUTH va
katootpadoLv.

o Visible: Av teBel wg aAnBnc, tote ta avtikeipeva Ba kataotpédovral povaya av elval
0paTA o€ KATOoLA KAREPA TOU TtatyvisLol. Av oxL, tote dev Ba kataotpadoUv akou Kot
av £€pBouv og cUYKPOUON HE KATIOLO GANO QVTIKELEVO.

o Slice by Blade: H ouykekpulévn emloyr] Xpnoldomoleltal Omou xpelaletol ta

avTikeipeva va koBovral f vo okilovral.

Limitations

Collision

EikONA 38 - OI PYOMIZEIS TOY LIMITATIONS 3TO RAYFIRE RIGID
Mesh Demolition: Mapéxel pubuioelg oxeTIkeG e Ta Bpalopata mou dnpoupyet To KAbe

QVTIKE(pEvO.
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Mesh Demalition
Fragments
Armount
PETENT
Depth Fade

Contact Bias

sterize

Sim Type Dynamic

Runtime Caching Disable

EikONA 39 - OI PYOMIZEIS TOY MESH DEMOLITION 3TO RAYFIRE RIGID
Amount: Opilel to MANB0¢ Twv BPAVCUATWY UETA TNV KATACTPOI) TOU AVIIKELLEVOU.
Variation: Amotelel éva emumpooBeto MOoOOTO SLAOTACNG TWV OVTLKELUEVWY OF
OUVAPTNON LE TNV T Tou Amount. Av yla Tapddelypa n TR Tou amount givat 50
KoL Tou variation 10%, tote ta teAkd Opavopata Ba sival tuxaia, petau 50 kat 55.
Depth Fade: e mepimtwon nou to Depth eival peyaAvtepo tou 1, omote kot Ba
urtapyouv dladopetika enineda Bpavopdtwy, n T tou Depth Fade emttpémnel tnv
peiwon twv Bpavopdtwy yla ta emopeva eninmeda. Av yia mapadelypa to Amount gival
100 kat to Depth Fade eival 0.5, tdte t0 apXKO avtikeipevo Oa Sdiacmaotel og 100
Koppdtia. Kdabe tétolo koppadtt,, Ba pmopei va dacmaotei oe 100 * 0.5 = 50 véa
KOUUGTLO. 3TN oUVEXELa, KGO Tétolo Bpavopa, Oa propei va Stacmootel og 50 * 0.5 =
25 vEa KOUUATLAL.
Contact Bias: Emutpémnel tn Snploupyla LKpOTEpWY BpAUCUATWY KOVTA OTO ONElo TNG
oUYKpoUONG Kol HEYOAUTEPA HaAKPLA amo authv. Me autrv tnv pubuion, pnopel o
TalkTNG va KataAdBel mwg €xel epappootel N péBodog Runtime Demolition kot oyt
KAmola amno Ti§ pebddoug mou mpodoptwvouv ta Bpalouata.
Seed: Alvetal oToV OpLOHA OTOV OAYOPLOHO SLACTIAONG TWV AVTIKELLEVWVY. To 1610 seed
o £xel W AMOTEAEOUO TNV TAPAywWYn TwWV Blwv akpBwe Bpavopdtwy ya To
ovTikeipevo kaOe dopa.
Use Shatter: Xpnowomnoteital pali pe to component RayFire Shatter dtav o xpnotng
emOupel va dnpLoupynoeL 1 va slodyel Tio moAUTAokeg peBddouc KataoTtpodng Kat

Slaomnaong.
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o Add Children: OpileL to av Ta Bpavopata Ba amoteAoUV AVIIKELEVO — TALSLA TOU
OPXLKOU QVTIKELUEVOU PETA TNV KaTtaoTtpodn.

o Clusterize: Metatpémnel ta Opavopata oe cuvdedepéva clusters kat xpelaletal otav
SnuoupyolvTaLl aAUCLOWTEC KATAOTPOdEG, OTIOU N Uia Kataotpodr) endEPEL KATOLN
GAAN.

o Sim Type: Opilet 10 Simulation Type, mou mepleypddnke vwpitepa, ylo T
dnuoupynBévta Bpavoparta.

o Runtime Caching: Anauteital otnv mepintwon mou xpeldletal va anobnkevovial ta
Bpavopata LETA TNV KATAOTPOdI) TOUG.

Materials:

Materials
Mapping
Inner Mone (Material)
Cuter Maone (Material)
EIKONA 40 - Ol PYOMISEIS TOY RAYFIRE RIGID [1A TA MATERIALS

o Inner Material: OpileL To material, 5nAadn To otolkeio mou eival umevBuvo yla TV
eudavion, to XpwHa, TNV Adudn kat tn SladAveld TOU AVTIKELWLEVOU, Ylo TV
E£0WTEPLKN eTLPAvELX TWV Bpauoudtwy. Av Sev oplotel SladopeTika, Tote To RayFire
Xpnotuomnolel to material TOU APXIKOU QVTIKELLEVOU.

o Mapping: Méow tou mapping opiletalL to péyebog Tou material tng eowtePLKAG
emipavelag. MIKpOTEPEG TUWEC TOU mapping €XOUV WC OMOTEAECUA TIEPLOCOTEPN
AEeMTOUEPELA OTNV EUDAVLON TWV BPOUCUATWV.

o Outer Material: OpieL to material Twv e€wteplkwv emipavelwy Twv BpauvoudaTwy.

Damage:

Damage
Properties

Enable

Current Dama

Collision

MLt plier

EIKONA 41 - Ol pYoMIzEIS TOY RAYFIRE RIGID A TO DAMAGE
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O

Enable: Emutpémnel tnv kataotpodr] EVOG OVTLKELLEVOU PECW pLag pLeTaBAntric Damage
value, SladopeTIkC yLla To KABe avtikelpevo. To avtikeipevo Ba kataotpadel LOALG N
TIUA TNG TPEXOUOAC {NULAG elval peyaAltepn f loa ™G pPEylotng NULag. H T tg
Tpéxouoas InUAg pmopel va auénBel péow twv RayFireBomb kat RayFireGun
components, WOTO0O OTO TAPOV TAVIOL, N TR TNG INULAG audvetal HECwW TwV
OUYKPOUGCEWV.

Max Damage: H tiun tng péylotng {npLag mpoToU To aVTIKELJEVO KaTaoTpadeL.
Current Damage: H TN tng TpEXouoag {NULAC.

Collisions collect: Emutpénel tnv ocuoowpeuon NG {NULAG OTAV TIPOEPXETAL AT
OUYKPOUOELC.

Multiplier: MoMamAactalel tn {nULd ano cuyKpoUoEL.

Fading: Opilel Tov TpOMO KaL TV cuvenkn pe tnv onoia Ba eadavilovral ta Bpavopata

HETA TNV KaTaoTpodn TwV avilkelévwy. H e€adavion twv Bpavopdtwy ival anapaitntn

KaBw¢ KpaTd TNV oknvr Kabapr Kal BEATUWVEL TNV anodoon Tou malyvidlou.

ading
Initiate

On Demalition

Fall Down

By Life Time

Time 0,

Variation @,

EIKONA 42 - OI PrYoMIzEIZ TOY RAYFIRE RIGID r1A TO FADING

On Demolition: H Stadikacia e€adaviong twv Bpauvopudtwy Ba eKKLVAOEL APECWE LETA
TNV KOTaotpodn TOU apXLKoU OVTLKELLEVOU.

On Activation: H Stadikacia e€adaviong twv Bpauopdtwy Ba eKKLVACEL AUECWE LETA
TNV EVEPYOTIOLNGN TWV QVTIKELUEVWV.

By Offset: H Swadikaoia etadaviong twv Bpavcpdtwyv Ba ekKvRosel HOALG Ta
QVTIKE{HEVA HeTOKIVNBOUV KOTA TNV TLUA TIoU opileTal amo tnv apxikr Toug Bon.
Type: OpileL Tov TpoOTMO e Tov omoio Ba e€adaviotouv Ta Bpavopata kot oL SLaBECLUES
erhoyég eivat None, Sim Exclude, Fall Down, Scale Down, Move Down, Destroy, Set

Static kat Set Kinematic.

45



o Life Type: OpileL Tov Xpdvo ywa tov onoio ta Bpavoupata Ba daivovral mpotou
apxloouv va eéadavilovral. Mmopet va teBel oe By Life Time, 0mou o petpntig NG
Slapkelag wng Twv Bpauvopdtwy Eekwvd OpECWC HOALS ekklvnBel n Sladikaoia
€€adAVLONG TOU QVTIKELUEVOU, KAl Elval (00 Pe TNV TN TG HetaBAntng Time. Mmopet
eniong va teBel oe By Life Time and Simulation, 6mou o petpntng g Stapketag Lwng
€eKLVA LOALG TO OVTIKELEVO OTAUATAOEL VAL KIVELTOL YLOL KATIOLO XPOVIKO SLdoTnua.

o Life Variation: NpooBétel tuxaio xpovikod Staotnua oto teAlko Life Time.

3.3 Anuloupyia Tou xapaktipa

‘Exovtag mA£ov SnULoupynoEL TNV ioTta Tou matyvidlol, xpeldaletal Twpa va SnuoupynBet kat
0 YopaKtnpag rou Ba €xouv otn 61aBeor] Toug oL MaikTeg. MNa To OKOMO AUTO, XPNOLUoToLBnkKe
£va £TOLUO asset XapakTnpo — OTPATLWTN, TIPOKELEVOU Va TaLlpLdlel oTo Udog Tou matyvidiol. O
XOpaKTNpag, Hall pe To oUVOAO TwV animations — KIVAOEWV TOU, TIOUPEXETAL ATO TNV LoTooeA IS
Mixamo’. 2to Mixamo pmopet kaveic va Bpet pia mMAnOwpa Kvou pévwy oxediwv mou agdopolyv tnv
KLvnon Tou Xapaktnpa He 1 xwpig 0mAo, Tov TpOTo Mou upoPolel, Thv Suvatotnta va okUBeL Kal
va oupetal kKabBwg kot MoAAG aAAa, poll duolkd He Toug O6Aoug Toug SuvatolG cuVSUAOUOUC
ouUTWV. Xta mMAaiola TNG TPEXOUOAG £pyaciag, xpnoldomolndnkav oplopéva animations mou

£0TLAoUV OTLC BACLIKEG KIVAOELG TOU TAUKTN OTIWG:

e Badlopa pe Kal xwpig oTOXELUON TOU OMAOU TIPOG TA EUTIPOC KAl TIPOC TA oW,
o  Tpe&ELuo pe Kal Xwplg oTOXEUON TOU OTTAOU TIPOC TA EUMPOG KOL TIPOG TA THoW,
e [MupoBOALOUOC KaL TAUTOXPOVN OTOXEUON KAl Kivhon Tou TlaiKTN,

e AM\ayn yeptotnpa (Reload).

Ola to mopandvw UopolV va EUITAOUTLOTOUV TIEPALTEPW KAl va SNLOUPYNOOoUV €vav TARPWG
oAokAnpwuévo xapaktipa. Qualkd, oL mapandvw Kwnoelg dtadopomnolovvral Bacel tng dvong
Tou OmAou. Mo mapddslypa, oto mavidt mou vAomolROnKe, o xapaktipag £xeL otn d1abson tou
£va upoPdro tudEkio. Av entiong, sixe otn S1dBson tou £va akopun Ao TUToU TLETOALOU, TOTE
Ba xpelaldtav va vlomolnBei éva tedsiwg Sladopetikd clvolo amd animations, pag Kat ot

KLVNoeLg TIAEoV Tou Yapaktrpa Ba Atav tedeiwg StadopeTIKEC.

To 6mAo mou xpnotuonoliBnke mapéxetal dwpedv arnd to Unity Asset Store® kot To povo mou

xpetaletal adou sloayxbel To asset oto project, elval va cupBel kal va yivel avtikeipevo - madi tou

7 https://www.mixamo.com/#/
8 https://assetstore.unity.com/packages/3d/props/guns/free-fps-weapon-akm-180663
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6e€lol kapmoUl Tou oTpatiwTn, Onwc daivetal otnv Ewkova 43. MA€ov, pe Alyn meplotpodn Kat
LETaKivnon, To OmMAo PBpiloketal akplBwg otn B£on mou mpémel kol KABe kivnon mMA€ov Tou

oTpatwtn, Ba PeTakLvel avtioTola Kot To OmAo. (Ewova 44)

9 Character

EIKONA 43 - TOMOOGETHZH OMNAOY STON AEZI KAPI1O TOY XAPAKTHPA

EIKONA 44 - METAKINHZH OIAOQY BASEI TQN KINHZEQN TOY XAPAKTHPA

3.3.1 Kivnon Xapaktipa
Ma tnv Kivnon Kot teplotpodr Tou XapaKktrpa, urtelBuvo Katd kKUpLo Adyo eival To script
ThirdPersonController.cs. Mapakdatw Ba yivel avadopd Kal emeEnynon oto KUpLOTEPO LEPT TOU

KWOLKA ToUu.

// Update is called once per frame
void Update() {

HandleMovementInput () ;
HandleMouselook () ;
ApplyFinalMovements () ;

KQAIKAS 2 - Ol 5YNAPTHSEIS KINHZHS TOY MAIKTH 47



H Update() eival n péBodog mou kaheital avtopata os kABe kapé (frame) tou mavidlol, onodte
o€ kaBe emavaAnn tng Ba exteAouvToL OAEC OL EVEPYELEG TTOU alpOPOUV TNV Kivnon ToU XapakThpa

KoL oL omoieg mapouaotalovral otov Kwdikag 2.

o ToV XELPLOKO Kal eMefepyaoia TNG EL0OS0U TOU XProTN Yl TNV Kivnon tou maiktn, dnAadn tng
€l066ou mou bivel 0 XpNotng HECOw Tou TIANKTPOAOyiou Tou, €xel ulomolnBel n cuvaptnon
HandleMovementinput(), n omoia aflomnoletl tnv Input.GetAxis(), onwc daivetal oTo MApPAKATW

TuAna Kwdika (Kwdikag 3).

private void HandleMovementInput() ({

currentInput = new Vector2 ((IsSprinting ? sprintSpeed : walkSpeed) *
Input.GetAxis ("Vertical”), (IsSprinting ? sprintSpeed : walkSpeed) *
Input.GetAxis ("Horizontal™));

if (IsWalkingForwards && !IsSprinting) {
animator.SetFloat ("speed", walkSpeed) ;
animator.SetBool ("isWalkingForwards", true);
} else if (IsSprinting && IsWalkingForwards) {
animator.SetFloat ("speed", sprintSpeed);
animator.SetBool ("isWalkingForwards", true);

else {
animator.SetFloat ("speed", )
animator.SetBool ("isWalkingForwards"™, false);
animator.SetBool ("isWalkingBackwards"™, false);
}
float moveDirectionY = moveDirection.y;
moveDirection =
(transform.TransformDirection (Vector3. forward)*
currentInput.x) +
(transform.TransformDirection(Vector3.right) *
currentInput.y);
moveDirection.y = moveDirectionY;

KQAIKAS 3 - XEIPISMOZS KINHZHZ TOY MAIKTH MEZQ [TAHKTPOAOTIOY

AvtioTolxa, ylo ToV XELPLOUO TNG EL0OS0U TOU XPHOTN LECW TOU TIOVTLKLOU, oV gival urteUBuvn yla
TNV MEPLOTPOPK) TOU XAPAKTPA KOL TNG KAUEPOC, UAoToBnke n cuvaptnon HandleMouseLook()

onwg dpaivetal otov mapakatw Kwoika (Kwdikag 4).
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private void HandleMouselook() ({
rotationX =-= Input.GetAxis("Mouse Y") * lookSpeedY;
rotationX = Mathf.Clamp(rotationX, -upperLookLimit,
lowerLookLimit) ;
//Rotating camera
playerCamera.transform.localRotation = Quaternion.Euler(rotationX,
' )7
//Rotating player
transform.rotation *= Quaternion.Euler(0,Input.GetAxis("Mouse X") *
lookSpeedX, )}

KQAIKAS 4 - XEIPISMOZ KINHZHZ TOY MAIKTH MEZQ MONTIKIOY

To UOVo TIoU AmOUEVEL Elval N edappoyr TWV TTAPATIAVW, OTO CWHA TOU XOPAKTAPA, TIPOKELUEVOU
va petakvnBet kat va meplotpadel. AuTtod emTuyXAveTal LECw TG ouvaptnong Move() mou avikel
oto component Character Controller, To omolo EMGUVATTETOL OTO AVTLKEEVO TOU XAPAKTAPA Kt

napouaotaletal otov Kwdikag 5.

private void ApplyFinalMovements () {
characterController.Move (moveDirection* Time.deltaTime) ;

KQAIKAs 5 - EOQAPMOIH KINHZEQN 3TO ANTIKEIMENO TOY XAPAKTHPA

3.4 Aienadn xpriotn (User Interface)

MNépa Twv Baotkwv Aeltoupylwyv mou TeplAapBavel éva matyvidt, xpeldletal kat pio demadn
LE TNV omoia Ba pmopei va aAAnAemidpa o xprotng. Eva oAokAnpwpévo mayvidl anoteAeital and
OPKETEG OKNVEC OToU n kaBepia uAormolel Sladopetiki Asltoupyla. ITNV MTPOKELUEVN TTEPITTTWON,
Ba uMApXEL KLa oKNvr otnv omoia o xprnotng Ba umopel va eloaydysl To OVOUA TOU WOTE va
dalvetal oToug UTIOAOLTTOUC. XTNV CUVEXELA Ba UTTAPXEL N OKNVN UE TIG SLABECLUEG EMAOYEC TOU
XpNotn os otL adopd Tn ocuvdeon o umapxov f tn dnuiloupyla evog véou dwpatiou. TéAog, Ba
eudaviletal n kupla oknvr Tou matyviblou, n omoia emniong Ba mepAaUPAVEL LEPLIKA OKOUN
otolxeia dlemadng, onmwe n undapa {wng tou xapoktipa (health bar), kat o mivakog kotdtTagng.

Mapakdtw Ba MapoucLacToUV AVAAUTIKA OL OKNVEC TToU TipoavadpEpBnkav.

3.4.1 3knvn Bootstrap

AmoteAel TN oKNVr) TOU CUVOVTA TIPWTHN KATA OELPA O TALKTNG KAL OTNV OTola ELOAYEL TO OVOUA

TOU KO TIPOXWPA 0T oUVOEeoN e To matyvibL. AmoteAeital amno ta avtikeipeva tng Ewova 45. Evtog
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TOU avTIKELPEVoU Canvas, €xouv dnuloupynbel, éva nedio elcodou (NamelnputField) oto omoio o
Xpnotng mMAnkTpoAoyel to dvopa tou, kol €va koupri (ConnectButton), To matnua Tou omoiou

obnyel otnv emopevn oknvn.

P

EIKONA 45 - TA ANTIKEIMENA THZ SKHNHZ BOOTSTRAP

Connect

EIKONA 46 - H skHNH BOOTSTRAP

Ektog tou Canvas, otn oknvn Bploketal kol €éva kevd avilkeipevo pe ovopa NameSelector. H
UTtap€n Tou AVTIKELLEVOU QUTOU Elval amapaitnTtn MPokeLévVoU va lval duvartn n emocuvaldn oe
auTo tou script NameSelector.cs, To omoio eAéyxeL TNV KATAAANAGTNTA TOU OVOUOTOG XPHOTN, KO
av mAnpouvtal ol mpoinoBécoelg, Sivel tn duvatotnta oto koupni Connect vo MPOXWPNOEL OTN

$opTwon TNG EMOUEVNC OKNVNC.
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ConnectButton

¥ Layer Ul

h

h

Canvas Renderer

h

/ Image

1

Automatic

Visualize

Runtime Only = MNameSelec

EIKONA 47 - TO NEPIEXOMENO TOY KOYMII0Y CONNECT

3.4.2 3knvii Menu

Searching...

EIKONA 48 - H 5kHNH MEENU

H oknvrl Menu amnoteAel Tn oknv oTNV omola 0 TMAIKTNG EMAEYEL TOV TPOTIO LE TOV OTolo
Ba ocuvdebel oto malyvidy, kal eldikotepa av Ba cuvdeBel o kamolo server, av Ba dnuLloupynoeL o

16lo¢ éva dwpuatio w¢ host, av Ba emAéEel va ouvdeBel og kamolo umapyxov SwHATLO TOu omolo
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yvwpilel tov KwbLKO 1 Téhog av Ba emAégel va del OAa ta dlabgoipa Swpdtia AWV matktwy. Mo

OUYKEKPLUEVQ, N oknvl Menu amoteAsital amo ta avtikeipeva tng Etkdva 49.

EIKONA 49 - TA ANTIKEIMENA THZ SKHNHZ MENU

H oknvn mepl\apPavel To avtikeipevo MainMenu oTo Omoio EMIOUVATTETOL TO OPXELO0 KWK
MainMenu.cs kal adopd Kuplwg TNV apxlkomoinon Twv anapaitntwy KAACEWV yLa TNV EKACTOTE
Aewtoupyla ou  €TUAEXONKe. 3Tn OUVEXELM OUVOVTATAL TO avTlkeipevo Canvas To omolo
TepAaBAVEL OAQ TO EMPUEPOUG AVTIKELMEVA TTOU amapTilouv To ypadLko eplBaAlov Tou menu.
To avtikeipevo ButtonHolder: AmoteAel To ykpL utOBabpo, evtog Tou omoiou TomoBetolvtal Ta

Aounad avtikeipeva. Yotepa akoAouBoUv To MOPAKATW AVTIKEEVOL:

¢ FindMatchButton: To mAtnua Tou KOUUTILOU autol odnyel otnv KAon tng ouvaptnong
MainMenu.FindMatchPressed() n omoila mpokaAel pe Tn oElpd TNG TNV KANCN OAWV TWV
amapaltntwy Sladlkaolwy Tou XpeLaletal €vag MOIKTNG TPOKELUEVOU va ouvdeBel og

Kamolo 8LaBgoiuo server Tou mayvidlou Kot mapouotaletal otov Kwdikag 6.

public async void FindMatchPressed() {
ClientSingleton.Instance.GameManager .MatchmakeAsync (OnMatchMade) ;

findMatchButtonText.text = "Cancel";
queueStatusText.text = "Searching...";
timeInQueue = 0f;

isMatchmaking = true;
isBusy = true;

KQAIKAS 6 - H 5YNAPTHSH TIA EYPESH AIAGEZIMOY AQMATIOY ZE SERVER
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FindMatchButton

ag Untagged

T+

Rect Transform

T+

Canvas Renderer

T+

v Image

#

’ Button

0.1
Altomatic

Visualize

* MainMenu.FindMatchPr

EIKONA 50 - TA COMPONENTS TOY KOYMI1IOY FIND MATCH

HostButton: To mdtnua Tou KOUMMoU autol odnyel otnv KANon TG ouvaptnong
MainMenu.StartHost() n omoia mpokaAel pe tn oelpd TG TV KANON OAWV TWV
anapaltnTwyv SLadlkaoLwy mou Xpelaletal £vag TMAIKTNG MPOKEWEVOU VO LETATPATIEL OE
olkoSeomaTn — malktn, Kal va pnopel va dexBel cuvdEoelg vEwy malkTwy, Onwe daivetat

otov Kwdikac 7.

public async void StartHost() ({
if (isBusy) { return; }
isBusy = true;
await HostSingleton.Instance.GameManager.StartHostAsync () ;
isBusy = false;

KQAIKAs 7 - H SYNAPTHZH STARTHOST

t Transform
Canvas Renderer
v Image

~ Button

Automatic

Visualize

dainMenu.StartHost

EIKONA 51 - TA COMPONENTS TOY KOYMIIOY HOSTBUTTON
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ClientButton: To MATNUQ TOU KOUUTOU autoU odnyel otnv KARon tng ouvaptnong
MainMenu.StartClient(),6nw¢ d¢aivetalr mopoakdatw (Kwdwag 8), n omoia opoilwg pe
TAPATIAVW, KWVEL OAEC TIC amapaitnTeg SLadikaoiec TPOKELUEVOU O XPrOTNG VO ITOPEL va
ouvbeBei og kamolo dwpatto. To Swudtio wotdco ou Ba cuvdebel, opiletal amo TNV TN
Tou €XeL eloaydyel o xprotng oto nedio JoinCodelnputField, To omoio ¢aivetat otnv 086vn

w¢ Join Code.

public async void StartClient() {
if (isBusy) { return; }
isBusy = true;
await
ClientSingleton.Instance.GameManager.StartClientAsync (joinCodeField
.text) ;
isBusy = false;

KQAIKAs 8 - H 5YNAPTHSH STARTCLIENT

v Layer Ul

Rect Transform

Canvas Renderer

v Image

Button

Automatic

Visualize

v MainMenu.StartClient

EIKONA 52 - TA COMPONENTS TOY CLIENTBUTTON

LobbiesButton: To mdatnua tou koupmou Lobbies odnyel otnv epdadvion €vog véou
napabupou, to omnoio Ba mpoPdaAiel OAa ta Sabéoiua Swudtia ota onoia Ba propel va
ouvbeBel o xpnotng. Onwg daivetal otnv Ewkova 48, UMAPXEL TO QVTIKELUEVO
LobbiesBackground, to omoio apywka &ev egudaviletar otnv 006vn. To mATHHA TOU
LobbiesButton Aoutov, Ba mpokaAéoel tnv gudavion tou LobbiesBackground péow tng

GameObject.SetActive(), onwg daivetal otnv Elkdva 53.
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* Layer Ul

EIKONA 53 - TA COMPONENTS TOY LOBBIESBUTTON

Av yLo tapadely o uTtapXeL SLABECLUO LOVO €va SWHATLO, TOTE 0 XPRoTNG Ba avtikpuoel TN Elkova

54.

Player 1's Lobby

EIKONA 54 - TO NAPAGYPO SYNAESHS 5TA AIAOESIMA LOBBIES

e JoinCodelnputField: Onw¢ mpoavadépbnke, amotelei to medio oto omoio o Xpnotng
£L0AYEL TOV HOVASLIKO aplBuo Tou Xapaktnpilel Eva SWUATLO TIPOKELUEVOU Vo ouvOeBEel oe
auTo. O xpnotng mMpwTta MANKTPOAOYEL TOV KWAIKO 0To Tedio kot UVOTEPA MOTA TO KOUUTTL
Client wote va npoonadroel va cuvdebel o€ auTod.

e QueueTimerText: MNMpoPAAAEL TOV XpOVO TOU TTEPAOE ATO TN OTLYKI TTOU O XPROTNG

natnoe to kouurti Find Match éwg 6tou Bpebnke Slabéowun Béon oe kAmolov server.
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¢ QueueStatusText: MpoBAA\eL T LNVUUOTA EVAUEPWONG YLOL TNV TTOPELX TOU ALTALATOC TOU
XPNOoTN KOTA TNV mpoondbela cUvSeoNng Tou o€ KAmolo server. To ocuvnBéotepo eival to
urvupa Searching katd tn Sidpkela avalntnong, wotdco oto medlo autd umopel va

gudaviotolv Kat pnvopata AdBoug o mepintwon mou n Stadikacio arnotuxet A akupwOeL.

Onwc mpoavadepbnke, To MATNUA TOU KOUMTLOU Lobbies odnyel otnv eudadvion evog véou

QVTIKELHEVOU, Tou LobbiesBackground. Napakdtw Ba nepleypadel n Soun kat n Asttoupyia Tou.

1 Frame
Labhbi

EIKONA 55 - TA ANTIKEIMENA TOY LOBBIESBACKGROUND

EmiAéyovtag apykd to LobbiesBackground PAEmel kaveig mwg Stabétel To component — apyeio
kwdika LobbiesList.cs. To ouykekpluévo script avalopBavel g Stadikaoieg mou amattovvral yla

™V epdavion, avavéwon, Staypadn dwuatiwv kabwg kat tn duvatotnta cUVEEong 0 AUTA.

ag Untagged * Layer Ul

Rect Transform

>
w
]
)

o AR

Canvas Renderer
/ Image

Lobbies List (Script)

=] .
..

Main Menu B MainMenu {Main Menu)
Prefab aL

Itemn Parent

EIKONA 56 - TA COMPONENTS TOY LOBBIESBACKGROUND
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Anoteleltal emiong amnod ta avtikeipeva Frame kat LobbiesContainer, ta onota anoteAovv tn faon

yla tnv epdavion véwv dwpatiwv kabwg kal tnv punapa oAicBnong oto de€i pépog tou mapabupou

KoL n doun Tou eivat autn tng Ewkova 57.

ag Untagged -

Rect Transform
v Vertical Layout Group

Content Size Fitter

Add Component

Layout Properties

Property

EIKONA 57 - TO ANTIKEIMENO CONTENT

Mepléxel emiong 2 koupmid, ta Close kal Refresh, ta omoio KaAoUv TIC CUVAPTAOCELS

GameObject.SetActive() wote va pnv elval opatd to avtikeipevo LobbiesBackground, kat tnv

LobbiesList.RefreshList(), yla tnv avavéwon twv dtabéolpwy Swuatiwy, n onola Kal napatiBetal

napakatw (Kwdikag 9). Ito ouykekpluévo mapadelyua, n RefreshList() dnuloupyel éva epwtnpa

(query), To omoio amootéAAel péow tNG QuerylLobbiesAsync(). H amavtnon mou Ba AdPel, Ba

nepthappBavel 6Aa ta Stabéopa SwUATLa oTa omola pnopet o xpnotng va ouvdebel kal Ta omola

TANPOUV TIG TPOUTOBECEL TIOU €XOUV OPLOTEL €VTOG tng Alotag petaBAnthg options. Xtnv

TIPOKELEVN TEpIMTWON, oL ouvOrkeg mou eAéyxovtal sival ol Slabéolueg Ofoelg va eival

nieplocdtepeg ard 0 Kol To SWHATLO va PNV eivat KAedwHEvo.

public async void RefreshList() ({
QueryLobbiesOptions options = new QueryLobbiesOptions();
options.Count = 25;
//Filters which lobbies will be displayed
options.Filters = new List<QueryFilter>() {
new QueryFilter (
field: QueryFilter.FieldOptions.AvailableSlots,
op: QueryFilter.OpOptions.GT, value: "0"),
new QueryFilter (
field: QueryFilter.FieldOptions.IsLocked,
op: QueryFilter.OpOptions.EQ, wvalue: "0")};
QueryResponse lobbies = await
Lobbies.Instance.QueryLobbiesAsync (options) ;
foreach (Transform child in lobbyItemParent) {
Destroy(child.gameObject) ;
}
foreach (Lobby lobby in lobbies.Results) {
LobbyItem lobbyItem = Instantiate (lobbyItemPrefab,
lobbyItemParent) ;
lobbyItem.Initialise (this, lobby);

KQAIKAS 9 - H SYNAPTH3H REFRESHLIST()

57




2tov kwdika tng Refreshlist(), yla kdBe dwpudtio Tng Alotag lobbies.Results, apylkomnoleital kat To
avtiotolyo avtikeipevo to omoio Ba amnelkoviletal ota SlabBéoua mpog cuvdeon dwuatia. To
OVTLKELEVO QUTO opiletal peow TG petaPAntnic lobbyltemPrefab katl otnv mpokelpévn nepimtwon

elval to Lobbyltem to omoio Bpioketal evtog Tou pakéAou Prefabs.

h‘iLubbyllem

Sample  o/20  [Join

Text

EIKONA 58 - TO ANTIKEIMENO LOBBYITEM

To avtikeipevo autd, mepappavel dVo media text, ota omola Ba avaypddetal To Gvoua Tou
Swpatiou, SnAadn to 6vopa tou host, kal o aplBUoG cuvEeSEUEVWV TTAUKTWY, OTIWCE ETTLONG KAl €va
kouuri Join.

To matnua Tou KouuTLoU, KaAel tn cuvaptnon Join() tou Lobbyltem.cs divovtog cav opiopata ta
otolxela Tou cuykekpLpévou lobby. 2tn ocuveéyela, kaAeital n LobbiesList.JoinAsync(lobby), n onoia
HE TN o€lpd NG KaAel tnv MainMenu.JoinAsync(lobby), n omoia kat ekkvel OAEG TIG amapaitnTeg
Sladikaoieg mpokelpévou o xpnotng va ocuvdebel oto dwpatio mou {Atnog, onwg daivetal

napakdtw (Kwbdikag 10).

public async void JoinAsync (Lobby lobby) {
Lobby joiningLobby = await
Lobbies.Instance.JoinLobbyByIdAsync (lobby.Id) ;
string joinCode = joiningLobby.Data["JoinCode"] .Value;
await
ClientSingleton.Instance.GameManager.StartClientAsync (joinCode) ; }

KQAIkAs 10 - 2YNAESH SE LOBBY MEsQ TH3 JOINASYNC

3.4.3 Iknvn Shooter

H teAeutala oknvr TNV ool cUVAVTA 0 XPrIOTNG KAl TTPOKELTOL OUGLACTIKA YLl TO KUPLWG Ttayvidt
elval n oknvn Shooter. Itnv Ewkova 59, daivetal mwe n oknvr mepAOUBAVEL TO AVIIKEIPUEVO
GameHUD, to omnoio €xel wg component To apxeio kwdika Leaderboard.cs. To GameHUD &laBétel
WG avtikeipevo — madl éva avtikeipevo Canvas, To OMolo e TN OELPA TOU amoteAeital ano ta

avtikeipeva LeaderboardBackground kat LeaderboardEntityHolder.
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= Hierarchy

Arhd A 2 s my D
A3 Shaoter : e

* Layer Default

Add Component

EIKONA 59 - ANTIKEIMENA SKHNHZ SHOOTER

O ouvbuaoudg twv 8Vo, dnuloupyei tov mivaka katdtaéng tou malyvidlol, otov omoio Oa

daivovtal Ta ovopaTa Kol OL TIOVTOL AWV TWV MOLKTWY, avtiotolo tng Etkova 60.

2. Player 1 (6)

EIKONA 60 - [TINAKAS KATATAZHS MAIXNIAIOY

To LeaderboardBackground amoteAel to ¢povto tou mivaka palli pe to mAaiolo tou. To
LeaderboardEntityHolder amoteAel tn Soun evtog Tng omoiag Ba tomobeTouvTal T OTOLXELD TWV
TALKTWY. AUTO EMITUYXAVETOL EMLOUVANTOVIAG TOU Ta components Vertical Layout Group kot
Contect Size Fitter pe tic puBpuioelg Tng Ewkova 61. Ta SUo autd components ival amapaitnta
TIPOKEIPEVOU O TvaKog KOTATAENG vo Mmopsl va  omoteAsitol amo Ta  EMUUEPOUC
LeaderboardEntities kat va pmopei va evaAAAGOEL TN OELpd e TV omoia autd epdavilovtal 6Toug

TLOULKTEG.
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* LeaderboardEntityHolder
ag Untagged v Layer Default

“ Rect Transform
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EIKONA 61 - TA COMPONENTS TOY LEADERBOARDENTITYHOLDER

To component Leaderboard.cs gival umelBuUvo yla OAEG TIG EVEPYELEG TIOU QTOLTOUVTAL YLA TNV
opaAn Asttoupyla Tou Tivaka Katdtaéng, onwe eival n Snuloupyia vEwv BEcswv otav cuvdéetal
£vaG aiktng N N avavéwon Twv TTOVTIWY TWV TIALKTWY, KOl oL onoieg Ba meplypadouv mMapakatw.
Apxlkd Kkotd tn Snuioupyla tou mivaka kotdragng, kalouvtal oL cuvaptioel Awake() kat
OnNetworkSpawn() mou akoAouBouv. Apxikd Snuiloupyeital ploe NetworkList amd avrtikeipeva
LeaderboardEntities, kaBeuld amo TG omoieg amoteAsl pla {exwplotr eyypadn Tou Tivaka
katataéng. Kabe tétola eyypadn, Ba mephaupavel To Gvopa Kal TOUuG TOVIOUG Tou KABe maiktn.
Evtog tng ouvdaptnong OnNetworkSpawn(), o kwdikag mou Ba ektedeotel xpeldletal va eival
Sladopetikdg otnv mepintwon ektEAecnC Tou og server amd OtL og Kamolov client. X client, Ba
TpEneL vo tpooTteBoUV apxLkd OAEC oL UTtdpxouoeg eyypadEg, kabwc kot o client va puBuLlotel wote
va aKOoUEL OTOL OVTLOTOLYO event WOTE VA EVALEPWVEL TOV Ttivako Tou KOTAMNAa. e mepintwon
eKTéNEONC Ot server, XPeLAleTal 0 server va eAéyEel moool xprnoteg €xouv Ndn cuvdebel kal va
eudavioel ta avtiotolya LeaderboardEntities. Mpémel emniong, péow twv FirstPersonController.
OnPlayerSpawned += HandlePlayerSpawned kat FirstPersonController.OnPlayerDespawned +=
HandlePlayerDespawned, o server vo «0KOUEL» OTO QVTIOTOLXA events, KAl KATA TNV EKTIOUTTH

QUTWV, Vo KOAEL TLG KATAANAEG cuvapTAoELg, Onwe daivetal otov Kwdikag 11.
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private NetworkList<LeaderboardEntityState> leaderboardEntities;
private List<LeaderboardEntityDisplay> entityDisplays = new
List<LeaderboardEntityDisplay> () ;

private void Awake() {
leaderboardEntities = new NetworkList<LeaderboardEntityState>(); }

public override void OnNetworkSpawn () {
if (IsClient) {
leaderboardEntities.OnListChanged += HandleleaderboardEntitiesChanged;
foreach (LeaderboardEntityState entity in leaderboardEntities) {
HandleLeaderboardEntitiesChanged (new
NetworkListEvent<LeaderboardEntityState>({
Type = NetworkListEvent<LeaderboardEntityState>.EventType.Add,
Value = entity });
1}
if (IsServer) {
FirstPersonController[] players =
FindObjectsOfType<FirstPersonController> () ;
foreach (FirstPersonController player in players) {
HandlePlayerSpawned (player) ;}
FirstPersonController.OnPlayerSpawned += HandlePlayerSpawned;
FirstPersonController.OnPlayerDespawned += HandlePlayerDespawned;

H}

KQAIKAs 11 - H APXIKOMOIHSH TOY MINAKA KATATAZHS

21N ouvexela akoAouBei n cuvaptnon HandlePlayerSpawned (Kwéikag 12) n omoia dSnuoupyetl
€va VEo avTikeipevo tumou leaderboardEntities otav o maiktng ouvdéstal oto malyvidi, evw opola

Aewtoupyel kat n HandlePlayerDespawned().

private void HandlePlayerSpawned (FirstPersonController player) {
leaderboardEntities.Add (new LeaderboardEntityState {
ClientId = player.OwnerClientId,
PlayerName = player.PlayerName.Value,
Points = 0});;
player.CurrentPoints.OnValueChanged += (oldPoints, newPoints) =>
HandlePointsChanged (player.OwnerClientId, newPoints);

KQAIKAS 12 - AHMIOYPIIA OESEQN STON IINAKA KATATAZHS [IA KAOE NEO MAIKTH

Mapopola Aoyikr akoAouBel kat n ouvdaptnon HandlePointsChanged (Kwdwag 13), n onola 6tav
KaAeital evromnilel To {ntoupevo leaderboardEntity kot Tpoxwpd oTNV EVUEPWON TWV TTOVTWV

tou. H HandlePointsChanged kaAsital autopata, otav petaBAaAAovtal oL TOVToL VoG maikTn.

private void HandlePointsChanged (ulong clientId, int newPoints) {
for (int 1 = 0; i1 < leaderboardEntities.Count; i++) {

if (leaderboardEntities[i].ClientId != clientId) {
continue; }

leaderboardEntities[i] = new LeaderboardEntityState {
ClientId = leaderboardEntities([i].ClientId,
PlayerName = leaderboardEntities[i].PlayerName,
Points = newPoints};

return; }}

KQAIKAS 13 - ENHMEPQ3H [TONTQN TMAIKTQN




Jtnv nepintwon Twv clients wotdoo, MPOKEWWEVOU KABE TIALKTNG VA EVNEPWVETAL SLAPKWE yLa
TOUC TOVTOUG TOCO0 TOU (810U 600 KAl TWV OVTLTAAWY TOU, Ta IPAYUATA Eival TTLo TOAUTAoKA. Oa
npémnel o client avdloya tov TUmou tou event ou AapPAvel, vo To eVTOTileL KAl VO TIPOXWPA OTLG
QVTIOTOLYEC EVEPYELEC. ZTNV TIPOKELUEVN TIEPUTTWON, AUTO ETMUITUYXAVETOL LECW TNG CUVAPTNONG
HandleLeaderboardEntitiesChanged(changeEvent), n onola apylkd eviomilel KaL EVNUEPWVEL TO
avtiototyo leaderboardEntity, Ko 0Tn CUVEXELD TTPOXWPA OE EVNUEPWON TOU TIVAKQ, WOTE KABE

dopa va epdaviletal o kataAAnAog aplBuog eyypadwy otov nivaka (Kwdikag 14).

private void
HandleLeaderboardEntitiesChanged (NetworkListEvent<LeaderboardEntityState>
changeEvent) {
switch (changeEvent.Type) {
case NetworkListEvent<LeaderboardEntityState>.EventType.Add:
if (!entityDisplays.Any(x => x.ClientId ==
changeEvent.Value.ClientId)) {
LeaderboardEntityDisplay leaderboardEntity=
Instantiate (leaderboardEntityPrefab,
leaderboardEntityHolder) ;
leaderboardEntity.Initialise (changeEvent.Value.ClientId,
changeEvent.Value.PlayerName, changeEvent.Value.Points);
entityDisplays.Add (leaderboardEntity); }
break;
case NetworkListEvent<LeaderboardEntityState>.EventType.Remove:
LeaderboardEntityDisplay displayToRemove =
entityDisplays.FirstOrDefault(x => x.ClientId ==
changeEvent.Value.ClientId);
if (displayToRemove != null) {
displayToRemove.transform.SetParent (null) ;
Destroy(displayToRemove.gameObject) ;
entityDisplays.Remove (displayToRemove) ;
}
break;
case NetworkListEvent<LeaderboardEntityState>.EventType.Value:
LeaderboardEntityDisplay displayToUpdate =
entityDisplays.FirstOrDefault (x => x.ClientId ==
changeEvent.Value.ClientId);
if (displayToUpdate != null) {
displayToUpdate.UpdatePoints (changeEvent.Value.Points);
}
break;
}
entityDisplays.Sort((x, y) => y.Points.CompareTo (x.Points));
for (int i = 0; i < entityDisplays.Count; i++) {
entityDisplays[i].transform.SetSiblingIndex (i)
entityDisplays[i] .UpdateText () ;
bool shouldShow = i <= entitiesToDisplay - 1;
entityDisplays[i] .gameObject.SetActive (shouldShow) ;

KQAIKAs 14 - ENHMEPQSH MINAKA A NEA TETONOTA [A TOYS CLIENTS 62




EKTOG TG mapamavw o Slemadng, o xprotng Ba PAEMEL LepIKA akOuUN oTolxela otnv 086vn tou. Ta
otolxeia autd, £xouv npootebel oto prefab tou avtikelwévou to omoio xelpiletal o KAOe maikTNng
KoL ouyKekpLéva eivol to Crosshair, To otdxaotpo dnAodn HECW TOU OMOIOU O TIAKTNG EMAEYEL
Vv KatevBbuvon twv odalpwv tou, Kat To HealthBar, pio prdpa SnAadn mou amewkovilel tnv

Tpéxouoa {wr TOU AikTn KoL N OTola AVOVEWVETOL HECW TWV Scripts Twv odalpwy.

WP Character

EIKONA 62 - TA ANTIKEIMENA CROSSHAIR KAl HEALTHBAR

3.5 Multiplayer

To Netcode for GameObijects eival éva cUVOAO TEXVIKWV Kat BLBALOBNKWVY TpoypaUATIOHOU
mou oxedldotnkav yla tn Snuloupyla mavidlwy mou umootnpilouv Siktuakn Asttoupyia. To
Netcode for GameObjects ival pia poonabela ylo TNV eUKOAOTEPN SLoXElpLON KOl CUYXPOVIOUO

TwV game objects (avtikelpévwy Tou atyvidlol) oe éva meplBAaAiov Siktuou.

Katd tn dnuioupyia maxvidiwy mou Aettoupyouv SLaSIKTUOKA, UTIAPXOUV TIPOKANOELG TIOU TIPETEL
Vo OVTLUETWILOTOUY, OMw¢ n petadoon O6eSopévwv HeTafl TAUKTWY, N efopolwon TNg
kaBuotépnong Siktvou (network latency), n avtlLeETWILON TWV TPORBANUATWY TIOU TIPOKUTTOUV

ard TNV OLCUHHETPLO TOU SIKTUOU K.4.

To Netcode for GameObjects mpoodépel AUOELC yld auTd TA TPOPANUATA HECW TNG
BeAtlotonoinong tng OSloxeiplong Twv game objects katd TN SldpKeld TOU SLKTUAKOU
ouyxpoviopoU. Kamola amo ta XapaKkTtneLoTika mou nepthapfBavel to Netcode for GameObjects

sivat:

1. NpoPAsYn Kabuotépnong (Lag Compensation): Texvikéc yla tnv efopoiwon Tng

KaBuotépnong SIktUou, TTPOKELEVOU Va Slatnpeltal N ool EUMeLpia TOU TaikTn.

2. Avtetwrion Acuppetpiog Alktuou: Alaxeiplon twv Sladopwv 0TV OLCUUHETPLA TOU

SIKTUOU LETAEY TWV TTOLKTWV.
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3. Zuyxpoviopog Asdopévwv: Mnyaviopol yla Tov OMOTEAECUATIKO OUYXPOVIOUO TWV

SE60UEVWV TWV OVTIKELUEVWY HETAEY TWV TTOULKTWV.

4. Beltotomoinon Amd6doong: Beltwotomoinon tng amddoong tou  Siktvou  ylo

ehaylotomnoinon tng kabuotépnong.

To Netcode for GameObjects BonBdel TOUG TPOYPOUUATIOTEG VO UAOTIOL|COUV SIKTUOKN
Aewtoupyla og mouyvidla e OXETLKN EUKOALQ, EVEPYWVTAG WG EPYAAELD YL TNV QVTLUETWIILON TWV

SUOKOALWY TIOU TPOKUTITOUV KOTA TN SLAPKELA TOU SIKTUaKoU TtayviSLou.

3.5.1 Dedicated Server kat Host based maiyviéia

Ta mavidla prmopolv va Aettoupyolv pe Stadopoug Tpomoug 6cov adopd Tov TPOTo Tou
Slayelpllovtal TIG CUVEETELG TWV TIAKTWV KaL TV EMefepyacia Twy yeyovotwy oto matyvidl. OLduo
KUPLOTEPOL TUTIOL OPXLTEKTOVIKNG YLl TNV dlacUvSeon MalKTwy elval ol Host-based (Baoclopévol oe
KEVTPLKO UTtoAoyLoTh) Kat ot Dedicated Server-based (Baolopévol o adblepwpévo SLakopLloth). Ag

SoU e TIc Paolkeég SladopEg PeTaty TouG:

W
B CLENT /
-

AN
CLIENT 2 o CLIENT
"1-___./ \

CLIENT CLIENT

CLIENT

EIKONA 63 - TOMOAOrIA ME DEDICATED SERVER
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EIKONA 64 - TONoAOriA ME HOST
1. YMAomoinon Host based:

e YmoAoylotig Tou maiktn w¢ Host: e éva Host-based olotnua, o €vag and Toug
TaikTeg eTUAEYETAL WG "KEVTPLKOC" UTIOAOYLOTHG, O omolog eivat uteBUVOG yLa T

Slayeiplon Twv ouvEECEWY Kol TWV YEYOVOTWY TOU TatyvLSLoU.

o Mepopiopévn AaBeoipotnta Magyvidov: Edv o host anoouvdebel, To mayvidt

pmnopel va Slakomnel £éwg 6tou emilexBel véog host.
2. YMonoinon Dedicated Server based:

o Adlepwpévog ALAKOULOTAG: 2€ évo cUotnua pe Dedicated Server, xpnotpormnolsitot
£vag adlepwpévog SLakouLoTg ou Slaxelpiletal TG cUVOEDELG Kal To yeyovota

yta 6Aoug toug cuvSeSepEvVouC MAKTEG.

o Auénuévn Itabepotnta: To mayvibl ocuveyiletal akopn Kat av anocuvebel

KAmoLog maiktng.
3. Anodoon kai KabBuotépnon:

e Host-based: H anodoon unopel va ennpeactel and tnv acu pUeTpia tng oUVSeong

Tou host kat tnv enefepyacTtikn SIKTUAKN LOYXU TOU.

o Dedicated Server-based: H amodoon eivat ocuvnBwg koaAltepn, Kabwg o

SLoKOULOTAC eival oxedlaopévog yia va Stoxelpiletal moAAamAoU G MOKTEC.
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4. Aoddlewa:

e Host-based: Yndpyel peyaAltepog kivduvog yla mapaplacelg acdpaielag, kabwg

£€vag maiktng umopei va £xeL mpooPacon os Se60UEVA AAAWVY TTOUKTWV.

e Dedicated Server-based: O adlepwHEVOG SLOKOULOTNAG TOPEXEL TIEPLOCOTEPQ
enineda acddAelog, KabBwg oL Asltoupyleg elvol CUYKEVIPWUEVEG Ot €vav

€AEYXOLEVO XWPO.
5. Avuvatotnteg EAéyxou ko Eméktaon:

e Host-based: O naiktng mou emiAéyetal wg host £xet Tov EAeyyxo Kal oL SUVATOTNTEG

ETEKTOONG ELVOL TIEPLOPLOPEVEG.

e Dedicated Server-based: Ymdpxouv meplocOtepeg SuUVATOTNTEG YL €AEYXOUG,
TOPAETPOTIOINGN KOl EMEKTACN, KAOBWG O server UMOPEL v TMPooapUooTel

oUUdwWvA HE TIG AVAYKEG TOU TatyviSlou.

H emiloyn petal Host-based kal Dedicated Server-based e€aptdtal cuxva amo Tig amattroeLg Tou

OUYKEKPLUEVOU TTOLXVLOLOU, TOV TUTIO TOU KAL TLG TIPOTLUNCELG TWV SNULOUPYWV TOU.

Mevikd, os mayvidla ypriyopou puBuou kot evadlaywy, onwg ta rayvidia shooter, n dedicated
server vulormoinon npoodépel KaAUTeEPN eumeLpio moyviSLou yia toug maikteg e€oheidovrag moAa

ard ta {ntApata mou propei va mpokUPouv pe to Host-based clotnua.

1. XaunAotepn KaBuotépnon (Lag): Ze éva dedicated server, o dlakopLoThG XElpileTal TNV
KaTavour Twv 6£60UEVWY KL TOV CUYXPOVIOUO TWV EVEPYELWY TWV TTALKTWY. AUTO HELWVEL
v kabuotépnon (lag) petafd tng evépyelag tou maiktn Kat tng avtibpaocng tou

naLyvisou.

2. Amnoduyn tou Host Advantage: e Host-based cuotruata, o maiktng mou ivat o host €xel
ouvnBwg mAsovéktnpa Aoyw xounAotepng kabuotépnong. e dedicated server, Aot ol

TalkTeg £XOUV LOOTLUN EUMELPLAL.

3. Avuvatotnta Eméktaong kat Evnuepwoewv: O dedicated server emITPEMEL EUKOAOTEPN
EVOWUATWON EVNUEPWOEWVY KAL ETIEKTACEWVY OTO TTALXVISL, KaBW¢ oL aAAayEG Umopouv va
edapuootolv oTovV SLAKOULOTH XwpPIg TNV avaykn ywo avafaduion oe kdbe maiktn

Eexwplota.
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3.5.2 Aoun multiplayer epappoyng

Application Structure

Application Controller

Server Singleton Host Singleton Client Singleton

¥

Server Game Host Game Manager Client Game
Manager Manager

Metwork Server Network Server Network Client

EIKONA 65 - AIKTYAKH AOMH EQAPMOIHZ

Jtnv Ewova 65, amelkoviletal n doun Twv SIKTUAKWY AELITOUPYLWV TIOU TIPOCPEPEL TO
mayvioL. Onwc exel mpoavadepOel, To CUYKEKPLUEVO TaLyViSL Tapéxel Tn SuvatdTnta eMAOYNG TNG

SLASIKTUAKAC APXLTEKTOVIKAC TNV omola Ba faclotouV oL AKTEC.

Baon 0Awv autwy, eival n kAaon ApplicationController, n omoia gival umevBuvn OUCLACTIKA YLO
TOV SLOXWPLOUO TWV APXLITEKTOVIKWY, avayvwpilovtag Katd tTnv ekkivnon tou matyvidlou, av auto

ekteleital oe kamolov dedicated server fj oTov UTTOAOYLOTH KATTOLOU TTOLKTH.

Jtnv mpwtn nepimtwon, n kAdon Application Controller 8a &nuoupynoet TG kKAaoslg mou Oa

eKTEAECEL O server KoL CUYKEKPLUEVA TLG Server Singleton, Server Game Manager, Network Server.

Ytnv 6eltepn mepimtwon, n kAdon Application Controller Ba dnuloupynoel T KAAOEL TIOU
adopouv toug Host kat Client, tpokelévou oL TTaKTEG va £xouv TN SuvatotnTa Kal va yivouv ot
idtoL host evdg mayviblov oto omoio Oa pmopolv va cuvdeBolv dlhot maikteg oAAQ Kol va

ouvbovral ot iSlot og GAAa StaBgotpa Swudrtia.

MOALG 0 XpAoTNG £lodyEL To Gvopa Tou, Ba cuvavtioestl Tnv Ewkova 66.
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EIKONA 66 - H 5kHNH NETBOOTSTRAP

Y1a mepLoodTEPA TaLXViSLlo TTOAAMAWY TTALKTWY, OL XPHOTEC CUVAVTOUV QPKETEC POPEC KAl OF
Sladopa pépn tou mayvidlol site pe tn popdn EExwpPLoTWY oKNVWV, Onwe edw, eite pe tn popdn
£l60MOINCEWV — UNVUPATWY, evdeifelg doptwong (loading), dnwce n mapandavw. Ot evdeifelg AUTEG,
UTLOSELKVUOUV TNV €KTEAECH KATIOWWV AELTOUPYLWV OTO TIAPAOKNVIO TOU Ttayvidlol, oL omoieg
ouvnBwg adopolV TNV pUBULON KATTOLWY SIKTUOKWY TIUPAUETPWY, ATOPAITNTWY ylot TNV OMOAR
Aewtoupyla Tou mavidlol. Ol AELTOUpPYLEG QUTEG UMOPEL va yivouv xpovoBoOpec, yla autd Kol

ylvovtal oTto mapaoKnvLo, EVW oL XPROTEG BAETIOUV TO AVTIOTOLXO HAVUUAL.

TNV Mapouoa €pyacia, N avwtépw AslToupyla TPOAYUATOTMOLETOL HECW ULAG VEAG OKNVAG, TNG
NetBootstrap, n onoia meplAapBavel Ta mapakatw avrikeipeva (Ewkova 67).
M NetBootstrap

1 EventSy:

dlimerd

lainhenu

EIKONA 67 - TA ANTIKEIMENA THX 3KHNHS NETBOOTSTRAP

3.5.3 Networking Components
NetworkManager

To avtikeipevo NetworkManager amotelel tn Bdon onolaodnmote SLadkTuakng Aettoupyiag Le
to Unity Netcode. H NetworkManager, anote)etl pia kKAdon Baciopévn oto potifo Singleton,
ETUTPEMOVTAG TNV UTOPEN ULaG LOVASIKAC EKSOXNC TNG KAAONG N oTtola TapEXEL VA KEVTPLKO

onueio mpooBaocng og autAv. H KAdon autr propei vo BewpnBel 0 KeVTPLKOG ivaKag EAEyXOU
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TWV SLASIKTUAKWVY AELTOUPYLWV TOU TtalyVviSLoU KaBwc MEPLEXEL OAEG TIG AMAPAITNTES

S1a8IKTUOKEG puBUioeLg EVOG maLXvLSLoU.

MNapakdtw mapouotalovral ot Stabéaotpeg pubpuioelg tou Network Manager.

Var Int Four Bytes

EIKONA 68 - OI PYOMISEIZ TOY NETWORK MIANAGER

e Loglevel: OpileL To €ib0¢ TwV Siktuakwy logs.

e PlayerPrefab: H Baowotepn OAwv, Kot n povadlky Tou €xeL tpomomolnBel otnv
OUYKEKpPLUEVN Tiepinmtwon, eivat n NetworkPrefabs 1 n PlayerPrefab. It Béoelc autég,
TPETEL va TOTtoBeTNnBel TO avtikeipevo to onoio Ba anoteAel To xapaktrpo Tov onoio Ba
Xelpilovtal ol maikteg Tou SLadIKTUOKOU pag alxvidlou. MNa auto to Aoyo, £xeL cupBel otn
Béon tou NetworkPrefabs to avtikeipevo Character mou sloaydyape vwpitepa. Av To
malyvioL mopeixe tn Suvatotnta evaliayng Hetoafl Sladopwv Xopaktnpwv, Tote Ba
£TPENE va TPooTeBoUV avTLOTO WG,

e Protocol Version: O oplopog autng tng Tng Bonda otn Siakplon petal twv Stadopwy
builds mpokepévou va punv £pxovtal o cUYKPOUOH Ta VEQ LE T TTaAald.

e Network Transport: OpileL to ov Ba Bpiokovtal oplopéve SIKTuakEG pubuioeLg.

e Tick Rate: EAéyxel Tov pubuod avavéwong, 6nAadn moéco cuxva to Netcode otéAvel kal
Séxetal Sedopéva. H tiun tou petadpaletal oe ticks per second, ondte yla mapadetypa n

TN 60 cuvenayetal 60 ticks (avavewoelg) ava SeutepoAento.
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e Ensure Network Variable Length Safety: Av emi\exBei, to Netcode Ba Staduldtel otL 0
KwdLkag Tou xprnotn Sev Ba pmopel va ypael mépa anod ta opia pag NetworkVariable,
pLoc Stadiktuakng LeTaBANTAC TV omoia polpdalovtal oL XproTeG.

e Connection Approval: Emutpénel tnv €ykplon ouvdéoswv (connection approval) otav
ETUAEYETAL O CUVOUAOUO Ue TNV Xxprion Tng NetworkManager.ConnectionApprovalCallback
EVTOG TOU KWALKAL.

e Client Connection Buffer Timeout: Opilel TO XpOVIKO SLACTNO TIOU XPELATETOL VO TIEPACEL
T(POKELUEVOU £vag client va ohokAnpwoet tn Stadikacia £ykplong oclvdeong. Av untepPei to
XPOVO aUTO, TOTE 0 Xprotng Ba anoocuvdebel.

e Force Same Prefabs: Av emihexBei, tote eAéyxel OtTL OAoL oL clients mou cuvdéovtal oto
riaxvidL £xouv ta idta akpPpwce Siktuaka prefabs omwg kat o server. Av Sev erulexBel, tote
Ba ayvonBouv omolecdnmote StadopEc.

o Recycle Network Ids: Av em\exBel, emupénel v enavoypnoldonoinon Twv
NetworkObject.NetworkObjectlds mou €xouv avoteBei 1én, HETA TOV OPLOUEVO XPOVO,
6nAadn tng Network Id Recycle Delay mou akoAouBst.

e Enable Scene Management: Av en\exBei, tote 10 Netcode Ba xelplotel tn Slaxeiplon Twv
OKNVWV KOl TOV oUYXPOVIOMO Twv clients. Av Sev emilexBel, TOTE 0 MPOYPAPUATIOTAG Ba
TPEMEL VA XTLOEL TN SLKN TOU AOYLKI) GUYXPOVIGHOU.

e Load Scene Time Out: Av éxeL eTiiAexBel To Enable Scene Management, n tiui autn opilet
TO Xpovikd Sldotnua oto omolo o NetworkSceneManager Ba mepével KabBwe n oknvn

dopTwvetal aclyyxpova, TPoTou BewpnoeL OTL anétuxe n popTwon Tne.

NetworkBehaviour: AnoteAel pla abstract kKAaon mou kAnpovopei and tnv MonoBehaviour kot
Xpnoloroleital kupiwg yia dnutoupyia Stadiktuakng Aoyiknc. Xpnowpomnolel NetworkVariables kat
RPC yla va ouyxpovioel TNV KATAOTOON TWV TOLKTWY KAl Vo OTEAVEL UNVUUATO HECW TOU

Sladiktuou. Asttoupyel oe cuvbuaouo pe to NetworkObject.

NetworkObject: Anotelel anapaitnto component ylo omolodnmote avtikeipevo Ba Bploketal otn

oKNVNA Kal XPeLaleTal va cuyxpoVileTal KaL Vo EVNLEPWVETAL N KATACTOON TOU LETAEY TWV TTOULKTWV.

NetworkAnimator: To component anoteAel tn BAon yLo TOV CUYXPOVIOUO TwV animations Slapéow
pLoc dtadtktuakng olvdeong. Ta animations cuyxpovilovtal PeTafy TwV TALKTWY TTOU CUUUETEXOUV

otnv 6l ouvebdpia.
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ApplicationController

Ytnv Ewova 67, mapatnpeital n Umapén evog akoun avilkelpévou, tou ApplicationController. To
avTIKeipevo autd, amoteAel akopn €va Pacikd cuoTatikd tng SLaSLKTUAKAC AsLToupylag Tou

mayvidlol, kabwg sival umteBUVO yla TV SnuLoupyia Kot ekkivnon tou server ou Ba e€umnpetel

TOUG XPHOTEG.

+ Application Controller (Script)

Server Prefab

Player Prefab

EIKONA 69 - TO COMPONENT APPLICATION CONTROLLER

Amo tnv Ewova 69 napatnpeital mwg n kAdon tou ApplicationController 8éxetal ocav opiopata
KATIOLeG KAAOELG, oL oTtolec Ba avaAuBoUv mepaltépw otn ouvexela. Elval onpavtiko va avadepbel
6w, mwg n Aettoupyia tng ApplicationController Stadopormoleital ONUAVTIKA Ao TO AMOTEAECHA

NG ouvelnknc:

SystemInfo.graphicsDeviceType ==

UnityEngine.Rendering.GraphicsDeviceType.Null

KQAIKAS 15 - 5YNOHKH EKTEAESHS KQAIKA T1A SERVER KAI CLIENT

To anotéAeopa TnG ouvOnkng autng (Kwdikag 15) Ba opiosl molo TR Tou Kwoika Ba ekteAeoTel
KOl OUCLOOTIKA avayvwpilel av n epopuoyr EKTEAEITAL O€ KATIOLOV Sserver 1] 6€ KATOLO UTIOAOYLOTH
XPNoTn. TNV MPWTN TEPIMTWON, apXLKOTOLOUVTAL oL KAACELS Tou Server KoL OpxlKA n Server
Singleton. KaAouvtat emiong oL ocuvaptioel serverSingleton.CreateServer () xal
serverSingleton.GameManager.StartGameServerAsync () oL omoieg eivat
UTELBUVEC yLa TN SnuLoupyla Kot Evapén Tou server. Xtn §g0TEPN MEPLMTWON, ApXLKOTOLOUVTAL OL
HostSingleton kat ClientSingleton. Xtn ouvéxela akolouBel pépoc TOUu KwdKA TNG

ApplicationController KAAong pe TG oNUOAVTLIKOTEPEC AetToupyieg TNG (Kwdkag 16).
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public class ApplicationController : MonoBehaviour ({
[SerializeField] private ClientSingleton clientPrefab;
[SerializeField] private HostSingleton hostPrefab;
[SerializeField] private ServerSingleton serverPrefab;
[SerializeField] private NetworkObject playerPrefab;
private const string GameSceneName = "Shooter";
private ApplicationData appData;

private async void Start () {
DontDestroyOnLoad (gameObject) ;
await LaunchInMode (SystemInfo.graphicsDeviceType ==
UnityEngine.Rendering.GraphicsDeviceType.Null) ;

private async Task LaunchInMode (bool isDedicatedServer) {
if (isDedicatedServer) {
Application.targetFrameRate = 60;
appData = new ApplicationData();

ServerSingleton serverSingleton = Instantiate(serverPrefab);
StartCoroutine (LoadGameSceneAsync (serverSingleton)) ;
} else {

HostSingleton hostSingleton = Instantiate (hostPrefab);
hostSingleton.CreateHost (playerPrefab) ;
ClientSingleton clientSingleton = Instantiate(clientPrefab);
bool authenticated = await clientSingleton.CreateClient();
if (authenticated) {

clientSingleton.GameManager.GoToMenu () ;

private IEnumerator LoadGameSceneAsync (ServerSingleton serverSingleton) {
AsyncOperation asyncOperation =
SceneManager.LoadSceneAsync (GameSceneName) ;
while (!asyncOperation.isDone) {
yield return null;}

Task createServerTask = serverSingleton.CreateServer (playerPrefab);
yield return new WaitUntil (() => createServerTask.IsCompleted);

Task startServerTask =
serverSingleton.GameManager.StartGameServerAsync () ;
yield return new WaitUntil (() => startServerTask.IsCompleted);}

KQAIKAs 16 — KQAIKAS TOY APPLICATION CONTROLLER SCRIPT
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3.5.4 ZuyXpOVLOMOG KaTtaoTtaocswv Kat RPCs

To Netcode neplAapBAvel TPELG ETUAOYEG YLOL CUYXPOVIOLO KOTOOTAOEWY KOl YEYOVOTWV.

e JUotnpa Mnvupdtwv (Messaging System)
To cluotnua PNVUPATwyY Tou Netcode eMLTPEMEL TNV AMOOTOAN Kal AN KNVURATWY Kal
yeyovotwv. OAOKANpOo To cUCTNUO UTOOTNPLIEL TNV OELPLOTOINoN TWV PACKWY TUTIWV
Sdedopevwv  Kabwg kot KAAcswv /Kol Sopwv ToOu  UAomolouv  tnv  Slemoadn
INetworkSerializable.
o Remote Procedure Calls (RPCs)
Ta RPCs amoteloUv €vav TPOTO OnmooToAN¢ €l0MOINoewY KabBwg Kol w¢ €vag
TPOTOG XEPLOUOU TNG ameuBeiag emkovwviag Hetafl evog server Kot evog client
N avtiotpoda. Elval dlaitepa xpAoLo OTIC TIEPUTTWOELG OMOU N BLOKTNOLO TNG
kAaong NetworkBehavior, evtog tng omoiag xpnotpomnoleitatl to RPC, avikel oto
server, aA\G xpelaletal évag f meplocdtepol clients va emikowvwvouv PE TO
ouoxetiopévo NetworkObject. Ito matyvibL mou avamtUxOnke ota mAaiola TG
napovoag epyoociag, to RPCs ypnolpomoltiOnkav Kuplwg OTO KOUMATL Twv

TIUPOBOALOUWY UETAEY TWV TTALKTWV.

Server RPCs

obj.MyServerRPC()
CLIENT \

\ MyServerRPC()

executed on server version of obj

SERVER

EIKONA 70 - APXITEKTONIKH SERVER RPCs
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Client RPCs

MyClientRPC()

Client 1 executed on client version of obj
CLIENT

obj.MyClientRPC ()

SERVER

. MyClientRPC ()
Client 2 executed on client version of obj

CLIENT

EIKONA 71 - APXITEKTONIKH CLIENT RPCS

o Custom Messages
ETutpénel oTov TMpPoypapuatioty tn Onuiloupylad MPOCAPUOCHEVWY  TUTWV

HUNVULATWY O€ TIEPLUITTWOELG OTIOU AUTA OMALTOUVTAL.

e NetworkVariables
Mua NetworkVariable xpnotponoleital ocuviBwg yla va cuyxpovioel pla katdaotoon 1
HETAPBANTA LETAEL TWV 6N oUVEESEPEVWV TTALKTWY KOL O0WYV CUVSEBNKAY 0pyoTEpa. TNV
TIPOKELWEVN TEpiMTwon, xpnotponoteital pia NetworkVariable yia va anoBnkevet kat va

OUYXPOVIEL HETOED OAWV TWV TTALKTWY TO SCOre Mo £XEL CUYKEVTPWOEL 0 KaBEvac.

Mapakdtw akoAouBel n meplypadr Twv Bacikwy AEITOUPYLWY TWV KAACEWV TNn¢ Ewkova 65.

3.5.5 KAdoeig Server

3.5.5.1 ServerSingleton.cs

H «kAdon ServerSingleton.cs amoteAel Tto script mou KkoAeltal Tmpwta amoe TNV
ApplicationController.cs otnv nepintwon tng ektéAeong Tou kwdika anod kamolov dedicated server.
MpOKeLTOL yLa L KAAON PBACLOMEVN OTO TPOYPOUHATIOTIKO HoTiBo Singleton, pe kUpla Asttoupyia
NG TNV Snuwoupyla kal apxikomoinon tou ServerGameManager, KaBwG KAl TOV OPLORO TWV
amapaitnTwy yLo Tov server PeTaBAnTwy, Omwe Twv ip,port kal query port. Na onuelwBel 6w nwg,
WG game port 1 anAwg port opiletal n BUpa Tou server oTnV oMol CUVSEOVTAL OL TTAUKTEC, EVW WG
query port opiletal n BUpa n omolia xpnoomnoleltal yla tn cuAloyr TAnpodopLWY OTIWE TO OVOUA

TOU server, O XAaptng, O aplOUOG maAlKTWV K.A. TEAOG, KaAel Ttnv ouvaptnon
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UnityServices.InitializeAsync(), n omoia eival amapaitntn ywa tnv apxikomoinon OAwv Ttwv

umnnpeowwv tou Unity Game Services, n onola kal mapoucotaletot mapakdtw (Kwdikag 17).

public class ServerSingleton : MonoBehaviour ({

public async Task CreateServer (NetworkObject playerPrefab) {
await UnityServices.InitializeAsync();
GameManager = new ServerGameManager (
ApplicationData.IP(),
ApplicationData.Port (),
ApplicationData.QPort (),
NetworkManager.Singleton,
playerPrefab);

KQaIkAs 17 - H APXIKOMOIHZH TQN AMAPAITHTQN YITHPESIQN A TH AHMIOYPIIA SERVER

3.5.5.2 ServerGameManager.cs

MPOKELTAL OUCLOOTIKA YLa TOV EYKEDAAO TWV UTINPECLWYV ToU server, kaBwg dlaxelpiletal OAa
TO VEX ELOEPYOUEVA aLTAATA, OTIWG elval n ouvdean f n anoclvEeon evog maiktn anod Tov server.
Anotelel emiong tnv Baon Svo amapaitntwv Asttoupylwv kaBe multiplayer maiyvidlol, tou

matchmaking kat tou backfilling.

Matchmaking

To matchmaking elvat pio Stadikacia mou xpnotpomnoleitatl og 6Aa ta multiplayer mayvidia yia va
ouVS£DEL aQUTOMATA TIOLKTEG TTOU £X0UV TtapdpoLo emninedo SeflotTwV N EUMELplOC, TPOKELLEVOU
va Umopouv va maifouv padll. Itdxog eival va SnuioupynbBouv LoOPPOTIEC KL OTIOAQUCTLKEC

QVOLETPIOELG, OTIOU KOVEVAG TIAKTNG SeV £XEL TAEOVEKTN LA £LG BAPOC TWV UTIOAOITTWV.

OL aAyoptBuot matchmaking Aappavouv unoyn Siddopoug mapayovieg, 6mwes n de€ldotnTo Twv
TIAUKTWY, oL BaBUOoAOYiEG, oL VIKEC/ATTEG KoL GANQ OTATIOTIKA, TIPOKELUEVOU Va TIPOocTiofcouV va
Bpouv talplaotolg aviutdAlouc. Auto Staodalilel OtL ol aywveg sival o apdippomol Kat o

Sikatol, mpoodEpovtag Eva KAAUTEPO KOL TILO ATIOAAUOTIKO TIEPLBAAAOV.

TNV TPOKELWEVN Tepimtwon, to matchmaking tou malxvidiol Sev otnpiletal os kamolov
aAyopLOuo Baoiopévo otnv e€LOTNTA 1 TNV EUMELPLO TWV TTOLKTWY, AAAA KATAVEUEL TOUG TTALKTEG
LE HovadLKo KpLTrpLo TN UTtapén Slabéouwyv B€oewv 1) OXL, O KATOLO Ao Ta evePYd SwHATLA.
Backfilling

To backfilling elvat pwa Stadikacio mou cuvdéetal pe ta multiplayer maiyvidia kat oxetiletal pe

ooa avadepbnkav vwpitepa. MPOKELTAL OUCLOOTIKA YO TOV TPOTIO LE TOV OTOL0 GUUITANPWVOVTOL
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KEVA OTOV apLOUO TWV TOLKTWY OE €va ALYV, it AOyw amoxwpnaong malktwy anod éva SwUATLo,
elte emeldn Sev UTIAPXOUV OPKETOL MAUKTEC YL va EEKLVAOEL €val VEO TTaXViSL. Otav KAmoLog maiktng
amoxwpel anod éva matyvidy, To cuotnua backfilling mpoomabel va cuumAnpwoel authyv TN B€on pe
€vav aA\o Taiktn, eite mpookaAwvtag GAAOV TTAKTN atd TNV 0UPA OVAOVIG ETE EVOWHATWVOVTAG
€vav véo maiktn mou eival Slabéolpog yia mayvidt. Auto cupBaAAeL otn Slatrpnon tou aplBpou

TWV TALKTWV Kal otn dtachdiion OtL ol maptideg EeKvouv e éva AN PEG GUVOAO TIOULKTWV.

To backfilling eivat onuavtikd ywo th ouvoxry tng epmelpiag moyvidloly, OMOTPEMOVTOC TN
dnuoupyla kevwyv dwuatiwv Kot tn Stakomr tou puBuou Tou matyvisiou. Noapakdtw yivetal n

TepLlypadr) TwWV oNUAVTIIKOTEpWVY onpelwv Tou kwdika Tng KAdong ServerGameManager.cs.

Evtog tou constructor tng ServerGameManager (KwSikag 18) yivetal n apytkomoinon Twv TLHWV
yla TIc ip Kal port péow tng kKAAdong ServerSingleton.cs, evw mapdA\nAa dnuloupyeital Kat éva
instance tn¢ MultiplayAllocationService, n omoia péow twv callback cuvaptroswv yxelpiletal
dladopa yeyovota mou adopouv to matchmaking, to backfilling, tn ocuvdeon 1 amoclvdeon Twv

TIOLLKTWV.

public ServerGameManager (string serverIP, int serverPort, int
serverQPort, NetworkManager manager, NetworkObject playerPrefab) ({

this.serverIP = serverlP;
this.serverPort = serverPort;
this.queryPort = serverQPort;

NetworkServer = new NetworkServer (manager, playerPrefab);
multiplayAllocationService = new MultiplayAllocationService();

KQaikAs 18 - O CONSTRUCTOR THZ KAASHZ SERVERGAMEMANAGER

H StartGameServerAsync() amote)Ael Tn cuvaptnon mou ivat uTteuBuvN yLa TNV EKKivnon Tou
server KaBwg Kol OAWV TWV UTINPECLWY TIOU £lvalL amapaitnteg yio to matchmaking kot to
backfilling. Mo va emiteuyBouv 6Aa autd, uUAomoLONKaV Ol GUVAPTAOELG
GetMatchmakerPayload(), StartBackfill(), oL omoieg kat ¢paivovtat mapakdtw. TEAOG, EVTOG TNG
StartGameServerAsync(), kaAeital n cuvdaptnon OpenConnection() tng kKAdong NetworkServer, n
omola kot kaBlota tov server £€touo va dexBel cuvdeoelg matktwv. H ServerGameManager
nepthappavel emiong Tic cuvaptrnoslg UserJoined() kal UserLeft(), ol omoleg kahoUvtal autopota
HOALG o NetworkServer evnuepwoel yla to avtiotolyxo event, SnAadn OnUserloined ka

OnUserLeft avtiotowa. OAa ta napanavw, mapouvotalovral otn cuvexela (Kwdikag 19).
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public async Task StartGameServerAsync () {
//constantly updates UGS with the state of the server
await multiplayAllocationService.BeginServerCheck() ;
MatchmakingResults matchmakerPayload = await GetMatchmakerPayload();
if (matchmakerPayload != null) ({
await StartBackfill (matchmakerPayload) ;
NetworkServer.OnUserJoined += UserJoined;
NetworkServer.OnUserLeft += UserLeft;
lelse(
Debug.LogWarning ("Matchmaker payload timed out");}
if (!NetworkServer.OpenConnection (serverIP, serverPort)) {
Debug.LogWarning ("Network Server did not start as expected");
return; }}

private async Task<MatchmakingResults> GetMatchmakerPayload() {
Task<MatchmakingResults> matchmakerPayloadTask =
multiplayAllocationService.SubscribeAndAwaitMatchmakerAllocation();
if (await Task.WhenAny (matchmakerPayloadTask, Task.Delay(20000)) ==
matchmakerPayloadTask) {
return matchmakerPayloadTask.Result;

}

return null;

private async Task StartBackfill (MatchmakingResults payload) {
backfiller = new MatchplayBackfiller ($"{serverIP}: {serverPort}",
payload.QueueName, payload.MatchProperties, 20);
if (backfiller.NeedsPlayers()) {
await backfiller.BeginBackfilling();}

private void UserJoined (UserData user) {
backfiller.AddPlayerToMatch (user) ;
multiplayAllocationService.AddPlayer () ;
if (!backfiller.NeedsPlayers() && backfiller.IsBackfilling) {
= backfiller.StopBackfill ()}

private void UserLeft (UserData user) {
int playerCount =
backfiller.RemovePlayerFromMatch (user.userAuthId);
multiplayAllocationService.RemovePlayer () ;
if (playerCount <= 0) {

CloseServer () ;
return; }
if (backfiller.NeedsPlayers() && !backfiller.IsBackfilling) {
= backfiller.BeginBackfilling(); }

KQaIKAs 19 - O SYNAPTHZEIS [IA MATCHMAKING, BACKFILLING KAl SYNAESH/AMOSYNAESH NAIKTQN
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3.5.5.3 NetworkServer.cs

Elval n kAdon n omola apyikomoleital kKatd oslpd teAeutala, wotdoo n Asttoupyia tTng elvat
efloou onuavtikn PEe TIg Iponyoupeves. H kupldtepn Aettoupyia tng eival n évapén kot dlokomn
TWV OUVOECEWVY OO TOV Server IPog ToUG MAIKTEG, 6tav autol embupouv va cuvbeBouv o kamolo

SlaBéopo server.

MOALG n ouvbeon &vog véou maiktn oAokAnpwBei, tote n NetworkServer.cs mpoxwpd otnv
apxkoroinon (Instantiate) tou yapaktipa, tov omoio Bo xelpiletal o YPAOTNG €VTOC TOU

riavidLou.

ElbkOTEPA, KAt TNV KARon tou constructor tng NetworkServer, apXLKOTOLOUVTOL OPLOUEVEC
METAPANTEC KoL oplleTtal Toleg ouvapthoel Ba KaAoUvtal autopata HOALG OTEAvovtal Ta
avtiotolya events amd Ttov networkManager. Opiletal emiong oe true n pLuBuLoN
networkManager .NetworkConfig.ConnectionApproval, n omoia kot eA€yxeL To av Ba eykplOei pla
véa olvOeon 1N OxL. AuTO elval amopaiTNTO yla TOV EAEYXO TWV VEWV CUVOECEWV Kal av To

avtioTtolya requests MANPoUV OpLOUEVA KPLTHPLO.

MOAlg otaABel 1o event networkManager.ConnectionApprovalCallback, tote 6o kaAeital
ouTopATwg N ouvdptnon ApprovalCheck, n omoia Ba emefepyaletal kal Ba eAEyxeL Ta oToLXElA TNG
véag olvOeonG. ZUYKeKpLUEVA, KAOe TETOLo request, meplhapPavel £€va POVASIKO avayvwpLOTIKO
olvbeong, to request.ClientNetworkld, kaBw¢ kat otdnmote dAo adopd tn véa olvdeon, To
omoilo PBpioketal evtog Tng request.Payload petafAntrg, Onwg ya mopadelypua To OVOUO TOU
naiktn K.a. MOALg autd oAokAnpwBouv, tote KaAeital n SpawnPlayerDelayed() n omoia kat

TOMOBETEL TOV XAPAKTAPA TOU TIAKTN EVTOC TNG MiOTAG.

OMAa 6oa mpoavadepbnkav Kat adopolv TNV SuvatotnTta cUVOECNC TWV TIALKTWY |E TOV Server,

napouoLaovral Pe Th Hopdn KWdLKA oTn CUVEXELA ().
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public class NetworkServer : IDisposable {

public Action<UserData> OnUserJoined;

public Action<UserData> OnUserLeft;

private Dictionary<ulong,string> clientIdToAuth = new
Dictionary<ulong, string> () ;

private Dictionary<string,UserData> authIdToUserData = new
Dictionary<string,UserData>();

public NetworkServer (NetworkManager networkManager, NetworkObject
playerPrefab) {
this.networkManager = networkManager;
this.playerPrefab = playerPrefab;
networkManager.NetworkConfig.ConnectionApproval = true;
networkManager.ConnectionApprovalCallback += ApprovalCheck;
networkManager.OnServerStarted += OnNetworkReady; }

private void ApprovalCheck (NetworkManager.ConnectionApprovalRequest
request, NetworkManager.ConnectionApprovalResponse response) {
string payLoad =
System.Text.Encoding.UTF8.GetString (request.Payload) ;

UserData userData = JsonUtility.FromJson<UserData> (payLoad) ;
clientIdToAuth[request.ClientNetworkId] = userData.userAuthId;
authIdToUserData[userData.userAuthId] = userData;

OnUserJoined?.Invoke (userData) ;
= SpawnPlayerDelayed(request.ClientNetworkId);

response.Approved = true;
response.CreatePlayerObject = false;

private async Task SpawnPlayerDelayed (ulong clientId) {
await Task.Delay(1000);

NetworkObject playerInstance = GameObject.Instantiate (playerPrefab,

SpawnPoint.GetRandomSpawnPos (), Quaternion.identity);
playerInstance.SpawnAsPlayerObject (clientId);

public bool OpenConnection (string ip, int port) {
UnityTransport transport =
networkManager.gameObject.GetComponent<UnityTransport>();
transport.SetConnectionData (ip, (ushort)port);
return networkManager.StartServer();

public UserData GetUserDataByClientId(ulong clientId) {
if (clientIdToAuth.TryGetValue(clientId, out string authId)) {
if (authIdToUserData.TryGetValue (authId, out UserData data))
return data; }
return null; }
return null; }}

{

KQaikAs 20 — Ol SYNAPTHSEIS THZ KAASHS NETWORKSERVER
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3.5.6 KAdoeig Host

Onw¢ mepleypadnke vwpitepa yla TG Aswtoupyieg tng ApplicationController.cs, otnv
TMEPIMTWOoN OMoU 0 KWSOLKAG TNG KAAONG EKTEAELTAL O KATOLOV UTIOAOYLOTH Kal 0XL o dedicated
server, T0te Ba akoAouBnOel Stadopetikn mopeia kat Ba apylkomolnBouv ot KAAGELG TTou adopolv

tov Host kat toug Clients.

3.5.6.1 HostSingleton.cs

H HostSingleton.cs eivat n mpwtn KAAGCTN TTOU apXLKOTOLE(TAL LOALS N edapoyn eKTEAETAL OTOV
umoAoyloth Kamolou Xpnotn. Eival ouctaotikd pia kAdon Baclopévn oto mpotumo Singleton,
ETUTPEMOVTAG TNV UTIAPEN HLAG Hovadikng ekSoXNG TNG KAAONG n omola MapEXEL EVal KEVIPLIKO
onueilo mpocPaong oe autnv. Katd tnv dnuoupyia tng HostSingleton, Snuiloupyeital kat éva
instance tn¢ HostGameManager (Kwdikag 21), 6nwg Ba avaAuBel otn ouvéxela. H HostSingleton
onAadn, Ba mapéxel ovolaoTikd tpooPfacn kal otnv HostGameManager Kal TIG UTtNPEacieg mou

TLOPEXEL.

public class HostSingleton : MonoBehaviour {
public void CreateHost (NetworkObject playerPrefab) ({
GameManager = new HostGameManager (playerPrefab);

H}

KQaIkAs 21 - H AHMIOYPIIA ENOS INSTANCE THX HOSTGAMEMANAGER

3.5.6.2 HostGameManager.cs
H HostGameManager.cs eotidlel otnv dnpioupyia Twv lobbies ota omolia ot xprjoteg pmopouv
va ouvdeBoUV KOl 0TNV APXLKOTOLNOoN VOGS HovadikoU KwdLKoU ToV omoio oL MalkTeg Umopouy va

XPNOLLLOTIOL 00UV TIPOKELUEVOU VA ouVEEBOUV 0TO SWUATLO TToU eMLBUMOUV.

H HostGameManager slval lSlaitepa onUavTiki KaBwG Py LOTOTIOLEL OAEC TLG EVEPYELEG TTOU €lvall
amnapaitnteg ywa to Relay, ta Lobbies kat to HeartBeat, ta onoia avaAvovral mapakatw (Kwdikag

22, Kwdikag 23).

Juykekpluéva, Héow Ttn¢ Relay.Instance.CreateAllocationAsync(maxConnections), oTéAvel
aitnua mpog to Unity Game Services yla tnv KpAatnon €vog relay server, evnuepwvovtag to
TaPAANAQ yla TO UEYLOTO OVOUEVOUEVO OPLOUO TIAUKTWY. AV QUTO €TUTUXEL, TOTE HEOW TNG
Relay.Instance.GetJoinCodeAsync() avaktd tov povadiko kKwbikd cuvdeong oto lobby, Tov onoio
Umopel va SLapolpdosl LETafy TwWV UTTOAOITIWVY MALKTWY, TIPOKELUEVOU VoL cuvSeBolv oto SwHdTLo

mou dnulovpynoe. Exovtog mA£ov TPAYUOTOMOLOEL TNV Kpdtnon tou Relay Server, xpeldletat
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mA£ov, O6An n kivnon mou mpogpyetat anod to Netcode, va nepva péoa anod tov Relay Server. Auto

ETITUYXAVETAL LECW TWV TTAPOKATW CUVOPTACEWV:

® UnityTransport transport =
NetworkManager.Singleton.GetComponent<UnityTransport>() ylatnv
avaktnon tou UnityTransport component tou NetworkManager,

® transport.SetRelayServerData (new RelayServerData (allocation,
connectionType: "udp")) ; YyLO TOV OPLOUO TWV OTOLXELWV TOU relay server kot tou

TPWTOKOAAOU GUVEEONC OE QUTOV.

3TN ouveéxela xpelaletal va yivel n dnuloupyia tou Swpuatiou to omoio Ba prlogevel Toug maikteg
pHéow TG Lobbies.Instance.CreateLobbyAsync(), n omoia 6éxetal cav opiopata to dvopa tou host
KOlL TOV PEYLOTO aplBuo cuvdéocewy, evw TéNog kaAsital n NetworkManager.Singleton.StartHost()

yla tnv évapén Aettoupyiog tou Host.

ErumAéov, oOnwg daivetar otnv Ewova 65, n HostGameManager, &nuioupysl tnv KAdon
NetworkServer, n onoia avaAUBnKe vwpitepa. ITNV MPAYHOTIKOTNTA, Elval akplBwe n idlor KAdon
ToU XpnotpomnolBnke otnv nepimtwon twv dedicated servers, pe povadikn Sladopd OTL o KWELKAC
NG eKTEAE(TAL TTAEOV OTOV UTTOAOYLOTH KATIOLOU TAKTH, LETATPEMOVTAC ToV o€ olkoSeomodtn (host).
O tpomo¢ e Tov omoio Ba Staxelpiletal o host TIg CUVSECELG VEWV TTALKTWY, £lvat akplBwE i6Log pe

TOV TPOTO e ToV omoio Ba Tig dlaxelplotay évag dedicated server.
Unity Relay

O TpOMO¢ Ue ToV omolo oL Taikteg ouvdéovtal os kamoto host, Baaciletal otnv umnpecio Relay mou
napéxel to Unity, n omolo ektehel OAEG TIC AMAPALTNTEG EVEPYELEC TIPOKELUEVOU va emteuXOel n
olvbeon. Xwplig auto, Ba €mpemne vo UTAPEEL PHéPLva Ao ToV (510 TOV TIPOYPAUUATIOTH yla TV
QVTLUETWITLON OPLOUEVWY CUVNBLOUEVWY TIPOBANUATWY TIPOKELPEVOU Vo emiteuxBel n Suvatdtnta
QIPOOKOTITNG EMIKOWVWVIOG HETAED TWV CUOKEUWV TOU TOTIKOU SIKTUOU Kal TOUu gUpUTEPOU
Sladiktiou. To Relay Aettoupyel cav pecdlwv HeTOEU TWV TOLKTWY KAVOVTIAG OUGCLOOTLKA

QVAETAS00N TwV Se80UEVWYV TTOU AapBAveL.
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EIKONA 72 - APXITEKTONIKH RELAY

OL e€unnpetntég Relay dtavépouv ta pnvupatTa HETafy TWV TALKTWY UE XapnAn kabBuaotépnon Ue
TPOTO TETOLO WOTE va amodevyetal n ansubeiag ouvdeon petafy SUO MALKTWY LETALY Toug. H
unnpeoia Relay gival katdAAnAn yia mouyvidla mou Bacifovtal otn AoyLkr Omou €vag maiktng —
client (maiktng host) pépetal wg server kot oL utoAoLoL TaikTeg wg clients. Onwg daivetal otnv
Ewkova 72, oL e€unnpetntég relay anoteAolv To TeAKO onpeio (endpoint) kat eival mpoofaoipuot
and 6Aoug toug maikteg. To poTifo autd emllUel cuvnBLopEva TpoPAnuaTa OMwe N evaAlayn
SIKTUWV Kal SteuBuvoewvy IP, n petadpaon SteuBivoeswv diktuou (NAT) kat ta firewalls petagld Twv
matktwyv. Kabe maiktng pmopel va ocuvdebel otnv idta SievBuvan IP kat oto 8o port, SnAadn t
StevBuvon Kal to port tou emheyuévou Relay Server, kat pmopoUv va €ival ciyoupol OTL oL
mAnpodopieg cuvdeonc Ba mapapeivouy iblec kaOOAN tn Slapkela Tou matyvidtol. Me tov Tpomo
QUTO, oL maikteg pa Stadiktuakng ouvdeonc dev xpetaletal va yvwpilouv tig Steubivoelg IP twv

umoloinwy, avédavovtog £tol TNV aohEAELA KAL TNV LWBLWTLKOTNTA.
Unity Lobby

EKTOG TNG umnpeoiag Relay, o akopn amapaitntn unnpeoia sival n Lobby yia tnv emniteuén tng
Aewtoupylag host — client. H Lobby oe cuvbuaoud pe tnv Relay, emtpénel otoug MaAikteg va
oUVSEOVTaL OTA UTIAPYOVTA SWUATLA, Va SNULoUpyoUV SLKA TOUG KoL VO EVNEPWVOVTOL SLAPKWG

yla g Sto0gotpeg emhoyég Swpatiwy. JUYKEKPLUEVA, OL SUVATOTNTEG TTIOU TTOPEXEL ElvOL:

e [leptiynon otn Alota twv dtabéoipwy dwpatiwv kal Suvatotnta emhoyng Kat cuveeang
O€ auTq,
e Alapolpaopdg evog povadikol kwdikol (join code) pe GAAOUG TTAUKTEC, TIPOKELUEVOU va

pmopoLv va cuvdeBoulv ameuBeiag,
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e Auvarotnta MpAyopng 20vdeong (Quick Join) yla epeon kat cuvdeon oe Tuxaio Swudrtio,
e Anuloupyia dlwtikol dwuatiou kat TPOokAnon o GAAOUG TIKTEC,
e Avalntnon kal eupeon Swuatiwy mou TANPoUV KAToLa KpLTrpLa (xaptng, ei6o¢ matxvidlou,

apLOUOC TTALKTWY K.4L.).
Heartbeat

TéNog, pla akopn Baotkn Asttoupyla tng HostGameManager, sival to Heartbeat tou lobby. Qg
Heartbeat opiletal n anootoAr) evog request and tov host, mpokelévou va pnv Bswpel to lobby
w¢ adpavés. O KUpLog AOYoG TTou auTo cuppaivel sival yia va pnv gpdavidovral otoug GAAOUG
naikteg ta Swudtia mou eivat adpavi. Oca dnAadn dwudtia epdavilovral otn Alota, Ba eival Ta

SwATLa TTOU £X0UV eVEPYOUG CUVSESENEVOUC TTALKTEG.

public class HostGameManager : IDisposable {
private Allocation allocation;
private string joinCode;
private string lobbyId;
private const int maxConnections = 20;
private const string GameSceneName = "fpsShooter";
private NetworkObject playerPrefab;

public HostGamelManager (NetworkObject playerPrefab) {
this.playerPrefab = playerPrefab;

public async Task StartHostAsync () {

allocation = await
Relay.Instance.CreateAllocationAsync (maxConnections) ;
joinCode = await
Relay.Instance.GetJoinCodeAsync (allocation.AllocationId) ;
UnityTransport transport =
NetworkManager.Singleton.GetComponent<UnityTransport> () ;
RelayServerData relayServerData = new RelayServerData(allocation,
"udp") ;
transport.SetRelayServerData (relayServerData) ;
//Creating Lobby
CreateLobbyOptions lobbyOptions = new CreateLobbyOptions();
lobbyOptions.IsPrivate = false;
lobbyOptions.Data = new Dictionary<string, DataObject> () {
{

"JoinCode", new DataObject (

visibility: DataObject.VisibilityOptions.Member,

value: joinCode) }

bi
string playerName =
PlayerPrefs.GetString (NameSelector.PlayerNameKey, "Unknown Lobby");
Lobby lobby = await
Lobbies.Instance.CreateLobbyAsync ($"{playerName}'s Lobby",
maxConnections, lobbyOptions);

KQalkAs 22 - O KQAIKAS THE HOSTGAMEMANAGER KAASHE a3




lobbyId = lobby.Id;
HostSingleton.Instance.StartCoroutine (HeartbeatLobby (15));
UserData userData = new UserData {

userName =

PlayerPrefs.GetString (NameSelector.PlayerNameKey, "Missing

Name"),

userAuthId = AuthenticationService.Instance.PlayerId };
string payload = JsonUtility.ToJson (userData) ;
byte[] payloadBytes = Encoding.UTF8.GetBytes (payload);
NetworkManager.Singleton.NetworkConfig.ConnectionData =
payloadBytes;
NetworkServer = new NetworkServer (NetworkManager.Singleton,
playerPrefab);
NetworkManager.Singleton.StartHost () ;
NetworkManager.Singleton.SceneManager.LoadScene (GameSceneName,

LoadSceneMode.Single) ; }

private IEnumerator HeartbeatLobby (float waitTimeSeconds) {
WaitForSecondsRealtime delay = new
WaitForSecondsRealtime (waitTimeSeconds) ;
while (true) {
Lobbies.Instance.SendHeartbeatPingAsync (lobbyId) ;
yield return delay;

KQaIkAs 23 - O KQAIKAS THE HOSTGAMEMANAGER KAASHE

3.5.7 KAdoeig Client

3.5.7.1 ClientSingleton.cs

Mpokettal yla aAAn po khaon Baolopévn oto potifo Singleton, n omola Ba sivatl mpooBaciun
amno Stadopa pépn tou kwdika. H Baoikn tng Asttoupyia, eival n dnuloupyia Kol apxLkomoinon tng
kAdong ClientGameManager (Kwdikag 24), n omolia Ba nepleypadel mapakdtw, KAl €V CUVEXELX n

kAnon tng GameManager.InitAsync().

public class ClientSingleton : MonoBehaviour {

public async Task<bool> CreateClient() {
GameManager = new ClientGameManager () ;

return await GameManager.InitAsync();}}

KQAIKAS 24 - AHMIOYPIIA ENO3 INSTANCE TH3Z CLIENTGAMEMANAGER MESQ TH3 SYNAPTH3HS CREATECLIENT

3.5.7.2 ClientGameManager.cs
Anotelel tnv kKAdon mou xelpiletal tn Aoyikn tiow amnd tn Suvatotnta cUVEEoNE TWV TTOLKTWY
t000 ot dedicated servers 6co kat oe dwpatia (lobbies) dAAwv matktwy. Ot MAIKTEG HEOW TWV

ouvapthoewv TnG kKAaong ClientGameManager, Unopouv va cuvdEovtal o€ servers €(Te HEOW TNG
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emloyng Find Match (matchmaking), eite péow evog povadikol kwdkou, ou av Tov yvwpilouv
Ba toug emutpéPel Tn olvVOeDn o€ €va GUYKEKPLUEVO SwUATLO, £lte PEow TNG emiloyn Lobbies,
omnou Ba umopouv va douv 0Aa ta Slabéoipua Swpdtia kot va enthéEouy. OL Sladlkacieg aUTEG,

napouotalovral mapakatw (Kwdikag 25,Kwdikag 26).

public class ClientGameManager : IDisposable {
public async Task<bool> InitAsync() {
await UnityServices.InitializeAsync();
networkClient = new NetworkClient (NetworkManager.Singleton) ;
matchmaker = new MatchplayMatchmaker () ;
AuthState authState = await AuthenticationWrapper.DoAuth() ;

if (authState == AuthState.Authenticated) {
userData = new UserData {
userName = PlayerPrefs.GetString (NameSelector.PlayerNameKey,
"Missing Name"),
userAuthId = AuthenticationService.Instance.PlayerId };
return true;}
return false;}

public async Task CancelMatchmaking() {
await matchmaker.CancelMatchmaking() ;

public void GoToMenu () {
SceneManager.LoadScene (MenuSceneName) ; }

public void StartClient (string ip, int port) {
UnityTransport transport =
NetworkManager.Singleton.GetComponent<UnityTransport> () ;
transport.SetConnectionData (ip, (ushort)port);
ConnectClient () ;

public async Task StartClientAsync(string joinCode) {

allocation = await Relay.Instance.JoinAllocationAsync (joinCode) ;
UnityTransport transport =
NetworkManager.Singleton.GetComponent<UnityTransport> () ;
RelayServerData relayServerData = new RelayServerData(allocation,
"udp") ;
transport.SetRelayServerData (relayServerData) ;
ConnectClient () ;

private void ConnectClient () {
string payload = JsonUtility.ToJson (userData);
byte[] payloadBytes = Encoding.UTF8.GetBytes (payload);
NetworkManager.Singleton.NetworkConfig.ConnectionData =
payloadBytes;
NetworkManager.Singleton.StartClient () ;

KQaikAs 25 - SYNAESH TQN CLIENTS SE SERVERS/LOBBIES 35




public async void MatchmakeAsync (Action<MatchmakerPollingResult>
onMatchmakeResponse) {
if (matchmaker.IsMatchmaking) {

return; }
MatchmakerPollingResult matchResult = await GetMatchAsync () ;

onMatchmakeResponse?.Invoke (matchResult) ;

private async Task<MatchmakerPollingResult> GetMatchAsync () {
MatchmakingResult matchmakingResult = await
matchmaker.Matchmake (userData) ;
if (matchmakingResult.result == MatchmakerPollingResult.Success) {
StartClient (matchmakingResult.ip, matchmakingResult.port); }

return matchmakingResult.result;}

KQAIKAS 26 - SYNAESH TQN CLIENTS SE SERVERS/LOBBIES (SYNEXEIA)

3.5.7.3 NetworkClient.cs
H kUpla Asttoupyia tng KAAong autng elvat n evallayr HeTalU Twv okNVwy, OTAV 0 TIAUKTNG

amoouvdEetal anod To malyvidt, KaBwg KAl n KO TOU avTioTolXou event, OTIWGE MAPOUGCLAleToL

napakatw (Kwdikag 27).

public class NetworkClient : IDisposable {
private NetworkManager networkManager;
private const string MenuSceneName = "Menu";

public NetworkClient (NetworkManager networkManager) {
this.networkManager = networkManager;
networkManager.NetworkConfig.ConnectionApproval = true;
networkManager.OnClientDisconnectCallback += OnClientDisconnect;

private void OnClientDisconnect (ulong clientId) {

if (clientId != 0 && clientId != networkManager.LocalClientId) {
return;

}

if (SceneManager.GetActiveScene () .name != MenuSceneName) {

SceneManager.LoadScene (MenuSceneName) ;
}
if (networkManager.IsConnectedClient) {
networkManager.Shutdown () ;

KQAIKAS 27 - ANIOSYNAESH MAIKTH KAl ENAAAATH SKHNQN
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3.6 BoAgg

EIKONA 73 - APXITEKTONIKH KAI YTXPONIZMOS TYPOBOAISMQN

‘Exovtag MAEov SNULOUPYNOEL TO XOPAKTAPA KAL TNV TIoTA, XPELAleTal va UAomoLnBel n Aoyikn
mou adopd tn SuvatdtnTa Tou Taiktn va upoPoAel, KATL Tov gival amapaitnto GuaoLkd yio Kabe
shooter matyvidt. H Aoyikn autr elval datvopevika amAr), epodoov opwc to matyvidl 6a amevBuvetal

o€ MOAATAOUG MAIKTEG, XPELATETAL VA UTIAPEEL LEPLUVA YLOL CUYKEKPLUEVA BEpaTaL.

Eival moAU onuavtikd, onwcg Ba emefnynbel kal otn OUVEXELM, va UTIAPXEL 000 TO Suvatdv
ULKPOTEPN KOBUOTEPNCN OTO CUYXPOVIOUO TwV oPalpWY, WOTE N EUMELPLA TWV XPNOTWV va lval n
koAUtepn OSuvatn. Eva multiplayer shooter mawvidt pe auvénuéveg kabBuotepnoelg (lag), Ba
Suoavaoxetolos TOug TAKTEG Kal Ba Snuioupyolos onUOVTKEG SladopEg otnv eumelpia Tou

KaBevoc.

Elvaw emiong pelfovog onuaociog, n aviyveuon twv cuykpoloswvV Kat n epoappoyn {nuag (damage),
HeTafL TWV TIOUKTWY, Va YIVETAL HECW EVOG KEVTPLKOU onpeiou. Autd Ba BeATIWOEL GNUAVTLKE TNV
EUMELPIA TWV TALKTWY, Kol £miong Ba slaylotomoloel T TOAVOTNTEG KAMOLOG TOUKTNG va

«KAEBEL» TOUG UTIOAOLTTOUG. To KEVTPLKO auTo onueio (server ) host), Ba eival appodio yia OAeg
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OUTEG TIC Asttoupylec. Mapakatw Ba mepleypadel o TpOMOC UE TOV omoio uAomolBNnKe n AoyiKn

TWV MUPOBOALCUWY KAl TNG INULAC LETAEY TWV TTALKTWV.

OLmaikteg Ba pmopolv, HOALG TTANpOUVTAL KATIOLEG TTPOUTIOBECELS, OTIWG N OTOXEUGN LE TO AT A
Tou 8e€loU KALK Kal n UTIaPEN eMapPKWY 0hOLPWV OTO YEULOTHPA, VA TTUPOBOAOUV TIPOKELUEVOU Va
mAn&ouv Toug avtinaAolc Toug 1 vo KataoTtpEPouv KATTOLO AVTIKEIUEVO. MOALG AOLTIOV O TIAKTNG
rniupoPolei, Ba yivetat pia kApon RPC mpog tov server ) tov host, mpoketpévou o server fj o host va
dnuloupynosl tn odaipa Kat va thv wbnoeL mpog to onueio dmou o maiktng otoxeVel. H adaipa
autn, Ba elval n odaipa mou péow TNG aviyveuong cuykpouoswv tou Unity, Ba avayvwpilel av
OUYKPOUOTNKE LE KAToLov AAAo Taiktn Kot Tote Ba tou kavel Inuid. Mpokettal dnAadn yla thv
TPAYMOTIKN odaipa. Me Tov TPOTIO QUTO, ONMOTPEMETAL OTOLASHTIOTE TUOAVOTNTA KATIOLOG TIALKTNG
va adikel Toug umoAoutouc, KABWE 0 XELPLOMOC TWV CUYKPOUGCEWV YIVETAL QTIOKAELOTIKA ATO TO

server.

tn ouvéxela, o efunnpetntig Ba ebomolel 6Aoug toug maikteg (clients), mMpokeévou va
SnuLoupyoLV pLa ELKOVIKA odaipa, akplBwg dLa he TNV Tponyouevn, auth Tt Gopd OLWG TOTILKA.
‘EtoL Aoy, ol untdAounol clients Ba dnuloupyolv pia odaipa tnv omoia Ba PAEmouv povaya ot
810, n omola 6pwg Sev Ba kKAvel INULA O0Tav cuvavtd GAAouG Ttaikteg. O Adyog mou auTo yivetal,
glval yLa val EMITUYXAVETOL TO KOPUATL TNG KOTACTPEP LOTNTOC TWV KTNPpilwv aAAA KaL TG anoduyng
QTTOKALOEWV HETOEY TWV TIAUKTWY, KATL TIOU €lval TIOAU TBavo yla avtikelpeva mou Kvouvtol

YPNYOopO, OTIWG OTNV MIPOKELUEVN TiEpiMTwon oL adaipeg.

Me tnv napandavw Stadkaocia, o server eivat €€ ’oAokApou uTeUBUVOG yLa TNV {NULA TTIOU aoKe(TaL
METAEY TWV TOLKTWY, EVW TAPAAANAQ, HECW TNG SnULOUpYLOG TOTIKWY 0haLpWY, ATIOTPETETAL N
Umopén amokAioewv OTo MWE oL Maikteg BAEMOUV TNV TMopeia Twv odalpwv Twv UTIOAOITWV.

Anuoupyettal £101, pla lodéla epmelpia ylo 6Aoug.

‘Exovtag €€nynoel Tn Aoyl Twv TUpoBoAlopwy KaBwE Kal TV apXLTEKTOVLKN Twv RPC KANoswv
TapaAmavw, lval xprowo 6w va yivel avadopd oTov TPOTo e TOV OTolo O server xelpiletal tn
{NULA TToU aoKElTAL OTOUG TAIKTEG, OTAV AUTOL TANTTOVTAL aId Kamola aviimain odaipa. Onwg
nipoavadEPONKe, 0 server €lval AUTOC TIOU SNELOUPYEL Kol XELPLIETAL TNV «TIPAYHATIKN» odaipa.
Jtn odaipa autr, eniouvantetal to script DealDamageOnContact.cs. Evtog tou apyeiou kot
OUYKEKPLUEVA EVTOC TNG cuvaptnong OnCollisionEnter(), n omoia kaAsital avtépata pOALG TO
OVTIKE{UEVO ouykpouotel pe omolodnmote AAAo aviilkeipevo, o server Ba eAéyxel tn ¢pvon Tou
OVTLKELUEVOU UE TO OToio N odaipa cUYKPOUOTNKE. AV TIPOKELTAL VLA AVTIKEIUEVO — TIALKTN, TOTE O
server Ba pelwvel Tn {wn TOU TAUKTN Kol Tautoxpova Ba eAéyxet av n {wn tou Bploketol KATW amnd

10 0, omoTte Kal Ba ekklvel OAeC TIC SLASIKACLEG yLla TNV «ovayEvvnaon» ToU Tlaiktn, SnAadn tv ek
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VEOU 0pXLKOTIOLNGN TOU XQPOKTNPQ TOU O KATOLO TUXaio onueio tou xaptn. Yneubuvn yla 6Aa
outa, eivatl n kKhaon ProjectileLauncher, ta onuavtikotepa pépn TG omoiag mopatibevral otn

OUVEXELQ, OTIWG avaAuBnkav mapandvw (Kwdikag 28).

void Update () {
if (!IsOwner) return;
UserInput();

private void UserInput () {
if (readyToShoot && shooting && !reloading && aiming &&
bulletsLeft > 0) {

PrimaryFireServerRpc () ;

}

[ServerRpc]
private void PrimaryFireServerRpc () {
GameObject currentBullet = Instantiate(serverProjectilePrefab,

projectileSpawnPoint.position, Quaternion.identity);

SpawnDummyProjectileClientRpc() ;
}

[ClientRpc]
private void SpawnDummyProjectileClientRpc () {
SpawnDummyProjectile () ;

}

private void SpawnDummyProjectile () ({

GameObject currentBullet = Instantiate(clientProjectilePrefab,
projectileSpawnPoint.position, Quaternion.identity);

KQAIKAs 28 — AIAAIKASIA AHMIOYPIIAS TQN BOAQN 1A SERVER KAI CLIENT

ITa TApAMAvVW TUAMOTA KWOLKa Tapouolaletal oAokAnpn n Stadlkacio mou mepleypddnke
napandavw. Qaivetal SnAadn, mwg o server eAeéyxeL TNV aAAnAouxia Twv MUPoBoALCHWY, EVW Elval
ONUAVTLKO va onUelwBel mwg n PrimaryFireServerRpc() kat n SpawnDummyProjectile apylkomololv
SladopeTika avtikeipeva, To serverProjectilePrefab kat to clientProjectilePrefab. Evw ¢awvopevika
To SU0 QUTA aVTIKElPEVa — odaipeg, elval omTika (Sla, oTNV MPOYUOTIKOTNTA £XOUV L0 CNUAVTLKN
Sladopa. MNpokelpévou n serverProjectilePrefab va pmopel va kavet nNULd 0TOUG MAUKTEG LE TOUG
omoioug ocuykpoUeTal, xpeLaletal va StaBeteL To script DealDamageOnContact, to onpovTLKOTEPQ

HEpN Tou omolou Bpiokovral mapakdtw (Kwdikag 29).
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public class DealDamageOnContact : MonoBehaviour ({
private void OnCollisionEnter (Collision col) {

if (col.gameObject.TryGetComponent<Health>(out Health health)) {
health.TakeDamage (damage) ;

P}

KQAIKAs 29 - XEIPISMOZ TQN SYTKPOYSEQN TQN BOAQN ME AAAOYS MAIKTES

4. Build Mowyvidlov & Xelplopog

JTNV mapakatw evotnta Ba yivel avadopd otov Tpormo mou yivetal to build tou mawyvidiov,
dnAadn otn Sladikaoiag KATACKEUNG TOU TeEALKOU eKTEAECLUOU apyeiou. MpOKeLTal yla TO TEALKO
TIOKETO TOU TlaXvIdloU To omoio otn ouvéxela Umopel va ekteheotel kol va StaveunBel oe
Sladopoug xpnoteg kat MAatPOpUEC. ITa MAdioLa TG Tapoucag pyaciag Xpeldletal va ekTeAeoTeL
n Stadikaoia tou build 0o dopég. H mpwtn adopad to build mou Ba ekteleital ano toug dedicated
servers Kol To GAAo arod Toug (6LoU¢ TOUG TTALKTEG OTOV UTIOAOYLOTH TOUG. XTLG TIOPOAKATW EVOTNTEG

Tieplypddovtal ol emipépoug Sladikaolec.

4.1 Server Build

H npwtn nepintwon adopd toug dedicated servers. Onwg Ba avaluBel kal otn cuvEXeLla, oL
servers Tou xpnolgonolidnkav ywa tnv eniteuén tng Sladiktuakng Asttoupylag Tou mayvidlou
Bacilovtal otnv unnpecia Game Server Hosting (Multiplayer) mou mapéxetal péow tou Unity
Gaming Services. JUYKeKPLUEVQA, TIPOKELTOL yLa Linux Servers, onote Ba mpémnel kat to build va €xel
TI¢ KaTAAANAeG puBuioeis. EmiAéyovtag File -> Build Settings, epdaviletal to napabupo tng Elkova
74. 310 EMAVW HEPOC TOU MapaBupou, 0 XPNoTnG XPELAIETOL VO ELOAYAYEL UE TN CWOTH OELPA TIG
OKNVEC Tou amaptilouv To TaLVIOL Kal OTn CUVEXELD VO TIPOXWPNOEL oTn dnuloupyla Twv

ekteAéopwy atwvtag Build ) Clean Build.
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Add Open Scenes

ZE Dedicated Server

Linux

Default

Le

Player Settings... Build v Build And Run

EIKONA 74 - Ol PYOMIZEIS TOY SERVER BUILD

H Sdwadikaoia autn pmopel va SLapkeoel apKeTd KaBwg e€apTatal armod ToV OYKO TWV apPXELWV TTIoU

neplhappavel to mayvidl. To tehko anotédeopa Ba polalet pe autod tng Ewova 75.

Cvopo . Hpzpopnvia Tpomomol.. | Tomog

uild_BurstDebuglnformation_Do...

rBuild_Data

rBuild

EIKONA 75 - TA APXEIA TOY SERVER BUILD

4.1.1 Ekkivnon server Kat avéBacpa apxeiwv

To Unity uéow tou Game Server Hosting (Multiplay) npoodépel oto xpriotn tn Suvatdtnta vo
XpnoLuomnolel évav server mou Bpioketal oto Unity Cloud, o omoiog Ba amnoteAsil Tov olkodeomotn
Tou Talyvidlol tou. Méow NG Slemadng mou dalvetal otnv Ewkova 76, o Snuloupyog tou
TaLyviolol £xel mpoofaoch oe pia MANBWPA CTATIOTIKWY OTOLXELWV OXETIKA HEe TOV aplOpd Twv
TALKTWY, TWV OYKo Twv Sedopévwy mou avtoAAdxOnke kabwg kal otolxeia mou adopolV Toug

SlaBéatueg servers omwc n IP, To port, n tonoBeaoia toug K.4A., 6nwe paivetal otnv Ewkova 77.
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EIKONA 77 - TA 5TOIXEIA TQN SERVERS

‘Exovtag mA€ov dnuioupynoel to build Tou server omwg mepleypadnke vwpitepa, To HOVO TOU

OTTOWPEVEL €lvaL TO avEBaoUa TwV apyelwv mou anotehoUv to build otoug dtaBéououc servers.

JUYKEKPLUEVA 0 XpRotng xpetaletal va mhonynBel otnv kaptéAa Builds kat va Snuloupynoet éva

véo Build emAéyovtag Create Build. (Etkova 78)

G . E
verview Builds < production

Builds
Build Configurations Q
Fleets
Latest
[ suild name 1 Build ID Build configurations Build type Operating system
Maeines version/tag
Servers O serverBuild 61274 R Version 17 1 Direct file upload Linux

Test Allocations

Packages & SDKs

Legal (7 Privacy Policy 7 Cookies [

EIKONA 78 - TA AIAGESIMA BUILDS
To pévo mou amopEVEL lval va ovopdoel To véo Build kat va emiAéEel Tov Tpomo e Tov omoio Ba

aveBaoel ta apyeia, onmwg paivetal otnv Ewkova 79.
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Create build

o 2] ©

Details Upload files Create version

A build contains the files to run your game servers. For more information, see the
. . . o .
gl q 1 [

Build name *

‘_ Server Build

QOperating system *

ﬁ Linux mEl Windows
Recommended L |

Upload method *

ﬁ aws

Direct file upload Container image AWS S3 bucket

Cancel Next

EIKONA 79 - H AHMIOYPIIA NEOY SERVER BUILD

TéMNog, onwc daivetal kat otnv Ewkdva 80, xpeLaletal anAwg va cupBolv ta apxeia Kot oL pakeAot
Tou build oto avtiotolyo nedio. MOALG autd oAokAnpwBel, To malyvidt Ba BplokeTal oTOUG servers

Tou £xel emNé€el 0 xpAotng kot tn Stadikaoia puBuLong tou Unity Gaming Services.

Create build
Details Upload files Create version

© Upload the files necessary to run your server. Do not upload a zipped archive.

Cancel Upload 208 Files

*

Drag file(s) here or browse

Q se
Name Status
ServerBuild_Data/app.info @ Ready to upload | ]
ServerBuild_Data/boot.config @ Ready to upload ']
ServerBuild_Data/globalgamemanagers @ Ready to upload | ]
ServerBuild_Data/globalgamemanage... @ Ready to upload ]
ServerBuild_Data/level0 @ Ready to upload [ ]
Cancel 7

EikONA 80 - ANEBASMA TQN APXEIQN TOY BUILD
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4.2 Client Build
H mepintwon tou build mou Ba xpnoluomnoleital amod Toug MALKTEG IPOKELUEVOU va Ttal{ouv To
matyvidL eivat o amAn. Eival to build to omolo Ba Stavépetal site aneuBelog eite péow KAMoOLOG

TAQTPOPHAC YL KATERAOHUA ETAED TWV TIALKTWY, WOTE VoL £XoUV TpooPach o auTo.

JUYKEKPLUEVQ, OTWC daivetal otnv Elkova 81, oL pubuioelg tou build dtadépouv and autég Twv
servers napandavw. El8ikotepa, epdoov To mayvidt aneuBUVETOL 0 UTTOAOYLOTEC E AELTOUPYLKO

ouotnua Windows, Ba nipénel to Target Platform va eival to avtiotouyo.

s In Build

Add Open Scenes

Platform CJ Wind Mac, Linux

|;| Windows, Mac, Linux

Default

t Import Overrides

Lea

Player Settings Build v Build And Run

EikoNA 81 - O1 pyomisEls TOY CLIENT BUILD

Ta apyeia mou mapayovtat ano to client build 8a powdlouv pe avtd tng Eikova 82, petafl twv

omnolwv Ba Bpioketal kal éva ekTeEAECLLO (.exe) apxeio, LEow Tou omoiou Ba yivetal n ekkivnon Tou

maLyvidLou.

Tumeg

& UnityCrashHandlerf4
n UnityPlayer.dll

. Destroylt_BurstDebuglnformation_DoMNot...
. Destroylt_Data
. MonoBleedingEdge

EIKONA 82 - TA APXEIA TOY CLIENT BUILD
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4.3 XelplopOG ot vidLou

‘Exovtag otnv KOTOXN TOU O XPNOTNG TO MAPAMAvw eKTeAECo Ba umopel mAéov va Taiel
KOVOVLKA TO TtalLXVIOL. UYKEKPLUEVQ, OTn PwTn 086vn mou Ba avTikpUoel Ba eL0AyEL TO OVOUA LIE
1o omoio Ba paivetal oToug UTIOAOLTOUG MALKTEG. 2T CUVEXELD, Ba eTUAEEEL TOV TPOTIO LIE TOV OTIOLO
Ba ouvdebel oto matyvidy, SnAadn eite péow kamolouv dedicated server, eite péow tou dwpatiou
KAmolou dAAou maiktn, eite TéAog, va Snuiloupynoel o i8log éva dSwdtio oto omnoio Ba cuvdéovtal
AaAAoL maikteg. Omoladnmote emAoyn KoL OV KAVEL, N EMOLEVN OKNVI LOALS TpoXwpnoeL Ba gival n
KUpLA oKkNVH Tou atyviSloU. Ekel o Xelplopog elval apkeTd armAog kal akoAouBel ta mpdtuma OAwWvV
TWV cUYXPOVWV TTALXVIOLWY TIOU XPNOLUOTIOLOUV TO TIOVTIKL Kal To TMANKTPoAoylo. Eldikotepa, o
naiktng Ba Kwveltal epunpaog, miow, 8€Ld, aplotepd peow twv mMANkTpwv W,S,D,A, Ba teplotpedetal
TO00 0 (610G 600 Kal N KAUEPA LEOW TNG Kivnong Tou TOVTIKIOL, Ba TpéXel matwvtag pall ue ta
TANKTPO Kivnong, kot to MARKTpo LShift, kal téhog Ba KAvel GApO TTATWVTAG TO TTANKTPO Space. 3¢
OTL 0.popd TO KOUUATL TWV TIUPOPOALCUWY, amalteital To matnpa tou 8e€lol) KALK TOU TIOVTLKLOU
T(POKELUEVOU O TIAUKTNG VO 0TOXEUOEL, KOL OTN GUVEXELQ TO TTATNHA TOU aplotePol KALK WOTE va

dnuoupynBel kal to avtikeipevo — odaipa.
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ZUUNEPACHOTO

Avtikeipevo NG mopoloag OSUTAWHATIKAG epyaciag omotédece n  avamtuén evog
Burteomnayvidlol to omoio ameuBUveTaL og moAAMAOUC maikTeg. KUpLlog otoxog TnG epyaciag, ATav
N mapouciaon KoL N EKTEVAC LEAETN OAWV TWV amapaitntwyv epyaAeiwv kat BLBALOONKwWY, yla tnv
enitevén NG mopamavw Asttoupylag. Embwwkovrag mopdAAnAoa T Snuloupylo oG
OUVOPTIAOTIKNG, YLO TOUC TTALKTEC, EUTELPLOG, TTPOOTEBNKE OTO MALXVISL N SuUVOTOTNTO KOTACTPODNC
OVTLKELMEVWY, KOl WG €K ToUToU, N Suvatotnta UeTaPoAng Tou suplTEPOU TEPLBAAAOVTOG OTO
omolo Ste€ayetal to malyvidl. Baon 6Awv autwy, anotéAeos n pnxavn rayvidiwy Unity, Tng omolag
ta epyodeia kal ot PBBAoBnkeg meplypadovial otnv mapoloa OSUTAWMOTIKA €pyaoia,
anodelkviovtag nepitpava Toug Adyoug yla toug omoloug To Unity Bploketal ota kopudaio kot

SnuodEoTEpA AOYLOULKA OVATITUENG TTOULXVLSLWV.

Tooo n unxavr maxvidltwy Unity, 6co kat to meptpaliov tou Unity Editor, mapéyouv éva
mAnBog epyaleiwv kot Suvatotntwy, Kavwv va cupPdarlouv otn Snuoupyia omoloudnmote
eibouc mayviblov. Méow tng aflomoinong emMUTPOCOETWY TMAKETWY, OMWCG OTNV TIPOKELUEVN
nepintwon, to ProBuilder, To Unity pmopel va petatpamnel oe €va mavioxupo AOYLOULKO, £va
moAuepyaleio ou cuvSUALEL TNV AVATITUEN TTALXVLOLWY HE TN oXeSLA0N OVTIIKELUEVWY, TILOTWV KOl
XOPOAKTAPWY, UE AMWTEPO OKOTIO TNV Snuioupyia OAOKANPWUEVWY TTALXVIOLWY, XWPLG TNV avaykn
xpnotlpomnoinong e€wteplkwv Aoylopkwy. Mellovog onpaociag eniong, amotéAecs n PeAETN Kol
aglomoinon tng PLPAoONAknG Netcode for GameObjects, péow NG omolag oxedLACTNKE Kol
uAormotBnke oAOkAnpn n dladiktuakr umodour tou malyviSlou. ITdxo¢ TNG epyaciag eivat o
QVaYyVWOTNG Vo JUIMOPEL vo Katavonoel ta Stddopa poviéda Staclveeong MOMATAWY TTALKTWY
(multiplayer) kat otn cuvéxela va £xeL Tn duvatoTnTa 0ELOTOINCNG OUTWV. JUUMEPACUATIKA, Elvol
dlaitepa onUAVTIKA N Katavonon Twv apXLTEKTOVIKWY Slacuvleong HeTafl TwV MALKTWY oTa
olyxpova Tavidla oe cuvuaoUO HE TO TTAEOVEKTOTA KL TA UELOVEKTAUATA TNG KOOEULAG.
Té\og, amdppolo TnG mapoloa SIMAWUATIKAC gpyaciag, Ntav n avalitnon Kal €peuva Tou
SlaB£01pou UAKOU TIOU TIOPEXETAL PEOW TWV SLOPOpWY TPOYPAUUATIOTIKWY KOWOTATWY. O
SlaBaoipeg mnyég mAov sivat adBoveg kat oL mOpoL ou Urnopsel kavelg va aflomolnost, ayyilouv
ONEC TIC TITUXEG €VOC OAOKANPpwHévou Tmavidlou. Ou Slabéoueg PBLPAoOAKeG, OMWG yla
napdadelyua to RayFire mou xpnowdomoluiBnke otnv mapouca epyacia, eival LKOVEG va

amoTeEAECOUV BACIKOUC TTUAWVEG OLKOSOUNGCNG EVOC TtaLXVLOLOU.

JUUMEPACUATLKA, N AvamTuén, cuyypoadn Kol opyAvwon Tou TapOvTog MOV LOTOG AMOTEAECE
LML CUVOPTIOOTIKA Yla EMEVOL EUTELPLA, EETIEPVWVTIAG CUVEXWCE TIG OPXLKEG LOU Tpoodokieg. H

OUVEXNG LEAETN Kal avalnTnon mnywyv, anotéAeoe évav dlapkr abAo, evipudwvrtag mapdAAnia o
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VEOUC, aB€atoug PEXPL TTPOTLVOC TOUELG, TpOoodEPOVTAG LE AUTOV TOV TPOTIO TEPLOCOTEPN afla oTnV
mapouoa gpyacia. O YWPOog TNG avamnTuéng malxvidlwy amoTteAel €vav oUVOPTIACTIKO KOO0, O
omoiog KaBnuepva mpoodelel Kal eEEAOOETAL, KAVOVTAG £TOL TNV EVOPUOVLON LE TA TTAYKOOULO
oebopéva  mpayupatikd Sokipacio. OL texvoloyieg Tou xYwpou ouvexwg efeliooovtal,
MPOoodEPOVTAC CUVAPTIAOTIKEG SUVATOTNTEG, LKOVEG Vol OvVTATokplOouv ce 0O,TL davtaletal o
avBpwmivog voug. Alwtepog otoxog Kal eATiba Ttou cuyypadéa tng mapolooag epyaciag elval, n
Tpéxouoa popdn Tou TALXVLOLOU va amoteAéoel BAOn Yyl MEPALTEPW HEAETN Kol aflomolnon,
KAavovtag kaBe otolyeio tou matyviblou avtaflo evdelexol¢ avaAuong Kat BeAtiwong, ya tnv

Sdnuloupyla TeAKA, evog Tayvidlol kavol va ek80Bel kal va avtaywviotel aAAa Bvteonatyvidia

ToUu avtiotolyou BeAnvekouc.
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